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Animating and Selecting Animals

Hello friends!
Welcome back to game development using UNITY!

So, in the last video, we had created our scene by placing animals into the
theme. Now, we are going to look at how to animate those animals so that they
can move and we can make the scene more interesting. Also, we are going to
write the logical input to select different animals so that they can be used in the
food web.

So, let’s get started! Open your UNITY hub and select the project titled ‘food
web’.

Now, let’s maximize the screen. We are looking to animate our animals, so, let
us start by adding animation to our rat. We want this rat to move from the
current position to behind the bush position, where he will stay for around five
seconds and then move back to the original position. To do that, we must select
rat from the hierarchy window, go to the window option in the top bar and
select the “animation” option. The animation window is open. Create new
animation. Before doing that, do not forget to go to the assets animation folder,
create a new folder called “rat” and title your animation as “rat_walk”.

In the animation window, start recording the animation in its 1st position. For
the 2" position, | want the rat to move from here to there in 2 seconds. So, | will
just set the marker to 2 second indication and then move the rat around from
here to this position. Now, | want my rat to remain behind the bushes for at least
5 seconds, so I’'m going to add the previous 2 seconds to 5 seconds to make it 7
seconds in total. Now, | will set the marker to 7 seconds. As | want the rat to stay
here for a while, hence, I’'m just minimally changing its position, from a point 9
to point 8 so that it’s position can be reset. I’'m going to stop the recording and
see how the animation plays out. | can see the rat animation is working out well.
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Next, we are going to move the grasshopper from one side of the screen to the
other. Select the grasshopper from the hierarchy window and position the
grasshopper to the extreme left, outside of the screen. Repeat the same steps
for adding animation just like we did for rat. Create a new folder called
“grasshopper” in the Animations folder and name the animation as ‘Fly’.

Start the recording. The initial position of grasshopper is (-1083, -375). Keep a
note of it for resetting the object. | want grasshopper to move from the current
position to this extreme right, outside the screen position. Zoom out the
animation timeline as | want the animation to run for around 10 seconds, so that
it moves slowly. Simply drag and move this grasshopper from start to end
position. Now | want to reset the position. To do that, slightly move the line on
the frame again and set (-1083, -375) in position field. Now, stop the recording
and play the animation. As you can see, the grasshopper is flying from this one
end to the another end and then reappearing again at the starting point.

Next, we are going to work on animating the deer! We are going to do two things
as far as the deer is concerned, we ensure that the deer has a walk cycle and
then we need to move this deer from one side of the screen to another side of
the screen. Let’s select deer from the hierarchy window and disable bushes for
a while to see how the deer walk will happen.

As of now, the deer is just standing with no animation attached to it. First go to
assets, images and animals. From the last time, you should remember that we
broke down the single image of the deer into multiple images in the previous
videos. Expand the arrow mark to see the walk cycle animation for the deer.
Proceed further by creating a new folder. Go to projects > assets > animations >
create a new folder called “Deer”. In the animation, simply right ‘Walk’ and save
it. So, now a new animation has been created for the deer. Now select all the
images of Deer animation and drag on to the animation panel. Animation for the
deer is done. Play and see how it works. As we can see the speed is fast. Reduce
the speed by dragging the small button to 1-minute and 30 seconds mark. Play
and see the animation again. Now, the walking speed of deer is fine and we are
done with deer animation. Click on the ‘sprite editor’ after selecting the deer
asset to see the frames used in animating the deer.
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But | want the deer to come out and walk all the way through and reset back to
its original position.

Let’s explore a way to do this through code! So basically, my dear should start
from slight left of the center part of screen. Let's make the bushes visible. It
should walk all the way to the end of screen and reappear again to its original
position. The default position is (-284, 200). This is essentially a loop and to make
that happen, go to asset folder, create a new folder called scripts. In the script
folder, right click, select create and click on C sharp script. Name it as
“DeerWalking”. Double click on it to open the Visual studio for writing a
program.

So, there are two functions that have already been given to us - one is the start
function which calls the object to which this script is attached and the update
function which gets called continuously with each frame of the animation. First
we need to define two fields. In the next line of open parenthesis, write

public Transform startingPoint;

This is going to be the starting point of deer, that is, the left side from where it
starts moving. Define another variable called

public Transform endpoint;

This defines the end point of deer. Let's define one more variable called speed
by writing

public float speed;

This is the speed with which the deer will move from start point to end point. As
we are not initializing any object so let’s delete void Start() function as shown.

In our void Update() function, we are going to create a simple variable called
{
float step = speed X Time.deltaTime;

In this step, what happens is that the deer will take the number of steps based
on the speed and time. And the delta time is the difference between two frames
that are being drawn between 2 image references. As we are attaching this
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script to the deer, we are going to take the transform position of the deer. So,
we will write

transform.position Vector3.MoveTowards(transform.position,

endpoint.position, step);

So, this takes the current position, the end position and how much distance deer
want to travel. Now once it reaches the end point, we want to reset the position
to the starting point. So, let’s check the condition by writing a code

if(Vector3.Distance(transform.position, endpoint.position) < 0.01f);

What we are checking here is if the deer has reached almost or at the end point,
we should reset the position of deer to start point. So, we will write

{

Transform.position = startingPoint;

}

This is going to continuously keep the deer moving from one position to another.
Now let’s set the values of all the public variables that we have defined.

To do that, go back to Unity editor and save the scene to update the script for
DeerWalking.

Now, select Deer from Hierarchy window and click on add component from
Animator window. Select the name of the script that we have created by typing
DeerWalking. Once entered, it is showing me three public variables i.e. the
starting point, End point and speed.

As of now, | have not created any starting point. Right click on Canvas in
Hierarchy window and select create an empty object and move it near to deer
object. Rename it Deer Starting Point. Right click on it and select duplicate. Drag
it near Deer Starting Point and rename it Deer End Point.

To set the starting point, select Deer Starting Point and drag the box to (-1080, -
200) position and to set the end point of deer, select Deer End Point and drag
the box to (-1244, -200) position. Use the move tool to avoid misbalance on Y-
axis.
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But | want my deer to be present behind the tree, so I'm going to select Deer,
Deer starting point & Deer end point and place them above Tree object. Now, it
will look like the deer is behind the tree and bushes.

Select Deer option and under Deer Walking script, select Starting Point. A new
window opens. Double click on Deer Starting Point option. Similarly, select Deer
End Point for End Point option. Set the speed as 5. The speed is fast. Let’s change
it to 2 now which is optimum.

Now, let’s see how the whole scene is working. Click on Play button to launch
the scene. We can see our scene is working perfectly.

Next, what | want in my game is that whenever | select an animal, that animal
should get selected and disappear from the whole scene and get added to a list
from where we can access it while creating the food web.

To do that, minimize the canvas first. Click on ‘+’ and select create empty object
and reset the object by clicking on the 3 dots in Transform section and select
Reset. Name it as “GameController”. In the same Scripts folder, create a new
script called “GameController”. Next, select the game controller object from
hierarchy window and click on Add Component. Type ‘GameController’ and
double click to open the visual studio. Let's delete the start & update function
and understand what are we going to put in game.

So, game controller is going to be the script that will handle all the states of your
game. By states | mean, when the game starts there will be a welcome screen.
Next, a second screen called level scene that comes before the scene of
gameplay level, third screen with our food web scene or level one completion
screen. So once that is complete, then you go to the level two screen where you
create the food web and the last, game over screen. Let’s define these states
now.

To do that, we can start by defining an enumeration. This game’s enumeration
is going to contain all the game states. You can initialize them like

{

Enum GameStates

{
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WelcomeScreen,
Levell_Gameplay,
Levell_GameOverScreen,
Level2_StartScreen,
Level2_GamePlay,
Level2_Gameover,
GameComplete

}

We can add more states to this as we go along, but these are some of the major
states in which we are going to create the game. So, for now, let's not worry too
much about the welcome screen because that's something that we are going to
cover in another video.

Before proceeding further, let’s define these states in a different script all
together to avoid any confusion. To do that, go back to Unity editor. Go to script
folder in your assets, right click and create a new C sharp script and name it as
‘Defines’. Double click on it to open the Visual studio. Delete the existing
functions.

Delete the MonoBehaviour and change the public class Defines to
public Static class Defines

and make it static. Now, go to GameController tab and copy the whole code and
paste it under defines.

Now to access the states from outside, the game states class is to made public
by changing it to

public enum GameStates
Come back to the Game Controller tab and begin by creating a function
Public void UpdateGameState(Defines.GameStates _gameState)

Let's define a global variable as

{

Defines.GameStates currentGameState;
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Let’s focus on Level 1 Gameplay screen for now. So, we are going to define a
current status by writing

{

currentGameState = _gameState;

}

Update Game state is the function that we are going to call whenever we want
to change the state of the whole game. Once this is called, the statement saves
the current game state. Next, let’s write a switch function as

switch(_gameState)

{
case Defines.GameStates.WelcomeScreen:
{
}

break;
case Defines.GameStates.Levell_Gameplay:

{
}

break;

This is all about game controller. We are going to start putting code into this file
for all states. Let's go back to unity editor and see what we would like to achieve
first in the Level 1. The first thing that we want is to be able to select all the
animals by clicking on them.

Hence, we will create another object and name it as LevellGamePlay.
Accordingly, create a C sharp script in the Asset folder and name it as
LevellGamePlay. Double click to open the new tab for it. Again delete the start
& update function.

In the level 1 gameplay, we want the users to select the animals and once they
get selected, they should disappear.

To do that, we are going to create a function for animal selection by taking game
object for it and assign a unique ID to each of them so that they can be identified




: LEARNING LINKS
TeCh ﬂO|OgI€S NITI Aayog ATAL INNOVATION MISSION zgﬁgﬂgﬂ!&ﬁ%

WHEF

once they are selected. After selection they will disappear from the screen. For
that, write the code as

{

Public void SelectAnimal(GameObject _animalObject)

{

Destroy(_animalObject);

}

Go back to the unity editor and save to refresh it to update the script. Now,
select Level 1 gameplay from hierarchy window and reset to initial position. Click
on Add component type ‘LevellGameplay’. Maximize the Canvas and go to the
animals one by one.

Let's start with fox from the top. Right now, it is just an image as we haven't
added any event or function to it. Click on Add component and type ‘Event
Trigger’. Now click on ‘Add New Event Type’ to open the options and select
‘PointerClick’. Click on ‘+’ to add from list.

Now it's asking for the function that you want to call. So to add that function,
drag LevellGamePlay from hierarchy window and drop it to the pointer click
variable. From the dropdown menu, select LevellGamePlay and select the
function that we have created which is SelectAnimal(GameObiject). Now, you
will be asked for the parameter or AnimalD. _animalObject is the parameter in
our case which in other terms are the animals. First parameter we can define is
Fox. Drag Fox to the Game object field. So, whenever | click on the fox, it gets
disappeared.

Similarly, we'll do it for all the other the animals. Follow the same steps for
adding Event Trigger > PointerClick > Drag LevellGamePlay and drop it to the
pointer click variable > Select LevellGamePlay > Function as
SelectAnimal(GameObject) > Drag Giraffe to game object. Repeat the steps for
all animals.

Great. So what happened here is that whenever any click event happens on the
animal, it is going to select the particular animal function with parameter as that
animal in LevellGamePlay script. Let's run and see what happens.
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| am clicking on the leopard, but it is not getting selected. It is because there is a
Raycast that is blocking the click function. Let’s select the Forest Background and
you can see that Raycast is enabled which means that the Forest Background
image is also interactive at the moment. But in our game we don’t want all the
objects to be interactive except animals. Hence, let’s disable it by unticking that.
Let's disable for all tree, hanging leaves, Bushes. Let the Raycast enabled only
for the animals.

Let’s run the scene and see what happens. As you can see we are able to select
all the animals from the scene. So far, we have animated the animals and added
selection function to it for Level 1 GamePlay.

So that's it from this video. Keep practicing and we will meet in the next video!

HINDI VERSION

Animating and Selecting Animals

Hello friends!

UNITY &T use @¥dh game development program # 319! T !

UGl video &, THA SATTIU Bl theme H TW@H THART scene TATIT AT

379, & 3 SIIdRT A animate d T 3§ § dTih I Tl Th 39 I
TP 3R &H scene P 3R 3TAF interesting IT b | TTT T, & [Hea
e SAreTai Eﬁﬂﬂﬁﬂ* IGIY logical Input %l'@?rmﬁ%arﬁ?m
use food web & fehaT ST TP |

dr el Y& B ! 3TAT UNITY hub open Y 3R ‘food web'title aTell
project ﬂﬁl

379, screen @I maximize Y| FH 37U SAHA P animate HIAT ITed
%, 38felT, A 37Ul rat # animation add AT Y& A &l &A dAed
& [ IE rat current position & bush &I position & WS Tl AT, FE
gg oTHIT 5 second ddh eI IR T original position & arad 3
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SITQar| QAT & & foIT, @A hierarchy window & rat @l geIaT &H9T, top
bar # window option Y JATT 3{R "animation" option J=1 animation
window open ¥ | new animation IATT| VAT & A Ugel, assest
animation folder 3 ST & o, "rat" ATH A TH new folder FATT 3R
37941 animation @1 "rat_walk" title G|

Animation window #, 3[Uel 1st position UX animation record &IAT Y&
Gl 2"dposition & aredY E fF rat 2 second postion H el 9 Igl Ior
ST | éﬂﬁ'@,ﬁmarker T 2second & indication T set H&IT T
rat @l U { 3 3H position H of BN 3, # =ecr g o A
rat A & HH 5seconds & ToIT bushes & UIS T, SHTIT H  previous
2 second @ 5 second H add P T Tﬁ { drfer e Pel 7 second %T
ST 37, H marker BT 7 seconds H setpoalt| orar fop & BIES § fF rat
Tl $S time & fow %h, safew, # ad point 9 ¥ point 8 dh SHI
position @I minimally change &Y & §, cTfeh IS position reset B Heb|
H recording close & ST &I f;-: 3R ¢Eel 6 animation play & &
e fpael | # ¢ Hehcll § 1 rat animation 3Tl TRE & &IH P &
gl

Next, & screen & U side & 8 side # grasshopper @l move I
ST & & | hierarchy window & grasshopper @l g 3iR grasshopper
Bl screen & IR, I left side H position dLI Animation @ add
BT P /T 321 steps @ repeat B ST A rat & Tow fomar am)
animation folder & “grasshopper” &TH @ TH new folder daATT 3
animation @I ‘Fly’ a1 &

Recording & @<l grasshopper @I initial position (-1083, -375) &
object @I reset @el & ol S& note &Y of | F =Ted § T grasshopper

current position & extreme right side &,screen position &
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S| animation timeline & zoom out @Y @ifeh # @A § b
animation e9THIT 10 seconds oo del, dlfeh ITE slow doll I8 3
grasshopper @& start & end position de TF 3R move HY| 3T H
position @I reset LA TGl §l VAT &Ll &b fAT, frame W line &
fFT & 3T 319 gerv 3R (-1083, -375) position field & set HY| 37,
recording §¢ @I 3R animation @I play @I| SH&T b 3T & Adhd g,
grasshopper 38 Udh end a Z‘;:\‘:Ii' end db 33 & & IR starting
point IX R & fg@rs ¢ &I &I

E'HaF dlc, oH deers BT animate & BT PBIHA P oIl 1%' ?;—‘HEI%T doh deer
BT TIY &, TH & PIH B ol & ©, & Te sure P b deer T Th
walk cycle & 3R R & 3H deer &l screen & TH end ¥ screen &
gfY end o STl &7 ST &1 el hierarchy window & deer &l et
3R MET 2T & T bushes P disable B TG @A & ToIw b deer T
walk &IAT  HET BT

379 doh, deer O fREY animation & AU WST &1 TIH U assest,
images IR FAEAR s W AW last time &, 3TTPT ITg, I@AT AT fb
A TUSe video A deer &I single image &l Ehé' images # dis fear |
deer & walk cycle animation ¢@« & foIT arrow & sign @I expand &l

Udh new folder ST 3T dd| projects > assets > animations >"deer"
W S Th “Deer” ATH P Th new folder TATT| animation &, simply
right ‘walk’ G0 3R 28 save ®Y| a, 37 deer & foIT Th new animation
g7 9T &1 31 deer animation T FHT images BT FoA 3R animation
panel ©X @id| deer & foT animation QT & I1AT| game start FA &
WW%WWWW%I@W%W?@W%%Sp%d
fast &1 small button @I 1 minute 3R 30second & mark deh Wrde speed
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A BY| T gamestart I & 3iR animation@d W ¥ 2@ ol 37T,
deer &I Tola T speed SF & 3R deer P animate T H use AU
T frame @ d@A & felu deer @ assest Bl Al & G ‘sprite
editor’ W click &

GGG BIEGI E fp deer SRR 3T 3R QT TEAT delhl 3qAT original
position H drgd 31T SAT|

Tl PIS o ATCTH H VAT el T Al g & | basically deer &l screen &
centre part & left T X & Y& PHIAT AMET| Tl bushes @l visible HA
&1 I& screen & lastde gorar Arfel 3R T & 3714<T original position
X arqyg 3T el default position (-284,200) &1 TE  essentially T&
loop & 3R TET A & foIT, asset folder & ST, scripts ATH &I Th
AT folder IATU| script folder &, right click @, create QFT 3iR Csharp
script W click &¢I 38 “Deer Walking aTH ¢l

Program for@al & foT Visual studio open & & foIlT 38 WX double
click &Y|

& al functions T8 & ot g ugel & QU o1 g% & -Tdh & start
function 3 object Pl call BLAT & TOT Ig script attached aIdl & 3R

update function & animation & T frame & FTY TMER call
S| Ul & ar fields @l define &l hT LT &

open parenthesis @ next line #H, ¥ ford public Transform
startingPoint;

Jg deer @ starting point 81 ST @ &, AT, left side STl d ITg
move AT Y& eIdar %I U 3R variable @1 define Y

public Transform end point;
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I% deer @& end point @I define Tl &l speed by writing AT & Tdh
3R variable @1 define &ar &

public float speed;

IE g speed © TorTd AU deer start point & end point S| ST
for T fopdY Y object @1 initialize & H W & O 3T ST
few@rar s/ & Start() function @ delete Y|

AR void Update() function &, & T&H simple variable I ST & &
{

float step = speed X Time.deltaTime;

g step #A deer speed 3R time & base W &S step ST 3R
delta time @l frames & &I &I difference & SNl 2image references &
dra drar o1 @I &l o 6 & 89 script d deer & ATY add # L
&, & deer &I transform position @I o T 3§ &1 d, &7 fordar

transform.position = Vector3.MoveTowards(transform.position,
endpoint.position, step);

dl, TE current position , last position 3R deer frdeT distance travel
FAT TTedl & o9 | 3d Th IR T last point U Clg?l' ST &, &
position @I starting point UT reset & dTed &1 al, Tl Th code
for@®T position @ check &Y
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if(Vector3.Distance(transform.position, endpoint.position) < 0.01f);

H Tl check B IE & b FAT deer almost AT end point W Clgﬂ 9T

©, & start point WX deer &I position @I reset &HAT dAIfRU| sHf,
oA

{

Transform.position = startingPoint;

}

IGECE]

IE deer @l continuously T place # &Y place W Th o S &
T move HIAT TIMT|

31T &H 3 I public variables @1 value decide X & e &1t
define fopaT %I

VT R & foIT, Unity editor tX arayg S0 3{X scene @ DeerWalking
& script @ update B &b ToIT save B

314, hierarchy window ¥ deer @I gei 3R add component & animator
window & add component WX click &{| DeerWalking type &k 38
script @1 ATH i [T §HA I AT, Teh IR enter A & G, TS
AH il public variables  aTel starting point, End point and speed
fean e &

3790 T, A PIS starting point & T &1 Hierarchy window & canvas
W right click @Y 3iR Tdh empty object Ia10 31X deer object & UrH
o U] & Deer Starting Point @7 &F &1 38 WX right click &Y 3i
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duplicate gei| 38 Deer Starting Point & Urg @rd 3R 38 Deer End
Point &T ATH ¢

starting point set @ & T, Deer Starting Point o 3R box @l
(-1080, -200) position 3T deer & end point Pl set &= & [T,
Deer End Point I 3R box &I (-1244,-200) position # Wii| Y- axis
T misbalance & T@ & fIT move tool T use H|

Afeher & =mechl § T 3T deer U e WIS sUTEAT &1, s8TolW &, deer
starting point 31X Deer end point &l A P 3¢ tree object & FHUI
W@ S @I {I 379, 0T o919 T deer tree 3iR bushes & WIS &l

Deer Walking script & under deer option e 3 Th  new window
lg?l?ﬁl Deer Starting Point option WX double click @| & &g, End
Point option @ ferd Deer End point @l el

speed @ 5 set &Y speed fast &l 3BT 37 2 H change HY ST 374

optimum g

79, 3@ & foh QT scene A HIH X & &l scene launch T & forw
play button UX click ®| TH W& Hhd & [ TART scene T @& &
PIH P TG &l

Waﬁ,ﬁmgameﬁaﬁﬂﬁ?ﬁéﬁa@%ﬁﬁmsﬂﬁmm
&l e, dl e SlAd]  FaAT STl AT IR Q@ scene ¥ I & STl
aifew 3 T list A I3 AT TIRT, FTE § &H food web I time
3 access B Thd ¢l

AT I & foIT, Uel canvas @1 minimize Y| '+ W click &Y 3R create
empty object Io 3R Transform section # 3 dots UX click &b object
&l reset dY 3R reset IA| T/ "GameController" ATH &| Th & script
folder &, "GameController" @ TH new script IT| ISHP dG,
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hierarchy window® “GameController” object ﬂFT 3iR Add Component @™
click @Yl scene STUDIO open @ & foIT 'GameController' type &Y

3IR double click Y| 38T start 3iR update function @I &I ¢ IR TS
%Wgame H FT S ST ]} &l

dl, “GameController” script Il ST T&T & oI 37Uk game & THT states
Bl handle PYIM| states T AT AdAI &, o game R[& SR df U&h
welcome screen gl $&d oG, Th gl screen T level screen
hel SITdl %’, game play level P screen & ‘Ti‘»ﬁ 3ATdr %, third screen %?ITQ'
food web screen 3T level one completion screen & 1Y &1 37T Tk
d SId I& complete g STdr &, dr 3 level 2 screen W SATd &, T8l
3T food web and the last, game over screen ITd &1 38T 379 &
states @I define Y|

AT A & oG, 8H T enumeration &l define X Y& P b &l
s game & enumeration H T game states BT 3T 3¢ initialize
P Thd &

Enum GameStates

{

WelcomeScreen,
Levell_Gameplay,

Levell_GameOverScreen,
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Level2_StartScreen,
Level2_GamePlay,

Level2_Gameover,

GameComplete

}

Wéﬂﬁﬁ?statesaﬁ addaﬂm%a@ﬂ"ﬁ?%ﬂm?lﬂﬂﬁ%,ﬁﬁﬁ
p)| $S major state %’ EGE H game I ST Q?C %I Fﬁ, 3-13,3?»?[ welcome
screen & dR A dgd ST AT F A Fife Ig o 0@ & 5@
oH Z{\Fﬁ' video & cover B

3T dod F Ugel, 33T fordT 8T confusion & T & folT 3 states &l
Th 3oldT script H THh AT define P TAT HA & foIT, Unity editor
WX d9" STU| 39T assest & script folder U ST, right click Y AR
new C sharp script a0 3iR 88 ‘Defines’ &M &| Visual studio open
Bl & foIT 38 W double click &I existing functions @I delete T
al

MonoBehaviour delete @Y 3R public class Defines & ¢

public Static class Defines

3R 38 static HY| 37, GameController tab GX ST 3R Y code ol
copy ®X 3R 3 defines & under paste HY|

379 states I ITET  access @ & TolU, game states class @I change
HIh 39 public BT &

public enum GameStates
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WHEF

“GameController” tab TR aTqd 3T 3R TH function Tt R[23T
Gy

Public void UpdateGameState(Defines.GameStates _gameState)
T global variable @1 define &d &

{

Define.GameStates currentGameState;

319 & foU Level 1 Gameplay screen W €O &1 34T, g8 for@at
current position @I define & ST & ©

{

currentGameState = _gameState;

}

update game state I function & Tord TH ofd &t q:t game T state Pl
eIl dTedl call BT | Th IR SId TS call BT &, df current game
state T save PIAT &l 31, Tk switch function ford

switch(_gameState)

{
case Defines.GameStates.WelcomeScreen:
{
}

break;

case Defines.GameStates.Levell_Gameplay:
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break;

Jg Hd “GameController’® I & &l & THT states & foIT 3T file A
code T AW A o & %I JATST unity editor U¥ dIIqH ST 3R W
feh TH UGl level 1 H AT FITAST AT TTed &1 Tgell ol ST A dled
¢ a8 © [ 39 W click @b G SITHAR @l T Heb|

SHTIT, & Teh 3R object IATT AR SH LevellGamePlay ATH cdr| 39db
according , assest folder & U®d C sharp script Ia@ 3R &
LevellGamePlay AT &| 3 folT T tab open @ & folT double
click @I T & start 3 update function @I delete P |

Level 1 game play 3, &H Ied & b users SAAdY &I A HR Teh aR
qA S & 916, I A & S|

THT A & ToT, gF 38d foIw game object ol STAAY & A &
%I'U(’EFmnctionﬁﬁw@%mﬁﬁﬂﬂﬂﬁaﬁﬂa?uniqueID
assign B AP Ieg I S & G Ggdrel ST bl I S & a6 d
screen@W%’fml 39 & o, I g o

{

Public void SelectSITeldY (GameObject _SITedY Object)

{

Destroy(_SITddY Object);
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unity editor W arqd ST 3R script @I 34 refresh @b script update
P P fIT 3T save dY| 3, hierarchy windowd level 1 game play
g 3R initial position # reset &I Add component WT click &Y
'LevellGameplay' type @Y | canvas @I maximize &Y 3R STHR W)

Uh-Uh hlh oA |

WWQ}IfOX@QKW%I Hﬁ,ﬂ?m@image%ﬁﬁ?m
SHA IS event AT function A% add AT &1 Add component WX click
®{ 3R ‘Event Trigger’ type ¥l 37T option open & ToT 'Add New
Event Type' WX click @Y 3R 'PointerClick' ﬂﬁrl list ¥ add®d & fow
'+ T click Y|

3G IE 39 function & foIT U@ W@ & T 3T call AT Tread &1 A
3" function @ add A & foIT LevellGamePlay @l hierarchy
window® " 3R pointer click variable W drop @< ¢l drop down
menu #, LevellGamePlay ! Tei 3R 38 function &I el S Hel FATT
& S Select animal (GameOmiject) &1 319, 34l parameter IT animal D
& forT wer Smuem| _animal Object AR case # parameter © oIl other
words H animal €| UEell parameter o9 & define &Y Hdd ¢ de ©
fox , fox @I game object field #H HWid| s&EfT, ST 8 H fox W click
¥, Ig A & ST

SO T, & 34 arhl gt SATTa & fow &dal| add T & o same
steps follow @Y Event Trigger > PointerClick > Drag LevellGamePlay

and drop it to the pointer click variable > Select LevellGamePlay >
Function as Select animal (GameObiject) > Drag Giraffe to game object.
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Great | df IJgl 3 g3 © T ST 97 animal W PIS click event BIIM,

al g8 perticular SITTAX function @Y parameter & T Select WM ST
LevellGamePlay script #| afew cEa % AT =T %ﬁHT %I

H leaopard W click & & E,@lﬁh_rr gg el der S @7 &1 uEr
safolu § @ifeh T Raycast enable & ST click function @ Ak I@T Tl
ol Forest Background @1 JAd § 3R 3T @ Hohd § [ Raycast
enable & Torg®T Adelar & f Forest Background image # 38 moment
interactive &1 ofthd AR game H & ITE gl dled [ T objects
animals @ BI3#T intreractive & ATV, 33T 38 unticking HIh 349
disable &Y Tl AT all tree, hanging leaves, Bushes & folT disable
®Y| raycast I dhdel animals & forT  enable H|

IfIT scene run A & 3R @I & AT @IdT &1 o1 &b 39 ¢@ Fehd
¢ TF & scene @ T FHAR H A UT I &l 3T I, gHA T
SR @ animate  fpAT ¥ 3R Level 1 GamePlay & faw s@at
selection function add TRaT &1

al 3@ video H 3deT @ &l practise @Xd To 3R TH 39T video &
frelat!




