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Objective

The aim is to explore on forgiveness mechanic and implement into the game. Further
development platform game to improve gameplay and game feeling. The project would
develop in Unity game engine and mainly focus on player and game mechanics.

MoSCoW

Must Have

e A controllable character that can jump and walk.
e Level design for player to interact and move around.
e Some forgiveness mechanics.

Should Have

e Character health component so allow player to die in the game.
e Damage actors to damage character

e Pickup and collect count system.

e User Input on health

e Menu for player be able to pause game, quit game

e Dialog to guide the player through the level

Could Have

e Next level manager

e Background music in main menu and main game

e SFX when player walk, jump, damage, and other collision.
e Audio control on volume

e Camera and Ul shake when player received damage.

e Camera zooms in and slow motion when player die

e Particle effect due to player interaction

Won’t Have this time

e Al enemies will follow player.

e A player sprite that contains animation

e Giving player input on attack, increase movement speed, interaction.
e Set this game as a Multiplayer game.

e Colour system.
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Game Research

Research on 3 types of 2D platform game and get idea on mechanic and map environment
to create stages and add in interactive mechanic to improve game feeling for player.

First Game — Fireboy and Watergirl by Osla Albet

IREBO YO AGELGHT

A free flash 2D platform 2 players
cooperative game. Players will need to

TH?E FO RE]%T TEMVFLE control two characters ‘“fireboy’ and
AV ‘watergirl’ to solve puzzles and colour
> \‘ J‘ diamond in each level and aim to clear
® o gy () () all stage in the game.

https://www.1001games.com/adventure/fireboy-and-watergirl-1-forest-temple

Design Ideas:

Ul Instruction — Only appear with player close to located field
Trap — Character will respawn after one hit. Not life display or counted
Interactive puzzle — Door, platform and switches to interact with

Collectable — GEMs for player to collect and able to check collect state in pause menu
Timer — Counting display to tell player how long they took to clear the level

Game show heavy relationship on colours use and link to characters ability. Fireboy can’t
interact with any blue element, opposite Water can’t interact with any red element.

- Finish —
Timer

il=a
lh‘-.]\
Switch

vly
Shance USETAWID

h | TO MOVL W’A-'{iL RGLRL
USE THE ARROW KEYS
TO MOVE FIREBOY

m—— . mm—

Ul instruction display



https://www.1001games.com/adventure/fireboy-and-watergirl-1-forest-temple
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Second Game - Big Tower Tiny Square by Evil Objective
o To A platform game require player to
I process level. Require player to jump

TULUEE most of the time. Simple and straight

forward.
nHE SAaEEIEE

https://www.crazygames.com/game/big-tower-tiny-square-2

Design Ideas:

Ul Instruction — Only appear with player close to located field

Trap — Character will respawn after one hit. Not life display or counted

Interactive puzzle — Door, platform and switches to interact with

Checkpoint — Checkpoint for player to trigger during play

SFX and effect — Player movement sound effect, die particle display, player interaction effect

Game show heavy use on particle effect and sound effect to communicate with player, level
mapping is simple and straight forward.

Dialog Start/ Finish Event trigger Check Point Switch



https://www.crazygames.com/game/big-tower-tiny-square-2
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Third Game — Cat Mario (Shobon no Action) by Chiku

Platform game challenging player patient.
An opposite logic with normal Mario
game. Traps and enemies everywhere. One
word to descript “Unfriendly”.

X

https://catmario.eu/

Design Ideas:

Ul Instruction — Display player life remain, could when to negative point

Trap — Any object in the game could be a trap

Death & Respawn — Respawn when even player received a hit from trap or enemy
Checkpoint — Checkpoint for player to trigger during play (only in 3D version)

SFX and effect — Player movement sound effect, die particle display, player interaction effect
Game mainly focus on interaction between player and mechanics, traps and enemies
everywhere unexpected. A sudden block appear when player processing jump in air. Require
player to try and error and get use to the map.



https://catmario.eu/
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Level Design
Stage 1:

Animation
trap

Movi
Platform

Switch

Moving Platform

Moving
Platform

Fall platform

Stage 2:

Switch =
T~ Portal

Trap
block *

Player
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Difficulty Manage

e There will be a stage to notify player the control and some mechanic in this game.

e After player get use to the control, the main game will begin when player travel through the
blue portal.

e Stage 1 contain some mechanic like pickup, platform trap and instruction to guide player
through the stage.

e Stage 2 is a simple puzzle game to go through portal to solve the puzzle and reach the goal.

e |dea of stage manage is begin with instruction and guiding, then player could start go on
their own afterward, slowly increase the difficulty which require player thinking and
imagination.

Mechanic

This project will contain mechanic for player to control character, some forgiveness mechanic that to
understand player mistake and give forgiveness in some control in the game (Coster, n.d.), some
external mechanics display character interaction and improve game feeling.

Character Control

Move Action — Keyboard A & D
Jump Action — Keyboard Space
Climb Action — Keyboard W & S (Only available on ladder)
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Movement and Jump
Unity new input system — input action mapping and unity event invoke.

e Assign input and related action per function instead using update function.

e Require a Ground check script with Boolean function and Layer mask check player
landing condition. Reference ground check script in player control script from start to
perform jump function, else would cause character alibies of endless jump.

e Separate ground check and player control script, assign both scripts to character
game object. Set and assign collision that use for ground checking and assign any
game object that the character would land on layer to ground.

PlayerControlMovement Movement

Basic Jump
- float MoveSpeed

- float JumpForce Character

- Vector2 VecMove Character

- Rigidbody2D m_Rb
- GroundCheck m_GroundCheck

is it grounded?

-Awake() : void

is it ded?
+Jump(InputAction.CallbackContext value) : void s T grounde

+Movement(InputAction.CallbackContext value) : void
-FixedUpdate() : void

Player Input

GroundCheck

Wector Movement
positive or negative

) Right
egative
movement

Player Input

- RaycastHit2D colliderHit
- LayerMask groundLayer
- BoxCollider2D m_boxCollider

Positive

A 4
-Update() : void Jumpable |
+Grounded() : bool

(Class Diagram) (Flow Diagram)

Character Movement

= m e

(Mechanic Diagram)
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Coyote Time

e Atype of forgiveness mechanic allow player still be able to trigger jump action within
set time after they fall off the platform. Aims to forgive player slow reflection.

e Coyote time implement as an individual script and separate from player control
script.

e Require a box collision on character game object to detect player off or on platform,
a different collision from ground check script.

e Run coroutine when character off the platform and start timer count down, once
waiting time reach jump act will be de-active.

PlayerControlMovement

Character - float MoveSpeed

- float JumpForce

- Vector2 VecMove

- Rigidbody2D m_Rb

- GroundCheck m_GroundCheck

- CoyoteTime m_CoyoteJum)
Yes: b i g
-Awake() : void

+Jump(InputAction.CallbackContext value) : void

is it grounded?

+Movement(InputAction. CallbackContext value) : void

-FixedUpdate() : void

No
Coyote Time CoyoteTime
- GroundCheck m_GroundCheck

- bool isCoyoteTime : false

-Start() - void
-Updated() : void
+StartCoyoteTime() : void

No Character fall -EndCoyoteTime() : IEnumerator
+isCoyoteTime() : bool

GroundCheck
Yes - RaycastHit2D colliderHit

does player
press jump within
N second?

- LayerMask groundLayer
- BoxCollider2D m_boxCollider

Character jump -Update() : void

+Grounded() : bool

Coyote Time

Player still be able to fire jump action within a few second after walk off the platform

Jump

10
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e Atype of forgiveness mechanic player could trigger different jump height accord to

player input.

e Variable Jump Strength require respond to action in Jump function, define dose
player trigger jump input in a completed action or interaction been cancelled.
e Variable Jump Strength will need to be perform in Jump function, result player

perform jump in high or low height.

Character

No

is it grounded?

Yes

was the jump
completed Cancelled Short Jump
or cancelled?

Performed/
Completed

Normal Jump

Variable Jump Height

PlayerControlMovement

- float MoveSpeed

- float JumpForce

- Vector2 VecMove

- Rigidbody2D m_Rb

- GroundCheck m_GroundCheck

-Awake() : void

+Jump(InputAction.CallbackContext value) : void
+Movement(InputAction.CallbackContext value) : void
-FixedUpdate() : void

GroundCheck

- RaycastHit2D colliderHit
- LayerMask groundLayer
- BoxCollider2D m_boxCollider

-Update() : void
+Grounded() : bool

Jump height change base on jump input speed (tap or press)

Provide a smooth gameplay on movement

Provide a sense of run up prepare before jump off platform \ﬁ

%

11
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Jump Buffering

e Atype of forgiveness mechanic player could perform another jump action between
before and after land on platform. Benefit to keep player movement and speed up
while controlling the character.

e Jump buffering in this script also be separate from player control script, apply it as an
extra element.

e Jump buffering script is not complete, its working but in a frankly way. Action
triggered like double jump, but also work as jump buffering mechanic.

Character

PlayerControlMovement

- float MoveSpeed
- float JumpForce
- Vector2 VecMove

- float UpwardForce

- Rigidbody2D m_Rb is it grounded?

- GroundCheck m_GroundCheck

- CoyoteTime m_CoyoteJump

- Jump_Buffering m_JumpBuffering
&y -Awake() : void fas
_/-' +Jump(InputAction. CallbackContext value) : void i_

7 +Movement(InputAction. CallbackContext value) : void

' \

-FixedUpdate() : void

did the player
firz jump input®

HNe— Mo action

Jump_Buffering P |
oyoteTime

- bool isBufferingJump : false
- GroundCheck m_GroundCheck

- bool isCoyoteTime : false
- PlayerControlMovement m_PlayerMovement ‘

- Rigidbody2D m_Rb -Start() : void .
- -Updated() : void
-Start() : void { ,}
+StartCoyoteTime() : void
+StartJumpBuffering() : void i
-EndCoyoteTime() : IEnumerator J.JITID
+UpdatedJumpBuffering() : void
+isCoyoteTime() : bool | action fire
-EndJumpBuffering(yield return new WaitForSecond float) : IEnumerater 4 ‘ =
I
|
\ / Start coroutine
- - (set time)
GroundCheck

- RaycastHit2D colliderHit
- LayerMask groundLayer Another jumg
- BoxCollider2D m_boxCollider action allow

-Update() : vaid |
+Grounded() : bool Caroutine End

Player extra jump
de-active
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Jump Buffering

Player trigger jump before landing and active jump action right after land on platform
Trigger action within few second to active jump buffering

Jump Trigger

Climb

Unity new input system — input action mapping and unity event invoke.

e Thisis an input action extension. Allow player interact with an Object got a particular
tag and perform extra input action.

e Climbing only allow to fire when player interact with ladder or climbable object in
the game. Allow player gain extra action on up and down instead only left and right.
e Gain more movement input for player in the game instead left, right and jumping

only.
| Character Ladder

v ) .
Player Control Box Collider2D : Trigger
Input
A

Move

Player collide
with ladder

was player on the Remind regular :
ladder collider? player input

PlayerControl

- bool OnLadder

Yes

v

-onTriggerEnter2D(collision) : void

Update input action . . . )
(Up/Down/Left/Right) -onTriggerExit2D(collision) : void

13



Introduction of Mechanic Design
GDVE50024

Climb on Ladder

Player be able to climb up to process the platform
stage, but only when player make contact with ladder

Student Name: Long Nok Chan
Student Number: c010313m

Climb Up
Climb Down

14
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Environmental Interaction

This part related to the details of character interact with in the project, so it would be related to
character interaction with game object, health and damage component, user interface and SFX
aware player of their condition etc. These essential would give benefit to improve game feeling and
game play.

Health and Ul
e Health script assigned to player character also contain Health Ul reference. Assigned by array
of image and include a code to check player current health state and link it to image array.
e Heart image will decrease per player receive damage.

Character
Spawn

Sat Flayer
Heslth

Health Ul Player health
2Hesn Py
RN R
Do 1
21 a8 CharacterPlayerHealth

repeat | - int m_Health

- int m_CurrentHealth

was player
health reach
to 07

- Image[] Hearts

T +void Start()

‘ Heart gone | [ Player Die] _VOid TakeDamage( )

Health and UI Update

Heart object link to player health, update player health state when ever they decrease health
Help player to keep track on their life remain

v .

8 ; -1 Health _>

15
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Damage, Respawn and Checkpoint

e A health script contain player health, take damage function and on trigger function to create
player life, damage and respawn.

e Start function set player health and respawn location and on trigger function to check tag in
game with tag assign as trap to collide with

e Run the take damage function once on trigger detect tag and run coroutine to respawn,
coroutine will need to stop player movement and inactive sprite to show player was hit to
some trap.

e On trigger will also have checkpoint tag to run code see if player trigger checkpoint object in
the game, if yes update spawn point. Trigger checkpoint and damage effect will be list detail
at (Effect section).

Die & Respawn

CharacterHealth
Character - int m_Health
Spawn
- m_CurrentHealth
Take Damage - Rigidbody2D m_Rb

| - SpriterRender m_Character
Health -1 - Vector2 m_StartPos

-void Start()
-void onTriggerEnter2D(Collider2D other)

Mo Player Die -void TakeDamage()

+|Enumerator DelayRespawn()

does player
confain healths?

Va5

Player health -1 GameObject

Box Collider2D Ticked

h

Tag: Trap

Respawn player
to the start position

Death and Respawn

When player die, health amount will decrease and auto respawn

2{— @ =1 Health
AN <

$7/

Respawned sescns

> e

16
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Checkpoint & CharacterHealth
Spawn Point Update

Character
Spawn

Take Damage

- int m_Health

- m_CurrentHealth

- Rigidbody2D m_Rb

- SpriterRender m_Character

- Vector? m_StartPos

No -void Start()

-void onTriggerEnter2D(Collider2D other)

Respawn fo

. does player
start position Py

contain
healths?

-void TakeDamage()
Player health -1 +lEnumerator DelayRespawn()
does player
—MNo iriggered check
point?
o GameObject GameObjectCP
v
Box Collider2D Ticked Box Collider2D Ticked
Ftes;_bawn o )
checkpoint location Tag: Trap Tag: Checkpoint

Checkpoint

A check will safe player current location, if player die after they trigger a checkpoint, their
respawn location will update to checkpoint location.

B

e -1 Health

17
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Collectable and Display
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e Player character would be assigning a pickup script to allow pickup and save collected data

for display in pause and checkable by player.
e Atrigger function in pickup script and link game object in Ul pause menu and set active or

inactive base on player action.

e To prevent player could trigger multiple times, destroy the object once player trigger with

the GEMs to prevent confusion.

GEMs

EdgeCollider2D

Tag : Red/Green/Blue Gem

F

PlayerCharacter

Box Collider2D

ag: Planses

+

Pickup
GameObject]] GEMs

void Awake()

+onTriggerEnter ZD{ Coflider collision
b

Pausedenu

mage GEMs black

FEpr]

Collectable & Ul Display

Character
Spawn

Pickup

Collide with

was player
collide with
assigned
object?

N Pickup Obtain Ul
O . . .
Remain remain inactive

Yes

Pickup
Obtained

A

Update Obtain
Ul state

18
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Pick Up Mechanic

Player be able to climb up to process the platform
stage, but only when player make contact with ladder

collect it

Collectable State

When player obtained a GEM, the pause menu will update the state of GEM.

Before After

Pause Menu Pause Menu
GEN

obtained

19
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Trap
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e Game Object in the game with trap tag and collider box then run through player’s health
script on trigger enter function to run damage function.
e Red spike doesn’t require individual script but got reference from health script, this wasn’t

the best solution but it’s functioning the game.

CharacterHealth

- int m_Health

- m_CurrentHealth

- Rigidbody2D m_Rb
- SpriterRender m_Character
- VectorZ m_StartPos

-void Start()
-void onTriggerEnter2D(Collider2D other)
-void TakeDamage()

+|Enumerator DelayRespawn()

GameObject

Box Collider2D Ticked
Tag: Trap

Red Spike

Spike trap will cause player 1 health damage per hit when player conllide with it.

Red Spike

Character
Spawn

Movement

does player
collide with trap
object?

No damage
ND

Yes

v

Player health -1

Y

Respawn Player

-1 Health

20
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e Fall platform will need a regular platform object and attach fall platform script to the it.
e Trigger from on collision function and run a coroutine of count down time of the
platform fall action, also destroy object after few seconds.

e Set the platform rigidbody from dynamic to kinematic then change it opposite once
coroutine run.

PlayerCharacter

Fall Platform _
Box Collider2D

Character Tag: Player
Spawn

Y

Player Contrel
Input

Jump

v

Platform

was player Box Collision 2D : Used By Effector
collided with fall

platform?

Platform Rigidbody

Mo remind (kinematic) Rigidbody2D : Kinematic
Platform Effector 2D

Yes T

¢ FallPlatform
Run corputine timer
{change rigidbody state) - float m_FallDelay
- float m_DestroyDelay
w - Rigidbody2D m_Rb
Run coroutine timer . . . i
{game object destroy) -OnCollisionEnter2D(collision2D collision) : void
-PlatformFall() : IEnumerator

Fall Platform

When player jump on the platform, start a count down on platform falling
Increase game difficult

AIN TN

21
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Switch Interaction
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Switch and door interaction. Player could trigger a switch to open a door.
Switch and door will be assigned in the script and fire on trigger function when player

interact with it, door will set de-active and button will change transform make it looks like

[ ]
[ ]
switch has been triggered.
[ ]
[ ]
interacts with the switch.
[ ]

Character
spawn
v

Player Control
Input

Move
toward

Player collide
with switch

was it player
collide with door
switch?

Yes

v

Door open

SFX also include in the switch script to notice player they trigger the switch.
This script also includes an extra action to play an animation to active a trap after player

Create animation and get reference from the game object and fire play animation function.

Button

- GameObject m_Door

- GameObject m_Button
- GameDbject m_Trap

- AudioSource openDoor
+ Amimator m_Move

-void Start()

-OnTriggerEnter2D{Collider2D collision)
-void Animation()

f
|
- )
Door remind f |
Mo |
close |

Trap
Door |
Game0bject
Sprite ) .
| | Animatior

Switch and Door

Player could trigger switch to de-active door in game
Switch transform will change to show player it has active the switch
SFX will also played when player make interaction with the switch

SFX playing ‘. ))) =i

Triggered %

22
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Dialog

e Player will get information by triggering dialog trigger in game and dialog would remain on
screen for a set time.

e Require a script on the dialog trigger and set function to active dialog from canvas for set
time assigned then could be change in editor.

e To be sure dialog does trigger properly, get reference of a collider box from player character,
and assign to trigger the dialog with particular collider box from player character instead of
player tag. Else it might receive collision error of some work and some not.

Charactar

Spawn

Movement

DialogTrigger
Box Collider2D Ticked

+

was player
collide with
dialog trigger?

Dialog Remain
de-active

Yes

«

Dial
e Dialog set to

- Game0bject DialogPanel active

- float m_Display .I 1
Coroutine timer
- BoxCollider2D m_boxCollider

-void onTriggerEnter2D{cellision2D collision) : m_boxCollider Dialog set to
+|Enumerator DelayDialog() de-active

UI Guide

Player can get information from trigger UI guide, it’s part of interaction with player.
Information can be assign and set time of opacity.

Introduction...

disppear after 3 sec

23
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Portal and Teleport
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e Player could teleport from one location to another by using portal.

e Setup transform position and code to allow player to move current location to a set location,
it can be assign from unity editor to be handy to designer.
e Link between script of player control and portal to check player condition of teleportable, if

teleported player will need to wait for certain set time before the next teleport action.

Characier PlayerControl
5oavm
Mo it - AudioControl m_CharFX
+ bool RecentlyTeleported
- float NextTeleport
i Flayer position
'ﬂ:u“,:if;m q reming +void Jump()
+void StartTeleportWait()
s +|Enumerator TeleportWait()
i 5
Player s=leport to
new position
Mo
|
Count Dawn Starl
3 A4
does player nleract
with parial before Teleport
count down end ?
+ Transform TelPosition
- GameObject Character
e - PlayerControlMovement playerMovement
Can't telepart + AudioControl teleportFX
-void Start()
Count dDm-m -OnTriggerEnter2D(Collider2D collision)
En

Portal

Portal allow player to teleport from point A to point B

Player can’t continuous teleport after first use on teleport, there wil be a set

cool down time before next use

Portal A

Teleport

Portal A

Continuous
teleport

Portal B

Portal B

24
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Ul Menu
e Player will get 3 types of Ul menu, main menu to start and quit game plus check on credit of
this game. Pausing menu in scene to pause game and option quit or resume game. And
Game over menu when player health reach 0 and choose to restart or not.
e 3 types of menus all require Ul button related function to perform action. Load game scene,

quit application and respawning.

Game Over Menu

Pause Menu

Game Screen

Button

Character
SpEWn

Mo Gaming
h rEmain

has player
interact with the MNo—3 Game .keeP
"Pauss” button? running
A
‘Yes l
l De-actwe player
Pause Menu ) Gameplay maovernent & hidden
display Proces: pause sprite
Button Button Button !
Game Over
Menu Active

has player
interact with
"Hesums"
button?

has player
interact with
"Exit" button?

has player
interact with
"Homa"
buttan?

Close Pause Close Mave to
Menu Application home screen
Gameplay Reload Cloz= Move to
resume sCene Application home screen

S
riieract with
“Exit” bulion?

formne”
bution?

Game Over Menu

has player

interact with
"Start"
button?

Load scene

has player
interact with
"Quit" button?

has player

interact with
"Credit”
button?

Close
Application

Active credit
panel
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CharacterHealth I|I
- int m_Health | MainMenu
- m_CuwrrentHealth ‘
e — - GameObject Creditpanel
- Rigidbody20 m_Rb .
- Spriterfender m_Charactsr - bool active;
- Wechor? m_StartPos
— i | +void StartGame()
-wazid Start()
-void onTriggerEnter2n(Collider2D other} | | +void QuitGame()
Ra—— +void Credit()
HEnumearator DelayRespawn()
' f
| /
- e
FauseMany

+ Game0dbject PausingPanel
- bool IsPausing

- int RespawnPlaysr

-void Awake()
+void FauseGams|)

#woid Resume()

+void ExitGam .
) =0 CreditPanel
+void GameRstry(}

h

+void Homekey()

Pause Menu

The pause button will allow player to pause the game and a pop up a pause menu
Allow player to choose return to Home scene, quit the game or resume the game.
GEMs state also display in the pause menu.

Game running

Pause Menu

v
v e

Pause pressed s =

Exit

Game stop
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GameOver Menu

Once player health reach 0, game over menu will pop up to announce player
Allow player to choose return to Home scene, quit the game or restart the stage.

Game Over

/

GameOver Menu

Main menu allow player to start game or quit game
Credit button will display the production detail of the game

Platform 2D
| =3
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Level Transfer
e Once the player triggers a flag in the game, player will transfer to a new level.
e A Flag manage script to load a set scene from engine and call it by adding index to open new
scene, this could be benefit if developer hope to add on new scene and no need to create a
new script for loading purpose.

Character

Spawn

Movement

did player
trigger the next
level flag?

No—» Level remain

Yes

v

Process to
next level

Next Level

When player walk to the flag, it will trigger the stage transfer mechanic
Player will transfer to a new scene of the game
Character will be a new character but contain the old mechanic and input
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Post Process Effect

e The game will include post process effect to more the game look chromatic like an old 16 bit
arcade pixel game.

Audio, SFX and Particle Effect

e This project will include background music in main menu and game level itself.

e Some SFX will include when action been approach, like GEM obtain sound, damage sound
and game over sound.

e All audio and SFX will be control from an audio manager script and call out audio source from
different scripts. This could benefit developer to view general audio and assign audio from
Unity inspector.

e Particle effects are similar to the SFX, play when player trigger or make interaction.

AudioControl

- AudioSource m_BGM
- AudioSource m_Effect

+ AudioClip DamageFX

+ AudioClip JumpFx

+ AudioClip GameBGM

+ AudioClip PickGem

+ AudioClip GameQverFX
+ AudioClip CheckpointFx,

1 AudioClip TeleportFX .\'\-..
~ Ry
- ~—
,./" + static AudioControl m_Current T ~
-
/" g .'"\_
~ -void Awake() ~—
- y void Awake() \ ~
e /| -veid start() N\ .
/-/' /| +void playEffect(audioclip sFx) |\ \
~ / \ -
e / \‘-. ~
/- f i W

! [ \

/ |

{ i l_ Teleport
J( Health + Transform TelPosition

PlayerControl Pickup

- AudioControl m_CharFX

+void Jump()

+ AudioClip death
+ AudioClip picking

-void OnTriggerEnter2D(Collider2D collision)

+void OnTriggerEnter2D(ColliderzD collision) e 0
-void TakeDamage

- GameObject Character
- PlayerControlMovement playerMovement

+ AudioControl teleportFX

-void Start()
-OnTriggerEnter2D(Collider2D collision)

29



Introduction of Mechanic Design Student Name: Long Nok Chan
GDVE50024 Student Number: c010313m

SFX & Particle

l Player ‘ | Flayer ] ‘ Player J { Player ‘ [ Flayer I

does player
triggersd
checkpoint?

does player
fire jump input
action?

has player
got damsge?

was player
die?

does player
pickup GEM?

Yas

fas Yas Yes Yas
Play SFX
Play SFX Play SFX Play 5FX Play SFX
Y
Play Blood Play Particle
particle effect

SFX and Particle Effect

SFX will be played when player amke interaction with
object or perform action

///

SFX playing " )))

collect it

Blood Particle ' 1 SFX playing " )))
st ¢
- '\
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