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What is this module about

This module includes 4 main topics:

1. Set up the Unity environment by creating the 

User Interface and adding animations

2. Develop a “lucky game” in Unity by creating 

the functionality of the wheel and by creating 

the game logic

3. Test the “lucky game” and see the 

percentages of the chances in every object

4. Change the percentage of the chances 

randomly or manually

Introduction
UNITY Game Development – ‘Lucky Game’



SetupUnity Project.

• Open your Unity Hub. 

• Select new to create a new project. At this point, you can choose 

from a range of different templates for your Unity project. 

• Select 2D Template, call this project “LuckyWheel_{yourname}” 

and select create. 

• In the top right of the Unity window, you will find a dropdown 

menu labeled Layout. Select the layout you desire. 

• Create a new scene File > New Scene. Before you save it, create 

a new directory inside the Assets folder with the name “Scene”. 

• Save the new scene File > Save us with the name “Game”. 

• Locate and Import “LuckyWheelProjectFiles.unitypackage” on 

Assets-> Import Package -> CustomPackage

• Setup Scene

• Set Editor Game Resolution to 1920x1080 or set it to 16:9 Aspect 

Ratio

.



• Go to the menu Gameobject->Camera to create a camera.

• Set Camera tag to MainCamera. 

Select Camera GameObject.

Go to the inspector window.

Click the tag dropdown and select MainCamera tag.

• Check the Project window and expand the Prefabs folder.

• Drag and drop Canvas prefab in the Hierarchy window.

• Press Ctrl + S to save the Scene.



SetupCanvasPrefab

• Drag and drop Panel_Custom prefab in the Hierarchy Window 

inside the Canvas Prefab to set it as the child of the Canvas

• Drag and drop Canvas prefab in the Hierarchy window.

• Drag and drop Panel_Roulette prefab in the Hierarchy Window 

inside the Canvas Prefab to set it as the child of the Canvas



• Expand Panel_Roulette by clicking the left arrow of the 

GameObject.

Expand the GameObject until the prefab reaches the 

Roulette_Content GameObject. See the next image:

• Drag and drop the right icons for each ItemIcon sprite. The 

Sprite can be found in the GUI PRO Kit - Fantasy RPG-

>ResourcesData->Sprites->Component->ItemIcons.



• Drag and drop the right icons for each ItemIcon

sprite. The Sprite can be found in the GUI PRO 

Kit - Fantasy RPG->ResourcesData->Sprites-

>Component->ItemIcons.

• Expand RouletteItem GambObject and 

select the ItemIcon and Drag and drop the 

sprite on the sourceImage.



The result should be the image below:



1. Right Click Script Folder Create->C# Script.

2. Name Script to UIController .

3. Select Canvas GameObject and Add UIController Script Component.

4. Double click the UIController script in the Project Window.

5. Let’s write our Script:

a. Add Unity and TextMeshPro libraries

i. Add the following code below the using UnityEngine code:

using System;

using UnityEngine.Events;

using UnityEngine.UI;

using TMPro;

Setup Initial UIController Script



b. Add script variables

i. Add the following code above the Start() function:

[SerializeField] RectTransform _rectPanelRoulette;

[SerializeField] RectTransform _rectPanelCustom;

[SerializeField] RectTransform rectSpinner;

[SerializeField] RectTransform rectArrow;

[SerializeField] Button buttonSpin;

[SerializeField] Button buttonClose;

[SerializeField] Button buttonCustom;

[SerializeField] Button buttonShowHide;

[SerializeField] TextMeshProUGUI txtResult;

[SerializeField] Image imageIcon;

[SerializeField] GameObject particle;

[SerializeField] GameObject particleResult;

[SerializeField] TextMeshProUGUI[] textPercentages;

[SerializeField] TextMeshProUGUI textButtonShowHide;

[SerializeField] RectTransform _contentItem;

[SerializeField] RectTransform _contentItemInput;

[SerializeField] GameObject item;

[SerializeField] GameObject itemInput;

[SerializeField] Button buttonRandom;

[SerializeField] Button buttonSetValue;

[SerializeField] Button buttonBack;

bool toggle = true;



public void AddButtonSetValueListener(UnityAction

callbackSet)

{

}

public void AddButtonRandomListener(UnityAction

callbackRandom)

{

}

public void AddButtonSpinListener(UnityAction

callbackSpin)

{

}

public void ShowParticleResult(bool show)

{

}

public void ShowParticleSelected(bool show)

{

}

public void ShowTextResult(bool show)

{

}

public void ShowUI(UIState state)

{

}

c. Add script functions

i. Add the following code below the Start() function:
public void SetSpinnerRotation(float rot)

{

}

public void SetArrowRotation(float rot)

{

}

public void SetIcon(Sprite sprite)

{

}

public void SetResultText(string result)

{

}

public void ShowItemPercentage(PrizeData[] data, bool 

updateToggle = true)

{

}

public void ShowContentItem(PrizeData[] data)

{

}

public void ShowContentItemInput(PrizeData[] data)

{

}

public void SetInputValueToData(PrizeData[] data)

{

}

private void ToggleTextPercentage()

{

}



d. Add New Class and Enum

i. Add the following code below the UIController Class:

[Serializable]

public class PrizeData

{

public string name;

public float percentage;

public Sprite sprite;

}

public enum UIState

{

ROULETTE,

CUSTOM

}



• Go back to the Unity Editor.

• Select Canvas GameObject.

• Drag and drop Canvas elements on itstheirspective UI Controller 

variables. See the following image:



1. Double-click the UIController script in the Project Window.

2. Let’s write our Script:

a. Write the following code inside the Start() function:

buttonClose.onClick.AddListener(() => { Application.Quit(); });

buttonBack.onClick.AddListener(()=> 

{

ShowUI(UIState.ROULETTE);

});

buttonCustom.onClick.AddListener(()=> 

{

ShowUI(UIState.CUSTOM);

});

buttonShowHide.onClick.AddListener(()=> 

{

ToggleTextPercentage();

});

Setup UIController Script (cont.)



b. Write the following code inside the AddButtonSetValueListener function:

buttonSetValue.onClick.AddListener(callbackSet);

c. Write the following code inside the AddButtonRandomListener function:

buttonRandom.onClick.AddListener(callbackRandom);

d. Write the following code inside the AddButtonSpinListener function:

buttonSpin.onClick.AddListener(callbackSpin);

e. Write the following code inside the ShowParticleResult function:

particleResult.gameObject.SetActive(show);

f. Write the following code inside the ShowParticleSelected function:

particle.gameObject.SetActive(show);

g. Write the following code inside the ShowTextResult function:

txtResult.gameObject.SetActive(show);

h. Write the following code inside the ShowUI function:

_rectPanelRoulette.gameObject.SetActive(state == UIState.ROULETTE);

_rectPanelCustom.gameObject.SetActive(state == UIState.CUSTOM);

i. Write the following code inside the SetSpinnerRotation function:

rectSpinner.eulerAngles = new Vector3(0, 0, rot);

j. Write the following code inside the SetArrowRotation function:

rectArrow.eulerAngles = new Vector3(0, 0, rot);

k. Write the following code inside the SetIcon function:

imageIcon.sprite = sprite;

l. Write the following code inside the SetResultText function:

txtResult.text = string.Format("You got a {0}", result);



o. Write the following code inside the ShowContentItemInput function:

foreach (Transform t in _contentItemInput.transform)

{

if (t != _contentItemInput.transform)

Destroy(t.gameObject);

}

for (int i = 0; i < data.Length; i++)

{

GameObject view = Instantiate(itemInput);

view.SetActive(true);

view.transform.SetParent(_contentItemInput);

ItemViewInput viewInput = view.GetComponent<ItemViewInput>();

string percentage = string.Format("{0}", data[i].percentage);

viewInput.SetValue(data[i].sprite, data[i].name, percentage);

view.transform.localScale = Vector3.one;

}

m. Write the following code inside the ShowItemPercentage function:

if(updateToggle)

ToggleTextPercentage();

for (int i = 0; i < data.Length; i++)

textPercentages[i].text = string.Format("{0}%", data[i].percentage);

n. Write the following code inside the ShowContentItem function:

foreach(Transform t in _contentItem.transform)

{

if (t != _contentItem.transform)

Destroy(t.gameObject);

}

for (int i = 0; i < data.Length; i++)

{

GameObject view = Instantiate(item);

view.SetActive(true);

view.transform.SetParent(_contentItem);

ItemView viewInput = view.GetComponent<ItemView>();

string percentage = string.Format("{0} %", data[i].percentage);

viewInput.SetValue(data[i].sprite, data[i].name, percentage);

view.transform.localScale = Vector3.one;

}



if (total < maxValue)

{

int count = 0;

for (int i = 0; i < inputs.Length; i++)

{

int val = int.Parse(inputs[i].GetInputValue);

if (val == 0)

count++;

}

int sum = maxValue - total;

int[] tempValue = Utils.GetRandomDistribution(sum, count);

count = 0;

for(int i = 0; i < data.Length; i++)

{

if(data[i].percentage == 0)

{

data[i].percentage = tempValue[count];

count++;

}    

}

}

p. Write the following code inside the SetInputValueToData function:

ItemViewInput[] inputs = 

_contentItemInput.GetComponentsInChildren<ItemViewInput>();

int total = 0;

int maxValue = 100;

for(int i = 0; i < inputs.Length; i++)

{

int val = int.Parse(inputs[i].GetInputValue);

int valTotal = val + total;

if(valTotal > maxValue)

{

val = maxValue - total;

}    

if (total > maxValue)

{

int diff = total - maxValue;

data[i].percentage = diff;

total = maxValue;

}

else if(total == maxValue)

{

data[i].percentage = 0;

}

else

{

total += val;

data[i].percentage = val;

}  

}



q. Write the following code inside the ToggleTextPercentage function:

toggle = !toggle;

for (int i = 0; i < textPercentages.Length; i++)

textPercentages[i].gameObject.SetActive(toggle);

textButtonShowHide.text = toggle ? "HIDE \n PERCENTAGE" : "SHOW \n PERCENTAGE";



• Create an Empty GameObject.

• Set GameObject name to “SpinController”.

SetupSpinControllerObject



a. Add script functions

i. Add the following code below the Start() function:
private void OnClickSpin()

{

}

private void OnClickClose()

{

}

private void RandomizePercentage()

{

}

private IEnumerator Spin()

{

yield return null;

}



• Go back to the Unity Editor.

• Select SpinController GameObject.

• Drag and drop Canvas GameObject to UIController variable. See 

the following image:

• Set PrizeData length to 8. Apply Prize data information for 

each Prize data array. See the next image:

• Set sectionCount to 8; spinSmoothness = 10; cycle = 5;



{

RandomizePercentage();

uiController.ShowContentItem(prizeData);

uiController.ShowContentItemInput(prizeData);

uiController.ShowItemPercentage(prizeData, false);

});

uiController.AddButtonSetValueListener(()=> 

{

uiController.SetInputValueToData(prizeData);

uiController.ShowContentItem(prizeData);

uiController.ShowContentItemInput(prizeData);

uiController.ShowItemPercentage(prizeData, false);

});

SetupSpinControllerScript (cont.)
1. Double click the UIController script in the Project Window.

2. Let’s write our Script:

a. Write the following code inside the Start() function:

uiController.ShowUI(UIState.ROULETTE);

_isSpinning = false;

_totalAngle = 360 / sectionCount;

uiController.ShowParticleSelected(false);

uiController.ShowParticleResult(false);

uiController.ShowTextResult(false);

RandomizePercentage();

uiController.AddButtonSpinListener(OnClickSpin);

uiController.ShowItemPercentage(prizeData);

uiController.ShowContentItem(prizeData);

uiController.ShowContentItemInput(prizeData);

uiController.AddButtonRandomListener(()=> 



b. Write the following code inside the OnClickSpin() function:

if(!_isSpinning)

StartCoroutine(Spin());

c. Write the following code inside the OnClickClose() function:

Application.Quit();

d. Write the following code inside the RandomizePercentage() function:

int[] percentage = Utils.GetRandomDistribution(100, sectionCount);

for (int i = 0; i < percentage.Length; i++)

prizeData[i].percentage = percentage[i];



float time = (float)i / (float)_randomValue;

float interval = Mathf.Lerp(0.01f, 0.1f, time * time);

float angleSpeed = Mathf.Lerp(1f, 0.5f, time);

increment += angleSpeed ;

float sin = Mathf.Sin(increment);

uiController.SetArrowRotation(sin * 15f);

uiController.SetIcon(prizeData[UnityEngine.Random.Range(0, 

prizeData.Length)].sprite);

yield return new WaitForSeconds(interval);

}

uiController.SetArrowRotation(0);

_prevIndex = itemIndex;

_isSpinning = false;

uiController.SetIcon(prizeData[itemIndex].sprite);

uiController.SetResultText(prizeData[itemIndex].name);

uiController.ShowParticleSelected(true);

uiController.ShowParticleResult(true);

uiController.ShowTextResult(true);

e. Write the following code inside the Spin() function: 

uiController.ShowParticleSelected(false);

uiController.ShowParticleResult(false);

uiController.ShowTextResult(false);

_isSpinning = true;

_prizePercentage.Clear();

for (int x = 0; x < prizeData.Length; x++)

_prizePercentage.Add(prizeData[x].percentage);

int itemIndex = Utils.GetPrizeByProbability(_prizePercentage);

_randomValue = ((sectionCount * cycle) * spinSmoothness) +

((itemIndex * spinSmoothness) - (_prevIndex * spinSmoothness));

float increment = 0;

for (int i = 0; i < _randomValue; i++)

{

float angle = _totalAngle / spinSmoothness;

_zRotation += angle;

uiController.SetSpinnerRotation(_zRotation);



Add EventSystem by going to GameObject->UI->EventSystem

SetupEventSystem



Test the “lucky game” and see the 

percentages of the chances in every object

After following the above-

mentioned steps, a ‘lucky game’ 

environment will be developed. 



• On the spinner, you can see 8 

different items. 

• By pressing the ‘SPIN’ button the 

spinner starts to move and after 

some time it stops in one of those 

items.

• Every time the ‘SPIN’ button is 

pressed, the same or other item is 

coming up.



• To begin the ‘Lucky game’ press the 

start button at the top of the 

environment.

• On the right side of the spinner, there 

are 2 tabs

• The red tab is the ‘showing the 

percentage’ tab. By clicking this tab, 

the percentages on the spinner are 

shown.   

Change the percentage of the chances 

randomly or manually



• The blue tab is the ‘custom value’ tab. 

• By clicking this button, you can change the value manually or automatically random.

• After changing the percentage, go back and press ‘SPIN’ again
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