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Ccontents
01

Set up the Unity environment by creating the User Interface and adding
animations

02 CEED

Develop a “lucky game” in Unity by creating the functionality of the wheel and
by creating the game logic

Test the “lucky game” and see the percentages of the chances in every object

®
I N D U ST RY Change the percentage of the chances randomly or manually




Introduction

UNITY Game Development — ‘Lucky Game’

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

Roulette
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SetupUnity Project

* Open your Unity Hub. e

» Select new to create a new project. At this point, you can choose ONAY & B
from a range of different templates for your Unity project. 5 Scena JESEEEEE @l Asset Store

« Select 2D Template, call this project “LuckyWheel_{yourname}” I ~ Scale ®
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

Low Resolution Aspect Ratios

ame view only)




File Edit Assets GameObject Component Jobs Window Help

Ctrl+Shift+N
Alt+Shift+N
Ctrl+Shift+G

Create Empty
Create Empty Child
Create Empty Parent
2D Object

3D Object

Effects

Light

Audio

Video

ul

Ul Toolkit

Camera

= Hierarchy
+ - a-
M Untitled*
<7 Camera

WOW W W W W W

Set Camera tag to MainCamera.
Select Camera GameObiject.
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.

v Camera
Tag Untagged -
+  Untagged
Respawn
Finish
EditorOnly
MainCamera

R Game*
) Camera
&P Canvas

I Project
-I— - a,

= Assets

aw Prefabs
W@ Canvas
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« (o to the menu Gameobject->Camera to create a camera.

Layer Default

31 Y 565.6104 Z -3.02218

Y O

Y 1

EI "

9

Im GUI PRO Kit - Fantasy RPG



SetupCanvasPrefab .

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

‘= Hierarchy
+ -
P Game*
rI1 Camers
& Canvas
W% Panel_Custom
ﬂ} Fanel_Houletle

= Hierarchy

We Panel_Roulette

e Project
+~ =

[aw Assets
I GUI PRO Kit - Fantasy RPG

Lom

i@ Panel_Roulette

« Drag and drop Panel_Custom prefab in the Hierarchy Window

B Assets . inside the Canvas Prefab to set it as the child of the Canvas

B GUI PRO Kit - Fantasy RPG
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Expand Panel Roulette by clicking the left arrow of the
GameObiject. S TopTitle

Expand the GameObiject until the prefab reaches the wetes

RouletteContent GameObiject. See the next image:

« Drag and drop the right icons for each Itemlcon sprite. The
Sprite can be found in the GUI PRO Kit - Fantasy RPG-
>ResourcesData->Sprites->Component->Itemlicons.
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« Drag and drop the right icons for each Itemlcon
sprite. The Sprite can be found in the GUI PRO ous
Kit - Fantasy RPG->ResourcesData->Sprites- s

>Component->Itemicons.

Simple

Set Native Size

Canvas Renderer

nsparent Mesh

+ Image

= icon_itemicon_1

« Expand Rouletteltem GambObject and
select the Itemlcon and Drag and drop the
sprite on the sourcelmage.

Set Native Size
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The result should be the image below:

Roulette

ITEM NAME

SHOW/HIDE CUSTOM
PERCENTAGE VALUE

ause Editor~
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Setup Initial UlController Script

Right Click Script Folder Create->C# Script.
Name Script to UlController .
Select Canvas GameObject and Add UlController Script Component.
Double click the UlController script in the Project Window.
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.Ul;
using TMPro;

o~ wbdE
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b. Add script variables [SerializeField] GameObiject particle;
I. Add the following code above the Start() function: [SerializeField] GameObiject particleResult;
[SerializeField] TextMeshProUGUI[] textPercentages;

[SerializeField] RectTransform _rectPanelRoulette;

[Seria|ize|:ie|d] RectTransform _rectPane|Custom; [SerializeFieId] TextMeshProUGUI textButtonShowHide;
[SerializeField] RectTransform rectSpinner; [SerializeField] RectTransform _contentltem;
[Seria|ize|:ie|d] RectTransform rectArrow; [SerializeFieId] RectTransform _Contentltemlnput;
[SerializeField] Button buttonSpin;

[SerializeField] Button buttonClose; [SerializeField] GameObject item;

[SerializeField] Button buttonCustom; [SerializeField] GameObject iteminput;

[SerializeField] Button buttonShowHide;

[SerializeField] TextMeshProUGUI txtResult; [SerializeField] Button buttonRandom;

[SerializeField] Image imagelcon; [SerializeField] Button buttonSetValue;

[SerializeField] Button buttonBack;

bool toggle = true;



c. Add script functions
I. Add the following code below the Start() function:

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(UlIState state)

{

}
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public void SetSpinnerRotation(float rot)

{ smart
} Alnnovators

public void SetArrowRotation(float rot)

{

}

public void Setlcon(Sprite sprite)

{

}

public void SetResultText(string result)
{

}

public void ShowltemPercentage(PrizeData[] data, bool
updateToggle = true)

{

}

public void ShowContentltem(PrizeData[] data)

{

}

public void ShowContentltemInput(PrizeData[] data)
{

}

public void SetinputValueToData(PrizeData[] data)
{

}

private void ToggleTextPercentage()

{

}
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d. Add New Class and Enum
I. Add the following code below the UlController Class:

[Serializable]
public class PrizeData

{
public string name;
public float percentage;
public Sprite sprite;

}

public enum UlState
{
ROULETTE,
CUSTOM



B ~ ulcontroller (Script)
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* Go back to the Unity Editor.

» Select Canvas GameObject.

* Drag and drop Canvas elements on itstheirspective Ul Controller ik
variables. See the following image: o

.
=
=
.
.
.
.
=

Custom
Content Item

tem Input

om (Button)
(Button)
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Setup UlController Script (cont.)

1. Double-click the UlController 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);

h;

buttonCustom.onClick.AddListener(()=>

{
ShowUI(UIState. CUSTOM);

D

buttonShowHide.onClick.AddListener(()=>

{
ToggleTextPercentage();

D;



Write the following code inside the AddButtonSetValueListener function:

buttonSetValue.onClick.AddListener(callbackSet);

Write the following code inside the AddButtonRandomListener function:

buttonRandom.onClick.AddListener(callbackRandom);

Write the following code inside the AddButtonSpinListener function:
buttonSpin.onClick.AddListener(callbackSpin);

Write the following code inside the ShowParticleResult function:
particleResult.gameObject.SetActive(show);

Write the following code inside the ShowParticleSelected function:
particle.gameObject.SetActive(show);

Write the following code inside the ShowTextResult function:
txtResult.gameObject.SetActive(show);
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Write the following code inside the ShowUl function:
_rectPanelRoulette.gameObject.SetActive(state == UlState. ROULETTE);
_rectPanelCustom.gameObiject.SetActive(state == UlState. CUSTOM);

Write the following code inside the SetSpinnerRotation function:
rectSpinner.eulerAngles = new Vector3(0, 0, rot);

Write the following code inside the SetArrowRotation function:
rectArrow.eulerAngles = new Vector3(0, 0, rot);

Write the following code inside the Setlcon function:
imagelcon.sprite = sprite;

Write the following code inside the SetResultText function:
txtResult.text = string.Format("You got a {0}", result);



m. Write the following code inside the ShowltemPercentage function:
if(updateToggle)

ToggleTextPercentage();

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

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

n. Write the following code inside the ShowContentltem function:
foreach(Transform t in _contentltem.transform)

{

if (t '= _contentltem.transform)
Destroy(t.gameObject);

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

{

GameObiject view = Instantiate(item);
view.SetActive(true);
view.transform.SetParent(_contentltem);

ItemView viewlnput = view.GetComponent<itemView>();
string percentage = string.Format("{0} %", data[i].percentage);

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

view.transform.localScale = Vector3.one;
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0. Write the following code inside the ShowContentltemInput function:
foreach (Transform t in _contentltemInput.transform)

{

if (t I= _contentltemInput.transform)
Destroy(t.gameObject);

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

{

GameObject view = Instantiate(iteminput);
view.SetActive(true);
view.transform.SetParent(_contentlteminput);

ItemViewlnput viewlnput = view.GetComponent<ltemViewInput>();
string percentage = string.Format("{0}", data[i].percentage);

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

view.transform.localScale = Vector3.one;



p. Write the following code inside the SetinputValueToData function: 333 °
5y ey
ItemViewlInput[] inputs = smart
_contentltemInput.GetComponentsinChildren<ltemViewlnput>(); Alnnovators
if (total < maxValue)
int total = O; {
int maxValue = 100; int count = 0
for(inti =0; i <inputs.Length; i++)
int val = int.Parse(inputs[i].GetinputValue); ;or (it = 0; i < inputs.Length; i++)

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

if(valTotal > maxValue) if (val == 0)
{ count++;
val = maxValue - total; }
}
if (total > maxValue) int sum = maxValue - total;
{ int[] tempValue = Utils.GetRandomDistribution(sum, count);

int diff = total - maxValue;
data]i].percentage = diff;
total = maxValue;

}

else if(total == maxValue) {
{ if(datal[i].percentage == 0)

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

data]i].percentage = 0; {
} datali].percentage = tempValue[count];
else count++;
{ }
total += val; }
data][i].percentage = val; }
}
}
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g. Write the following code inside the ToggleTextPercentage function:
toggle = 'toggle;

for (inti = 0; i < textPercentages.Length; i++)
textPercentages[i].gameObject.SetActive(toggle);

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

» Create an Empty GameObject.
« Set GameObject name to “SpinController”.

File Edit Assets GameObject Component Jobs Window Help

B NAY & Create Empty Ctrl+5hift+N .
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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;

}
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« Go back to the Unity Editor. omart
» Select SpinController GameObject.
« Drag and drop Canvas GameObiject to UlController variable. See _

the following image: ——

0 - Spin Controller (Script)

Ui Controller B Canvas (Ul Controller)

« Set PrizeData length to 8. Apply Prize data information for
each Prize data array. See the next image:

[slicon_jtemicon_4
3 Red Ticket

Islicon_itemicon_5

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

Golden Key

[*licon_itemicon_6

Sprite [slicon_itemicon_7




Setup SpinController Script (cont.) .-

1. Double click the UlController 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.ShowltemPercentage(prizeData);

uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);

uiController. AddButtonRandomListener(()=>

{
RandomizePercentage();
uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);
uiController.ShowltemPercentage(prizeData, false);

D;

uiController. AddButtonSetValueListener(()=>

{
uiController.SetinputValueToData(prizeData);
uiController.ShowContentltem(prizeData);
uiController.ShowContentltemInput(prizeData);
uiController.ShowltemPercentage(prizeData, false);

D;



Write the following code inside the OnClickSpin() function:
if(!_isSpinning)
StartCoroutine(Spin());
Write the following code inside the OnClickClose() function:
Application.Quit();

Write the following code inside the RandomizePercentage() function:

int[] percentage = Utils.GetRandomDistribution(100, sectionCount);
for (inti = 0; i < percentage.Length; i++)
prizeData][i].percentage = percentagelil;
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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 = 0O;
for (inti=0; i< _randomValue; i++)
{

float angle = _totalAngle / spinSmoothness;

_zRotation += angle;
uiController.SetSpinnerRotation(_zRotation);
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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.Setlcon(prizeData[UnityEngine.Random.Range(O,
prizeData.Length)].sprite);

yield return new WaitForSeconds(interval);

uiController.SetArrowRotation(0);
_previndex = itemindex;
_isSpinning = false;

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

uiController.ShowParticleSelected(true);
uiController.ShowParticleResult(true);
uiController.ShowTextResult(true);



SetupkventSystem =

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

File Edit Assets GameObject Component Jobs Window Help

Create Empty Ctrl+Shift+N

Create Empty Child Alt+Shift+N

Create Empty Parent Ctrl+Shift+G

2D Object Tx Play Focused

3D Object

Effects

Light

Audio

Video

Ul Image

Ul Toolkit Text - TextMeshPro

Camera Raw Image

Visual Scripting Scene Variables Panel

Center On Children Toggle

Make Parent Slider

e [Eorar Scrollbar

) - Scroll View

%ET as st 5. J.ng cire= Button - TextMeshPro

i:j: 'zsi-"sej.- = . _C;rt: Dropd?wn - TextMeshPro
Input Field - TextMeshPro

Align With View Ctrl+Shift+F

Align View to Selected Canvas

Toaale Active State Alt+5hift+A S




Test the “lucky game”™ and see the amart
percentages of the chances in every object

File Edit Assets GameObject Component Jobs
ODTY & M S | B

= Hierarchy 3 i # Scene o8 Game
& Game v Display 1 ¥ 16:9 Aspect v Scale @ — 1.4x Play Focused v W B8 Stats Gizmos v~

Window Help

Roulette X
&P SpinController
) EventSystem

After following the above- & ITEM NAME
mentioned steps, a ‘lucky game’
environment will be developed.

Project B Console

v

% Favorites
O, All Materials
O, All Models
O, All Prefabs



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.

ITEM NAME

SHOW/{HIDe
PIRCENTAGE
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Change the percentage of the chances aman
randomly or manually

« 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.

ITEM NAME
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* 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

Custom

Roulette

300 Gold Coin 4% @ 300 Goid coin

%
Trophy 20 % Trophy

o]
=

Heart ] g Heart
Green Gem 2215 Green Gem
Skull 11 % Skl
3 red Ticket 55 3 red Ticket
Gaolden Kay 9 % G0 lden Key

Gift 2% = GiRt

IR H DO ZE VikLLE SET VALUE
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