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Sadrz aj Py
01

Podesite okruzenje Unity kreiranjem korisni¢kog interfejsa i dodavanjem
animacija

02

Razvoj “lucky game” u Unity-ju kreiranjem funkcionalnosti tocka i kreiranjem
logiCke igre

Testiranje “lucky game” i posmatranje procenata Sansi na svakom objektu

I N D U ST RY Menjanje procenata Sansi nasumicno ili ru¢no




UVOd Roulette

UNITY Razvoj igara— ‘Lucky Game’

O éemu govori ovaj modul

Ovaj modul obuhvata 4 glavne teme:

1. PodeSavanje okruzenja u Unity-u kreiranjem
korisniCkog interfejsa i dodavanjem animacija

2. Razvoj lucky game“ u Unity-u kreiranjem
funkcionalnosti tocka (na srecu) i kreiranjem
logicke igre

3. Testiranje lucky game” i posmatranje
procenta Sansi u svakom objektu

4. Menjanje procenata sansi nasumicno ili
rucno




SetupUnity Projekat / podesavanje

nnovators

* Otvoriti svoj Unity Hub.

» Selektuj new da kreira$ novi projekat. U ovom trenutku mozes
birati izmedu niza razliCitih Sablona/templates za vas Unity
projekat.

ONAY &

. . . ) # Scene o Game i Asset Store
» Selektuj 2D Template, i nazovi projekat Game v Display1 v 16:9 Aspect v Scale ®
“LuckyWheel {yourname}/ToCak sreCe _{tvojeime}” i pritisni Low Resolution Aspect Ratios
create. VSync (Game view only)

« U gornjem desnom uglu Unity prozora, naci cete padajuci meni
sa oznakom Layout. |zaberite izgled koji zelite.

 Kreirajte novu scenu na File > New Scene. Pre nego sto je
sacCuvate, kreirajte novi direktorijum u Assets folder sa imenom
“Scene/scena”.

« Sacuvati novu scenu: File > Save pod nazivom “Game/Igra”.

 Lociraj i uvezi “LuckyWheelProjectFiles.unitypackage” u Assets->
Import Package -> CustomPackage

« PodeSavanje scene

» Podesite rezoluciju igre na 1920x1080 ili je postavite na 16:9
odnos Sirine i visine




File Edit Assets GameObject Component Jobs Window Help

Create Empty Ctrl+Shift+N smart
Create Empty Child Alt+Shift+N nnovators
Create Empty Parent Ctrl+Shift+G
O i * |di na meni Gameobject->Camera da kreiras kameru.
Effects >
Light >
Audio > = Hierarchy
\ljlldeo Z +v « — v Camera
M Untitled*
Ul Toolkit > <0 Camera Tag Untagged » Layer Default
Camera +  Untagged
o Respawn 1 Tl 585 6104 ——
« Podesi oznaku kamere na MainCamera. otation NN D T (e
1 . itorOnly -
Selektuj Camera GameObiject. Scale MainCamera Y1
Idi na inspector window.
Kliknite na padajuci meni i izaberite MainCamera oznaku. K Game*

) Camera
&P Canvas

* Proverite Project window i proSirite/kliknite fasciklu Prefabs.

* Prevucite i nalepite Canvas prefab u Hierarchy window. B Project =
* Pritisni Ctrl + S da sacuvas scenu. =T 2 g

i Assets
e GUI PRO Kit - Fantasy RPG
i Prefabs
W@ Canvas




SetupCanvasPrefab .

Uzmite i prevucite Canvas prefab u Hierarchy window. = Hierarchy
Uzmite i prevucite prefab Panel Roulette u Hierarchy window L ;Gm_
unutar Canvas Prefab-a & Camera

.‘i Canvas
| We Panel_Roulette

e Project
+~ =
[aw Assets
B GUI PRO K

‘= Hierarchy

Canvas
W% Panel_Custom
ﬂ} Fanel_Houletle

« Uzmite i prevucite Panel _Custom prefab u Hierarchy Window

unutar Canvas Prefab da se postavi kao objekat potomak
Canvas-a

¥ Panel_Custom
i@ Panel_Roulette




Prosiriti Panel_Roulette klikom na strelicu levo na GameObiject.
ProSiriti GameObject sve dok prefab ne stigne do
Roulette _Content GameOQObject. Pogledati sledecu sliku:

£ Roulette

L

Canvas Renderer

Cull Transparent Mesh

¥ Image

Source Image * icon_itemicon_0 O]
E—
#

Mone (Material)

Set Mative Size

« Uzmite i prevucite prave ikonice na svaki Iltemlcon
sprite/predmet/objekat. Sprite/predmet mozete da
pronadete na GUI PRO Kit - Fantasy RPG-
>ResourcesData->Sprites->Component->Itemlcons.

Itemlcon
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Prevucite i zakacite ikonice na svaki ltemlcon
sprite/predmet/objekat. Sprite/predmet mozete da
pronadete na GUI PRO Kit - Fantasy RPG-
>ResourcesData->Sprites->Component->Itemlcons.

Set Native Size

= icon_itemicon_1

I

MNone (Material)

» Prosiriti Rouletteltem GambOQObject i
selektovati Itemlcon i uzmite i prevucite
predmet na sourcelmage.

Set Native Size

+~ Shadow

N9

temlcon ~
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Rezultat bi trebala biti slika ispod:

Roulette

ITEM NAME

SHOW/HIDE CUSTOM
PERCENTAGE VALUE

ause Editor~
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Podesavanje Initial UlController Skripte

Desni klik na Script Folder Create->C# Script.
Nazovi Scriptu kao UlController .
Selektuj Canvas GameObiject i add/dodaj UIController Script Component.
Dupli klik na UlController script na Project Window.
MozZemo da piSemo nasu skriptu:
a. Dodaj Unity i TextMeshPro biblioteke
i. Dodaijte sledeci kod ispod koda koji koristi UnityEngine:
using System;
using UnityEngine.Events;
using UnityEngine.Ul;
using TMPro;

SAEE



r
5}&1 t’,?
1w
0,00

smart
Alnnovators

b. Dodaj promenljive u skriptu [SerializeField] GameObiject particle;
i. Dodajte sledeéi kod iznad funkcije Start() : [SerializeField] GameObiject particleResult;
[SerializeField] TextMeshProUGUI[] textPercentages;

[SerializeField] RectTransform _rectPanelRoulette;

[Seria|izeFie|d] RectTransform _rectPane|Custom; [SerializeFieId] TextMeshProUGUI textButtonShowHide;
[SerializeField] RectTransform rectSpinner; [SerializeField] RectTransform _contentltem;
[SerializeField] RectTransform rectArrow; [SerializeField] RectTransform _contentltemInput;
[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; [SerializeFieId] Button buttonSetValue;

[SerializeField] Button buttonBack;

bool toggle = true;



c. Dodavanje funkcija skripti
i. Dodajte sledeci kod ispod funkcije Start() :

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)

{

}
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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 SetlnputValueToData(PrizeData[] data)
{

}

private void ToggleTextPercentage()

{

}
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d. Dodaj novu klasu i Enum
i. Dodajte sledeci kod ispod klase UlController :

[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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* |dite nazad na Unity Editor.

» Selektujte Canvas GameObiject.

« Uzmite i prevucite elemente Canvas-a na itstheirspective ik
njihove promenljive Ul kontrolera. Pogledajte sledeéu sliku: come

.
=
=
.
.
.
.
=

Custom
Content Item

tem Input

om (Button)
(Button)
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Podesavanje UlController Skripte
(nastavak)

1. Dupli klik na UlController skriptu u Project Window.
2. Hajde da napisemo nasu skriptu:
a. Napisite sledec¢i kod unutar funkcije Start() :

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

{
ShowUI(UIState. ROULETTE);

};

buttonCustom.onClick.AddListener(()=>

{
ShowUI(UIState. CUSTOM);

N

buttonShowHide.onClick.AddListener(()=>

{
ToggleTextPercentage();

N



Napisite sledeéi kod unutar funkcije AddButtonSetValueListener :

buttonSetValue.onClick.AddListener(callbackSet);

Napisite sledeéi kod unutar funkcije AddButtonRandomListener:
buttonRandom.onClick.AddListener(callbackRandom);

NapisSite sledecéi kod unutar funkcije AddButtonSpinListener:
buttonSpin.onClick.AddListener(callbackSpin);

Napisite sledeéi kod unutar funkcije ShowParticleResult:
particleResult.gameObject.SetActive(show);

Napisite sledec¢i kod unutar funkcije ShowParticleSelected:
particle.gameObject.SetActive(show);

Napisite sledec¢i kod unutar funkcije ShowTextResult:
txtResult.gameObject.SetActive(show);
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Napisite sledeéi kod unutar funkcije ShowUlI :
_rectPanelRoulette.gameObject.SetActive(state == UIState. ROULETTE);
_rectPanelCustom.gameObject.SetActive(state == UIState. CUSTOM);

Napisite sledeéi kod unutar funkcije SetSpinnerRotation:
rectSpinner.eulerAngles = new Vector3(0, 0, rot);

Napisite sledeéi kod unutar funkcije SetArrowRotation:
rectArrow.eulerAngles = new Vector3(0, 0, rot);

Napisite sledeéi kod unutar funkcije Setlcon:
imagelcon.sprite = sprite;

Napisite sledeéi kod unutar funkcije SetResultText:
txtResult.text = string.Format("You got a {0}", result);
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m. NapiSite sledeéi kod unutar funkcije ShowltemPercentage: smart
iflupdateToggle) Alnnovators

ToggleTextPercentage();
o. Napisite sledeéi kod unutar funkcije ShowContentlteminput:

for (inti = 0; i < data.Length; i++) foreach (Transform t in _contentltemInput.transform)
textPercentagesii].text = string.Format("{0}%", datal[i].percentage); {
if (t = _contentltemInput.transform)
n. Napisite sledeéi kod unutar funkcije ShowContentitem: Destroy(t.gameObject);
foreach(Transform t in _contentltem.transform) Y
{
if (t!=_contentltem.transform) for (inti=0; i < data.Length; i++)
Destroy(t.gameObject); {
} GameObiject view = Instantiate(itemInput);
view.SetActive(true);
for (inti = 0; i < data.Length; i++) view.transform.SetParent(_contentltemInput);
{

ltemViewlnput viewlnput = view.GetComponent<ltemViewlnput>();

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

view.SetActive(true);

view.transform.SetParent(_contentltem); viewInput.SetValue(datali].sprite, data[i].name, percentage);
ltemView viewlnput = view.GetComponent<ltemView>(); view.transform.localScale = Vector3.one;
string percentage = string.Format("{0} %", data[i].percentage); Y

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

view.transform.localScale = Vector3.one;



p. Napisite sledeéi kod unutar funkcije SetinputValueToData :

ltemViewlnput[] inputs =

_contentltemInput.GetComponentsinChildren<ltemViewlnput>();

int total = 0;
int maxValue = 100;
for(inti = 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;
datali].percentage = diff;
total = maxValue;

}

else if(total == maxValue)
{
datali].percentage = 0;

}

else

{

total += val;
datali].percentage = val,

}

if (total < maxValue)

{

int count = 0;

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

{
int val = int.Parse(inputs[i]. GetlnputValue);
if (val == 0)
count++;
}

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

count = 0;
for(inti = O; i < data.Length; i++)
{
if(datal[i].percentage == 0)
{ datal[i].percentage = tempValue[count];
count++;
}
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g. NapisSite sledeci kod unutar funkcije ToggleTextPercentage:
toggle = !toggle;

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

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



PodeSavanje SpinController Object

 Kreiraj prazan GameObiject.
* Podesiti ime GameObiject-a na
“SpinController’/nazvati ga tako.

File Edit Assets GameObject Component Jobs Window Help

B NAY & Create Empty Ctrl+5hift+N .
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a. Dodaj funkcije u skriptu

i. Dodajte slededi kod ispod funkcije Start():
i. private void OnClickSpin()

{

}

private void OnClickClose()

{
}

private void RandomizePercentage()

{
}

private IEnumerator Spin()

{

yield return null;

}



* |dite nazad na Unity Editor. e
» Selektujte SpinController GameObiject.
» Uzmite i prevucite Canvas GameObject u promenljivu UlController. _

Pogledaijte sledecu sliku: ——

0 - Spin Controller (Script)

Ui Controller B Canvas (Ul Controller)

» Podesiti PrizeData duzinu na 8. Primenite podatke o nagradi
(prize data) za svaki niz podataka o nagradi. Pogledajte
sledecu sliku:

Islicon_itemicon_5

* Podesite sectionCount na 8; spinSmoothness = 10; cycle = 5;

Golden Key

[*licon_itemicon_6

Sprite [slicon_itemicon_7




Podesavanje SpinController Skripte (nastavak):-

1. Dupli klik na UlController skriptu na Project Window.
2. Hajde da napiSemo nasu skriptu

a. NapiSite sledecdi kod unutar funkcije Start(). : {
RandomizePercentage();
uiController.ShowUI(UIState. ROULETTE);
uiController.ShowContentltem(prizeData);

_isSpinning = false; uiController.ShowContentltemInput(prizeData);

_totalAngle = 360 / sectionCount; uiController.ShowltemPercentage(prizeData, false);
)

uiController.ShowParticleSelected(false);

uiController.ShowParticleResult(false); uiController.AddButtonSetValueListener(()=>

uiController.ShowTextResult(false); {

uiController.SetlnputValueToData(prizeData);
RandomizePercentage();

uiController.ShowContentltem(prizeData);
uiController.AddButtonSpinListener(OnClickSpin); uiController.ShowContentltemInput(prizeData);
uiController.ShowltemPercentage(prizeData); uiController.ShowltemPercentage(prizeData, false);

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

uiController.AddButtonRandomListener(()=>
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NapiSite sledec¢i kod unutar funkcije OnClickSpin(). :
if(!_isSpinning)
StartCoroutine(Spin());
NapisSite sledec¢i kod unutar funkcije OnClickClose():
Application.Quit();

NapiSite sledec¢i kod unutar funkcije RandomizePercentage():
int[] percentage = Utils.GetRandomDistribution(100, sectionCount);
for (inti = 0; i < percentage.Length; i++)
prizeDatali].percentage = percentagel[i];
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e. Napisite sledeci kod unutar funkcije Spin(): float time = (float)i / (float)_randomValue;
float interval = Mathf.Lerp(0.01f, 0.1f, time * time);
uiController.ShowParticleSelected(false); float angleSpeed = Mathf.Lerp(1f, 0.5f, time);
uiController.ShowParticleResult(false);
uiController.ShowTextResult(false); increment += angleSpeed ;

float sin = Mathf.Sin(increment);
_isSpinning = true;

uiController.SetArrowRotation(sin * 15f);
_prizePercentage.Clear();

for (int x = 0; x < prizeData.Length; x++) uiController.Setlcon(prizeData[UnityEngine.Random.Range(0,
_prizePercentage.Add(prizeData[x].percentage); prizeData.Length)].sprite);
yield return new WaitForSeconds(interval);
int itemIndex = Utils.GetPrizeByProbability(_prizePercentage); }
_randomValue = ((sectionCount * cycle) * spinSmoothness) +
((itemIndex * spinSmoothness) - (_previndex * spinSmoothness)); uiController.SetArrowRotation(0);
float increment = O; _previndex = itemIndex;
for (inti=0;i<_randomValue; i++) isSpinning = false;
{
float angle = _totalAngle / spinSmoothness; uiController.Setlcon(prizeData[itemIndex].sprite);

uiController.SetResultText(prizeData[itemIndex].name);
_zRotation += angle;

uiController.SetSpinnerRotation(_zRotation); uiController.ShowParticleSelected(true);

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



odesavanje EventSystem =

Dodati EventSystem klikom na GameObject->Ul->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 N Tx Play Focused

3D Object >

Effects »

Light b

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
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Testiranje “lucky game” i posmatranje
procenata sansi na svakom objektu

Edit Assets GameObject Component Jobs Window Help

File

DT & M
= Hierarchy 3 i # Scene o® Game
vy o 2 Game v Display1 ¥ 16:9 Aspect Scale @

P Game
&P Camera
W Canvas
&P SpinController
) EventSystem

S | B
i O Inspf

1.4x  Play Focused v W [ Stats Gizmos v

b

Roulette

Nakon Sto pratite gore navedene
korake, biée razvijeno okruzenje &. gy

,igre na srecu/lucky game”. .
S - o8

Project B Console

v

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



Na spineru mozete videti 8 razliCitih
predmeta.

Pritiskom na dugme ,SPIN® spiner
pocCinje da se kreCe i nakon nekog
vremena se zaustavlja u jednoj od
tih stavki.

Svaki put kada se pritisne dugme
~PIN®, pojavljuje se ista ili druga
stavka.

ITEM NAME

."(’ @
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Menjanje procenata sansi nasumicno ili

Da biste zapoceli 'Lucky game’,
pritisnite dugme za pocetak na vrhu
okruzenija.

Na desnoj strani spinera nalaze se 2
jeziCka/taba

Crvena kartica je kartica ,prikaZi
procenat”. Klikom na ovu karticu
prikazuju se procenti na spineru.

ruchno

ITEM NAME

smart
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« Plava kartica je kartica ,prilagodena vrednost”.
« Klikom na ovo dugme mozete promeniti vrednost rucno ili automatski nasumicno.
« Nakon promene procenta, vratite se i ponovo pritisnite ,SPIN®.

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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