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* What is Virtual Reality?

* What was | hoping to accomplish?
* Development
* Implement
* Procedural game

* Related works?
* iRacing for VR immersion

 Borderlands for Procedural
Generation



Load Game

same

Settings
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* What was | Able to Accomplish?
* Setting Up a New Project
Understanding Synchronization
Learning What Was Different
Utilizing What | Discovered
Implementing What | Discovered




Implementing My Game via Code
e 830 lines of code in 29+ scripting

classes

* Code Will Be Available via Email

Finishing the Game

oveWa
RaceAreas
StageCollider
Track
WallScore
AudioManager
CurrentBestStage
GameController
GameManager
LevelLoader
PlayerPrefsController
Sound
UserMessage
BonusPointDetection
GeneratePoints
PointCollectible
BreakLights
CarAudio
CarController
CarUserControl
ScoreUl
SkidTrail
SpeedUl

SteeringWheelColliders
SteeringWeelRotation

Systen.Collections;
UnityEngine;
UnityEngine. SceneManagenent ;

pace IndiePirateGamesAssets. GaneAssets

public class Levelloader : ManoBehaviour

[serializeField] int fimeToMaitAtSplashScreen = 3;
vold Start()
{

#(Scenemanager. GetActivescene( ) .buildIndex == 8}

StartCoroutine(WaitForTine()):
}

IEnunerator WaitForTine()

{

g5 (tineTowaitAtsplashScreen) ;

Losaextscena(r;

LevelLoader

! LoadPreviousScene()

i
SceneManager. LoadScene(SceneManager. GetAct dveScene( ) . buildIndex - 1);
" void RestartScene()
{
SceneManager. ? ). buildIndex) ;
punlic void LoadGane()
{
Scensanager. LoadScene("Care Gane™
)
punlic void LoadOptionsScreeen()
{
SceneManager.LoadScene("0ptions Screen”);
}
wilic void LoadSettingsScreen()
J510g UnityEngine;

ce IndiePirateGamesAssets.GaneAssets

public class PlayerPrefsController : MonoBehaviour
{
const string BEST_STAGE_KEY = “best stage";
public static GetBeststage()

r PlayerPrefs.GetFloat(BEST_STAGE_KEY);

PlayﬁrPrefs

public void ResetBestStage()
{

Playerprefs.SetFloat(BEST_STAGE_KEY, 0f);
7 (FindObject0fType<CurrentBeststages())

FAndObjectOfType<CurrentBeststages().UpdateCurrentBeststage();

g System;
using UnityEngine;

namespace IndiePirateGamesAssets.GameAssets

public class AudioManager : MonoBehaviour
{

public Sound(] sounds;

start alled before the first frame update

Mﬂke(l

reach(Sound sound in sounds)

50UNG, 8Ud10SOUrCe. volune = Sound. volune;
sound. audioSource. pitch = sound.pitch;
sound. audioSource. loop = sound. loop;

AudioManager

id PlaySound{string name)

Sound 5

i1{s =
ncmq Lngtmj.ng:"sounds "+ name +
retu

rray. Find(sounds, sound => sound.name == name);

not found!");

}
s.audioSource.Play();

UnityEngive;

IndiePirateGaseshssets. Enviroment

san()

stage « &
Tine 3

0 1< de)

racetrestbsect + Instantiate raceares,

R raceArestpject.nase = “Asc E + stage.Tostring();

rogressTenextstage()

r eas

shcew + stuge Tostriog()

FinambjectorTpeamanicies
Findob]ectofTypecvivenicles.

R —

g UnityEogine;
) WnityEgine.u

© IngiePirateGameshssets. Vvehicles.

tiseut;

< start()

ene
Himeir = Getcomponcats

oresist).score
Jis{).timer

stage-1) Tostring():

Car.Canvs

iacir ext = ({00t Fimer) TebtringChs

update()

IFimeUI

Cimel text = (11o1)thmer). Testeing();

AddTirel 1101 tine)

Einer o= tine;

Endgane )
toviromment.
Eviroment.
Garedsset:

Airsteait
1rstva

using UnityEngine;

ble]

[System.Serial
public class Sound

IndiePirateGamesAssets.GaneAssets

ound

(f
[Range(.1f, 3f)] public float pitch;

(HideInInspector]

using UnityEngine;

void Start()

blic AudioSource audioSource;

pace IndiePirateGamesAssets.GameAssets

ic class GameManager : MonoBehaviour

or, stagess o 100
aekreais] pamstiect”
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Point

tyEngine;
tyEngine.Ul;

IndiePirateGanesAssets. VAvenicles. Car. Canvas

PointCollectible & MonoBohaviour

< materiall) materials;
bject() canva

scoreu;
Ul tineUl;
eshRenderer meshRenderer;

nt pointsToCollect;
© timeToAdd

4 start()

! Gollecﬂble

pointaTacotises =
tineToAdd = (ri

© canv in canvas)

forn. GetChild(e) exta().text = Tost
Getchila(1),Getc )otext = Tost!
¥
)
private void OnTriggerEnter(Collider other)
{
- ¢ (other.ganedbject. tag = "venicie®)
{
scoreUL. AddPoints (pointsToCollect);
timeUT. AdGT ine( tineToAdd);
Destroy(ganedbject) ;
}
]

using UndtyEngine

using UndtyEngine

IndiePirateGanesAssats. VRvehicLes, Car. Canvas

public class Scaredl 1 MenoBehaviour
€

Text scarel

int score { getj sety b

vold Start(}

]
i3

eAreas»().GetCurrent!

.s oreUl

o 10 AddPoints{int points)

score s= paints;
ScorsUT tent = Score. ToString()s

mavensll 40d(FLnd0bjectOIType<Ene Lronasnt. RaceAr
ToveNaLL cetCangonantinCha dran<Enyirorment ).

().Getcurrent!
i

psing UnityEngine;

= 17(FindObjects0fType<GaneManager>() . Length > 1)

Destroy(gamedbject);

= private void Update()
{

- 11 (Input.GetKeyDown(KeyCode.N))

FindObject0fType<LevelLoader>() .LoadGane () ;

GaméManager

© IndiePirateGamesAssets.Environment

c class MoveWall : MonoBehaviour

P tic bool firstWall =

int s(nrslndeﬂomun(e H

bool isHal i

VNIeh“les.CI!.(Invls.Smrcul scoreul,

public Vector3 raiseWallUp = new Vector3(e, 57, 0f);
ic Wallscore myWallScore;

nunber0fbstacles { o ¥

pu

private void Start()

- Movewall

firstWall = false;
Transformwall();

nunber0fObstacles = Random.Range(5, 11);

100;
»
myWallScore. SetwallScoreText( Tostring());
}
public void TransformWall()
{
11 (scoreVl.score >= scoreNeededToAdvance && !isWallMoved)
transform.position += raisewWallup;
isWallMoved = !isWallMoved;
»
»
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