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public class Walk : MonoBehaviour {

private CharacterController controller;

void Start ()
{

controller = GetComponent<CharacterController>();
}

void Update ()
{

}
}

•



public class Walk : MonoBehaviour {

public float WalkSpeed;

private CharacterController controller;
private Vector3 moveDirection;

void Start ()
{

controller = GetComponent<CharacterController>();
}

void Update ()
{

}
}
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public class Walk : MonoBehaviour {

public float WalkSpeed;

private CharacterController controller;
private Vector3 moveDirection;

void Start ()
{

controller = GetComponent<CharacterController>();
}

void Update ()
{

}
}
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public class Walk : MonoBehaviour {

public float WalkSpeed;

private CharacterController controller;
private Vector3 moveDirection;

void Start ()
{

controller = GetComponent<CharacterController>();
}

void Update ()
{

}
}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}

}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}

}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}

}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}

}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}

controller.Move(moveDirection);

}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}
else
{

moveDirection = Vector3.zero;
}

controller.Move(moveDirection);
}
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void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

moveDirection = transform.forward * WalkSpeed * Time.deltaTime;
}
else if(Input.GetKey(KeyCode.DownArrow))
{

moveDirection = -transform.forward * WalkSpeed * Time.deltaTime;
}
else
{

moveDirection = Vector3.zero;
}

controller.Move(moveDirection);
}
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transform.Rotate(0, RotationSpeed * Time.deltaTime, 0);
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void Update ()
{

...

if (Input.GetKey(KeyCode.LeftArrow))
{

transform.Rotate(0, -RotationSpeed * Time.deltaTime, 0);
}
else if (Input.GetKey(KeyCode.RightArrow))
{

transform.Rotate(0, RotationSpeed * Time.deltaTime, 0);
}

}

public class Walk : MonoBehaviour {

public float WalkSpeed;
public float RotationSpeed;

...
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public class Walk : MonoBehaviour {

public float WalkSpeed;
public float RotationSpeed;

private Animation animations;
private CharacterController controller;
Vector3 moveDirection = Vector3.zero;

void Start()
{

animations = GetComponent<Animation>();
controller = GetComponent<CharacterController>();

}

void Update()
{

...

•
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•
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animations.CrossFade("Walk"); 



void Update ()
{

if (Input.GetKey(KeyCode.UpArrow))
{

animations.CrossFade("Walk");
moveDirection = transform.forward * WalkSpeed * Time.deltaTime;

}
else if(Input.GetKey(KeyCode.DownArrow))
{

animations.CrossFade("Walk");
moveDirection = -transform.forward * WalkSpeed * Time.deltaTime;

}
else
{

moveDirection = Vector3.zero;
}

if (Input.GetKey(KeyCode.LeftArrow))
{

transform.Rotate(0, -RotationSpeed * Time.deltaTime, 0);
}
else if (Input.GetKey(KeyCode.RightArrow))
{

transform.Rotate(0, RotationSpeed * Time.deltaTime, 0);
}

controller.Move(moveDirection);
}
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bool isMoving = false;

if (Input.GetKey(KeyCode.UpArrow))
{

isMoving = true;
animations.CrossFade("Walk");
moveDirection = transform.forward * WalkSpeed * Time.deltaTime;

}

. . .

if (!isMoving)
{

. . .



void Update ()
{

bool isMoving = false;

if (Input.GetKey(KeyCode.UpArrow))
{

isMoving = true;
animations.CrossFade("Walk");
moveDirection = transform.forward * WalkSpeed * Time.deltaTime;

}
else if(Input.GetKey(KeyCode.DownArrow))
{

isMoving = true;
animations.CrossFade("Walk");
moveDirection = -transform.forward * WalkSpeed * Time.deltaTime;

}
else
{

moveDirection = Vector3.zero;
}

if (Input.GetKey(KeyCode.LeftArrow))
{

transform.Rotate(0, -RotationSpeed * Time.deltaTime, 0);
}
else if (Input.GetKey(KeyCode.RightArrow))
{

transform.Rotate(0, RotationSpeed * Time.deltaTime, 0);
}

if(!isMoving)
{

animations.CrossFade("Idle");
}

controller.Move(moveDirection);
}
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void Update ()
{

bool isMoving = false;

if (Input.GetKey(KeyCode.UpArrow))
{

isMoving = true;
moveDirection = transform.forward * WalkSpeed * Time.deltaTime;

}
else if(Input.GetKey(KeyCode.DownArrow))
{

isMoving = true;
moveDirection = -transform.forward * WalkSpeed * Time.deltaTime;

}
else
{

moveDirection = Vector3.zero;
}

if (Input.GetKey(KeyCode.LeftArrow))
{

transform.Rotate(0, -RotationSpeed * Time.deltaTime, 0);
}
else if (Input.GetKey(KeyCode.RightArrow))
{

transform.Rotate(0, RotationSpeed * Time.deltaTime, 0);
}

if(!isMoving)
{

animations.CrossFade("Idle");
}
else
{

animations.CrossFade("Walk");
}

controller.Move(moveDirection);
}
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public float WalkSpeed;
public float RotationSpeed;
public float JumpSpeed;
public float Gravity;

private CharacterController controller;
private Animation animations;
private Vector3 moveDirection;
private float UpSpeed;



•

if (controller.isGrounded)
{

UpSpeed = -Gravity;
if (Input.GetKeyDown(KeyCode.Space))
{

UpSpeed = JumpSpeed;
}

}
else
{

UpSpeed -= Gravity;
}

moveDirection.y = UpSpeed * Time.deltaTime;

controller.Move(moveDirection);
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public class HarvestPumpkins : MonoBehaviour {

private Animation animations;

void Start()
{

animations = GetComponent<Animation>();
}

void Update ()
{

}
}
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void Update ()
{

if (Input.GetKeyDown(KeyCode.LeftControl))
{

animations.CrossFade("Use", 0, PlayMode.StopAll);
}

}
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public class HarvestPumpkins : MonoBehaviour {

public Transform LeftHand;
public LayerMask PumpkinsLayer;



•
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void Update ()
{

if (Input.GetKeyDown(KeyCode.LeftControl))
{

animations.CrossFade("Use", 0, PlayMode.StopAll);
Collider[] pumpkins = Physics.OverlapSphere(

LeftHand.position, 0.75f, PumpkinsLayer);
if (pumpkins.Length > 0)
{

print(pumpkins[0].name);
}

}
}
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Collider[] pumpkins = Physics.OverlapSphere(LeftHand.position, 0.75f, PumpkinsLayer);
if (pumpkins.Length > 0)
{

//We verkleinen de pompoen eerst tot de helft van zijn oorspronkelijke grootte.
Vector3 pumpkinScale = pumpkins[0].transform.localScale;
pumpkinScale = pumpkinScale * 0.5f;
pumpkins[0].transform.localScale = pumpkinScale;

//We maken de linker hand van Steve als ouder van de pompoen.
//Op deze manier zal de pompoen de hand blijven volgen.
pumpkins[0].transform.parent = LeftHand;

//De pompoen moet vervolgens op dezelfde positie als de hand 
//geplaatst worden. We gebruiken 'localPosition' wat de positie
//is ten opzichte van de ouder/parent, in dit geval de linker hand.
//Als we (0, 0, 0) kiezen als localPosition, wordt de pompoen dus 
//op de linker hand zelf geplaatst.
pumpkins[0].transform.localPosition = new Vector3(0, 0, 0);

//We verwijderen de pompoen uit de layer waarin we zoeken naar pompoenen die
//we kunnen oprapen, en zetten de layer op 0, wat overeenkomt met de Default layer.
pumpkins[0].gameObject.layer = 0;

}
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public class HarvestPumpkins : MonoBehaviour {

public Transform LeftHand;
public LayerMask PumpkinsLayer;

private Animation animations;
private bool hasPumpkin = false;



•

if (Input.GetKeyDown(KeyCode.LeftControl))
{

animations.CrossFade("Use", 0, PlayMode.StopAll);

if (!hasPumpkin)
{

Collider[] pumpkins = Physics.OverlapSphere(
LeftHand.position, 0.75f, PumpkinsLayer);

if (pumpkins.Length > 0)
{

Vector3 pumpkinScale = pumpkins[0].transform.localScale;
pumpkinScale = pumpkinScale * 0.5f;
pumpkins[0].transform.localScale = pumpkinScale;
pumpkins[0].transform.parent = LeftHand;
pumpkins[0].transform.localPosition = new Vector3(0, 0, 0);
pumpkins[0].gameObject.layer = 0;

hasPumpkin = true;
}

}
}
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public class HarvestPumpkins : MonoBehaviour {

public Transform LeftHand;
public LayerMask PumpkinsLayer;

private Animation animations;
private bool hasPumpkin = false;
private GameObject pickedUpPumpkin;



•

if (!hasPumpkin)
{

Collider[] pumpkins = Physics.OverlapSphere(
LeftHand.position, 0.75f, PumpkinsLayer);

if (pumpkins.Length > 0)
{

Vector3 pumpkinScale = pumpkins[0].transform.localScale;
pumpkinScale = pumpkinScale * 0.5f;
pumpkins[0].transform.localScale = pumpkinScale;
pumpkins[0].transform.parent = LeftHand;
pumpkins[0].transform.localPosition = new Vector3(0, 0, 0);
pumpkins[0].gameObject.layer = 0;

hasPumpkin = true;
pickedUpPumpkin = pumpkins[0].gameObject;

}
}
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if (!hasPumpkin)
{

Collider[] pumpkins = Physics.OverlapSphere(
LeftHand.position, 0.75f, PumpkinsLayer);

if (pumpkins.Length > 0)
{

Vector3 pumpkinScale = pumpkins[0].transform.localScale;
pumpkinScale = pumpkinScale * 0.5f;
pumpkins[0].transform.localScale = pumpkinScale;
pumpkins[0].transform.parent = LeftHand;
pumpkins[0].transform.localPosition = new Vector3(0, 0, 0);
pumpkins[0].gameObject.layer = 0;

hasPumpkin = true;
pickedUpPumpkin = pumpkins[0].gameObject;

}
}
else
{

pickedUpPumpkin.transform.parent = null; 
pickedUpPumpkin.AddComponent<Rigidbody>();
hasPumpkin = false;

}
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public class HarvestPumpkins : MonoBehaviour
{

public Transform LeftHand;
public LayerMask PumpkinsLayer;
public float ThrowSpeed;



•
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if (!hasPumpkin)
{

Collider[] pumpkins = Physics.OverlapSphere(
LeftHand.position, 0.75f, PumpkinsLayer);

if (pumpkins.Length > 0)
{

Vector3 pumpkinScale = pumpkins[0].transform.localScale;
pumpkinScale = pumpkinScale * 0.5f;
pumpkins[0].transform.localScale = pumpkinScale;
pumpkins[0].transform.parent = LeftHand;
pumpkins[0].transform.localPosition = new Vector3(0, 0, 0);
pumpkins[0].gameObject.layer = 0;

hasPumpkin = true;
pickedUpPumpkin = pumpkins[0].gameObject;

}
}
else
{

pickedUpPumpkin.transform.parent = null;
Rigidbody rb = pickedUpPumpkin.AddComponent<Rigidbody>();
rb.velocity = transform.forward * ThrowSpeed;
hasPumpkin = false;

}
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public class PumpkinCounter : MonoBehaviour
{

private void OnTriggerEnter(Collider other)
{

print("Pumpkin detected");
}

}
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public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;

private void OnTriggerEnter(Collider other)
{

Pumpkins++;
}

}

Pumpkins = Pumpkins + 1
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using UnityEngine;
using UnityEngine.UI;

public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;
public Text PumpkinText;

private void OnTriggerEnter(Collider other)
{

Pumpkins++;
}

}
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public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;
public Text PumpkinText;

private void Start()
{

PumpkinText.text = "Pumpkins: 0";
}

private void OnTriggerEnter(Collider other)
{

Pumpkins++;
PumpkinText.text = "Pumpkins: " + Pumpkins;

}
}
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public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;
public float Timer = 0;

public Text PumpkinText;

private void Start()
{

PumpkinText.text = "Pumpkins: 0";
}

private void Update()
{

Timer += Time.deltaTime;
}

private void OnTriggerEnter(Collider other)
{

Pumpkins++;
PumpkinText.text = "Pumpkins: " + Pumpkins;

}
}
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public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;
public float Timer = 0;

public Text PumpkinText;
public Text TimerText;
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private void Update()
{

Timer += Time.deltaTime;
TimerText.text = Timer.ToString();

}
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private void Update()
{

Timer += Time.deltaTime;
TimerText.text = Timer.ToString("0.00s");

}
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public class PumpkinCounter : MonoBehaviour
{

public int Pumpkins = 0;
public float Timer = 0;

public Text PumpkinText;
public Text TimerText;
public Text GameOverText;
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private void Start()
{

PumpkinText.text = "Pumpkins: 0";
GameOverText.enabled = false;

}

•
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private void OnTriggerEnter(Collider other)
{

Pumpkins++;
PumpkinText.text = "Pumpkins: " + Pumpkins;

if (Pumpkins == 5)
{

enabled = false;
GameOverText.enabled = true;

}
}
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• Dit werk valt onder een Creative Commons Naamsvermelding-

NietCommercieel-GelijkDelen 4.0 Internationaal-licentie.

• Volgende assets zijn gebruikt in deze tutorial:
– Minecraft Steve en Minecraft blocks, gemaakt door Boxscape Studios:

https://sites.google.com/view/boxscape-studios/downloads

– Floppy afbeelding:

https://commons.wikimedia.org/wiki/File:Media-floppy.svg

– Bariol lettertype:

http://atipofoundry.com/fonts/bariol

• Deze tutorial is geïnspireerd op Minecraft:

https://account.mojang.com/terms

• En tenslotte een dankwoordje aan de mensen die de Unity game engine 

ontwikkelen:

http://creativecommons.org/licenses/by-nc-sa/4.0/
https://sites.google.com/view/boxscape-studios/downloads
https://commons.wikimedia.org/wiki/File:Media-floppy.svg
http://atipofoundry.com/fonts/bariol
https://account.mojang.com/terms

