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Design of Runner Game using Overlap Circle in Unity3D
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Abstract

In this paper, we design a 2D one touch runner game which controls on smart device easily using

a Unity3D game engine. Unity

is the creator of the world's widely-used 2D and the 3D

cross—platform game engine developed by Unity Technologies. Also, Unity builds high—quality 2D and

3D games on a various hardware device. This paper shows the familiar character as a cartoon and

feels to enjoy using platformer with various game users. we show that the proposed platformer

method improve controlling game path on the smart device.
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II. System Architecture

2.1. System Architecture
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Fig. 1. System Architecture
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2.2. 2D Sprite
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Fig. 3. Image using Photoshop
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2.3. Generation of Platfomer
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Fig. 4. Platformer Image
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[Il. Game Design
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3.1. Camera Movement and Bounce
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Fig. 6. Camera Bounce

3.2. Character Animation
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Fig. 7. Sprite Animation

3.3. Collision Detection
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Fig. 8. Character Animation
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void OnCollisionEnter2D
(Collision2D col) { .
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Fig. 9. Collision Detection Pseudocode
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public IEnumerator RestartGameCo(O{
270 F7} = false;
Wd s AA O
NEE offymold A7 (“Die”, true);
yield return new WaitForSeconds

(0.50);

Zhver 914 = Ag grel 944
NeE] 914 = A5 e 2]
NE oy Hleld A (“Die”, false)
WA A O

230) = 0;

230 F7F = true;
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3.4. Platformer
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Fig. 11. Stage Platformer
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// bool#t grounded® 5 A& &<l
public bool grounded;

// Layer®] o|&

public LayerMask whatlsGround;

/] ZREH H9E AAT 91
public Transform groundCheck;

// HBEE AT A&

public float groundCheckRadius;

void Update O {
grounded =
Physics2D.OverlapCircle(groundCheck.position,
igroundCheckRadius, whatlsGround);

Fig. 12. Pseudocode of Character’s Location
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void OnTriggerStay2D(Collider2D
other){

new Vector2 (mlegldbody velocity.x ,
jumpForce);

grounded = false;

Fig. 13. Double Jump Pseudocode
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if(x==3Z0)7F F7s=71) |
) 230 += 29 7} ~39] * Time.deltaTime;
if(=30] > a1 250] A uf){
Ao osio] 5 = ~ae]
PlayerPrefs.SetFloat(“S2HighScore”
250 2300] 45
}
259 text = Mathf.Round (=79]) + “ M”;
#Ha ~30]text = Mathf.Round (Ha x3o]) + ¢
M”;

Fig. 14. Score Pseudocode
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void OnTriggerEnter2D(Collider2D
_other){ 3
if(“S3Coinl” objectell FE3S ul){
SHAME 243} (false);
PlayerPrefs.SetInt(“*S3Coin1”, 1);

}

if(“S3Coin2” objectl] TEHS w){
eBAE 24935 (false);
PlayerPrefs.SetInt(“S3Coin2”, 1);

}

if(“S3Coin3” objectoll FEF-S wf){
eBAE 2435 (false);
PlayerPrefs.SetInt(“S3Coin3”, 1);

Fig. 15. Coin Pseudocode
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V. Experimental Results
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V. Conclusions
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