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Basic Teleport

Create two vertical cubes and position them on different platforms
The cubes will serve as teleport portals

Rename cubes:
- portal
- portal2

" U

Add game tags to each cube (ex. “orange”, “mango”)

Add material to each platform to visually differentiate the locations
Create new script “BasicTeleport” and assign it to CAVE2Player
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Basic Teleport

In each cube check Box “Is Trigger” (Box Collider Component
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Basic Teleport

public class BasicTeleport : MonoBehaviour {
public Transform target = null;

private void OnTriggerEnter(Collider other) {
if(othergameObject.tag=="orange") {

this.transform.position = target.position;
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Basic Teleport

Assign script to the CAVE2 Player

With CAVE2 Player selected in the Inspector assign the target value:

Drag (without clicking) Portal2 from Hierarchy to
Inspector>BasicTeleport script >Target variable

To assign its transform position as a value to variable Target
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Basic Teleport

Test the game to see if the Player teleports to another location
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Basic Teleport

Add variable

public Transform target2 = null;

If statement for teleport from location 2 back to location 1
add two variables to identify if the teleport has been made

bool firstJump = false;
bool secondJump = false;
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Basic Teleport

public class BasicTeleport : MonoBehaviour {
public Transform target = null;

public Transform target2 = null;

bool firstJump = false;

bool secondJump = false;

private void OnTriggerEnter(Collider other) {

if(othergameObject.tag=="orange” && firstJump==false && secondJump==false ) {

this.transform.position = target.position;
firstJump = true;
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Basic Teleport

if (othergameObject.tag == "mango" && firstJump==false && secondJump==false ) {

this.transform.position = target2.position;
secondJump = true;

{/Z/f; Creative Coding— CS/DES 427/450/350 £reagve coding paria Teoupkova UIc SOMPUTER School of

Fall/Spring miclzgael I:apka - SCIENCE @ DESigﬂ
al Brynteson -



Basic Teleport

Test the game to see if the Player teleports to another location
How to reuse the portal to teleport again?
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Basic Teleport

Add function OnTriggerExit
to set both jump variables to their initial pre- jump state

To enable the reuse of the portals
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Basic Teleport

private void OnTriggerExit(Collider other)
{

if (other.gameObject.tag == "orange")

secondJump = false;
if (other.gameObject.tag == "mango")
firstJump = false;
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Basic Teleport

Test the game to see if the Player teleports to any location from any portal
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Basic Teleport

Adjust each portal Collider to enlarge interaction areas

Portall > BoxCollider >Edit Collider
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Basic Teleport

Adjust each portal Collider to enlarge interaction areas
Portall > BoxCollider >Edit Collider
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Collisions, constraints

Regular object with any Collider will be an obstacle to walk around
Use both game view and scene view to review this interaction

S W Ie] %3 | % | [Lespivor [ @Global 1| p» & | [ Account - || Layers | Layout -

T Scene | @ Asset Store

Hierarchy - »= € Came = O Inspector - -
eate ~ Shaded ~||2D || ® % | Wt | Gizmos ~ Display 1 s | Free Aspect 3| Scale Qe 2x Maximize On Play | Mute Audio | VSync | Stats | Gizmos |~
. o Cylinder Static ¥
€ StartCAVE2ProjectScene* -=
Directional Light Tag | Untagged 4 | Layer | Default 3

3Dtypeexport ~  Transform &,
3DtypeexportW DSP load: 0.3% Position X -1.6 Y |1.53 Z|7.5
LeftHand Clipping: 0.0% Stream load: 0.0% Rotation X0 Y[0 z0
Gr:ounchlzne Graphics: 104.2 FPS (9.6ms) Scale X [5.9183 Y 2.3439 Z 10.006
PhysicsCubes X
ResetButtonBoxPost (B:::J&Ir:sazlgosfms rg'a‘v(l’:;g‘vrg‘:cglﬁ;'so v Cylinder (Mesh Filter) @
CAVE2-Manager Tris: 110.3k Verts: 74.0k Mesh W Cylinder ]
MainConsoleCanvas Screen: 627x617 - 4.4 MB & Mesh Rend
SetPass calls: 36 Shadow casters: 44 y eshrenderer
OmicronMocapSensor 0 Visible skinned hes: 1 Animations: 0 Materials
OmicronMocapSensor 1 isible skinned meshes: nimations:
Size 1
OmicronController 1 e v P vy
OmicronMocapSensor 2 Element 0 @ Default-Material ©
OmicronController 2 Lighting
CAVE2-PlayerController Cast Shadows On $
CAVE2-CameraControllef Receive Shadows ¥/
CAVE2ScreenMask Contribute Global Il
CAVE2 Standard Menu e Global il
ProjectDescriptionCanvas Probes
Head fracker Light Probes Blend Probes '
EventSystem z —
Cube Reflection Probes | Blend Probes +
GameObject Anchor Override None (Transform) | ©
Sphere ¥ Additional Settings
confetti Motion Vectors Per Object Motion 4
portall Dynamic Occlusion ¥
platform
portal2 ~ ¥ |¥ Capsule Collider @ ==
Default-Material @ =
Laser Particle(Clone) J

Laser Particle(Clone)
prefabSphere(Clone)
Main Maps

Project | []Console ST N Ma
eate ~ 4% P17
Favorites Assets > scipts e
All Materials usior
All Models DR
All Prefabs




Collisions, constraints

CAVE2 Testing 1 (10 minutes in the CAVE2)

Environment -Geometry- Textures/materials
Navigation / Basic interaction

Use alternatives to test various interactions to optimize CAVE2 time

Work on:

Audio (FXs, bg, narration, music, etc.)
Special FXs (particles, environmental, magic, transformations, etc.)
Interaction and navigation details
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