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1 Background & Significance
1.1 What Is Metroidvania Game

Metroidvania is a unique genre of role play game.
The term is a portmanteau of the names of the video
game series Metroid and Castlevania.

This type of games usually feature in:

Various player skills found in game progression for
player to fight with stronger enemies

Multiple motion abilities aiding player with higher
agility when battling, and helping player to locate
secret areas and shortcuts

Large interconnected world map to explore, parts
of which will be inaccessible until player acquire
special items or abilities

Tight integration of non-linear storyline
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1 Background & Significance
1.2 What Is Game Prototype

A prototype of game is a game demo, which is kind of like a
implementation of “elevator pitch” of the game developer

Game prototype focuses on gameplay fundamentals, which
means art, sound and Ul will need to take a back seat at first

1.3 Why This Project

| appreciate the game genre and | want to make my own
playful and interesting game to convey my thoughts and
aesthetic choices to the players

We can practice our object-oriented programming skill in
this attractive topic on which we will be more self-motivated
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2 About The Project
2.1 Game Impression

https://www.bilibili.com/video/BV1fM4m1171d/?share_source=copy web&vd source=5ef86699cafaaf
10c5dc362759c73a7d



https://www.bilibili.com/video/BV1fM4m1171d/?share_source=copy_web&vd_source=5ef86699cafaaf10c5dc362759c73a7d
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2 About The Project
2.2 Class Diagram Visual Effect System
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2.2 Class Diagram
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2 About The Project
2.2 Class Diagram
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2 AbOUt The Project Languages
2.3 Codes Work Load T | 8 sieiah 247

| have written a large amount of comments on the codes, which causes the huge number of 7379
lines, actually the real amount of executable code lines is only 1675
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3 Systems Explanation
3.1 Entity System 3.1.1 Entity Behavior

We use finite state machine (FSM) to control entity behavior
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3 Systems Explanation
3.1 Entity System 3.1.1 Entity Behavior

The player’s and enemy’s animation controller based on the state machine
Each line is under parameter control, which is usually bool or integer
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public class PlayerState

{

PlayerState Y

*

WA RS HLA2 A

protected PlayerStateMachine stateMachine;

//SERIZRR, BIXANBNYETEAnimator P AH S Tboo LME CIRZS T

private string animBoolName;

//ENVERT @ XS R

protected Player player;

//ffi13PlayerState A HrbE INPsE (05 LA
protected Rigidbody2D rb;

/ /KPR S H N
public float xInput {
/ /% B IR FE N

public float yInput { get; private set: }
/ /BEARESEBXE RS B A 1 — T H 28

protected float stateTimer;

get:; private set; }

public PlayerState (Player player, PlayerStateMachine

string animBoolName)

J&Fi#E (Player) , SZMRAMIRZSHLIZEH,

//PlayerStateZ

{
this. player = player;
this. stateMachine = stateMachine;
this. animBoolName = animBoolName;

J

public virtual void|Enter () {----- }
public virtual void|Exit() (-7

public virtual void|Update() {-+-- }

3 Systems Explanation
3.1 Entity System 3.1.1 Entity Behavior

PR i&E R, FeH T — N EEIRES TR E = A
XAENEEAnimator N AHREX I boo 1{H

(KT - HiL

_stateMachine,

21

public
{

public

//{EPlayer WY

{

virtual void Enter ()

rb = player. rb;
//TRAE XA B E S RS N H

player. anim. SetBool (animBoolName, true)

virtual void Update()

HUpdate AW FH 1 ek £

/ /B s g 1 FRA ZUE

stateTimer —= Time. deltaTime;

//FREEREHT, ¥yVelocityZEUMAR v =4 B iy B H# i
player. anim. SetFloat ("yVelocity”, rb.velocity.y);
[/ KR S AD AN AL T 0, B S WS B 48
xInput = Input.GetAxisRaw(“Horizontal”);

yInput = Input.GetAxisRaw(“Vertical”) ;

virtual void Exit ()

/[ TRAE XA B E B BE RS A
player. anim. SetBool (animBoolName, false) ;
[/ BRRE A NIRESE, #E PRSI | B — IR

player. AssignLastAnimBoolName (animBoolName) ;



3 Systems Explanation
3.1 Entity System 3.1.1 Entity Behavior

PlayerStateMa... ¥ playeridie 12
P PlayerGroundedState Ot h e r State

Epdﬁte(]
.Update () :

if (player. isWall)

4
L

if (player. facingDir == xInput xInput == 0)

_startState)
return;

. currentState = _startState; ) . £ (pl facineDir * xI " 0)
else Ver. * £
currentState. Enter () ; 1'5 tEApLayer. faciniguat  RInbE

player. Flip () ;
player. stateMachine. ChangeState (player. moveState) :

ChangeState (PlayerState newState)

currentState. Exit () ;

formerState = currentState; if (xInput != 0 && player. isGround)

currentState = _newotate;
currentState. Enter () ; player. stateMachine. ChangeState (player. moveState) ;




3 Systems Explanation
3.1 Entity System 3.1.2 Entity Polymorphlsm

SlnwEntltwﬂwerrlde

Red: generallty Of base CIaSS : . SlowEntityBy( _slowPercentage, _slowDuration)
Blue: characteristic of child class

jumpForce #= (1 — _slowPercentage) :
dashSpeed #= (1 — _slowPercentage) :

1 olowEntity
.SlowEntityBy( slowPercentage, _slowDuration) ]

SlowEntityBy ( _slowPercentage, _slowDuration)

ReturnDefaultSpeed ()

. ReturnDefaultSpeed () :

.movedpeed ¥= |1 — slowPercentage) ; jumpForce = defaultJumpForce
dashGpeed = defaultDashSpeed

.anim. speed *= (1 - _slowPercentage):

L . 1on slowEntityOverride
Invoke ReturnDefaultSpeed”, slowDuration) ; e '

SlowEntityBy( _slowPercentage, _slowDuration)

ReturnDefaul tSpeed ()

battleSpeedMultiplier #= (1 — slowPercentage) :

.51owEntityBy (_slowPercentage, _slowDuration):

ReturnDefaul tSpeed ()
. movebpeed = defaultMoveSpeed;

: ' Eﬂtity .ReturnDefaultSpeed () ;
.anim. speed = 1; e
E

“® M onoBehaviour
battleSpeedMultiplier = defaultBattleSpeedMultiplier;




3 Systems Explanation

Player can be controlled by keyboard and mouse

3.1 Entity System 3.1.2 Entity Polymorphism

Enemy also have several child classes, indicating different behavior logics and animation
Bringer’s Die() function is different from Slime’s, which will split to smaller slimes

EnemyType
TOLE il il i ol i |
ALK @66 6666
slime Big,
EEUSHEDEEE slime Medium,

CROUCH i s o

slime Small
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" EntityStats
R

3 Systems Explanation P
3.1 Entity System 3.1.3 Entity Statistics o

MR

. e Hregion Attack
public class Stat L [Header (“Attack Stats”™)]
[/ TedAK, XA R — M E e CEBUE I P =y
{ ¢ LBTEC _
/BB A ot
[SerializeField] private int baseValue = 0; ..
at criticPower;

public int GetValue ()
e LR L1, 10 nT DLSR B o 2 H 25U EL

at primaryPhyvsicalDamage:

int finalValue = baseValue;

return finalValue; Stat fireAttackDamage;

at 1ceAttackDamage:

at lightningAttackDamage:

baseValue = value; currentHealth = GetFinalMaxHealth() ;

region FinalValues
5 -8l A

GetNonCritPhysicalDamage ()

return primaryPhysicalDamage. GetValue() + 10 #* strength. GetValue()} + 5 #* agility. GetValue()

]

GetNonCritMagicalDamage ()




Hregion BEvade&Crit

int _attackingCritPower = _attackingBEntity. GetFinalCriticPower() ;
t physicDmg = attackingBntity. GetNonCritPhysicalDamage () :

¢ magicDmg = attackingEntity. GetNonCritMagicalDamage () :

3 Systems Explanation
3.1 Entity System 3.1.3 Entity Statistics

fregion GetDamaged

if (CanFvade())
{

return;
#region TotalDamage }
3 ‘5| A
public virtual void GetTotalNormalDmsFrom(EntityStats attackingEntity,| bool doPhysic, bool doMagic)
if (CanCrit(_attackingEntity))

float _criticPowerPercentage = GetFinalCriticPower() #* 0.01f;

_physicDmg = Mathf. RoundTolInt ( criticPowerPercentage * physicDms) ;
_magicDmg = Mathf. RoundToInt (_criticPowerPercentage #* magicDmg) ;

1f (_attackingBntity. GetNonCritPhysicalDamage() > 0 &% doPhysic)

{
Hregion AttackedFX
. GetPhysicalDamagedBy ( phvsicDmg) :
% | | . _ ) . AudioManager. instance. PlaySFX(12, null);
1f (_attackingBntity.GetNonCritMagicalDamage() > 0 && doMagic)
{ . transform) :
. GetMagicalDamagedBy ( magicDms) ;
O1C ;;t':hLatageTr:ggef{J
buf. CheckBuffsFrom( attemﬂﬂingErH;itv}' Collider2D[] collidersInAttackZone = Physics2D. OverlapCircleAll (bringer. attackCheck. position, bringer. attackCheckRadius) ;
! ] foreach (var beHitEntity in collidersInAttackZone)
| I
if (beHitEntity.GetComponent<Playver>() != null)
Use stat to do damage {

H beHitEntity. CetComponent{PlayerStats>(). GetTotalNormalDmgFrom (bringer. sts, | true, true);
on other entity }




( EntityBuffs

3 Systems Explanation L.
3.1 Entity System 3.1.4 Entity Buffs

l .

ignited:

1on ApplyBuffs uff Chilled chilled;
2| B
1 CheckBuffsFrom(EntitvStats _entity) uff Shocked shocked:
A region Bvaluation
duration = 5f; FR DD B C RIS E0 8 : =21
t fireDmg = _entity. fireAttackDamage. GetValue();
- iceDmg = _enti
ol GetStatus() => status;

SetStatus(boocl bool) => status

-~

»! _canApplyShock (_lightDmg °

ClearAllBuffs () :

ApplyBuffs( canApplylgnite, canApplyChill, canApplyShock);
Unity JHE 10 -1-5|FH

1d ApplyBuffs(bool ignited, bool chilled, bool _shocked)

damageCoonl down =

c. fregion ClearBuffs BuffsDetector () ;

« | FH
11

burnHealthPercentage = 0. 03f; ClearAllBuffs()

ignited. SetStatus (false) ;

chilled. SetStatus(false) ;

shocked. SetStatus (false) ;
defenceDecreasePercentage = 0. 21




| EntityFX

3 Systems Explanation T |

3.1 Entity System 3.1.5 Entity Effects

!

oid CreatPopUpText(string text, Color color, EFE IS0 18 BA tor FIH]7E Z:&3Compon _
e A vreoabh B ANSTOEY USRS W AN chEE TR B R sr = GetComponentInChildren<{SpriteRenderer>()

| 71 ] | i 210 R S s w1 B s =) originMat = sr.material;
float randomX = Random. Range(-1.5f, 1.5f);

3 _randomY = Random. Range (0. 5f, 2f):

Vector3 _positionOffset = new Vector3(_randomX, _randomY, O0);

(4]
l

GameObject newText = Instantiate (popUpTextPrefab, transform. position + positionOffset, Q

uaternion. identity) ;

_newText. GetComponent{TextMeshPro>(). color = color;
_newText. GetComponent<{TextMeshPro>(). text = text:

CreateHitFX00(Transform _target) InvokeIgnitedFXFor | _duration

ndom. Range (—0.
ndom. Range (0.

_xPosition
_vPosition

Il

b |

I

t

=
==
0 g

[
m
2 e
_I—h .H'j
= O
[ R e |
by
e

Il

=

[
1

I'-'".| |
3

LG

=

; ignitedFY. game0bject. SetActivel( )
ignitedFX. Play (-

CameObject newHitFX =) Instantiate(hitFX00, _tarset.position + Vector3( xPosition, vPosition), Quaternion. identity);

sr. color = 1gnitedColor:

o

Destroy ( newHitFX, 1f): Invoke ("CancelColorChange”, _duration);




3 Systems Explanation
3.1 Entity System 3.1.6 Player Skills
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3 Systems Explanation
3.1 Entity System 3.1.6 Player Skills

GLACKHOLE




3 Systems Explanation
3.2 Ul System

SwitchToUI (GameObject _m ) ® v Button

leractaple v
transform. childCount: i++) Interactable

Transition Color Tint

if (transform. GetChild(i). gameObject '= interactToolTipUl && transform. GetChild(i). gameObject '= fadeScreen) Ta”_}-‘it l'-;"iﬂl.-'"'lli." = Button_Savel&E ®@

Normal Colol

transform. GetChild (i). gameObject. SetActive ( ) Hiahlighted Colo
Pressed Colot

Selected Colot

'_'rf':_:nenu = 63 Canvas Disabled Colof

_menu. SetActive( ): Color M Ultlp“f:‘l

AudioManager. instance. PlaySFX (8, Fade Duration
Navigation Automatic

region GamePause

Visualize
. 1nstance !=

= On Click {)

f (_menu == inGamelTI)
PR A T Runtime~ Ul_MainScene.Switch'

-. instance. PauseGame ( ) ; BCanv®




3 Systems Explanation
3.2 Ul System

In Game Ul Character Ul Menu

CHHEAHCTER SkILLS OPTIONS




3 Systems Explanation
3.2 Ul System

Skill Info Ul

Options Ul Menu

CHHRACTER SkILLS OPTIONRS

—:::l
—:::l

Save and Exit




3 Systems Explanation
3.2 Ul System

Jukebox Ul Menu Checkpoint Ul Menu

Back Ta GG KON-Angel RON-5tapler
BBC-MMK RBC-ED MyG0-Spring
My60-Dance Bocchi Miku

Rin Kano Absolute 5 Fest At Banfire

The First Town stal strad
Halland Harmanious City of Tears
Smell of Mushroom Rain on Brick Secret Betrayal
Littleroot Town Theme of Seliana The Wolven Storm
Weeping Dawn | Etudes 0p.23 o3 € Minor - Preludes Raindrop

Fefresh gour Health, and respawn all the enemies




3 Systems Explanation
3.3 Inventory System

" ItemData

2

| P ScriptableObject

Weapon,
Potion,
1temDescription; CD

1temlcon;

" ItemObject
2%

: : - . ¥ M onoBehaviour
iflcollision. GetComponent<Plaxye null &% v. instance. CanAddNewItem() ) L

zer. instance. PlaySFX(6, null)
Inventory. instance. AddItem(itemData) ;

Destroy (gameObject) :
1

if(collision. GetComponent<{Player>() !'= null && !Inventory. instance. CanAddNewItem())
[
1

PlayerManager. instance. player. £x. CreatPopUpText ("No Space”, Color.white):

W itemObiect ... 0 ItemObject ...

Inventory Save & Load

' Inventory \Z

2

¥ MonoBehaviour

inventoryltemsList

DMictionary<ItemData, Stora

Name: Health Potion Type: Weapon (f Ul ItemSlot v
Drink it to increase your current ﬁ-

“» MonoBehaviour




3 SyStemS Explanation ?ublic class CDPlayer : MonoBehaviour

private BoxCollider2D cd;

3.4 InteraCt SyStem private Rigidbody rb;

private void Awake () {cd = GetComponent<BoxCollider2D>(): rb = GetComponent<Rigidbody> () ;]
private void OnTriggerEnter2D (Collider2D collision

/ /BT 58 AL RS P A I PR AT BT A

1
[/ LR, MAER B4 B AR se fil &k
. if (collision. GetComponent<Player>() != null)
/)R NIDAL T Al il A2 BN XN, S Z e s
UI MainScene. instance. SetWhetherShowInteractToolTip (true) ;
/ /RN IR B Al ) m] A2 B )08 L
UI MainScene. instance. isAtCDPlayer = true;
}
:?P'.y“ i gh«kpomt i gbilltyActlvator N private void OnTriggerExit2D (Collider2D collision)
» MoncBehaviour + MonoBehaviour - MonoBehaviour // 2502 B S B AL Al 4 A YO B BT B E )
. : = {
if (collision. GetComponent<Player>() != null)
{
/) R AR N
UI MainScene. instance. SetWhetherShowInteractToolTip (false) :
UI MainScene. instance. isAtCDPlayer = false;
// 45 BT E ALV B B, TS5 b
[/ AN RE A4 b bug. .. 2
if (UI MainScene. instance. cdPlayerUI != null)
| : {
pawn v ¥ 4
; - ;ortal D“udZone if (UI MainScene. instance. cdPlayerUI. activeSelf)

+ MoncBehsviour + MonoBehsviour + MoncBehaviour UI MainScene. instance. SwitchToUI (UI MainScene. instance. inGameUI) ;




{

public static AudioManager instance;

/ /BRI

[SerializeField] AudioSource|] sfx;:

: MonoBehaviour

B G RN A, R 1

private bool canPlaySFX;

//HFE RS R A

[SerlallzeFleld] AudioSource[] bgm;
public bool isPlayBGM;

public int bgmIndex;

[SerializeField] AudioSourcel] cds:

1ol ax:CD) .

public bool
private voic

{

Lol LUy I,

Awake ()

/IR E B —

if (instance !=
Destroy (instance. gameOb ject) ;

else

null)

instance = this;

[/ TEBEAN 50, IRV A SRV RS R
Invoke ("AllowPlaySFX”,

J

private voic

{

Update ()

/ /5 R B IR AR,

}

B BRI bR

bl

A

BT HE T
[SerlallzeFleld] float sfxMinPlayRadius;

0.1f) :

v Audio Manager (Script) @ & :

Stx

3 Systems Explanation
3.5 Audio System

public class AudioManager

q Dasl
q Ul_ToolTip (A1®
W Pick_ltem (Au @
q U|I_CDPlayer [ ®
W Ul_Switch (Au®
§ Ul_Button (Au @
§ Deat

q Bonf

d Hit (Aud
q Crit (Audio So@®
4 Magic (/

4 AcquireAbility ®

+ -

W Dirtmouth {Au®

d The Taleofa @

public void PlaySFX(int sfxIndex, Transform sfxSource)

{

//ENS RS, 0. 1R JE A4 eV B i 2L
if (!canPlaySFX)
return;

/ /AR T B R U B RE RIS iz, AN T
if (_sfxSource != null &&
Vector2. Distance (PlayerManager. instance. player. transform. position,
_sfxSource. position) >= sfxMinPlayRadius)
return;

[/ I TAAAET RN (Ga's NOFFEEHR)
if (_sfxIndex < sfx.Length && sfx[ sfxIndex] != null)

{
//—/INtrick, BEANUACHE T HE bR 200 & e
//sfx[ sfxIndex].pitch = UnityEngine. Random. Range (0. 85f,
/| FE T X
sfx[ sfxIndex].Play():
}
}
/ /A5 1R

public void StopSFX(lnt ~sfxIndex) => sfx[ sfxIndex].Stop();

WFINAR G5
public void| AllowP1laySFX() => canPlaySFX = true;

public void|PlayBGM(int index) {-----: }
public void|StopAl1BGM() {+==--- }

public void|PlayCD(int cdIndex) {+--- }
public void|StopAl1CD() {«==-- }

1.1f):



3 Systems Explanation

“canWallslide": false,
“canbDash”: true,
"canDoubleJump”: true,

3.6 Save&Lload Syste m

"canIceBall": true,

region Ability
canWallSlide;

. - “canklackhole": ranDash -
public| interface ISavesManager "strength”: 8, :z;ﬂfu;i'Jump'
e et — "agility”: @, - L = :
//ﬁ[J@ T A EALITR) "vitality": e, canThrowSword ;
{ ':ir’fe_lli; canFireBall:

void LoadData(GameData data);

. FileDataHandler ¥ -' |.|1I11-|F|]_|.:1Erlld'- S
JJERIXERE, MATUMREEALS | |8 [firesttaciommege: o,
\. "iceattackDamage": @,

canlceBall;
canBlackhole;

void SaveData(ref GameData data):

j

public class|PlayerManager : MonoBehaviour, ISavesManager

{ "physicalArmor®: 18,
"magicalResistance": 18,

/ /DU S5 e Al ] PR 37 e
public bool ability CanDash;

H—AH—H—[4

‘763cd3fe-d3b5-4601-bada-73e285731608"°,

pUbl iC VOid LoadData (GameData _data) . 'af18d78d-365e-4827-b361-23583 06457 "
/ /AR R o BT ) e 1 ales”: |
{ Fal:e-

/ /BEERAE 1 VT ]
ability CanDash = data. canDash;

public void SaveData(ref GameData data)
[/ AFAEWEAR AT I A

{
/ /AR A VE T
_data. canDash = ability CanDash;

} } Data File Data Structure

=
|
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|
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3 Systems Explanation
3.7 Game Scene Build

Building the game scenes will use all systems we designed for better gameplay experience

tor Ht Audio Mixe
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4 Originality & Innovation
4.1 Originality In This Project

90%+ codes are our original work, with large amount of comments on the source scripts

o 4 4

it 0l

Art resources mainly comes from itch.io, we draw some of the sprites using Aseprite

4.2 Innovation In This Project

We integrate elements of different game types in our design, for
example the idea of jukebox, spawner and portal from sandbox
game, and stats and buff system from souls games

We write the project scripts depending on pure environment of
Unity2D, which makes it clean and uneasy to crash

We implemented various functional interfaces and designed the
inheritance structure carefully, which builds up various systems
that is highly extensible

Entity v Buff ¥ ItemData ¥
“® M onoBehaviour P ScriptableObject

'~ Playerskill ¥  Stat ¥

| & »
 MonoBehaviour o

ﬂ v Spawner (Script)

Spawner Settings

-~ -

Spawner FX

Random Spawn

Spawn Type Bringer
Spawn Cooldown 30

:A-, nDawn /:J. Mot f';f ]

v Portal (Script)

None (Portal)




Work Allocation

.



5 Work Allocation

5.1 Team Leader

Zong Jichen: Build and Test Systems including Entity Behavior & Skill &
Statistics & Buff & Visual Effect, Users Interface, Inventory, Interact, Audio,
Save&Lload

5.2 Team Members

Hu Yang: Part of Enemies Implementation
Tian Yucheng: Part of Player Skills Implementation
Qiu Yijia: Level Scene Build
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6 What We Learned
6.1 Control The Versions Under Standards

iy Metroidvania Public 57 Unpin & Unwatch 1 - Y Fork 3 - vy Star 4 -

Th e p rOj e Ct re p O | i n k : ¥ master - ¥ 1Branch 0 Tags Q. Go to file t Add file About 3
l A Metroidvani
htt ps ://g I t h u b ° CO m/W th h Z WhythZ 7.05 fix bugs of mainscene 46e27f . 1 minute ago @ 87 Commits devj:;;dvab:iEiiy’n;i‘lpmmwpe
/IVI et ro i d Va n i a Assets 7.08 fix bugs of mainscene 1 minute ago [0 Readme

& MIT license
Packages 4,18 initialize the repo after finishing the swordskill 3 months ago
A Activity
ProjectSettings 7.05 update readme and rename folders 3 days ago v7 4 stars
. o . ) &> 1 watching
O .gitignore 4.18 initialize the repo after finishing the swordskill 3 months ago
Y 3 forks
I a Ct u a I |y h ave m et Seve ra I [9 .wsconfig 4,18 initialize the repo after finishing the swordskill 3 months ago
fata I Cras h es an d files IOSS |t (Y LICENSE Create LICENSE 3 months ago Releases
’ g Mo releases published
h I . [ README.md 7.08 add acknowledgement in readme 17 hours ago Create 3 new releass
e pS e S u rVIVe O ignore.conf 4.18 initialize the repo after finishing the swordskill 3 months ago
Packages
[0 README 58 MIT license Vi = Mo packages published

Publish your first package

Contributors 4

| use github to cooperate Metroidvania
£y WhythZ Jichen Zong
remotely with my teammates LICENSE @ covaormcii
With thEir pUIl reqUESt This repo adopts MIT License ﬂ;]'h ttyclear Tyclear Tian

t:‘) MNSPoison Poison N5

About

This repo is a Metroidvania game prototype developed by Unity2D Languages

. . —
We have constructed multiple extensible systems (see the showcase)

® C#7356% ® Shaderlab 22.5%


https://github.com/WhythZ/Metroidvania

6 What We Learned
6.2 Keep Optimizing & Rebuilding Codes Structure

Picl: Remove repetitive members after skill system’s establishment
Pic2(a): Optimize damage value calculating magic
Pic2(b): Remove “Ailment” system from “Entity” class script and rebuild them as “Buff” class system

67595 6.06 set up the guiding scene
1a%c? 6.06 add fire & 1ce ball skil1l
-~ CLEAN-UP: REBUILD ENTITY'S BUFF & ATTACK SYSTEM
.05 complete shocked a1lment Tx
.05 Tix checkpoint logic
.05 create spawner
4region Dash * .04 add a arena
[Header ("Dash Info”)] * 19a?hef 6,04 add 5[]-'“: s11mes
"loat dashDuration = 0. 2f; x x .|:|4 adc h'lt 'I:}i Elr'llfl E-'FI
flozt dashSpeed = 26 * 3359343 6.04 Tix logic of die function
* 446cBaa 6.03 optimize stat slot and player sprites
' .03 add a1lments particle fx
optimize damage logic & fix player anim
add player stats to savefile and 1ts 1nterface
audio cleanup

ool g@.ﬂDaSh { EEL, priwvatcte S5eL,




6 What We Learned
6.3 Debug Patiently & Efficiently

Machine stateMachine, _animBoolName)

14 B[

Enter ()

Enter()-

czion ComboCounter

f (comboCounter > 3 (lastTimeAttack + comboRefreshDuration < Time. time))

comboCounter

player. anim. SetInteger ("ComboCounter”, comboCounter)




Thanks For Watching!




