@/ Shape Shift

Thank you for purchasing the asset!

The asset is mainly made for publishing and learning purposes, but you can use
it as you like.
Please contact me if you have any questions/issues!

If you like the asset, please leave a review!
If you don' t like it, or you have any questions, don' t hesitate to send me an
email!

You can use anything from the asset for any purpose.

Email: ragendom@gmail.com
Facebook: hitps://www.facebook.com/Ragendom-283436829168712/

Please use Unity 2019.1.1f1 to avoid errors

Credits:
Background music by Eric Matyas: http://www.soundimage.org
Sound effects: https://www.noiseforfun.com

IMPORTANT

1. Inthis asset | use TextMesh Pro for the text elements. First you have to import it.

(Window|
Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab
LIS
Layouts > TMP Importer =
I TextMeshPro > Fon.t Asset Creator TMP Essentials
General > sentelmporfen This appears to be the first time you access TextMesh Pro, as such we need to add resources to your
Rendering N Import TMP Essential Resources project that are essential for using TextMesh Pro. These new resources will be placed at the root of your
. roject in the "TextMesh Pro" folder.
Animation > Import TMP Examples and Extras —_— —
Audio ’ Project Files GUID Remapping Tool Lnooi B azentials
Sequencing >
Analysis > TMP Examples & Extras
Asset Management > The Examples & Extras package contains addition resources and examples that will make discovering and
2D 5 learning about TextMesh Pro's powerful features easier. These additional resources will be placed in the same
folder as the TMP essential resources.
Al >
xR s [ Import TMP Examples & Extras |
Experimental >
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IMPLEMENTING ADS

1. Open Services

I Window IHeIp

Next Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts b3

Asset Store Ctrl+9
Package Manager

TextMeshPro >

Rendering

Scene Ctrl+1
Game Ctrl+2
Ctrl+3

>
Animation > Inspector
Audio > Hierarchy Ctrl+4
Sequencing » Project Ctrl+5 Go to Dashboard
Analysis > Console Ctrl+Shift+C
Asset Management > Tz UGEED
2D >
Al >
>

Active Tool

XR

2. Enable Ads. If you want to test the 05 | Android
ads, then enable test mode, but you
will need to disable test mode for the final build.

3. Close and reopen project!!!

4. Find AdManager in the Hierarchy.
You will need to disable test mode for the final build. You can select the
AD network here.
You have to change App ID, and AD IDs for the final build.

Enable this for testing,

disabe it for final build
Using Unity Ads when enabled,
using Admob when disabled

ca-app-pub-3940256099942544/6300978
Use the ad IDs you created a-app-pub-3940256099942544/1033173
in your Admob Panel ca-app-pub-3940256099942544,/5224354
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5. Find RewardButton in the Hierarchy. You can change the amount of
tokens the player gets after watching a Reward Video Ad.

Player gets this many tokens after

watching a Reward Video Ad

¥ |« [¥Reward Button (Script)
Script ~ RewardButton

¢ Reward Count 5

[ 3
|

5. Resolve just before building the project.

GameObject Component Asset Store Tools Window Help

Create

Show in Explorer
Open

Delete

Rename

Copy Path

Open Scene Additive

Import New Asset...
Import Package
Export Package...

Find References In Scene

Select Dependencies

Alt+Ctrl+C

Refresh Ctrl+R

Reimport

Reimport All

Extract From Prefab

Run APl Updater...

Update UlElements Schema

I Play Services Resolver > Version Handler >
Open C# Project Android Resolver >| Settings
Seed XR Input Bindings i0S Resolver > Resolve
C-I') wall Force Resolve

Calling ADS
Admob
FindObjectOfType<AdManager>().ShowAdmobBanner();

FindObjectOfType<AdManager>().
FindObjectOfType<AdManager>().
Unity ADS

FindObjectOfType<AdManager>().

FindObjectOfType<AdManager>().

ShowAdmobInterstitial();

ShowAdmobRewardVideo();

ShowUnityVideoAd();

ShowUnityRewardVideoAd();
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If you want to use Unity Ads, then after you have done the
1, 2, 3 steps, you have to uncomment some lines in the
following scripts:

GameManager.cs Uncomment lines: 21-23, 32-37

CallAdmobAds() ;

StartPanelActivation();
HighScoreCheck();
AudioCheck();

GameManager.cs Uncomment lines: 199-201

Revive()

(scoreText |- )
scoreText.enabled -

FindobjectofTyped

RewardButton.cs Uncomment lines: 23-25

ShowRewardVideo()

FindObjectOfTypes« () - ShowAdmobRewardVideo();

AdManager.cs Uncomment lines: 253-259, 262-288
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ABOUT THE GAME

How to play

On mobile : Hold and move your finger up-down on the
screen to scale the player.

On desktop/web : Use "W-S’ keys on your keyboard to scale
the player.

Goal

Your goal is to make the player fit inside the obstacles.

However, if you touch any of the obstacles, then you die.
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FOLDER STRUCTURE

o Assets ¥ ) Shape Shift
Contains all of the used assets for the game v & Assets
. . £ Animations
o Animations B Audio
Contains all of the used animations b
£ Meshes
o Audio £ Particles
. fab
Contains all of the used sound effects and g E;ﬁi;t:
background music » & Sprites
. &) Documentation
o Materials v £ Scenes
Contains every used materials & Demo
o Meshes
Contains every used meshes
o Prefabs
Contains the used prefabs (for example obstacles)
o Scripts
Contains C# scripts
o Sprites

Contains all of the used 2D sprites (for example Ul elements)

e Documentation
Contains documentation

e Scenes
Contains complete level(s) and lightmap of the level(s)
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PlayerHolder:

Speed is the scale speed when playing
on mobile, Computer Speed is the
scale speed when playing on computer E=,23

Spawner:

You can add new
obstacles here p=f

Speed of the obstacles

AudioManager:

You can change the
music, sound effects
here and under the
AudioManager
gameObject
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GameManager:

GameManager script contains
the main functions of the
game. It manages scenes
(starts, restarts the level),
enables/disables scripts and
gameObjects, switches
between panels

BackGround:

You can change the
background color here

Best regards,Ragendom
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