Making an animated door



Video instructions: & _door_1_set_up_animation.mp4
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https://drive.google.com/file/d/1mKCiZPqanKAsgrpXd8Ba89g82BXMXZ61/view?usp=drive_link
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Refer to the previous tutorial on keyframe animation
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https://www.youtube.com/watch?v=fRCysZVGov8
https://docs.google.com/document/d/1QoUTUwdZwhX3TZAKrWFhRk2UOW7pMafFnVjp-jzoiVk/edit?tab=t.je3wup1k6ind

Refer to the previous tutorial on scripting animation
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https://docs.google.com/document/d/1QoUTUwdZwhX3TZAKrWFhRk2UOW7pMafFnVjp-jzoiVk/edit?tab=t.h17qdfoxcnek

Here is an official tutorial on C# interfaces one from Brackeys

Video Instructions: & _door_2_create_script.mp4

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class LockableDoor : MonoBehaviour, IPlayerInteractible

{

Animator animator;
public bool islLocked = false;

void Start()
{

animator = GetComponent<Animator>();

}



https://drive.google.com/file/d/1rvEjlJukOW1jyC5n2eNi0gdAZep4zpw3/view?usp=drive_link
https://learn.unity.com/tutorial/interfaces#63560fb3edbc2a0ce929baa1
https://www.youtube.com/watch?v=IQpss9YAc4g

[YarnCommand("SetLocked") ]
public void SetLocked(bool nowLocked)

{

this.islLocked = nowLocked;

¥

public bool GetInteractionAllowed()
{

return true;

}

public string GetInteractionDescription()

{
if (isLocked)

{

return "Locked";

}

else

{

return "Open door";

}

public void Interact()

{

if (isLocked == false)
{

animator.SetTrigger("open");

}

Video Instructions: s _door_3_controlling_lock_state.mp4

How to set up a trigger zone
How to set up a generic action interactible



https://drive.google.com/file/d/1SpuKCfQdtF7IBy9Gk0j90JqLb2g7ZJ7d/view?usp=drive_link
https://docs.google.com/document/d/1QoUTUwdZwhX3TZAKrWFhRk2UOW7pMafFnVjp-jzoiVk/edit?tab=t.p4nswviwoya
https://docs.google.com/document/d/1soyb24z-o1wVWXLKrJqiKNEPMWxsxddj4nQGZ4red5Q/edit?tab=t.kmo3nyn3btj9#bookmark=id.rdconevnut1
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Official documentation for Yarn commands

[YarnCommand ("SetLocked") ]

<<SetLocked LockableDoor false>>

DoCustomCommand126

public class CollectibleUnlocker : MonoBehaviour

{

private int count = 0;

public TextMeshProUGUI pickUpCountText;



https://docs.yarnspinner.dev/yarn-spinner-for-unity/creating-commands-functions
https://docs.google.com/document/d/1soyb24z-o1wVWXLKrJqiKNEPMWxsxddj4nQGZ4red5Q/edit?tab=t.qa0aubdzzcph#bookmark=id.l9rc8qytobkq

int nPickupsRequired = 2;

void Start()

{
UpdatePickupCount();

void OnTriggerEnter(Collider other)
{

if (other.gameObject.CompareTag("PickuUp"))

{
other.gameObject.SetActive(false);

count = count + 1;
UpdatePickupCount();

void UpdatePickupCount()
{

if (count >= nPickupsRequired)

{

if (pickUpCountText != null)
{

pickUpCountText.text = "Count: " + count.ToString();
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