Chapter 1: Requirements and Preparation Work

Open other New project

Main Camera

10S Native x

Category:  Scripting/Integration
Publisher:  Stan's Assets

Rating: * ok k ok ok

Price: $20

[_impon o[ £

This plugin provides the easy and flexible ~
functionality of 10S native functions which

are not natively available from Unity.

Including Game Center, In-App Purchases,
iCloud, Social AP and a lot more.

SINative

Unity 5 ready!

Documentation
Forum | Playmaker Thread | Versions

Al Source Code is Open!
1056, 1057, 1058 - supported
Fully compatible with Al
Stan's Assets Plugins

‘Game Center

* iTunac Satun



App ID Description

Name: l Endless Rush Runner

You cannot use special characters such as @, &, *, ',

App ID Prefix

Value: | = (Team ID) v |
App ID Suffix
@ Explicit App ID
If you plan to incorporate app services such as Game Center, In-App Purchase, Data
Protection, and iCloud, or wanta provisioning profile unique to a single app, you must
register an explicit App ID for your app.
To create an explicit App ID, enter a unique string in the Bundle ID field. This string
should match the Bundle ID of your app.
Bundle ID: [ com.dotvawxgames. ‘
We recommend using a reverse-domain name style string (i.e.,
com.domainname.appname). It cannot contain an asterisk (*).
© Wildcard App ID

This allows you to use a single App ID to match multiple apps. To create a wildcard App
ID, enter an asterisk (*) as the lastdigitin the Bundle ID field.

Bundle ID

m



Select the availability date and price tier for your app.

Availability Date 5 v ®

Price Tier |Choose 1 @
View Pricing Matrix »

Price Tier Effective Date | Choose v |[Choose v | Choose v| (7}

Price Tier End Date [Choose ¥ |[Choose v |[Choose v| (7)

for Ed (=] @

Custom B2B App [ @

Unless you select specific territories, your app will be available for sale in all App Store Volume Purchase Program territories.

Manage iCloud download settings for this app

Cancel Save

Endless Rush Runner

Bundle ID : com.dotvawxgames.

Apple ID & W

The first In-App Purchase for an app must be submitted for review at the same time that you submit an app version. You must do this on the Version

Details page. Once your binary has been uploaded and your first In-App Purchase has been submitted for review, additional In-App Purchases can be
submitted using the table below.

Non-Consumable = = " @ Waiting for Screenshot

\ View or generate a shared secret ]

| Done




Leaderboards

Leaderboards allow users to view the top scores of all Game Center players of your app. Leaderboards that are live for any app
version cannot be removed.

Add Leaderboard

1 Leaderboard {Q Search
Reference Name Leaderboard ID Type Default Status
Distance G_Distance Single O | Delete |

100 100 10
War dSyARICk upiSARO unds

An achievement is a distinction that a player earns for reaching a milestone, or performing an action, defined by you and
programmed into your app. Once an achievement has gone live for any version of your app, it cannot be removed.

Add Achievement

3 Achievements Q Search
Reference Name Achievement ID Points Status
100Yards G_100Yards 10 | Delete |
100Pickups G_100Pickups 10 Delete |

10Rounds G_10Rounds 10 | Delete



enter

ment:

S BEm ol Fy v 0 a Q Search

| Name ~  Date Modified ] Size
» [ build Mar 6, 2015, 8:44 PM -
» [ Classes Mar 6, 2015, 8:44 PM -
» [ Data Mar 6, 2015, 8:44 PM --
Info.plist Mar 6, 2015, 8:44 PM 4KB
LaunchScreen.xib Feb 23, 2015, 7:34 AM 7KB

‘= LaunchScreenimage-Landscape.png Feb 23, 2015, 7:34 AM 14 KB

1 LaunchScreenimage-Portrait.png Feb 23, 2015, 7:34 AM 16 KB

» [ Libraries Mar 6, 2015, 8:44 PM -
> B Unity-iPhone Mar 6, 2015, 8:44 PM -
» . Unity-iPhone Tests Mar 6, 2015, 8:44 PM -
Unity-iPhone.xcodeproj Mar 6, 2015, 8:44 PM 189 KB




Bundle Identifier com.dotvawxgames.rushrunner
Version 0.1

Build 0.1

Team None

o

Deployment Target 6.0

Devices @ Universal

Main Interface

Device Orientation [ | Portrait
(") Upside Down
Landscape Left
(7) Landscape Right

Status Bar Style | Default

Hide status bar

oo



No Accounts

Click add (+) button to create a new account

+ — &
Add Apple ID...

Add Repository...
Add Server...

¥ Deployment Info

Certificates, Identifiers & Profiles Edward Langley

i0S Apps - iOS Certificates (a]

W Centificates

C Al Name Type Expires

@ Pending Edward Langley i0S Development Mar 05, 2016
© Development

@ Production




Chapter 2: Player Input for Mobile Devices

Create ~

Create Folder
Show in Explorer C# Script
Res lavascript
Ll Shader

Import Mew Asset...
Import Package

Export Package...

Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Run APl Updater...

Sync MonoDevelop Project

Ctrl+R

Compute Shader
Prefab
Audio Mixer

Matenal
Lens Flare
Render Texture

Lightmap Parameters

Animator Controller
Animation
Animator Overnide Controller

Awatar Mask

Physic Matenal
Physics2D Material

GUI Skin
Custormn Font
Shader Variant Collection

Legacy




© Inspector
e | Ostatic ~
Tag [Untagged ¢ ] Layer
- -

T

[@ Player Input
|(z] Game Cen
:ml:"‘ll




L] Inspector
M Playerinput | [static
Tag M Layer M

-0.10757¢
o

= PlaverInput
[~ Character (Character
2

E console
pse | Clearon Play | ErmarPause || (2| [\ o| @0
Tap
UnityEngine.MonoBehaviour: print{Object)
Swipe
UnityEngine . ManoBehaviour:print{Object)

Chapter 3: Player Character, Obstacles, and Pickups




@ Project
I Create 'I

Create

Show in Explorer

Open
Delete

Import New Asset...

vf} Favorites
@AII Materials
©\ all Models
@AII Prefabs
@AII Scripts

vl Assets

&3 Extensions

Import Package
Export Package...

Find References In Scene

Select Dependencies

Ctrl+R —_—

Refresh
Reimport

Reimport All
Run APl Updater...

Sync MonoDevelop Project

» &3 Plugins
&3 Scripts




© Inspector
%éé CharacterSheet Import Settin . %,

Texture Type [ Sprite (2D andUD) 3]
Sprite Mode (Multiple ¢

Packing Tag

Max Size
Format

‘ Sprite Editor




T

Organize v

¢ Favorites
B Desktop
8 Downloads

» ThisPC » Documents » RushRunner » Assets » Character

New folder

~

tch your search.

= Recent places

& OneDrive

. Documents

1™ This PC
I Desktop
*| Documents
& Downloads
& Music

= Pictures

B Videnc

File name:

Save as type:

4. Hide Folders

v

anim (*.anim)

Cancel




ene € Game
| Layers || Parameters |

Game

| 28 Animator
Base Layer

®

&
Float
Int

Bool

Trigger




[l (¥ [GameObject | Olstatic » *
Tag l Untagged = ] Layer [ Default s ] ‘
¥ .~ Transform @ =
Position X|0 Y|0 Z|0
Rotation X0 Y|0 Z|0
Scale X[1 i1 Z|1
v (51 M sprite Renderer @ %,
Sprite l“ICharacterSheet_0 [o]
Color pa
Material @ Sprites-Default fo]
Sorting Layer | Default s
Order in Layer 0 |
¥ £2 M Animator @ =
Controller [Echaractersheet_ﬂ | o
Avatar [None (Avatar) | o
Apply Root Motion O
Update Mode | Mormal |
Culling Mode | Always Animate M|
Clip Count: 2
Curves Pos: 0 Rot: 0 Scale: 0 Muscles: 0 Generic: 0 PPtr: 2
Curves Count: 2 Constant: 0 (0.09%) Dense: 0 (0.0%) Stream: 2 (100.0%)
| Add Component |

© Inspector o vm
|Character | Ostatic v °

Tag | Untagged 4| Layer | Default s
!
¥ A Transform o,
Position X 0.661 Yo rA]
Rotation X0 Yijo zZ0
Scale xFr vyt zi
v (. [ sprite Renderer =,
Sprite [FICharactersheet_0 Q
Color v
Material | @ Sprites-Default o
Sorting Layer Default |
Order in Layer o 1
¥ 32 M Animator @
Controller [ECharactersheet_0 " Je
Avatar [None (Avatar) o
Apply Root Motion O
Update Mode [ Normal 4
Culling Mode Always Animate 4)
Clip Count: 2
Curves Pos: 0 Rot: 0 Scale: 0 Muscles: 0 Generici 0 PPtr: 2
Curves Count: 2 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 2 (100.0%)
—
¥ & Rigidbody 2D il
Mass 1
Linear Drag []
Angular Drag 005 - ee———
Gravity Scale i
Fixed Angle )
Is Kinematic m|
Interpolate | None |
Sleeping Mode Start Avake 4]
Collision Detection Discrete Bl
— |
v MBox Collider 2D o,
Edit Collider
Material None (Physics Material 2D) le
Is Trigger -
Used By Effector (m}
Offset X0.16 ¥[-0.16

Size x[0.22 v[0.3z




Swipe Distance




W:C-dtﬂﬂmrrﬁﬂ}:ﬁ

4 D (0.0
lvx.mcm C,-ﬁ@t{ﬁm 1 6'- 0

@ Character (UnityEngine.GameObject)
UmtyEnglne.MonoBehawour'pnnt(objed:)



[_v0Pivot | @ Local ]

J ‘ﬁ Scene

V Axe
Obstacle_Axe_Base
¥ Pivot
Obstacle_Axe



v @] M obstacle (Script) £, ‘

Script | Obstacle - e
Pivot | A Pivot (Transform) | o)
Rotation Speed Gap x|2 ~|x|s.

Chapter 4: Editor Tool, Prefabs, and Game Level

‘ RushRunner ’ Window H

Sprite Tile







Tiled Object_0
Tiled Object_1
Tiled Object_2
Tiled Object_3
Tiled Object_4
Tiled Object_5
Tiled Object_6
Tiled Object_7
Tiled Object_8
Tiled Object_9
Tiled Object_10
Tiled Object_11
Tiled Object_12
Tiled Object_13
Tiled Object_14
Tiled Object_15
Tiled Object_16
Tiled Object_17
Tiled Object_18
Tiled Object_19
Tiled Object_20
Tiled Object_21

Tilad Akiasd 27

Assets » Prefabs

Pickup_Coin_0
Pickup_Coin_1
Pickup_Coin_2
Pickup_Coin_3
Pickup_Coin_4
Pickup_Coin_5
Pickup_Coin_6




P g Axe

P ¢ CoinPattern_00

P ¢ CoinPattern_01

> L CoinPattern_02

P ¢ LevelPiece_00

P L LevelPiece_01

P ¢ LevelPiece_02

P L ¢ StartingLevelPiece




¥ StartingLevelPiece
StartingLevelPiece_0
StartingLevelPiece_1
StartingLevelPiece_2
StartingLevelPiece_4
StartingLevelPiece_S
StartingLevelPiece_6
StartingLevelPiece_8
StartingLevelPiece_9
StartingLevelPiece_10
StartingLevelPiece_12
StartingLevelPiece_13
StartingLevelPiece_14
StartingLevelPiece_16
StartingLevelPiece_17
StartingLevelPiece_18

EndLocation
v |¢| M Level Piece Manager (Script) 3,
Script | = LevelPieceManager | o
Starting Level Piece | & StartingLevelPiece (LevelPiece) |0
¥ Level Pieces
Size 13 |
Element 0 | & LevelPiece_00 (LevelPiece) | o
Element 1 | & LevelPiece_01 (LevelPiece) | o
Element 2 | & LevelPiece_02 (LevelPiece) | o
Level Pieces Move Rate 11.35 |




XL L) 2800
QLTI TYYIT




¥ CoinPattern_02 v Level Piece (Script) @ =
Pickup_Coin_0 Script | LevelPiece 1o
Pickup_Coin_1 ¥ Coins
Pickup_Coin_2 Size 20 ]
Pickup_Coin_3 Element 0 © Pickup_Coin_0 (Coin) )
Pickup_Coin_4 — ————
Pickup_Coin_5 Element 1  Pickup_Coin_1 (Coin) (]
Pickup_Coin_6 Element 2 & Pickup_Coin_2 (Coin) ©
Pickup_Coin_7 Element 3 & Pickup_Coin_3 (Coin) o}
Pickup_Coin_8 Element 4 | Pickup_Coin_4 (Coin) (]
Pickup_Coin_9 Element 5 ' Pickup_Coin_5 (Coin) o
Pickup_Coin_10 Element 6 ' Pickup_Coin_6 (Coin) o}
G (el 2 Element 7 & Pickup_Coin_7 (Coin) °
AT (G Element 8 = Pickup_Coin_8 (Coin) o
Pickup_Coin_13 = = 2
piek NG aingi4 Element 9 = Pickup_Coin_9 (Coin) [0}
Pickup_Coin_15 Element 10 ¢ Pickup_Coin_10 (Coin) °
Pickup_Coin_16 Element 11 ' Pickup_Coin_11 (Coin) (]
Pickup_Coin_17 : Element 12  Pickup_Coin_12 (Coin) (]
Pickup_Coin_18 Element 13  Pickup_Coin_13 (Coin) | o
Pickup_Coin_19 Element 14 [ Pickup_Coin_14 (Coin) [}

Chapter 5: Scene Background, the Game User Interface,
and the Save Profile
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On Click ()

| Runtime Only# | | Gamelnfo.RestartGame ¢ |

J;B dotvawxgames
; - .B Endless Rush Runner



Chapter 6: Main Menu, iAds, Leaderboards, Store
Purchases, and Achievements

¥V PlayButton
PlayText

¥V LeaderboardButton
LeaderboardText

V¥ AchievementsButton
AchievementText

¥V RemoveAdsButton
RemoveAdsText

¥V RestorePurchaseButton
RestorePurchaseText

Leaderboards

Remove iAds Restore
Purchase




Purchase
Remove iAds

® C

10,000 Coins

© Inspector 1
[J RemoveAdsBackgroundScreen |

¥ Tag [Untagged ¢ | Layer | UI

| (AW




Purchase Succeeded!

V PurchaseSucceededBackgroundScreen
PurchaseSucceededScreen
PurchaseSucceededText

V PurchaseSucceededAccept
PurchaseSucceededAcceptText
PurchaseSucceededClose

V PurchaseFailedBackgroundScreen
PurchaseFailedScreen
PurchaseFailedText

¥V PurchaseFailedAccept
PurchaseFailedAcceptText
PurchaseFailedClose

k @ Level Piece (Script) ﬁ o,
Script [+ LevelPiece 2]
= Coins

End Location AL EndLocation (Transform) @




Chapter 7: Game Builds and Submission to Apple

Configuration ‘
Scripting Backend [ IL2CPP &l




Build Settings B

) Unlty-lPhone.xcodepro]




,I Passbook

> Tﬁ] Apple Pay

v ‘;: §|: In-App Purchase

Bundle Identifier com.dotvawxgames.rushrunner
Versicn 0.1

Build 0.1

Team None B

Deployment Target 6.0

(o <)

Devices = Universal

Pad

Main Interface

Device Orientation [ | Portrait
7] Upside Down
Landscape Left
") Landscape Right
Status Bar Style quqylt
Hide status bar

Steps: ¥ Add the "Game Center* entitiement to your App ID
¥ Link GamekKit.framework
+ Add the "GameKit* key to your info plist file

Steps: v Link StoreKit.framework
v Add the *In-App Purchase® entitiement to your App ID

/) Validate Project Settings
Update to recommended settings



(<N <]

Build Settings

Target 'Unity-iPhone' - Automatically Select Architectures

Target 'Unity-iPhone’ overrides the Architectures setting. This will remove the setting and
allow Xcode to automatically select Architectures based on hardware available for the active
platform and deployment target.

Target 'Unity-iPhone Tests' - Automatically Select Architectures

Target ‘Unity-iPhone Tests' overrides the Architectures setting. This will remove the setting
and allow Xcode to automatically select Architectures based on hardware available for the
active platform and deployment target.

Project 'Unity-iPhone’ - Automatically Select Architectures

Project 'Unity-iPhone® overrides the Architectures setting. This will remove the setting and
allow Xcode to automatically select Architectures based on hardware available for the active
platform and deployment target.

Project ‘Unity-iPhone® - Enable Build Active Architecture Only When Debugging

This will enable Build Active Architecture Only for the Debug configuration and improve build
times by skipping unused architectures.

Cancel Perform Changes

Send Unity-iPhone to Apple:

re

-
Unity-iPhone.ipa

Signing Identity: iPhone Distribution: - - — -
Binary and Entitlements Provisioning Profile
» . rushrunner.app (5 Entitlements) XC: com.dotvawx... ©

Include app symbols for your application to receive symbolicated crash logs from Apple. Learn More

Cancel Previous



Add Build
Build Upload Date

® ' 1.0(0.1) July 06, 2015 2:46 AM



