The Amsterdam Bicycle Fishery Asher Robertson

CODE SAMPLE

Below is a sample of code from The Amsterdam Bicycle Fishery. The core mechanic in this game
is a giant claw that fishes bikes out of the water, not too different from an arcade claw
machine. | talk about this in more detail in the Prototyping and Iteration video. There | discuss
how the core functionality of the Claw ran into major issue throughout early prototyping.
However, with these two functions below, | resolved all problems associated with the Claw
interactions and more.

onTriggerStay(Collider other)

(other.CompareTag("Bike"™))
{BikesLocked)
Destroy(other.gameObject . GetComponent<Rigidbody>());
other. gameObject . GetComponent<Transform:().parent = gameDbject.transform;
GrabbedBikes . Add{other.gameObject) ;

BikeReleased =

LockBikes()

(ClawForwardTF.localRotation.x > &f)
BikesLocked = B

Bikeslocked =
(GrabbedBikes.Capacity > @ &% !BikesLocked &% !BikeReleased)
BikeReleased =
(GameObject bike GrabbedBikes)
bike.gameObject . GetComponent<Transform>().parent =

bike.gameObject. AddComponent<Rigidbody>();

GrabbedBikes.Clear();
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