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4. 3 Particles systems 
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1. Update() 
2. { 
3.         Ray ray = new Ray(Camera.main.transform.position, 

Camera.main.transform.forward); 
4.         // We create a ray that goes from the position of the camera 

to its positive z-axis. 
5.         RaycastHit rayCastHit; 
6.   
7.         If(Physics.Raycast(ray, out rayCastHit, distance, 

layermask.value)) { 
8.         /*uses Unity's internal physics to check that the ray created 

from the camera has struck an object with the layer required (in this 
case "UI") at the set distance and saves it in the collision object 
rayCastHit.*/ 

9.                 If(Input.GetButtonDown(acceptButton)) 
10.                 rayCastHit.collider.getComponent<UIInteraction>

().Press() 
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11. /* The Press() function of the UI, in this case text, performs 
the necessary behavior, for example, new game makes a launch of scene 
1  of the project (Interrogation I).*/ 

12.                 else 
13.                 rayCastHit.collider.getComponent<UIInteraction>

().Pointed(); 
14.                 /* The text has in its Pointed function, the 

necessary behavior to signalize the text, bold and increases size.*/ 
15. } 
16. } 
17. } 

1. using TMPro; 
2. /*Necessary library for the objects of textmesh pro, for the classic 

tool of Unity the library would be : 
3. using UnityEngine.UI;*/ 
4.   
5. public class SubtitleControl : MonoBehaviour 
6. { 
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7.     [SerializeField] private AnswerWithHead answerScript; 
8. /* Reference to a code developed by my colleague Antoni, to answer 

yes or no by moving the head or using the buttons.*/ 
9.     [Header("Entradas para la configuración de los subtitulos")] 
10.     [Tooltip("Array de strings para modificar de forma 

automática")] 
11.     public string[] texts;  //All dialogues ordered 
12.     [Tooltip("Array de audios para la modificación de forma 

automática")] 
13.     public AudioClip[] clips; //All audios ordered 
14.     public int interactive; 
15.     public bool action = false; 
16.   
17.     public TextMeshProUGUI text; 
18.     /* We create an object of type Text of text mesh pro, the 

normal case would be: 
19.         public Text text;*/ 
20.   
21.     public AudioSource audioSource; //Audio output for 

subtitles 
22.     int flag; //General counter 
23.   
24.     ControllerManager controller; //reference to scene 

controller 
25.   
26.   
27.     private void Awake() 
28.     { 
29.         controller = GameObject.Find("Controlador").GetComponen

t<ControllerManager>(); 
30.     } 
31.   
32.     void Start() 
33.     { 
34.         text.text = ""; 
35.         flag = 0; 
36.     } 
37.   
38.   
39.   
40.     public void Answer(bool answer) 
41.     { 
42.         flag += answer ? 0 : 1; 
43.         StartCoroutine(nameof(ReadLineSound)); 
44.     } 
45.   
46.     public void ReadLine() 
47. //La primera vez se llama a esta function desde el controlador 

de escena, luego es recursivo 
48.  { 
49.         if (flag == interactive) // If the text is interactive, 

the script to answer is enabled 
50.         { 
51.             answerScript.enabled = true; 
52.         }//Trigger interaction 
53.         else if (flag < texts.Length) 
54.             StartCoroutine(ReadLineSound()); // Call corroutine 
55.         else 
56.         { 
57.             controller.ActivateTransition(); 
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58.             // Finish the texts and tell the controller to 
finish the scene. 

59.             text.text = ""; 
60.         } 
61.             
62.   
63.     } 
64.   
65.     IEnumerator ReadLineSound() 
66.     { 
67.         text.text = texts[flag]; // Place the corresponding 

text 
68.         audioSource.clip = clips[flag]; // Place the 

corresponding audio 
69.         audioSource.Play();//Activates the sound 
70.         yield return new WaitForSeconds(clips[flag].length); // 

Wait till the audio's over. 
71.         flag++; 
72.         ReadLine(); // Read dialogue again     
73.     } 
74. } 
75.   
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1. public Texture mainTexture, newTexture; //The initial and new 
texture. 

2. public Material materialWall; // corridor wall material 
3. Start() 
4. { 
5.         materialWall.SetTexture(“_MainTex´, mainTexture); 
6. } 
7.   
8. Public void newTexture() 
9. { 
10.         materialWall.SetTexture(“_MainTex´, newTexture); 
11. } 
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 6. 1 Images of Final Result
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 6. 2 Project Access 
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