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 vitaminic - May 10, 2015, 4:23 am 
Hey guys ... I want a little help if you could give it of course ... 
 
 I have these pimps :
 
 
 
 And I want them to move with Tile Based Movement or Grid Based Movement if you want . But how
can I do that in a proffesional way ? 
 
 I have a Player.cs ... nothing written in it .
 
 Characteristics : They can move up/down/left/right
 
 They can move diagonal
 
 Searching for a Movement system, don't know if it's gonna be a Grid framework or something like
that
 
 I want your help on how to implement that and how to gain the general thought of this 
 
 
 

Corios - May 10, 2015, 8:35 am 
How do you have the tiles set up? That's extremely important in this. Have a grid (that's how you
should be drawing and collissions anyway), then simply check the grid space before moving to it.
You didn't really describe where you're having trouble or where you're trying to go with this, can they
only move up down left or right? Check one block to the left of them, if it's empty, move there, if not,
make it red or something to show they can't.

vitaminic - May 10, 2015, 9:52 am 
 (May 10, 2015 08:35 AM)Corios Wrote: [CITE] How do you have the tiles set up? That's extremely
important in this. Have a grid (that's how you should be drawing and collissions anyway), then
simply check the grid space before moving to it. You didn't really describe where you're having
trouble or where you're trying to go with this, can they only move up down left or right? Check one
block to the left of them, if it's empty, move there, if not, make it red or something to show they can't.
 I'm sorry ... check the description again in a minute ...

backshifted - May 10, 2015, 11:48 am 
What you could do, is create a tile class for your grid that can move etc. and then make more
classes that just inherit that tile class and add extra functionalities.

vitaminic - May 10, 2015, 3:08 pm 
 (May 10, 2015 11:48 AM)backshifted Wrote: [CITE] What you could do, is create a tile class for your
grid that can move etc. and then make more classes that just inherit that tile class and add extra

https://hackforums.net
https://hackforums.net/showthread.php?tid=4814784
https://hackforums.net/showthread.php?pid=46067603#pid46067603
https://hackforums.net/showthread.php?pid=46070255#pid46070255


functionalities.
 A tile class and attach it where ? I mean as I can see at least even you don't know what do you
mean ... (friendly, I'm just saying ? )
 
 Firstly what do you mean "for your grid that can move", to make a visual movable grid ? That
requires a whole framework for the Unity 3D ... 
 If you meant just a tile class, yes it's possible but what I want is the basic thought of the class, not
the skeleton of the project 
 
 I'm just a beginner at Game Development and I want something more than "Create this class and
this one and inherit" ... this is something that everyone can think anyway, thank you for your
suggestion very much but it's useless ?

 


