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John Lemon’s Haunted House

● Game Objective: Get John Lemon through the Haunted House safely
● Tutorial Tasks

○ Environment
○ Player Character (John Lemon)
○ Enemies
○ Animate Enemies and Player Character



John  Lemon (Player Character)

● Import Prefabs
● Animator

○ Animation States
○ Animation Transitions
○ Bool, Trigger, Float, Int

● Make John Lemon Move
○ Player Controller (Player Movement Script)
○ Loops
○ Vectors
○ Collider, Rigid Body





Environment & Camera

● Import Environment
● Lighting
● Nav Mesh so Player and Enemies can move
● Post Processing
● Add Color to make the environment scary



Enemies: Static

● Gargoyles
● Trigger Simulates Gargoyle’s line of sight (Capsule Collider)
● Static Observer
● Script to Detect Player Character



Enemies: Dynamic

● Ghosts: Will move throughout level and hunt John Lemon
● Animate Ghosts (Collider, Arrays Rigid Body, NavMesh, Animator 

etc.)
● Simulate Ghosts line of sight
● Waypoint Scripts to determine where the ghosts will move 

throughout the level
● Some ghosts will stay still, others will move on 

a predertimed path. 



Enemies: Extra Obstacles

● Masked Ghosts (Not included in Project)
● These ghosts block off some exits making it harder for the 

Player to get through
● Player must maneuver around them before the Dynamic Ghosts 

spot them, making the level more challenging.



What I Learned

● Different Ways to animate objects
● Arrays
● Vectors
● Nav Mesh
● I thought the tutorial was easier than it looked. Although it was easy to follow 

and it is technically a beginner/intermediate tutorial, there were still things I 
didn’t understand. The game didn’t work several times and I had to 
troubleshoot a lot. 


