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Challenge I: Adding Additional 
Interactivity 
In this challenge, you are going to give the player the ability to move the paddle. 
To do this, you will use the Unity API. 

Getting Started 
Open the starter challenge project. If you’ve been following this series from the 
beginning, open your last saved project.  

Note: Unity will open to empty scene. Find the scene that you saved, or if you 
are using the Starter Project, open Main.scene.   

Creating the PlayerScript 
To start adding some interaction, create a new script and call it PlayerScript. 
Attach it to the Paddle GameObject.  

Note: I call it the PlayerScript since it takes player interaction but you can 
easily call it a PaddleScript or something along those lines. 

Now, open the script. Add the following inside the PlayerScript class. 

enum paddleDirection { 
  left, 
  right, 
  clear 
}; 
     
public float movementSpeed = 10.0f; 

The paddleDirection enumerated type has two directions and then uses a clear 
value. The clear value is used when reseting the paddle after you have locked the 
direction. More on direction locking in just a bit. 

The movementSpeed variable is public so that you can change the value of it inside of 
the Inspector while the game is in progress. 



 

The First Challenge 
Inside of Update(), you will now add all the movement code. Here’s a few hints to 
get you started: 

a) First	  you	  need	  to	  check	  which	  direction	  is	  being	  pressed	  so	  you	  can	  determine	  
which	  way	  to	  move	  the	  paddle.	  You	  will	  need	  to	  use	  the	  Input	  class	  to	  get	  user	  
movement.	  

b) Next	  you	  will	  need	  to	  actually	  move	  the	  paddle.	  To	  do	  so,	  you	  will	  need	  to	  create	  a	  
new	  Vector3	  and	  set	  this	  vector	  to	  the	  Paddle’s	  current	  position.	  You	  will	  have	  to	  
include	  the	  speed	  and	  deltaTime	  in	  your	  movement	  calculation.	  	  

c) Once	  you	  have	  the	  new	  Vector3,	  you	  need	  to	  update	  the	  Paddle’s	  current	  position	  by	  
assigning	  the	  new	  vector.	  

 

Once you have it in place, the player will now be able to move the paddle.  

Except there is one problem, the paddle goes the rails!  

The Second Challenge 
In this next challenge, you need to set the bounds of the paddle, but you don’t 
want any other GameObject to interact with it. 

There are a few ways to do this so give it your best shot.  

Just remember, you need to add a Rigidbody to the paddle. Since you are manually 
updating the position, check the Is Kinematic checkbox. Also, make sure to 
uncheck Using Gravity.  

Now, dive in! 

Need some hints?  

First, you can add multiple collider components to GameObjects. You’ll want to add 
a couple additional colliders but set them as triggers. 

Next, you’ll need to write some locking code to prevent the paddle from moving in a 
certain direction when it collides with the trigger. Remember the clear value? You’ll 
use that to indicate that the current locked direction is no longer locked. 

Good luck and have fun! 

 

 

 

 



 

 

 


