SLOTS GAME

PDF Manual
INTRODUCTION

Thank you for purchasing Slots Game from us.
There are 1000+ development hours committed to this project.
It is being constantly improved and upgraded to reflect latest platform requirements.

PACKAGE SPECIFICATION

Slots Game source-code v.3.3.1 (i0S & Google Play - Unity CrossPlatform project)
PDF Manual & YouTube Video Tutorial links

3 Photoshop templates — PSD files

ID Sheet — text document

REQUIREMENTS

Unity 5.3.1

Xcode 7.2.1

Mac Yosemite (publishing to App Store & Google Play)
Windows 7 (Google Play only)

iPhone or iPad (10S9 & higher)

Android device (Ice Cream & higher)

FEATURES

InApp Purchase plugin for 10S App Store & Google Play
Chartboost Interstitial Ads, Reward Video, More Games feature
Applovin Interstitial Ads, Reward Video

Unity Interstitial Ads

Game Center for 10S

Leave Review PopUp for iOS App Store & Google Play

Bonus Coins PopUp

C# scripts

INSTRUCTIONS

Follow all 3 chapters to complete the code.
BLUE text in this manual represents value fields in the project.
GREEN text represents the path to each field.

HAVE FUN RESKINNING AND MONETISING!
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01.01 BASIC SETTINGS

* COMPLETE ID SHEET

PLAYER SETTINGS

© enter Company Name

o enter Product Name

e under OTHER SETTING

o enter Bundle Identifier
o enter Version

o enter Build (10S)

(@]

Chapter 01

CODE SETTINGS

01.02 ADVERTISING SETTINGS

Open SLOTS GAME project in Unity 5.3.1

GO TO FILE/ BUILD SETTINGS/ INSPECTOR/

enter Bundle Version Code (Android)

Default Icon

Default Cursor

Presentation

*  Open SLOTS GAME Unity project scene
©o 02 Slots Game Scene
APPLOVIN ADS
o GO TO HIERARCHY/AD MANAGER/APPLOVIN
= if you want to use Applovin check AppLovin Use
= enter AppLovin SDK Key (find in your ID SHEET)
= gset # of coins for reward video Video Reward
= Hiera_rchy ] ) = ﬁ Project . ﬂx;' @ Inspector =
| Create - | (Gl | Creawe -| (@ |4 % | * M [AppLovin | Clstatic -
Slots_Skin_1 Yﬁ(&::l,lra:: " Assets » 01_Scenes Tag | Untagged 4 | Layer| Default ™|
P Device_Manager = e v Transform By
) Ol All Model . r 1
TAG Mg E_éiAII Prefabs 2B O jz10 !
Chartboost (O All Seripts [r]x 0 v o 1z o |
UnityAds [s]x1 ¥ [1 1z [1 |
4 01_Loading_...
i J : v | M App Lovin_Ad (Script) ,
:‘:E?é?;r: ﬁOZPrefab Script L Apployin Ad 1O
» WinAnimation &5 03_Mesh S o
Reward_System 04_Material Video Reward [100 |
» Slot_Machine b5 05_Texture App Lovin SD Kkey |BeZ CuZXf_OWleal 1fwlNJ537mnwmglaONEDFiE|
(& 06_Atlas 02 _Slots_Ca... i = Lol ST b ER el 2
¥ Ul Root = Add Manager @ Ad_Manager |
feG 5 08_Animatio Add Component
&5 09_Audio
&5 10_Script
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CHARTBOOST ADS

© GO TO HIERARCHY/AD MANAGER/CHARTBOOST
= if you want to use Chartboost check Chartboost Use
= et # of coins for reward video Video Reward

| @ Inspector

.| = Hierarchy | B3 Project . B s i s
) :
| create -| (& [&[%|* o [Chartboost | Clstatic «
Slots_Skin_1 V1.7 Favorites Assets » 01_Scenes Tag | Untagged % | Layer | Default |
B e MLbagee @A” pe it Prefab | Select ] Revert ] Apply |
¥ Ad_Manager @AII Models =
P (©, All Prefabs ¥ .~ Transform g &
Chartboost ©L Al Scripts [p]xo lyo lz[o ]
UnityAds S X [0 | ¥ [o |z [o |
+ = ing_...
e iy foaes 2 (s)x1 Iv[@ 1z 1 ]
LevelSystem == 01_Scenes
BonusGame &5 02_Prefab ¥ || ¥ Chartboost (Script) %,
¥ WinAnimation &l 03_Mesh Script liz Chartboost (o]
Reward_System ’g 04_Material ¥ [&| O Interstitial Ad Chartboost (Script) %,
P Slot_Machine e {5 Texture 02_Slots_Ga. Script _ Interstitial AdChartboost (=]
» Ul Root &8 06_Atlas Chartboost Use o
EventSystem &8 07_Font Video Reward 100
5 08_Animatio !
& 09_Audio Add Manager [Ad o
&5 10_Script
- 11FX Add Component
E=an naie-

© GO TO CHARTBOOST/ EDIT SETTINGS
= enter Chartboost APP ID for iOS (find in your ID SHEET)
= enter Chartboost APP SIGNATURE for iOS (find in your 1D SHEET)
= enter Chartboost APP ID for Google Play (find in your ID SHEET)
= enter Chartboost APP SIGNATURE for Google Play (find in your ID SHEET)

1eObject Component  NGUI [Tl Window Help AT N2 08 @ WD 4 s O 27Ar 1619 L Q
Edit Settings fame_Scene.unity - Slots Chupa CrossPlatform - iPhone, iPed Touch and iPad (Personal) <OpenGL 4.1>

‘8DK Documentation

Lo W account...o

@ Inspector

= Hierarchy & project

| Create - | GAT | create -| (& la|™|* \
SlotsiSkini 17 Favorites. Assets » Chartboost » Ret| S
» Device_Manager ©LAll Materials
¥ Ad_Manager ©LAll Models [Add the Chartboost App 1d and App Secret associated with this game |
AppLovin g:ml Prefabs. 6?\ =
Chattocs Allstie ApR 14 7L App Stgnatre [);
u:";" o7 & Assets 55356f0804b01626a8a87597 18ce34531al36e789c LcBaaBBdaf
(& 01_Scenes
o i 02_Prefab Google Play
BonusGame - Freal
» WinAnimation (& 03_Mesh App id 7] ] App Signature [2]:
Reward_System (&5 04_material [56 4532b2fd791cc ]| |554477ed110817c54d017aebbf14)]
» slot_Machine P& 05_Texture J
P Ul Root & 06_Atlas Amazon
EventSystem (& 07_Font Appid (71 App Signature [2]:
55 08_Animatio [CB_AMAZON_APP_ID 1 [CB_AMAZON_APP_SIGNATURE
& 09_Audio
5 10_Script Android Platform [2):
11 FX ry
1
- Android Platform [ Google Play :
& 20_misc
VS Chartboost Enable Logging for Debug Builds
gging g
S iy isLoggingEnabled (|
»E5 Examoles cELL

Page 4



UNITY ADS

O
| |

GO TO HIERARCHY/AD MANAGER/UNITYADS
if you want to use Unity Ads check Unity Ads in Use
set # of coins for reward video Video Reward

| = Hierarchy & -= | @ Project & .= O Inspector | =
) ||| Create -| (AT I ez & = D&% | * | gy o [UnityAds [static +
Slots_Skin_1 YL_rF\Favnrites Assets » Chartboost » Re Tag [ Untagged + | Layer| Default s
i (2 Al Materials |
lmaiabieng G ¥ .~  Transform i)
¥ Ad_Manager &-\'.)A'” Models X0 Ty o 1770 !
AppLovin @}JAII Prefabs E] L | £ ]
Chartboost k@;AIIScripts @ X |0 | [z o
Bl 1 [¥ [ =z
A Yﬁ Assets CharthoostSe. ..
oo B2 01 Scenes ¥ || M Interstitial Ad Unity (Script) %,
BonusCame &5 02_Prefab Script - InterstitialAdUnity (E)1
E WinAsimaen &5 03_Mesh Unity Ads In Use (i)
Reward_System & 04_Material Add Manager \#Ad_Manager e
» Slot_Machine > &5 05_Texture los Game Id (1050675
» Ul Root &5 06_Aclas Android Game Id (1050674
EventSystem g 07_Fo "_“ : Enable Test Mode i)
OE_AI'III'I.'IatIO! e T
&5 09_Audio SO e
&5 10_Script Evard ity ! J
W11 FX
E5 20_Misc Add Component
WES Charthanst
o GO TO WINDOW/ SERVICES / SETTINGS
= enter PROJECT NAME (find in your ID SHEET)
= enter ORGANIZATION (find in your ID SHEET)
= enter UNITY PROJECT ID (find in your ID SHEET)
ponent NGUI _Ghartboogf Imm Help N\ ABN2 0 @ 0D # 3.7 27Apr2025 L Q =
Minimize 38M y - Slots]Chupa CrossPlatform - iPhone, iPod Touch and iPad (Personal) <OpenGL 4.1>
J Zoom g [ ] [Account ~ | [Layers - | [Layour - |
Bring All to Front o= | = Hierarchy | e I- Pru)g(‘t | T .= ®inspector | Services 1 =
| Stan's Assets > | Create ~| AT | cree -| & | &% |* Gato Dasnboard [
I Slats_Skin_1 v/ Favorites Assets » Chartboost » Res BRSNS
youts > - Device. Mai © Al Materials
S 1Al s Slots Game (1)
AppLovin (L Al Prefabs
Chartboost (©1 all scripts
Game Chartboostse.
Inspector ®3 . “‘; 'ﬁ‘;‘l‘;enes Unity provides you a suite :f inmgralsedsmio:sfm creating games,
i evelSystem o : < v ; i
2::;:;“- :g St Oz_mf:b increasing productivity and managing your audience.
> 03_Mes|
Animation #6 z::;?;z:m &5 04_Material SERVICES ~ MEMBERS  AGEDESIGNATION | SETTINGS
Profiler R7 ¥ Slot_Machine &5 05_Texture
Audio Mixer 38 » Ul Root G Aty PROJECT NAME
Asset Stare %9 Eventsystem S Ram Slots Game (1)
Version Control gog'nnl’mﬂﬂ
poe 09_Audio
Animator &5 10_Script
Animator Parameter 11 FX
Sprite Packer 20_Misc ORGANIZATION
Editor Tests Runner '%é":‘;‘_b"““ Slovack
tor
Lighting (© Ghange
Occlusion Culling c
Frame Debugger 65 Extensions UNITY PROJECT ID
Navigation G NGUI 31062879-1592-4172-95d9-fd500602ebbd
5 Plugins
3 link pro
| Maximize on Play | Mute audio | Stats | Gizmos - ||

ADVERTISMENT NETWORKS PRIORITY

o

GO TO HIERARCHY/AD MANAGER
change priority for each network where high means network being first to be served
each priority state must be used only once

& project @o=| © inspecior | Services A=
.| - 2 | -
0| & - | Gizmos ~| (@Al Cre 5 | creme-| ( |23 5 | o o wenager T
Slots_Skin_L vy gumim Assets » Chartboast » Red ™ T30 lragged T o
» Device Manager ©\ All Materals | | -
& | o
Ad_Manager LAl Models b x‘.'l;""f""" e - @,
AppLovin (CLAllPrefabs L |
Chartboost © Allscripts [r]x [0 Jr[o
UnityAds x T v[1
LevelSystem (G 01_Scenes @ Manager (Script) o =
BonusGame (&5 02_Prefab Script Advertisement Manager
» WinAnimation (5 03_Mesh App Lovin Priority High
Reward_System 55 04_Material Chartboost Prierity. [dediom 3
¥ Slot_Machine »{& 05_Texture Unity Ads Priority. fow
» Ul Root &5 06_Atlas ‘App Lovin Manager TS AppLovin
EventSystem g‘”—”’"‘ | Chartboost Manager [WChartboost | @
| A —
10_Script
fu = Add Component
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01.03 INAPP PURCHASES SETTINGS

o GO TO WINDOW/ STANS ASSETS/ ULTIMATE MOBILE/ EDIT SETTINGS
= select iOS SETTINGS
= enter Apple ID (find in your ID SHEET)
= select Android SETTINGS
= enter BASE 64 KEY (find in your ID SHEET)

NGU!I Chartboost mm Help

Minimize

Zoom

Stan's Assets

Layouts

Services
Scene

Lighting

Navigation

Console

Game 82
Inspector 83
Hierarchy 84
Project ®5
Animation 386
Profiler w7
Audio Mixer %8
Asset Store ®9
Version Control
Animator

Animator Parameter
Sprite Packer

Editor Tests Runner

Occlusion Culling
Frame Debugger

DREAFR

& @

LD # =8 <O 27Apr21:09 L Q

%M

Bring All to Front

Ultimate Mobile
Google Analytics

10S Deploy
Manifest Manager

Un \(ymis

ind
LevelSystem
BonusGame

¥ WinAnimation
Reward_System

¥ Slot_Machine

¥ Ul Root
EventSystem

Maximize on Play | Mute audio | stats | Gizmos -

| 7 IOSNativeSettings

y - Slots Chupa CrossPlatform - iPhone, iPod Touch and iPad (Personal) <OpenGL 4.1>

Open

AndroidNativeSettings

@ =
[Open |

Inspector _

(o Maccount +
3 Project © Inspector g
| create -| (& LS \ @ %
¥ 7 Favorites Assets » Extensions » Stal e
- pen
©1 All Materials
©L Al Models
. All Prefabs Q () Uit Mobile Plugin va.5 is installed
(©1 All Scripts
e | o N =S w ]G]
&5 01_Scenes
= Fivsie ot ]
5 04_Material 63 [ openmanifest || Reinstall ]
»gg:_x;;m engleanalls [ Load Example Settings || Remove ]
e [ i ]
508 _Animatio [[_Androidsetiings [ 1ossettings __J| wes settings
09_Aud
gm ;ﬂ: [ Googleanalyics || Googlemobilead || Player Sertings
1R
&5 20 Misc [About Ultimate Mobile ]
¥ Chartboost
& Editor Plugin Version [2] 45
P& Examples Support [2] support@stansassets.com
il Resources
= Scripts Android Native 75 Google Play Lib
¥l Extensions 10S Native 82 WP8 Native
cum Google Mobi 75 Google Analytics
& AllDo ale Mobile Ad ogle Analyti
& Android
> Andraid ’
15DSettingsR

‘ @ 108 Mative Flugin w8.2 is installed

| @ Android Native Plugin v7.5 is installed

L L] &
B[ e [EH ]S |
_ Billing | Game Center Other l [Billing Serings
Base64 Key[?]: MIBANBg kahkiGIwOBAQEFAAOCAQEAMIIBCKS
[(Requlred}.kppllcatlnn Data —Eraduce
Apple Id [?]: (956233514 ¥ New Product 0.995 0 B
y Productid[?): com_slotsgame_coin_package 1
[(Qpﬂn nal} Services Settings ] Display Name(?]:
Is Consumable(?]: = ]
¥ 105 Native Libs
De: tion[?]:
ISN Basic Features Game Center ) ettty
In-App Purchases V) Social Sharing )
Camera And Gallery [ iad ) [Seiect
Media Player ) Push Motifications - ¥ New Product 0.99% (IR
Replay Kit J Cloud Kit O Productid[?): [com_slotsgame_coin_package_2 ]
Display Name(?): [New Product |
¥ More Actions Is Consumable(?]: [ |
Disable Plugin Logs[?]: .l Description(?]:
[ Load Example Settings ][ Remove 105 Native ] .
| Select]
[Ahnut ghelRligin ¥ New Product 0.99% (IFRF
_ _ Productld[?]: [com_slotsgame_coin_package_3 |
Plugin Version (7] 8.2 Display Name(?): TNew Product ]
Support [7] support@stansassets.com Is Consumable(7]: L 0]
Description[?]:
Select)
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o GO TO HIERARCHY/ DEVICE MANAGER/i0S MANAGER
= enter LEADERBOARD ID (find in your ID SHEET)
= double click on iI0OS AP PAYMENT MANAGER
= replace ID's

No selection
1 lsing UnityEngine;

2 using System.Collections;

3 using System.Collections.Generic;

4
5 public class i0S_TAP_Payment_Manager : MonoBehaviour

61

7 /fwrite below how many coins do you wish your player will have after succesfull purchase
8 public const int purchase_1

9 public const int purchase 2 = 3000;

10 public const int purchase_3

11 public const int purchase_d

12 public const int purchase 5

13 public const int purchase_6

14

15 public const int purchase_7_offer_1 = 10000;

16 public const int purchase 35000;

17 public const int purchase_8_ 250000;

18

19 //write below your own in app purchase id. Each g ase has itc oun cn make sure you have it corectly
20 public const string coin_package_one = “coin_package_1_

21 public const string coin_package_two = “coin_package_2

22 public const string coin_package_three = ""coin_package_3

23 public const string coin_package_fou “coin_package_4

24 public const string coin_package_five = “coin_package_5

25 public const string coin_package_six = “coin_package_6";

26

27 public const string coin_package_offer_one = | “coin_package_offert’

28 public const string coin_package_offer_two = “coin_package_offer2’

29 public const string coin_package_offer_three = | 'coin_package offer3

o GO TO HIERARCHY/ DEVICE MANAGER/ ANDROID MANAGER
= enter RATE URL (find in your ID SHEET)
= double click on ANDROID PAYMENT MANAGER
= replace ID's

No selection

1 using UnityEngine;

2 using System.Collections;
3

4 public class Android_Payment_Manager : MomoBehaviour {

5

6 //write below how many coins do you wish your player will have after succesfull purchase
7 public const int purchase 1 = 1500;

8 public const int purchase_2 = 3808;

9 public const int purchase_3 = 10008;

10 public const int purchase 4 = 25000;

11 public const int purchase_5

12 public const int purchase 6 = 300000;

13

14 public const int purchase_7_offer_1 = 100006;

15 public const int purchase_8_offer_2 = 35000;

16 public const int purchase_9_offer_3 = 250000;

17

18 //write below your own in app purchase id. Each

19 public const string coin_package_one = om_slotsgame_coin_package_1";

20 public const string coin_package_two om_slotsgame_coin_package 2

21 public const string coin_package_three om_slotsgame_coin_package_3

22 public const string coin_package_four = om_slotsgame_coin_package_4

23 public const string coin_package_five = om_slotsgame_coin_package_5

24 public const string cein_package_six = “com_slotsgame_coin_package 6

25

26 public const string coin_package_offer_one = “com_slotsgame_coin_package_offferl
27 public const string coin_package_offer_two = om_slotsgame_coin_package_offfer2
28 public const string cein_package_offer_three = “com_slotsgame_coin_package_offfer3"
20

Page 7



Chapter 02

GRAPHICS SETUP

02.01 PREPARING GRAPHICS

o OPEN PHOTOSHOP TEMPLATE SlotsGame Skinl.psd (Photoshop CC 2014)

o PLACE YOUR NEW GRAPHICS IN NEW LAYER (Place New Graphics HERE)
o TURN OFF LAYER Default Graphics

o TURN OFF LAYER Background

o GO TO FILE/ SAVE FOR WEB

o CLICK SAVE

o SELECT SLICES - ALL USER SLICES

o CHOSE DESTINATION WHERE IMAGES WILL BE SAVED

o CLICK SAVE

o REPEAT SAME STEPS WITH SlotsGame Skin2.psd & SlotsGame Skin3.psd

@ Photoshop File Edit Image Layer Type Select Filter 3D View Window Help B2 @ @ LI 4 =< 28Apr 1650 L Q =

Adobe Photoshop CC 2014
- Auto-Select: [Group = ‘Show Transform Controls 3D Mode

x SlotsGame_Skinl.psd @ 16.7% (Place New Graphics HERE, RGB/8) *

© Tip: Use File > Extract Assets for a faster way to create i Save Optimized As

| Original | Optimized |2:Up. |4-Up. | - —
Save As: | HIOERIRESEI png

Tags:

[ Pictures

oooooo

5. 4 Google Drive
J ¢ iCloud Drive

D Layers
“, 31 01_shutterstock

pknd F @ e T I8 "

« 3 Tutorials

Pass Through % Opacity: 100% |~
Lock: a Fill: 100% 7
& w@m Place New Graphics HERE

» BE Default Graphics a

> Bm Background (]

Format:  Images Only

BED P07 o A EANF NN NN AD

Settings: Custom
Slices: All User Slices B

;;;;;
GIF

2.14K

1sec @56.6 Kbps ~=

T 14pt * E (autg)
VA Metics [ I o
_______________________________________________ IT 100% T i00%
A2 opt Golor:
12 e e e DB
fi &
English: UK % aa ‘Sham %

Tool Presets

= Libraries
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02.02 IMPORTING GRAPHICS

© GO TO DESTINATION WHERE YOU SAVED YOUR IMAGES
© FIND & OPEN FOLDER SlotsGame Skinl

© DRAG & DROP ALL IMAGES TO UNITY PROJECT /05 TEXTURE/NEW SPRITES

Assets Progress

Importing Assets!  ————

05_Texture/New_sprites/payoutsi.png

& NGU

02.03 UPDATING ATLAS / REPLACING GRAPHICS

© OPEN ATLAS MAKER WINDOW NGUI/ OPEN/ ATLAS MAKER

o SELECT ATLAS Slots Skin 1

o SELECT IMPORTED SPRITES FROM FOLDER New _sprites
©o CLICK ON Update BUTTON IN ATLAS MAKER

o REMOVE IMAGES FROM New sprites FOLDER

o REPEAT STEPS 02.02 & 02.03 FOR IMAGES FROM SKIN2 & SKIN3 FOLDER

[ ] 02_Slots_Game_Scene.unity - Slots Chupa CrossPlatform - iPhone, iPod Touch and iPad (Personal) <OpenGL 4.1>
S 50 Gl coner] & ocn > i)
4 Scene = | ‘= Hierarchy | & .= B Project E i
| shaded IEEE = | Create »| (@A | ereate | (& Y
a

P Feedback_Menul
P Feedback_Menu2
» Feedback_Menu3
B Paytable_Menu

¥ 01_Scenes
L4l 01_Loading_Scene
Q 02_Slots_Came_Scene
b6 02_Prefab

106_Atlas/Slots_s| ¥ Input

| [Embedded] Atlas ~ | |l Slots_Skin_1

|06_Atlas/Slots_S; Material | Slots_Skin_1

Flo Sint DERE|
Slots_Skin_2 |

Slots_Skin_3

b Bonus_Game 55 03_Mesh

- BlockColider2 & 04_Material

P Game Over Vel 05_Texture

P Welcome message ¥ Artwork_sprites

> Progress B= igwin

EventSystem b - JACKPOT

Atlas Maker | = A CRRO

- MEGAWIN

»  sloticons
B sp_background

106_Atlas/Slots_S 4096x4096

Padding 5 | pixels between sprites

Trim Alpha M Remaove empty space

Unity Packer [ or custom packer

Truecolor | force ARGB32 textures
4096x4006 [ if off, limit atlases to 2048x2048

aily-Bonus

lourly-bonus
p_bonus
~ sp_bottom_panel
F sp_cains

< sp_offers
Show Al [ Addslipdae "~ sp_payoutl
¥ Sprites - sp_payout2
1 Daily-Bonus Update sp_sidebackgroundl
sp_sidebackground2
) 2 Hourly-bonus Update s e P
Game =% | S
| iPhone 5 wide (16:9) | Maximize on Play | Mute audio | Stars | Gizmos | || 3 sp_bonus Update vé?ﬁpflg"“c'“"
_Atlas
4 sp_bottom_panel Update i Slots_skin_1
5  sp_coins Update ) slots_Skin_1
Slots_Skin_1
Updat MSian o
S e pais % Slats_skin_2
7 sp_payoutl Update & slats_Skin_2
7 = o papond e I Slots_Skin_2
B 7R J slots_skin_3
9  sp_sidebackgroundl Update i Slots_Skin_3
10 sp_sidebackground2 Update = Slots_Skin_3
G 07_Font
1_spto nel y &3 08_Animation
] »E5 09 Audio
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02.04 UPDATING ICON

© DRAG & DROP ICON IMAGE TO UNITY PROJECT /05 TEXTURE/ICON
o CHANGE TEXTURE TYPE TO Sprite

© GO TO FILE/ PLAYER SETTINGS
© SELECT DEFAULT ICON FROM Icon FOLDER

T 02_Slots_Game_Scene.unity - Slots Chupa CrossPlatform - iPhone, iPod Touch and iPad (Personal) <OpenGL 4.1>
e | > 11 ] =
# scen |D 01.Scenes/OL Loading.Scene o ierarchy | S poect | © Inspector | Services ao=
| Shaded | 01_Scenes /02 _Slots_Game_Scene. 1 Create »| (@A —— . [&[%] PPy
b Feedback_Menul 2l w201 scenes L %
» Feedback_Menu2 [ & 01_Loading_Scene
» Feedback_Menu3 & 02_slots_Came_Scene Company Name. Studio Slavack Lid
> Paytable_Menu > 02_prefab Product Name Siots Game
»503_Mesh
4 Befault icon
55 04_Material &
¥ 05_Texture.
» Welcome message
» Progress
Eventsystem Default Cursor
=
Lacdoenzcere] Viiscet > 6 ProgressCircle
o _ V&S 06_Adas
form Atlas - | |G Slots_skin_1 B Slots_Skin_1 Cursor Hotspot x0
@ Web Player = 108 Slots_Skin1 @ slots_skin_1 - D
Texture | 4096x4096 ¢ Slots_Skin_1 =) | 1
= = Slots_Skin. ettings fo
é, PC, Mac & Linux Standalone Run in Xeode as [Relsse Padding  [5] pixels between sprites o e 08
Symlink Unity libraries TrimAlpha ¥ Remove empty space i Resolution and Presentation
Development Build Unity Packer [ or custom packer © Slots Skin 3 rcon
Autoconnect Profiler Truecolor [ force ARGB32 textures s Slots_Skin_3
& v vos Script Debugging 4096%4096 if off, imi atlases to 2048x2048 = Slots_skin_3 Splash Image
»07._Font
ﬂ Android [ addipdse ] | »iSo08 Animation Debugging and crash reporting
SATHED 'g‘“"‘“" < Other Settings.
rr 1 iTunesArtwork@2x Add || "8 L0_Script
e BlackBerry @ 1| s
Tizen el L X || vemzo.misc Rendering Path* (fommara |
~€3 Hourly-banus X *‘s?“:ﬂ o~ Auta Graphics API ™
+|slotsGame_Release_Notes
Eepen E Staic Batching °]
switch Platform _{_Player settings... ] ) Build Build And Run = X SlotsGame_Skin e =
sp_bottom_panel X - i SlotsGame_Skin2 S Sy
Skin3 GPU Skinning* o
2Pl LX) | v Chartboost
T - Identification
= T m Bundle Identifier ‘com.bocean SlotsGame
Lo e Version* 540
PRI Lx] Build 1
sp_sidebackgroundl [x]|| »&§scrips
T — Configuration
sp_sidebackgroun
LE 9! LX || &Gyl Scripting Backend [izcre ]
tap so-p.ane Bl Torgr e Crns s .
lotMachine
= Target SDK (Device 50K ]
anywhere >3 WebPlayer Templates
e e & T: i0S Version (80 l
to start your Use on demand resources ]
lucky game Accelerometer Frequency (6o Al
Location Usage Description
Override iPod Music =]
Prepare i0S for Recording (m)
Requires Persistent WiFi =]
Behavior in Background (Suspend ol
Allow downloads over HTTP (nonsecu
Disable HW Statistics 9
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02.05 UPDATING REELS IMAGES

IF YOU HAVE PHOTOSHOP

o

o

o O O O O

GO TO / PROJECT/ 05 TEXTURE/ ARTWORK SPRITES /REELS / PSD
DOUBLE CLICK ON Slots icons TO LAUNCH FILE IN PHOTOSHOP
PLACE YOUR NEW GRAPHICS IN NEW LAYER

CENTER IMAGES ON RIGHT PLACE

TURN OFF LAYER Default graphics

GO TO FILE/ SAVE

CLICK SAVE

IF YOU DON'T HAVE PHOTOSHOP

O O O O O

GO TO PROJECT/ 05_TEXTURE/ ARTWORK SPRITES / REELS / TEXTURE
COPY Slots icons AND EDIT IN YOUR IMAGE EDITING SOFTWARE
IMPORT NEW IMAGE TO UNITY PROJECT

GO TO PROJECT/ 04 MATERIAL AND SELECT reel texture

SELECT YOUR NEW TEXTURE IN INSPECTOR

ne | |"reet_nexti|n'

Shader [ Mobile/Uniit Supports Lightmap)
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Chapter 03

PUBLISHING

03.01 PUBLISHING TO iOS APP STORE

o GO TO HIERARCHY/ DEVICE_ MANAGER
o TURN ON iOS Manager (CHECK)

o TURN OFF Android Manager (UNCHECK)

o GO TO FILE/ BUILD SETTINGS

o SELECT iOS PLATFORM

© CLICK SWITCH PLATFORM

o CLICK BUILD

02_Slots_Game_Scene.unity - Slots Chupa CrossPlatform - iPhone, iPed Touch and iPad (Persanal) <OpenGL 4.1>

L]
(O KA S =0 L] (> [w] (] [Accoum -]

# scene = | "= Hierarchy Project Fepeclor | Services a.=
| shaced - |20 <) & -] | Giamos ~| (GAT | creste ~| &AT | creae~| (T o (S Wanager Dlstatic +
Slots Skin 1 VS 01_Scenes iagged £ Layer|Defaut
¥ Device_Manager Q 01_Loading_scene Y =
i0S_Manager < 02_lots_Game_scene (e 1v[o 20 ]
Android_Manager i 02_Prefab. : ‘v‘n .= ‘
Scenes In Build > Ad_Manager » 6503 Mesh L 2] ]
& 01_Scenes/01_Loading_Scene Levelsystem > 04_Material 1Ralt lz[t ]
8 01_Scenes/02_Slots_Game. Scene :g b e ¥[&/ M Rate Us (Script) *
0 Atss Script RateUs o
>3 07_Font
&5 08_Animation ¥ [) M1 0s_Game Center (Script) *
& 09_Audio Script 105_GameCanter ©
>3 10_Seript Leader Board Id [best_players Siots 11 ]
11X v () M i0s_1AP_store (script) e
> 20_Misc Seript 05 AP _store o
)& Chartboost g i T &
» Controls_Panel >l Extensions rogress far [GProgress
> BlockColiderl »GENGUI v | M i05_IAP_Payment_Manager (Script) &,
> Stop_Autos pin > Plugins Seript 105_IAP_Payment_Manager o
» Values_Panel >3 SWP_SlotMachine
‘Add Open Scenes &
C ¥ BonusGamePopUp. » & WebPlayerTemplates Add Component
e » Darksackground
R —— » PopUps2
@ Web Player = i0s > Offers
» Coins
PC, Mac & Linux Standalone Runin Xeode a5 Reiease X Dalyfns Men
» Feadback_Menul
Symlink Unity libraries (] P Feedback_Menu2
Development Build a > Feedback_Menu3
Autoconnect rofiler (] == » paytable_Manu
& Ty oS Seript Debugging a » Bonus_Game
» BlockCaliderz
a Androg! b Game Over
» Welcome message
@ R P Progress
EventSystem
$ Tizen
.
switch Platform | (| Player Settings... |]Build And Run
=  CoreData.fi k
orepata.rramewor.
e0e®e » B Unity-iPhone ) * Generic i08 Device Unity-iPhone: Ready | Today at 18:42 1 MO0
) o 3 |® () Unity-iPhons <a> Do
v ) Unity-iPhone O Capabiities  ResourceTags  Info  BuildSettings  Buld Phases  Build Auies Idertity and Type
> [pata e Nama Unity-Phone
5 mages.xcassets 7 1dentity e
i e Unity-iPhone Assoluto
-Phona Tosts TARGETS undle dentifior | com bocoan game slotsf
b || Unity-Phone Tasts Bundle Identi bocean game slots! 11 Py i)
» [ | Frameworks B Unity-iPhone e e 02_UnityStuff/02_Built
» [ Libraries [7JUnity-iPhone Tests: Glames 12 Erotypes]
i [7 ChupaTest/Unity-
» [ Products >
= iPhone.xcodepro €
info,plist
biconv.2.dylib Team | STUDIO SLOVACK LTD Project Document
LaunchSorosn-Phone.xo At e s roct Format | Xcode 3.2-comgatve [
= LaunchScreen-iPhonoPortait png None of the valid provisioning profiles allowed the specified Organization
- LaunchScroen-iPhonLandscape.png capabilties: Features: inAppPurchase and gameCenter. e
LaunchSereen-iPad.xio Fixlssuo
 LaunchScroen-iPad.png Toxt Satiings
b il StoreKit. ramework b Deployment Info Indent Using _ Spaces B
» ) GameKit framevork iy T e
» (231 Accounts.ramowork » App lcons and Launch Images: b inderit
» (23 Social.framework Wrap lines
» (23 MessageUl framework » Embedded Binaries
Source Gontrol
» (4 ModiaPlayer.framework
» (23 MobileCoreServicss. ramework 7 Linked Frameworks and Libraries: il
Tyee
e 3
» [ Ghartboost Name Status iy
& CoreText framework Roquired & e
53 AudioToolbor. framework Roquired ¢ Status No changes
E51AVF oundation. ramework Optional & Location
53 CPNetwork framework Required 2
£33 CoreGraphics framework Required &
£33 CoreLocation.framework Roquired &
£ GoreMedia.framewrk Roquired &
3 CoreMotion framework Optional &
£33 Gorevideo.framework Required &
53 Foundation.framework Roquired ¢
55 iAd frameork Optional ¢ 00 en
(2 MedizPlayersramawork Roquirsd 2
3 OpenAL tramework Roquirea & e ]
5 OpanGLES ramework Roquired &
£ QuarizGore.framework Roquired 2
£33 SystemConfiguration. ramework Required 4 s a
£33 Uikit framewark Roquired ¢
ibiconv2.dylis Roquired ¢
ibiPhone-tiba Required ¢ LaunchScreen-iPad.ang
ibChartboost.a Roquired &
® - ibAppLovinSk.a Roquired ¢
+[© ORE)| + pol a )
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o GO TO BUILD SETTINGS & SEARCH FOR BITCODE
o CHANGE ENABLE BITCODE TO NO

o0 ® p BB unity-iPhone ) 2 Generic iOS Devics Unity-iPhone: Ready | Today at 19:55 1
B2 aan o o B8 B [E unity-iPhone TS

v [£] Unity-iPhona ] General Capabllities Resource Tags Info Build Settings | Build Phases Build Rules
3

Data

e rrEET ase e | 4 o y :
» [ Classes [& Unity-iPhone
» [7] Unity-iPhone Tests TARGETS v Buld Options
» [ Frameworks & unity-iProne e e
» [ Libraries [ unity-iPhone Tests (EM,“ Bl E.:—'—)
» [ Products

| Info.plist

libiconv.2.dylib

LaunchScreen-iPhone xib

) LaunchScreen-iPhonePartrait png

=) LaunchScreen-iPhoneLandscape.png
) LaunchScreen-iPad.xib
LaunchScreen-iPad.png

StoreKit.ramework

P (53 GameKit framework

¥ (54 Accounts.framework

» (5 Social.framework

» 5 MessageU | framework
MediaPlayer.framework

» (=4 MobileGoreServices. framework

» [ Charthaast

°© GO TO BUILD SETTINGS & SEARCH FOR Other Linker Flags
o CHANGE VALUE TO -Ob;C

[ EoN I 2 BBl Unity-iPhone ) 2 Generic iOS Device Unity-iPhone: Ready | Today at 20:01 1

B & Qa0

o B8 |3 B Unity-iPhone < >

[m] General Capabilities Resource Tags Info Build Phases Build Rules

» | | Data
= PROJECT =7 5
[ Images.xcassets. B Basic Levels Other Linker Flags o
& Unity-iPhone

» [ Classes

» | Unity-iPhone Tests TRRAETS ¥ Linking
b [ Frameworks & unity-iPhone Setting I8 unity-iPhone
» [ Libraries [ unity-iPhonefTests Link With Standard Libraries
> | Products
] Info.plist
libiconv.2.dylis

| LaunchScreen-iPhone.xib

) LaunehScreen-iPhonePortrait png

) LaunchScreen-iPhoneLandscape.png
| LaunchScreen-iPad.xib
! LaunchScreen-iPad.png

b (= StoreKit framework

GameKit.framework

P (54 Accounts. framework

» (5 Social.framework

P (53 MessageU| framework

» (5] MediaPlayer. framework

» 2 MobileCoreServices.framework

» || Ghartboost

o GO TO BUILD PHASES & SEARCH FOR:

=  ALAdDelegateWrapper.m
= ALInterstitialCache.m

ALManagedLoadDelegate.m
=  AppLovinUnity.mm
© CHANGE VALUE TO -fno-objc-arc

o0® » BB unity-iPhone ) 2 Generic iOS Devics Unity-iPhone: Ready | Today at 20:06 1

B R aQa e =0 &8 B [E Unity-iPhone 2

v [£] Unity-iPhone |} General Capabilities Resource Tags Info Build Settings Build Rules ey

PROVECT &
iy L
» B Giasses = ME;_:W ailin ¥ Complle Sources (1 of 130 items) x
» [ Unity-iPhone Tests |
» [ Frameworks 5 Unity-iPhone Gompiler Flags
[] Unity-iPhone Tests mJALE LU £
.
| Info.plist -fno-obic-ard| |
liiconv.2.aylio + - pet!
] LaunchSereen-iPhone.xid ect
= LaunchSereen-iPhonePortrait.png B
. LaunenScreen-iPhoneLandscape.png M
"] LaunchSereen-iPad.xid
, LaunehSereen-iPad.png set
Inder
» £ MessageU| framework =

MediaPlayer. framework .
» 25 MobileCoreServices.framework t
» [ Chartboost

Current
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TO TEST AND RUN GAME
© GO TO PRODUCT SELECT CLEAN
© CONNECT YOUR DEVICE (iPhone or iPad) TO YOUR MAC
© CHANGE DEVICE FROM Generic i10S Device TO “YOUR DEVICE” (Mike iPhone)
© CLICK ON PLAY BUTTON TO RUN GAME ON DEVICE

® Xcode File Edit View Find Navigate Editor Debug Source Control Window  Help BN @ 0D &
®0 .@ ) UnilyriPh:fe [ Mike iPhone l | ?:s: :E | _Indexing | Processing fles 1
B=E QA A = B B [ Unity-iPhe  Profile Ed)
v [f Unity-iPhone (] ::La:“y:: 2t General Capabilities Resource Tags Info Build Settings Build Phases Build Rules
» B Data PROJECT
[E5 Images xcassets. Build For >

» [ Classes R wniyFione Perform Ation >

» [ Unity-iPhone Tests ANGETE = — Bundle Identifier | com.bocean.game slots1 1

» [ Frameworks BB Unity-iPhone :

» [ Libraries [ Unity-iPhone Tests Yersion; | 3:4.0

» [ Products Build 1

2] Info.plist Scheme > .
libicony.2.dylib Destination > Team STUDIO SLOVACK LTD
LaunchScreen-iPhone.xib
) LaunchScreen-iPhonePortrait.png Create Bot...
) LaunchScreen-iPhoneLandscape.png
LaunchScreen-iPad.xib Depioymant Target, |50,
4 LaunchScreen-iPad.png Devices | Universal

P (5 StoreKit.framework

b (53 GameKit framework iPad

P [ Accounts. framework

» (55 Social. framework Main Interface

> (5 MessageUlframework Device Orientation | Partrait

» [ MediaPlayer.framework | Upside Down

» E53 MobileCoreServices. framework ] Landscape Left

> |7 Chartboost Landscape Right

Status Bar Style | Default

o

1€ Hide status bar

Requires full screen

TO PUBLISH GAME
°© GO TO BUILD SETTINGS
© CHANGE CODE SIGNING IDENTITY TO iOS DISTRIBUTION
o GO TO PRODUCT SELECT ARCHIVE

] General Capabilities Resource Tags Info Build Settings Build Phases Build Aules

PROJECT Basic Combined [T "REENS Q-
[ unity-iPhone Precompiled Header Uses Files From Bulld Directory  Yes &

TARGETS Require Only App-Extension-Safe AP| No g
B unity-iPhene Scan All Source Files for Includes No &

] Unity-iPh Test: Validate Built Product No &
nity-iPhone Tests.

¥ Code Signing
Setting . Unity-iPhone

Code Signing Entitlements

i0S Distribution

Debug iOS Distribution &
Any i0S SDK & iOS Distribution &
Release i0S Distribution &
Any iOS SDK$ iOS Distribution &

Code Signing Resource Rules Path
Other Code Signing Flags

Provisioning Profile Automatic &
¥ Deployment
Sattina BB i phone
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03.02 PUBLISHING TO GOOGLE PLAY

o GO TO HIERARCHY/ DEVICE MANAGER

o TURN ON Android Manager (CHECK)

o TURN OFF iOS Manager (UNCHECK)

o GO TO PROJECT/ PLUGINS/ ANDROID

o DOUBLE CLICK AndroidManifest

o IN LINE 10 REPLACE “8487000” WITH "@integer/google play services version"
o SAVE THE MANIFEST

t| "= Hierarchy & -= | B Project # = © Inspector Services .=
| Create - | (AT | creae -| (& 4% ] AndroidManif @~
Slots_Skin_1 > 01_Scenes = [Lopen |
 evica-Managar =B <l version="10" encoding="LTF_§7>
i S <manifest xmins android="hrtp:/ /schemas.android mm,’auk,’res,’andrmd package="SLOTS
LevelSystem » & 04_Material Game” android:installLocation="preferExternal” android:versionCode="
BonusGame > & 05_Texture android versionName="1.0">
» WinAnimation » G 06_Atlas <supports-screens android:anyDensity="true" android:largeScreens="true"
Reward_System »&07_Font android:normalScreens="true" android:smallScreens ="true” android:xlargeScreens="true” />
= = <uses-feature android-glEsVersion="0x00020000" />
¥ Slat_Machine » (5 08_Animation <uses-sdk android:minSdkVersion="9" android targetSdkVersion="15" />
» Ul Root » &3 09_Audio <permission android:name="com.bocean.SlotsCame.per £2D_MESSAGE™
EventSystem > & 10_Script android:protectionLevel="signature” />
1L <application android:debuggable="false" android:icon="@drawable/app_icon"
- android:label="@string/app_name™>
> & 20_Misc <meta-data andraid:name="applovin.sdk.key"
&5 Chartboost android value="BeZ CuZXf_OWleall 1fwl NJ53 7mnwmglaONSDFimwh3QRp_xafrr18wSFotAQhv_h
» &5 Extensions HBWXrgRXGEzCtuQWIFTSASS™ />
=1 <meta-data android:name="applovin.sdk.verbose_logging™ android value="false" />
’ <meta-data android:name="com.google.android.gms version® android-value="8487000" />
V& Plugins o i TR e e [t o e ettt e e e T
¥ Android 206817929098 />
Gl AN_Ras <meta-data android:name="com.google.android.gms appstate APP_ID" android value="\

<recelver android:name="com androidnative.gcm.GemBroadcastReceiver”
android:permission="com.google.andraid.c2dm.permission.SEND" android:ex ported="true">

“ " AndroidManifestxmi
]|_|Assembly CSharp-firstpass * manifest » application » meta-data » @android:value

1 =?xml version="1.8" encoding="UTF-8"7=
2 =manifest xmlns:andmj.dz'-‘t‘.p;.-f.f5:-‘:-1'as.;n-'_i":.-_d.cu1'_.-";|;-'<_.-"":-:'-,-"ar:rcj.:“ package="5L0TS Game" android:installlocation="prefe|
3  =supports—screens android:anyDensity="true" android: largeScreens="t{rue” android:normalScreens="true" android:smallScres

4 =<uses—feature android:glEsVersion="0x8080828000" />

5 =uses-sdk android:minSdkVersion android:targetSdkVersion="15" /=

6 <permission android:name="com.bocean.SlotsGame.permission. :.‘-“CIZ" android:protectionLevel=" ,-’:-

7 =<application android:debuggable="false" android:icon="@dra n" android:label="@string/ap !

8 <meta-data android:name="applovin.sdk.key" android:value="BeZCuZx LleallfwlNI537mnwmg Lla@MaDF imm IdC-\;_aqfn 18w5FgtAl
i wlnvin edk verhnes 1nasinat andrnidevalusstfalcat f

1@ <meta-data android:name iroi .gTs.-.-:-rsi:-n“ android:value="@integer/google_play_services_version" ,-f’:-)

T 10 angrolgrvatge=s . 2100179
12 <meta-data android:name="c .APP _ID" android:wvalue="" 21681792

o GO TO FILE/ BUILD SETTINGS

o SELECT PLAYER SETTINGS/INSPECTOR/ PUBLISHING SETTINGS
© CREATE NEW KEYSTORE

°© GO TO FILE/ BUILD SETTINGS

o SELECT Android PLATFORM

o CLICK SWITCH PLATFORM

o CLICK BUILD

=)
OrTm .

L %, PlayerSettings @
$

Company Name
Product Name

Build Satiings.

Default can

Defaut Cursor

L —
s .0 | & L
Settings for Anrold
Resolution and resentation

Add Open Scenes.

Platform

@ veorioer

P —

Splash Image

Other Settings

Publishing Settings. 0}
Keystore

M Use Existing Keystore [JCreate New Keystore.

rd

enter
Key

Alas (Unsigned sbug]
Password

| Player Settings. )|_suidAndkun_]

SpitApplication Binary (]

M IMPORTANT BACKUP KEYSTORE FOR FUTURE UPDATES IMPORTANT !!!
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THAT'S IT!

Thank you for taking the time to learn about this project.
We update this manual as often as the source-code itself.
If you find a bug or something important missing in the manual don't be shy.

Let us know. We can fix it for you!

We are happy to provide help if you run into a problem via contacts below.

REGARDS,

TEAM SLOVACK

CONTACTS

General SUPPORT

email: support@slovack.com
(please include subject line: ChuppaSlotsGame — “your purchase ID”)

PERSONAL SUPPORT
email: sscmike@slovack.com

(please include subject line: ChuppaSlotsGame — “your purchase ID”)

twitter: @devs2devs
fiverr gigs: www.fiverr.com/sscmike

web: www.slovack.com

All rights reserved © STUDIO SLOVACK LTD
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