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https://es.educaplay.com/recursos-educativos/5204844-cuanto_sabes_de_robotica.html
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https://www.tinkercad.com/joinclass/UIJTFM8MQGTS
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using UnityEngine; 
using System.Collections; 
using UnityEngine.UI; 
public class GridSpace : MonoBehaviour 
{ 
    public Button button; 
    public Text buttonText; 
    public string playerSide; 
    public void SetSpace() 
    { 
        buttonText.text = playerSide; 
        button.interactable = false; 
    } 
} 
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using UnityEngine; 
using UnityEngine.UI; 
using System.Collections; 
public class GameController : MonoBehaviour 
{ 
    public Text[] buttonList; 
} 
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using UnityEngine; 
using System.Collections; 
using UnityEngine.UI; 
 
public class GridSpace : MonoBehaviour 
{ 
 
    public Button button; 
    public Text buttonText; 
 
    private GameController gameController; 
 
    public void SetGameControllerReference(GameController controller) 
    { 
        gameController = controller; 
    } 
 
    public void SetSpace() 
    { 
        buttonText.text = gameController.GetPlayerSide(); 
        button.interactable = false; 
        gameController.EndTurn(); 
    } 
} 



using UnityEngine; 
using UnityEngine.UI; 
using System.Collections; 
 
public class GameController : MonoBehaviour 
{ 
 
    public Text[] buttonList; 
 
    private string playerSide; 
 
    void Awake() 
    { 
        SetGameControllerReferenceOnButtons(); 
        playerSide = "X"; 
    } 
 
    void SetGameControllerReferenceOnButtons() 
    { 
        for (int i = 0; i < buttonList.Length; i++) 
        { 
            
buttonList[i].GetComponentInParent<GridSpace>().SetGameControllerReference(this); 
        } 
    } 
 
    public string GetPlayerSide() 
    { 
        return playerSide; 
    } 
 
    public void EndTurn() 
    { 
        if (buttonList[0].text == playerSide && buttonList[1].text == playerSide 
&& buttonList[2].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[3].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[5].text == playerSide) 
        { 
            GameOver(); 
        
 
 
 
 
 



 
 
 
 
 

} 
 
        if (buttonList[6].text == playerSide && buttonList[7].text == playerSide 
&& buttonList[8].text == playerSide) 
 
        { 
            GameOver(); 
        } 
 
        if (buttonList[0].text == playerSide && buttonList[3].text == playerSide 
&& buttonList[6].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[1].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[7].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[2].text == playerSide && buttonList[5].text == playerSide 
&& buttonList[8].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[0].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[8].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[2].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[6].text == playerSide) 
        { 
            GameOver(); 
        } 
    } 
 
    void GameOver() 
    { 
        for (int i = 0; i < buttonList.Length; i++) 
        { 
            buttonList[i].GetComponentInParent<Button>().interactable = false; 
        } 
    } 
} 



using UnityEngine; 
using UnityEngine.UI; 
using System.Collections; 
 
public class GameController : MonoBehaviour 
{ 
 
    public Text[] buttonList; 
 
    private string playerSide; 
 
    void Awake() 
    { 
        SetGameControllerReferenceOnButtons(); 
        playerSide = "X"; 
    } 
 
    void SetGameControllerReferenceOnButtons() 
    { 
        for (int i = 0; i < buttonList.Length; i++) 
        { 
            
buttonList[i].GetComponentInParent<GridSpace>().SetGameControllerReference(this); 
        } 
    } 
 
    public string GetPlayerSide() 
    { 
        return playerSide; 
    } 
 
    public void EndTurn() 
    { 
 
        if (buttonList[0].text == playerSide && buttonList[1].text == playerSide 
&& buttonList[2].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[3].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[5].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[6].text == playerSide && buttonList[7].text == playerSide 
&& buttonList[8].text == playerSide) 
        { 
            GameOver(); 
        } 
 
 



 
 
 
 
 
 
 
        if (buttonList[0].text == playerSide && buttonList[3].text == playerSide 
&& buttonList[6].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[1].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[7].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[2].text == playerSide && buttonList[5].text == playerSide 
&& buttonList[8].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[0].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[8].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        if (buttonList[2].text == playerSide && buttonList[4].text == playerSide 
&& buttonList[6].text == playerSide) 
        { 
            GameOver(); 
        } 
 
        ChangeSides(); 
 
    } 
 
    void ChangeSides() 
    { 
        playerSide = (playerSide == "X") ? "O" : "X"; 
    } 
 
    void GameOver() 
    { 
        for (int i = 0; i < buttonList.Length; i++) 
        { 
            buttonList[i].GetComponentInParent<Button>().interactable = false; 
        } 
    } 
} 
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https://www.youtube.com/watch?v=qRgUJfQ4OL0
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https://piskelapp.com/
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https://codecombat.com/


 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 


