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Indie Game Development
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Game 2
Objectives
In this exercise, you will create a game world for a first person character scene.
Getting Started
1. Create a new 3D project. I leave the name up to you 
2. Import the Environment package[footnoteRef:1] available on Moodle into your project. [1:  Environment models imported from Mastering Unity 5.x Packt (2017) By Alan Thorn. Publisher Websites] 

3. Expand the meshes folder
[image: ]
a. Select each mesh one at a time
b. From the inspector window, make shore the Model tab is selected.
c. Check the Generate Colliders checkbox to generate collision meshes for the objects (see more here). Note: only use for non-moving objects.
d. Then click the Apply button.
e. Repeat this for each of the meshes.
Creating the Game World
Please feel free to create your own game world.
1. Create a Scenes folder in your Assets window and save your Scene to this folder
2. Add a new empty game object to the hierarchy window and call it Environment.
3. Position it at (0, 0, 0) – right click in the Inspector window and select Reset.
4. Note: All game objects you are adding to the Environment will be children of the Environment game object added in the last step.
5. Drag a Section Curve from the meshes folder and make it a child of the Environment object. Position as follows:
[image: ]
6. Duplicate the Section Curve 5 times and position the duplicates as follows:
	Game Object
	Position
	Rotation
	Scale

	Section Curve 1
	-9.09, 0, 1.09
	-90, 0, 0
	100, 100, 100

	Section Curve 2
	17.09, 0, 17.09
	-90, 0, 180
	100, 100, 100

	Section Curve 3
	25.09, 0, 9.09
	-90, 0, 0
	100, 100, 100

	Section Curve 4
	58.18, 0, 7.997
	-90, 0, 180
	100, 100, 100

	Section Curve 5
	4, 0, -4
	-90, 0, -90
	100, 100, 100

	
	
	
	



7. Now drag a Section Straight to the scene (remember to make it a child of the Environment Object) and position as follows:
[image: ]
8. Duplicate the Section Straight 4 times and position the duplicates as follows:
	Game Object
	Position
	Rotation
	Scale

	Section Straight 1
	13.09, 0, 13.09
	-90, 0, 90
	100, 100, 100

	Section Straight 2
	37.09, 0, 13.09
	-90, 0, 90
	100, 100, 100

	Section Straight 3
	45.09, 0, 13.09
	-90, 0, 90
	100, 100, 100

	Section Straight 4
	53.09, 0, 13.09
	-90, 0, 90
	100, 100, 100



9. Drag a Section T to the scene and position as follows:
[image: ]
10. Duplicate the Section T once and position the duplicate as follows:
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML25ce25e.PNG]
11. Drag a Section Cross to the scene and position as follows:
[image: ]
12. Feel free to add to the Environment as you wish, as we have created a basic world.
13. Drag the Environment game object to the Prefabs folder to make it a prefab.
14. To create a larger game world, you can piece different prefab pieces together.

Adding Lights
1. Add an Empty game object to the hierarchy window (NOT a child of the Environment Object).
a. Rename it to Lights
b. Reset its position and rotation to 0, 0, 0
[image: ]
2. Expand the prefabs folder in the asset window and drag the prefabLamp to the scene.
a. Make it a child of the Lights game object
b. Rename it to prefabLamp_green
c. Position as follows:
[image: ]
3. Duplicate the Lamp four times and rename to:
a. prefabLamp_red
b. prefabLamp_red
c. prefabLamp_blue
d. prefabLamp_blue
4. Expand the lamps
a. Rename the child lamps to match the corresponding colour. See example of first one.
[image: ]
b. In the Inspector window, change the Light Colour to correspond to the lamp’s colour.
[image: ]
c. Repeat this for each lamp.
5. Position the Lamps as follows or as you wish:
	Game Object
	Position
	Rotation
	Scale

	Red Lamp 1
	2.44, 3.84, -4.04
	-90, 0, 90
	100, 100, 100

	Red Lamp 2
	17.022, 3.84, 16.94
	-90, 0, 0
	100, 100, 100

	Blue Lamp 1
	9.27, 3.84, 13.06
	-90, 0, 90
	100, 100, 100

	Blue Lamp 2
	24.9, 3.84, 13.06
	-90, 0, 90
	100, 100, 100



6. Now from the main menu, go to Window  Lighting
a. Set the Skybox Material to matNight and you should see your scen go dark.
[image: ]
7. Save your current scene.
8. Add an Empty Game Object to the scene and rename it to Game Environment.
a. Make both the Environment and the Lights a child of the Game Environment
b. Drag the Game Environment game object to the Prefabs folder to make it a prefab. This will include the lights you have added as well.
9. To create a larger game world, you can piece different prefab pieces together.
10. Duplicate the current scene
a. Go to the scenes folder
b. Select the existing scene and from the main menu, select Edit  Duplicate
c. Rename the duplicated scene to FPC Scene and double-click it to open it in the hierarchy window.

Adding a First Person Character
We are going to initially make use of the Standard character provided by the Asset Store, but will be extending the functionality.
1. Right-click in the Asset window and select Import Package  Characters.
a. In the window that opens, deselect the RollerBall and ThirdPerson character as you do not need this.
b. See screenshot below.
[image: ]
2. Start by dragging a first person character prefab to the hierarchy window.
a. Rename the game object to Player or whatever you like
3. Select the Main Camera in the scene and in the Inspector window
a. Disable the Audio Listener component (un-check as shown).
b. Alternatively, you can delete or deactivate the main camera as the FPC has one mounted on his/her head.
[image: ]
4. Test your scene.
5. You should be able to automatically move around.
Changing the FPC game object to a Gun
In this exercise, you will change the standard assets FPC game object to a gun game object. 
6. Go to Moodle and download and import the Animated WW2 Weapons package into your game.
a. It is a large package – be patient 
b. Optionally, you can select the gun model to import instead of importing all of them.
7. Once it is done importing
a. Expand the BSP  Animated WW2 Weapons folder
b. Locate a weapon of your choice
c. Expand the Mobile folder in your preferred gun model’s and drag the mobile version model onto the FPS controller game object in the scene.
d. Your hierarchy window should be similar to the following (with your selected gun model)
[image: ]
e. In the hierarchy window, set the gun object’s rotation on Y to 180 to rotate it round (facing forwards).
[image: ]
8. In the folder for the weapon you selected, there should be an Animations folder.
a. Expand it
b. It should contain an Animator Controller file.
9. Go to the hierarchy window and select the gun game object you added to the FPC.
a. Go to the Inspector window.
b. Locator the Animator component attached to the gun.
c. Drag the Animator Controller you located in the previous step into the Controller field.
[image: ]
10. Save your changes and test your scene.
11. Oops! There are a couple of problems. You will fix these next.
Fixing Looking Up and Down
If you look up and down, you will probably notice that “Oops! Your character is a character with no body!”
12. Return to design mode and change the mouse look settings to restrict how far up and down the player can look. Adjust as you wish, I used the following settings for mine.
a. Save and test.
b. Did it improve things?
[image: ]

Fixing Gun Clipping the Walls
You have probably noticed that the gun is clipping through the walls. The solution provided for this is really a hack! See more
· https://www.youtube.com/watch?v=RLzssixo7SE
· https://www.youtube.com/watch?v=aFYCS38OGVc
· Google to see more
13. Return to design mode






14. In the Inspector Window, towards the top-right corner, click the Layer drop down box and select Add Layer …
[image: ]
15. Add a new Custom Layer called Gun Layer
[image: ]
16. Expand your FP Player game object and locate the gun model you added to it earlier and select it.
a. From the hierarchy window, change the Layer of your gun model to the Gun Layer you created in the last step.
b. When prompted to change the child objects, select “Yes, change children”.
[image: ]
[image: ]
17. Next, add a Camera to the scene
a. Make it a child of the First Person Character under the Player – see below.
b. Rename it to Gun Camera and reset its position and rotation to 0, 0, 0.
[image: ]
18. Select the Gun Camera you added in the last step and remove the following components from it.
a. GUI Layer
b. Flare Layer
c. Audio Listener
19. Next, change the following settings for the Gun Camera Component in the Inspector window:
a. Clear Flags: Depth only
b. Culling Mask: Gun Layer (you will need to select nothing first, and then you should be able to select the Gun Layer)
c. Depth: 1 (this will make this camera draw on top of, i.e. higher than the main camera)
[image: ]
20. Now, select the First Person Character child game object under your Player.
a. Locate its Camera component in the Inspector window,
b. Expand the Culling Mask drop down and deselect the Gun Layer
[image: ]
21. Save your changes and test. Should be better now.
Fixing Environment
22. If you didn’t make your game world larger earlier and you feel it is too small, drag another Environment prefab to the scene and position it to make a larger environment.
a. Remember to add some more lights.
23. [bookmark: _GoBack]In the next lectures, you will learn how to create an animator controller with the different gun states and how to control them using scripting.
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