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Indie Game Development
Lecture 7a Lab Tutorial Exercise
Game 3: Third Person Character (TPC) Game
Objectives
In this exercise, you will create a game world for a third person character scene.
Getting Started
1. Create a new 3D project. I leave the name up to you 
2. Go to Moodle and Import the following assets into your project:
a. Robots vs Aliens Terrain package[footnoteRef:1] [1:  Environment models imported from Mastering Unity 4 Game Development Hotshot By Jate Wittayabundit.] 

b. Tropical Sunny Day Skybox[footnoteRef:2] [2:  Tropical sunny day package from Unity in Action, Manning (2015), By J. Hocking.] 

Creating the Game World
Please feel free to create your own game world.
1. Right-click in the Assets window and select Import Package  Environment and select the options shown below.
[bookmark: _GoBack][image: ]

2. Also Import Package  Effects and select all (red box area in image – I made a mistake and had to import mine in two steps) the options under Light flares (deselect everything else, you do not need it).
[image: ]
3. From the Resources  Prefabs folder, drag the Terrain prefab to the hierarchy window.
a. Reset to default Transform position (0, 0, 0) and rotation (0, 0, 0), if you have managed to position elsewhere. 
4. Also drag the Level Prefab to the scene and position as follows:
[image: ]
5. Go to the Standard Assets  Environment  Water (Basic)  Prefabs folder and drag the Water Basic Daytime prefab to the scene and position and scale as follows:
[image: ]
6. Select the Directional Light in the scene – add if one does not exist.
a. Set the Flare (towards the end of the Light component in the Inspector window) to the Sun asset just imported.
b. Change the rotation as shown below.
[image: ]
Adding a Custom Skybox
1. Go to the Resources  Materials folder.
2. Right-click and select Create  Material and give the material a name of your choice e.g. Skybox.
3. Select the new material created and in the Inspector window, change the Shader type to Skybox/6 sided
a. This will give you six slots to configure the material for each side of the skybox.
[image: ]
4. The Skybox package you imported earlier has images for the six sides.
5. Click the select button beside the Front option 
a. In the search box, type “tropical” to filter for the imported skybox.
b. Select the correct material corresponding to the side being configured – each material is named according to the side it represents.
c. Repeat this for all 6 sides of the skybox.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML6aa7206.PNG]
6. From the main menu, go to Window  Lighting  Settings.
a. Under the Environment section, change the Skybox Material to the skybox material you have just created.
Adding a Third Person Character
You will initially make use of the Standard character provided by the Asset Store, but will later change this.
7. Right-click in the Asset window and select Import Package  Characters.
a. In the window that opens, deselect the RollerBall and FirstPerson character as you do not need this.
b. See screenshot below.
[image: ]
8. Start by dragging a third person character prefab to the hierarchy window.
a. Rename the game object to Player or whatever you like. Set its tag to Player too.
b. Position and rotate the player as follows:
[image: ]
9. Select the Main Camera from the hierarchy window
a. Position and rotate as follows:
[image: ]
b. Attach the Assets  Standard Assets  Utility  Smooth Follow script to it and set the target to follow to the Player character in your scene.
10. You should be able to test your scene. You may want to adjust the distance and height at which the Camera follows the player on the Smooth Follow script. Adjust as you like.
Changing the TPC Game Object
In this exercise, you will change the standard assets TPC game object Ethan to something else.
1. OPTIONAL - Duplicate your current scene – so you have a copy of the Ethan scene.
2. Go to Moodle and download and import the Battle Droids package into your game.
3. Once it is done importing
a. Expand the BattleDroids  Models folder
b. Locate a Droid of your choice
4. Go back to your scene and expand the Third Person Player character and delete all its child objects (Ethan )
Note: Do not delete the root TPC Player game object.
[image: ]
5. Now, drag your chosen Droid model and make it a child of the Third Person Player character to replace Ethan 
[image: ]
6. Select the Third Person Player game object from the hierarchy window and in the Inspector window:
a. Locate the Animator component in the Inspector Window
b. Set the Avatar to your chosen Droid’s Avatar – see example below.
[image: ]
7. Expand the Player game object and select the Droid child component.
a. Locate the Animator Component in the Inspector Window – the one on the child.
b. Disable it (Uncheck the box) as you only need one and we are using the one on the parent game object.
8. Save your changes and test.
9. Hmmm, you probably notice that the player character has a funny gait.
10. You need to replace Ethan’s animations with the Droid’s animations. In the next exercise, you will create an animator controller with the different motion states and control them using scripting.
11.  
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