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Objectives
[bookmark: _GoBack]In today’s exercise, you will use a character’s Animation State Machine to control its behaviour. You will use the input keys to change the current weapon state of the character. This will be improved on in the next exercise.
Exercise 1: Event Management
1. Open up your game world from the last exercise (Close Combat Scene).
2. You need to keep track of when the player character’s weapon state changes and kit him/her out appropriately. You will reuse the game event broadcast system implemented in the previous exercise.
3. Create a new folder in your scripts folder called Events.
4. Locate the files for your previous game (the dynamically generated game world) and copy the two files in your events script folder to this project’s events folder. The files are:
a. Game Event
b. Messenger
Note: if you do not have these scripts, they are very easy to create.
a. Go to Moodle and download Lab Exercise 3c
b. Follow the instructions for the following instructions for Exercise 2: Detecting when the Character Enters the Portal Doorway. Note: You only need to complete steps 1 – 9 (Event Broadcast Messenger Script and Game Event Script).
5. Return to your game and open up the copied Game Event script. Replace the Entered Portal event with the following:
[image: ]
Exercise 2: Changing the Weapon State
Outfitter Script
1. Open up your outfitter script.
2. Create a new variable in the class of type Animator called animator.
Start Method
3. Go to the Start Method.
a. Initialise the animator variable created in the last step to the Animator component attached to the game object. 
b. Hint: you will need to use the GetComponent method (or see Lecture 2, slide 17).
On Weapon State Changed
4. Create a method called OnWeaponStateChanged with a return type of void.
a. It should accept a single parameter called newWeaponState of type WeaponStates.
5. First, you need to get all the old weapons the character had on him and disable them.
a. The oldWeaponState variable stores the enum value representing the character’s previous state. You also created a method in the last exercise to retrieve weapons based on the WeaponState key value. Use it to retrieve the old weapons carried by the character.
// Retrieve the character's previous weapon state
[image: ]
b. Loop through and disable all the old weapons
// Disable all the weapons previously carried.
[image: ]
6. Now retrieve the weapons for the new weapon state. It is the same as what you did for the last step:
a. Use the newWeaponState variable to get the new weapons
b. Loop through all the new weapons now being carried and enable them.
7. Update the oldWeaponState to the state you have just changed to, so that if the weapon state changes again, you know what weapons to disable.
// Update the old weapon state to the changed weapon state
[image: ]
8. Update the weapon state in Player Manager to reflect the change.
// Update the weapon state in the Player Manager to reflect the current weapon state
[image: ]
9. Finally, change the animator’s weapon state parameter to match new weapon state. Note: you will need to cast the weapon state as integer as that is the type the animator understands.
// Update the animator's weapon state so that it can play the corresponding animation
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Relative Movement Script
10. Open up the relative movement script
11. For now, we are going to keep things simple and change the weapon state when keys 0 – 8 are pressed.
Change Weapon Method
12. Create a new method with a return type of void called ChangeWeapon.
a. The method should accept a single parameter of type integer called weaponNumber
13. Create a new variable of type WeaponStates called newWeaponState
a. Set its value to the weaponNumber input parameter. 
b. Note: You will need to cast it to a WeaponStates type. Hint: (type)
14. BEGIN IF: next check that the new Weapon State variable IS NOT EQUAL TO the weapon state stored in the Player Manger’s weapon state (Managers.Player.WeaponState) 
a. Broadcast a weapon state changed event with the new weapon state.
15. END IF
Update Method
16. Go to the Update Method. You need to check the key pressed in this frame and if it is a weapon key call the change weapon method.
17. Add the following to the start of the method to read the key pressed.
// Get the key pressed
[image: ]
18. BEGIN IF: Check that a key was pressed and it was a numeric key
// Check that a key was pressed and it was a digit (numeric) key
[image: ]
a. Convert the key pressed to an integer value so you can convert it to a WeaponStates enum.
// Convert it to the number
[image: ]
b. Check that it the number is a valid Weapon State and if true, call the ChangeWeapon method to change the character’s weapon.
// Check that it is a valid weapon state and if yes, change the character's weapon
[image: ]
19. END IF
20. That’s all for this part of the exercise. We will continue next lesson.
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List<Renderer> oldWeapons = GetWeapons(oldWeaponState);
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foreach (Renderer weaponModel in oldWeapons)

{
weaponModel.enabled = false;

i
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oldWeaponState

newlleaponState;
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Managers.Player.WeaponState = newWeaponState;
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animator.SetInteger("WeaponState”, (int)newWeaponState);
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string keyPressed = Input.inputString;
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if (!string.IsNullOrEmpty(keyPressed) && char.IsDigit(keyPressed, @)) {
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int numberKey = int.Parse(keyPressed);




image10.png
if (System.Enum.IsDefined(typeof(lleaponStates), numberKey))
{
Changelieapon (numberKey) ;
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public const string WEAPON_STATE_CHANGED

WEAPON_STATE_CHANGED"




