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Updating the Animator Controller
Objectives
You need to update the animator controller to include a Shooting state. Also you need to fix the Dying states.
Adding the Shooting State
1. Open up your game and open the Animator Controller for the game character.
2. Right-click in the animator controller window and select Create State  Empty
a. Rename the added state to Shooting.
b. Set the Motion to the shoot animation for your character
[image: ]
3. Add the following animator parameters if they do not already exist.
a. Shooting – Boolean
b. Dead – Boolean
c. DeathType – Integer
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML4a5aeae.PNG]
4. Make a transition from Grounded  Shooting
a. Uncheck Has Exit Time
b. Set Conditions to Shooting = True
[image: ]
5. Make a transition from Shooting  Grounded
a. Leave  Has Exit Time Checked
b. Set Conditions to Shooting = False
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML49a2c45.PNG]
6. Note: if you want to use the Shoot Burst animation as well, you are better off creating a Sub-State Machine or a Blend Tree. I leave that to you.

Fixing the Dying States
Any State  Death Type State
1. At the moment you should have transition from Any State  To each of the different Death Types
2. Click on each transition e.g. Any State  Death A and change the settings as below
a. Uncheck Has Exit Time
b. Uncheck Can Transition to Self
c. Conditions
i. Dead = True
ii. DeathType, depends on the current death type state as follows:
1. A = 1
2. B = 2
3. C = 3
4. D = 4
3. The screenshot below shows the settings for Any State  Death A
[image: ]

Death Type  Exit
4. If you currently have transitions going from each of the death type states to the Exit state, delete these so you have the following:
[image: ]
5. 
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