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All Star Character Collection
Character Configuration
The steps below show the proper way to configure the characters to provide a more flexible solution.
Player Character
1. Add an empty game object to your scene and call it Player character or give it a name of your choice.
2. Add your chosen character as a child. This creates a more flexible solution as you can swap characters in and out easily, just as we did with Ethan last week.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML26b0a7eb.PNG]
3. Select the parent game object (in my screenshot this would be C03 Player Character)
4. To the parent game object, add the following components to it.
Animator Controller
Set Female/Male controller and avatar as appropriate.
[image: ]
Character Controller
Set the height, radius and center. You may wish to make your radius smaller/larger.
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Player Character Script
a. Configure as you wish but you probably want the speed set to about 6 for keyboard control.
b. Don’t worry about any fields not showing on yours, we’ll add later.
[image: ]
Player Movement Keyboard (or Mouse when implemented) script – not both.
a. Player Movement Keyboard – no configuration required
b. Player Movement Mouse
i. Ground Max Distance – the maximum distance to the ground for detecting mouse clicks
ii. Ground Target Layer Mask – you will need to identify which layers make up the ground – see below.
[image: ]
iii. Select your Plane game object from the Hierarchy window.
1. In the inspector window, set the Layer to Floor (you may need add a new layer and remember that names are case-sensitive).
2. Go back to Player Movement Mouse and configure to match your layer name.
[image: ]
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Weapon Changer Player Script
[image: ]
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Configuring the Weapons
5. Expand the child game objects and locate the weapons, you need to disable (hide) the renderer material for each weapon, so it does not look like your character is having a weapon war.
Note: the renderer component may vary e.g. a Skinned mesh renderer or simply a Mesh Renderer
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML26c60845.PNG]
[image: ]
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML26c39159.PNG]
6. Also tag all weapons as with a Weapon tag.
[image: ]
7. There is more for the weapons – till another class.

AI (NPC) Character
The first few steps for configuring the AI character are the same, only the components are different.
1. Add an empty game object to your scene and call it Player character or give it a name of your choice.
2. Add your chosen character as a child. This creates a more flexible solution as you can swap characters in and out easily, just as we did with Ethan last week.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML26cb89d0.PNG]
3. Select the parent game object (in my screenshot this would be C03 AI Character)
4. To the parent game object, add the following components to it.
Animator Controller
Set Female/Male controller and avatar as appropriate.
[image: ]
Waypoint Controller
To be configured later on.
[image: ]
Weapon Changer AI Script
a. Configuration is same as for player
b. It has an additional setting – same weapon as target – you decide
Note (warning): when selecting the weapons, make sure you are selecting the weapons attached to the AI character and not the Player character.
[image: ]
AI Character Script
a. Configure as you wish.
b. Don’t worry about any fields not showing on yours, we’ll add later
[image: ]
Nav Mesh Agent Component 
This should have been automatically added when you added the last script, if not add one. I left the default settings but feel free to change.

Configuring the Weapons
Configure the weapons the same as you did for the player character.

Making Prefabs
You may want to make prefabs of your characters, especially your AI characters.
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