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Application Development (Games)
Lecture 10 Lab Tutorial Exercise
Third Person Character
Getting Started
1. Create a new 3D project. I leave the name up to you 
Adding a Third Person Character
You will initially make use of the Standard character provided by the Asset Store, but will later change this.
1. Right-click in the Asset window and select Import Package  Characters.
a. In the window that opens, deselect the RollerBall, FirstPerson character, and Vehicles as you do not need these.
2. 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 the player as you wish
3. Select the Main Camera from the hierarchy window
a. Position as you like.
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.
4. 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: 
· You will need to unpack the prefab first – right-click on the game object and select Unpack Prefab.
· 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.
Creating the Animator Controller
In this exercise, you will create an animation state machine for your TPC scene. We are going to be a bit lazy and simply extend the Standard Assets’ ThirdPersonAnimatorController.
1. Open up the third person character game from the previous exercise.
2. Note: you will need to complete Exercise 7a first – if you have not done so, please go and complete that exercise first.
3. In the Assets folder create a new folder called Animator Controllers or Animators or AC or similar.
4. Go to the Assets  Standard Assets  Characters  ThirdPersonCharacter  Animator folder.
a. Duplicate the existing ThirdPersonAnimatorController file (click on the file and from the main menu, select Edit  Duplicate)
b. Move the duplicated file to the folder created in the last step.
5. Make note of the name of your chosen droid character that you are using.
6. Open up the newly created Animators folder and rename the duplicated Animator Controller to a name relating to your droid character e.g.
a. AssaultDroidAnimatorController
b. AssaultDroidAC
7. Double-click to open up the Animator. Hint: you can hold down the Alt key and click and drag mouse to bring into view.
8. You should currently have a view similar to the following:
[image: ]
Adding Parameters
9. Select the parameters tab, so that you can add new parameter values and add the following parameters to the existing parameters. We need these to extend the default Standard Assets’ TPC behaviour.
a. Speed – float
b. Dead – Boolean
c. DeathType – integer
[image: ]
Changing the Grounded State
10. [bookmark: _GoBack]Select the Grounded State. This state is currently set up as a Blend Tree (used to blend two or more similar animations e.g. walking  running and vice-versa).
a. You are going to change this to a single animation state – the idle state of your chosen droid.
b. In the Inspector Window, click the little circle besides where it is currently saying Blend Tree
c. In the window that opens, select your Droid’s idle state. This should automatically convert the Grounded state to a single state animation.
[image: ]	 [image: ]
Adding the Moving State
Next, you will create a Blend Tree for the Moving state, which will blend the walking and running animations according to the character’s speed (the speed parameter you added earlier).
11. Right-click in the Animator window and select Create State  From New Blend Tree. It should add a new state.
a. Click on the newly added state and in the Inspector window, rename it to Moving.
[image: ]
b. Double-click on it to edit the blend tree.
12. In the Inspector window, set the Parameter to Speed. Also make sure the Blend Type is set to 1D (1D Blending blends the child motions according to a single parameter, in this case simply Speed ).
[image: ]
13. Add a new motion, either:
a. From the Inspector window, click the plus (+) button and select Add Motion Field under the Motion List to add a new motion.
b. Right-click on the Blend Tree and select Add Motion
14. Click the little circle where it is currently displaying “None (Motion)” and select your Droid’s Walk animation.
15. Add another motion and this time set it to the Run animation. You should have something similar to the following:
[image: ]




16. Next, you need to configure the Speed change thresholds. Configure as shown below. 
a. Note: You may need to deselect the Automate Thresholds checkbox first to edit the value.
b. The thresholds is used to set a range for the parameter for that animation motion. 
[image: ]
17. Return to the Base Layer.
[image: ]
18. Make a transition from the Grounded state  Moving State.
a. Uncheck Has Exit Time (as you want the animation state change to happen immediately when the condition is met,otherwise the previous animation will play out before the state change - see more here: State Machine Interruptions).
b. Configure the Blend Tree Parameters as follows:
[image: ]
19. Now make another transition, this time in the reverse direction Moving State  Grounded State
a. Uncheck Has Exit Time
b. Configure the Blend Tree Parameters as follows:
[image: ]
20. To view the animation state change, you can drag your droid model to the Preview window at the bottom of the Inspector window.
Adding the Death States
There are four types of death animations, so two parameters (Dead is True and the Death Type) are required to determine the transition change. Dying, unfortunately, can also happen at any time, so from Any State.
21. Go to the Battle Droids  Animations folder. 
a. Locate the folder for your Droid
b. Expand each of the Death type animations, and drag the corresponding animation to the animator window. Do this for all four death type animations.
[image: C:\Users\sc-ka\AppData\Local\Temp\SNAGHTML62e6cb7.PNG]
22. No configure  the transitions for the Any State  Death states as follows:
[image: ]Dead = true
Death Type = 3
Dead = true
Death Type = 0
Dead = true
Death Type = 2
Dead = true
Death Type = 1

23. For the Death States  Exit, leave the Has Exit Time checkbox checked.
24. We still need one more state, Shooting or Attacking, but you will add this later.
25. Go back to the hierarchy window, select your player character from the scene and change the Animator Controller in the Inspector window to your newly created Animator controller.
a.  If you save and test, you will probably discover that it is not working.
b. You need to modify/extend the TPC script provided by the Standard Assets.
26. It’s time for some coding . Go back to Moodle. If you need to tweak your animation, you can return later.
Tweaking your animations:
Some tips to tweak the animations.
27. When you click on a transition, you get the timeline of the transition change. You can adjust this to change the start time of the next animation state by dragging the timeline markers.
[image: ]
Figure 1: The Transition settings and graph as shown in the inspector (source: https://docs.unity3d.com/Manual/class-Transition.html)
a. Drag the Duration “out” marker to change the Duration of the transition.
b. Drag the Duration “in” marker to change the duration of the transition and the Exit Time.
c. Drag the target transition to adjust the Transition Offset.
d. Drag the preview playback marker to scrub through the animation blend in the preview window at the bottom of the Inspector.
See more: https://docs.unity3d.com/Manual/class-Transition.html 
28. You may also want to adjust the Speed (how fast or slow an animation state plays). If you select the node of interest, you should see the Speed setting in the Inspector window.
a. 1 is normal playback speed.
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