Third Person Controller - Shooter Template

(v1.1.0 15/08/2017)

Thank you for support this asset, we develop this template because a lot of developers have good
ideas for a Third Person Game, but build a Controller is really hard and takes too much time.

The goal on this project was always to deliver a top quality controller that can help those who wants
to make a Third Person Game but are stuck trying to make a controller.

With this template, you can setup a 3D Model in just a few seconds, without the need of knowing

hardcore code or wasting time dragging and drop gameobjects to the inspector, instead you can just
focus on making your game.

--- Invector Team ---




Ps* This Documentation is for the Shooter Features, there is another for the Basic Locomotion and Melee
Combat in their respective folders.
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FIRST RUN

“IMPORTANT*

This is a Complete Project, and as every complete project it includes a custom InputManager, Tags, Layers,
etc... Make sure that you import on a Clean Project.

Importing Complete Project

Importing a complete project will overwrite your current project settings. If you're not sure what this means, you should switch to an empty project before importing
this package

Cancel Import

Importing on an existent project

If you want to import into another project, you can UNCHECK some project settings to avoid
conflicts or replace your project settings like the TagManager (which includes all the Layers), and
add later the tags and layers that we use. We recommend to import the InputManager because it’s
kind of painful to add manually later (lots of inputs).

Imperting package n

Third Person Controller Template

G ProjectSettings
DynamicsManager.asset
) InputManager.asset
M | |ProjectSettings.asset
) TagManager.asset

v M G Invector-3rdPersonController
v M G 3DModels

v [ && Animations
A4 ﬁ_BaseAvatar

A B N afaiidbA i nba Sl




CREATING A NEW SHOOTER CONTROLLER

Make sure that your fbx character is set up as Humanoid

- Inspector 1 =
1 V-bot@Highpoly Import Settings 1,
Open |
[ Model [N

Animation Type | Humanoid Y|
Avatar Definition None _——

Legacy Configure..

Optimize Game Object Generic

. = evert || Apply |

To setup a new character, go to the tab Invector > Shooter > Create Shooter Controller

t  Invector Tools Mobilelnput Window Help

-: Basic Locomotion »

I Inventory »
Shooter » Create Shooter Controller il
Melee Combat > Create Shooter Weapon
Help » Create new AmmolistData

Resources

Make sure your Character is Fully Rigged and set up the FBX as a Humanoid, then assign the FBX to the field
“FBX Model” and click on the button “Create”.

CAARACTER CREATOR WINDOW

w Invector_ShooterOnly
__wShooterOnly@CameraState 1
W HUD

Video Tuterial




Ps* Make sure to select the Invector_ShooterOnly or Invector_ShooterMelee if you want to use both shooter
and melee as your Animator Controller, you can find the file at the folder: Shooter > Animator, or just click on
the little circle icon.

The Character Creator window will take care of all the hard work automatically and set up components such as
capsule collider, layers, tags, rigibody, etc... It will create the ThirdPersonController, ThirdPersonCamera and
a Ul Canvas with a HUD to display health, stamina and other information’s.

= Hierarchy | =
| Create ~| (arAll

» 3rdPersonController
3rdPersonCamera
Y uI
» HUD
Directional Light

Your Capsule Collider settings will be based on your model proportions, if the capsule gets the wrong size, make
sure that you rig is correct, and that your model is using the correct Scale Factor the same goes if the ragdoll
gets weird.

Hit Play and enjoy ©




ITEM MANAGER (INVENTORY)

- Add the ItemManager into your Player from the menu Invector > Inventory > ItemManager

Invector  Window  Help

Basic Locomotion >

Inventory ¥ lternfanager (Player Only)
Shooter ¥ IltemEnums H
Melee Combat » Create Mew ItemListData

Help ¥

Resources

- Select the Inventory Prefab from the Project > ItemManager > Prefabs
- and a ItemListData > vShooterMelee_ltemListData

Inventory Syst B3 Project
|Cr!it!'| aQ, |4|‘|

|TEMMANAEER EREAT[IR wlNﬂl]w '?g\rectnr-:!rdPersnnCnntrnller
Add-ons
| Inventory_ShooterMelee | » &5 Basic Locomation
VS ItemManager
b 55 3D Models
>l Icons
VIDEO TUTORIAL Y& ItemListData
vMelee_ItemListData
wShooterMelee_ItemListData
v Prefabs
»55 Other

»O Inventory_Melee

g Inventory_Shooter
»9 Inventory_ShooterMelee
» &5 Scripts
b Textures
»Gal Melee Combat
» & Shooter
»Gal VAL 2.0 Beta

- You can use the ItemFilter to filter the items that you want to show

v ITEM MANAGER

Close

- vItemManager
Collectable
[

use

- Inventory_ShooterMelee (vInvento
__ wShooterMelee_ItemListData (viter

2

Shooter 3

Ammao

OPEN ITEM LIST

Start Items 0

Cpen Equip Points

Cpen Attribute Events




We also added Events that are very useful, for example if you want to lock the input of the character while the
Inventory is Open, just assign the Character and call the method Lockinput from the vMeleeCombatinput.

e Events

On Open Close Inventory (Boolean)

Runtime Only # || vMeleeCombatInput.LockInput 4

- 3rdPerso_©)

You also have the option to Drop all your items when you die, it will instantiate the Prefab that you select to be
the Collectable of your item.

Click in the Open Item List button, to manage or create new items

ttemList Editor [N e
V ITEMLIST

CREATE NEW ITEM

OPEN ITEMENUMS EDITOR

20 ltems

—
1D a0

You can create new items or duplicate a current one, keep in mind that each item has a unique ID.




When creating a Weapon Item, you need to assign the Original Object (that instantiate into the Player with a
vMeleeWeapon or vShooterWeapon) and a DropObject which we have a prefab called “CollectableEquipment”
that you can use and it will automatically drop the item you assign or create a unique collectable with a mesh
that matchs your item.

Tactical Shotgun
Shooter =

. shotgunIcon

@ vShotgun dvCollectableShote

Attributes

X

X

Custom Settings

defaultPoint
0.5

Don’t forget to add the attribute Damage & AmmoCount of your weapon, this will allow you to drop and collect
your weapon with the same ammount of weapon, making it into a unique weapon.

This Inventory Example goes further and further into options to customize, like consumable itens, if is stackable
or not, and much more that is better explained on video tutorials that you can watch on our



https://www.youtube.com/channel/UCSEoY03WFn7D0m1uMi6DxZQ

HOW TO ALIGN A SHOOTER WEAPON AND LEFTHAND IK

- try add a weapon into the inventory, hit play, equip the weapon and aim (you will see that the character will
aim down)
- go to the inspector and find the ShooterManager, hit the button LockCamera and LockAiming

- to fix the position of the weapon and arms, you need to ROTATE the transform of the defaultEquipPoint and
not the weapon itself or the renderer inside, rotate to make the IK aim forward, then position the weapon into
the hand.

- copy the transform component of the defaultEquipPoint and paste the values after exiting PlayMode, now all
the weapons should be align correctly.




- Now to adjust the LeftHandIK Rotation and Position OffSet go to the ShooterManager and insert values until
you get the results you need (each character rig will use different values). Don’t forget to copy and paste this
values after exiting PlayMode.

- to create new ShooterWeapons, it's easier to just modify the prefab of one already setup by draging and drop
into the scene and replace the model/values.

There is a crazy amount of options to customize your weapon, what projectile will shot, sounds, effects, offsets
for IK, type of damage based on distance, events and much more...

You can also make your Shooter Weapon be a MeleeWeapon by attaching the vMeleeWeapon Component with a
hitbox just like a MeleeWeapon, we have several examples.




COLLECTABLE STANDALONE (NO INVENTORY)

If you don’t want to use the ltemManager to manage your items, we have another solution for ‘on demand’
collecatables, notice that you can only equip 1 item, once you try to equip another the current item will drop.

Take a look into the Demo Scene call “vShooterMelee_NOInventory”, instead of adding the ItemManager
component, now you will add the “vCollectShooterMeleeControl” component to automatically collect and equip
weapons.

You need to create the defaultEquipPoint to equip weapons and assign inputs to drop them.

\/ COLLECTMELEECONTROL

Close Properties
i vwCollectShooterMeleeContral

Right Handlear

A defaultEquipPoint (Transform)

Left Handler

L defaultEquipPoint (Transform)

Unequip Right Input

RightArrow Axis
A

D-Pad Horizantal

= @
iz

Unequip Left Input

| LeftArrow _____________{ Axis | -1]

[ D-Pad Horizontal ________ SWIENIE
Axis -1

D-Pad Horizantal

- vwShooterDisplayWeapon_Standalor

We also have a pretty simple example of a Display HUD to show what weapons you’re equipped with, it’s call
“vShooterDisplayWeapon”, search in the project folder and drag and drop the prefab into the scene.

For the ItemManager we need a prefab for the actual weapon that goes into the Player and another to be the
Collectable, but in this case the CollectableStandalone is both. Take a look into one of the several example of
collectables we have for both melee and shooter weapons.




V/ VCOLLECTABLESTANDALONE

i vwCollectableStandalone

one (Transform)

defaultEquipPoint
wShotgun_Nolnventory

“ shotgunlcon

OPEN EVENTS

It's important to assign the correct gameobjects into the Events, we turn off the collision and gravity of the
weapons when equipped and turn on when you drop them.




MOBILE CONTROLS

Since the release of the Shooter Template, we have to remove all content of the StandardAssets
from our project, and since we need some files from the CrossPlatformInput in order to the Mobile
Controls work, we have to separated those files into a package, you can [DOWNLOAD HERE]

This information is also available in the Mobile Demo Scene, in the hierarchy we add the
gameObject “____README FIRST!!!”

v VCOMMENT

To use the Maobile Scene and the MobileShooterControls
vou will need to import the CrossPlatformInput scripts
from the StandardAssets.

You can download at the AssetStore or here:
https://goo.gl/nwlxKs

After importing the package, restart Unity if the scripts
are still missing, and don't forgaet to hit Enable in the
MabileInput tab,

After importing the package, change your platform to Android or iOS on the Build Settings and
make sure you have the SDK installed and don’t forget to Enable the Mobile Input after change the
platform, it should work right on the Editor.

Q Unity Personal (64bit) - 3rdPersonController-Mobile.unity - 3rdPersonController_Repository - iPhone, iPed
File Edit Assets GameObject Component 3rd Person Controller Mobile Input Asset Store Tools

(& BY S |3 1] [ center| ©Giobal e .
! 3 2 Disable

€ Game
1 Free Aspect '[

In order to have a stable performance on mobile devices, we recommend compress all your
textures, set the Quality Settings to Good or Simple, and remove any Camera Effects.



https://goo.gl/nwLXKs

HEAD TRACK

ADD V2.0 - Now the Headtrack is a separated component and you need to add manually:
*Shooter - automatically add's the headtrack in order to aim up/down

Invector  Mobile Input Window  Help

EE

Basic Locomotion ¥ Create Basic Controller

Melee Combat » Components » Ragdoll
HitDamageParticle

HeadTrack
Culling Fade

Resources >

Help

FootStep

Now we have a lot of more options and we can use the LookAt feature as well.

v |z ¥ v Head Track (Script) ] %

HEAD TRACK 5YSTEM

A NVBOT_:Head (Transform)

Default

LockMovement
Customaction




If you don’t want the HeadTrack in a specific animation, you can add the Tag CustomAction into the
animationState and the headtrack will turn off while this animation is playing.

To make the character look at an object, you need to add the component vLookTarget into the object, you can
take a look at several examples in the DemoScenes.

T ¥V Look Target (Script) L

LOOK TARGET

This companent warks with the vHeadTrack, Create a Collider

@ and check the Trigger aption to limit the area range to detact
with the wHeadTrack if this object can be look at. Make sure to
add the tag in the tagsToDetect list

Single Cast
ALlookPoint (Transform)

@ The LookPaintTarget is actual position that your character will
laak at,

Area to check if is visible

0 B145 B0 |

The center area is usage for single raycast
See the green sphere gizme




LOCK-ON TARGET

You can add a Lock-on component into the Camera by opening the 3™ Person Controller menu > Components >
Lock-On. The component will be ready to use, you can set up the input that activate the Lock-on in the
ThirdPersonController script, at the method LockOnInput.

LOCK-ON 8Y INVECTOR

- LockOnTargetControl

Default

- LockOnTarget (Rect Tra

_ UI (Canvas)

W/

You can also display a Sprite Image into the Target by assigning an Image and Canvas.

Hide Sprite will hide the sprite if the target if lock-on is false. Set off-set Y by changing the value of the Sprite
Height.

This Lock-On currently works exclusively with our Al, it will not work out of the box with Non-Invector Characters
because it need’s the vCharacter interface to know if the target is alive. You can assign a vCharacterStandalone
script into your gameobject, it contains health and a TakeDamage method to receive damage.

Shooter - You can use the Lock-On by checking the “Use Lock-On” option on the ShooterManager.




THROW OBJECT

The Throw System is pretty Plug & Play, just add the component into your character and follow the example of
the vShooterMelee & ShooterTopDown Demo Scenes. Don’t forget to use the Throw_End & vThrowUl prefabs.

We call the SetLockMeleelnput and SetLockShooterlnput methods using events, to lock all the shooter and

melee inputs to not interfer while using the throw action.

‘== Hierarchy @ Inspector

Create

GameController
ThirdPersonCamera
Shooterz 5D
Armature
VBOT :Hips

v

Den't farget to unche
mpane

@ HesdTrack

Ciem ene

Mesh_LOD

ragdollAudioSource e
Ul Camera Style
USE

USE

Throw End
Object To Throw
Obstacles
‘ow Max Force
ow Delay Time
Line Step Per Time
Line Max Time
Exit Strafe Mode Delay
Throw Animation
Holding Animation
Cancel Animation
Max Throw
Current Throw Object
Project Debug
Create
5 DemoSc
88 Prefa
5 Resource
B85 Scripts

On Enable Aim ()
Runtime Only

® defaultEquip @
#5 DecalManager :

= Runtime Only

B Shooterz 5D @ &

Runtime Only

B Shooterz 5D @ &

On Cancel Aim ()
Runtime Only

® defaultEquip @

® vThrowU
£5 Scripts

wThr

wThr

wThr
£ ThrowAnimations
B Ul

Runtime Only
B Shooter2 50 ©
Runtime Only

B Shooter2 5D @

85 Weapon
2 Documentation_Shoo
B README_Shooter
vAI 2.0 Beta

On Throw Object ()
List is Empty

ter

—

o= Lighting

;'||'|.i.|'|+i n

¥ V Throw Object (Script)

vV THROW DBJECT

Close Propertias

inta the
fthe

k the option 'fall amera
nt, and follow the example

B vThrowObject

Side Screll
Throw Input

Aim Throw Input
Throw_5Start (Transform)
® Throw_End
« vGrenade (Rigidbody)
Default
10
0.25
0.1
10
0.5
ThrowObject
HoldingObject
CancelThrow

CLOSE EVENTS

GameObject.SetActive

w2_S5DShooterInput.SetlockMeleeInput

w2_5DShooterInput.SetlockShooterInput

GameObject.SetActive

w2_S5DShooterInput.SetlockMeleeInput

w2_5DShooterInput.SetlockShooterInput




