AAA 3rd Person Controller — Basic Locomotion Template

Thank you for support this asset, we develop this template because a lot of developers have
good ideas for a 3™ 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
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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 already 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 (wich includes 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 latter (lots of inputs).

Importing package n
E il :
['ﬁ;ti ] X Third Person Controller Template
F
v 55 ProjectSettings CE |~

) D DynamicsManager.asset
) DInputManager.asset

2] DProjectSettings.asset
2] DTagManager.asset

¥ [ G5 1Invector-3rdPersonController [ FEW |
v o 5530Models (FiEW |

v [ &5 Animations [ FEW |

b E%_Basehvatar | MEW |

[P, I T I N I P IV . B T

*Updates also need to be imported in a Clean Project, so MAKE SURE TO BACKUP your
previous project and transfer to your new project.




@ Creating a new Character

1- Make sure that your fbx character is set up as Humanoid
@ Inspector | ¥ Navigation 5= Lighting Services e

T V-bot@Highpoly Import Settings o,

| pen |

Animation Type [ Humanaid +]
Avatar Definition None Z
Legacy
Optimize Game Object Generic
~ H id
evert || Apply |

2- To setup a new character, go to the tab “3™ Person Controller” and click “Create New

Character”
3rd Person Controller | Mobile Input
Tools [
Resources [

Create Mew Character

3- Make sure your Character is Fully Rigged and set up the FBX as a Humanoid, then assign
the FBX to field “Humanoid” and click on the button “Create 3™ Person Controller”.

Character
Character Template | 3rd Person Contreller Template

V_Bot_40T_Fose




4- ADD V1.1 - Make sure to set up a different Layer for the Player and the Ground Layer, if your project
does not contain this Layers, create then on Edit > Project Settings > Tags and Layers.

@ Inspector | -
" M [3rdPersonController []static =
Tag | Player | Layer | Player s |

When create a new character, this 2 layers will be set as “Nothing”, just replace like this on the Player

Inspector:

Stop Move Layer | Default, StopMove ™

Ground Layer | Default Ll
5- Done.

You don’t have to do anything like dragging scripts, assign empty slots, etc... the Character Creator
will take care of all the hard work automatically and set up everything for you. It will create the
3rdPersonController, 3rdPersonCamera and a Ul Canvas with a HUD to display health, stamina and
other information’s.

= Hierarchy | -
Create 7| (arAll

b 3rdPersonCaontroller
3rdPersonCamera
v ur
b HUD
Directional Light

The script will also adjust your Capsule Collider settings 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 SCALE 1
the same goes if the ragdoll gets weird.

6- Hit Play and enjoy ©




V1.1 Additional Info:
3" Person and 2.5D bot use the 3™ Person Controller Template, just change the
CameraStatelist.

Camera State

. This settings will always |load in this List, you can
1) create more List's with differant settings for
L
another characters,

CameraState List _ 2.5D@Camerastate o}
I New CameraState H Delete State ]
State | Default 4 |

Topdown and Isometric both use the Topdown Controller Template, you can change to
input style to Mouse and Click or control with inputs on the Player Inspector.
--- Topdown Input Type ---
Gameplay Input Styl Directional Input ¢ |
Click And Move

'|&/ MFoot step Fro ~  Directional Input




V] Creating a new Character Template

You can set up the Character Creator to create custom controllers that you have modified,
to create a new template go to “3" Person Controller” tab, “Resources” and click on “New
Character Template”.

3rd Person Controller | Mabile Input  Window  Help

Tools ¥
Resources J | Mew Character Template
Create Wew Character Mew Camerastate List Data

Assign your modified prefab of an Animator Controller, Camera List Data and the HUD
Controller.

© Inspector | i Navigation S Lighting &=

ﬁ Mew CharacterTemplate ¥,
Script ' # CharacterTemplate =]
Animator Controller  None (Runtime Animator Controller) @
Camera List Data Mone (TP Camera List Data) =]
Hud ‘Mone (HUD Controller) =]

The next time you create a new controller, choose the new template.

Character
Character Template [N!w CharacterTemplate =]

| v | Mew CharacterTemplate |
3rd Person Controller Template




Vi Creating a new Camera State

On your 3™ Person Camera you can create new CameraStates to manage different values,
” a“

states like “Default”, “Aiming”, “Crouch”, to set up new camera position, distance, height,
etc.

v @ [ TP Camera (Script) ﬁ i,
[ Camera State ]
CamereState List L 3rdPerson@CamerasState | @
[ Mew CameraState H Delete State ]
State | Default :]

State Name Default

Forward . -1
Right i 0
maxDistance 2.8

minDistance 0.25

Height 1.4

Then just change the CameraState on the method ControlCameraState() on the script
TP_Motor.

Example:
if(aiming) tpCamera.ChangeState ("Aim", true);

The first string value is the State Name that you created on the Camera Inspector, the second
value is a bool, leave it true if you want a smooth transition to this state or false if not.

If you have more than one character and want to use different States, you can create a new
CameraState List Data here (pic below) and assign on the CameraState List field on TP Camera
Inspector.

3rd Person Controller | Mobile Input - Window  Help
Tools 3 I
Resources J Mew Character Template

Create Mew Character Mew Camerastate List Data




@  Xbox 360 Controller Support

This package works great with the 360 controller and supports vibration (Windows only),
make sure you are compiling your build according to your system.

If you are using Windows 32bits make sure the build settings are set to x86 or if you are using
Windows 64bits make sure the build settings are set to x86_x64.

To apply the vibration, you can call the method by SendMessage to the player, for example:

target.SendMessage("GamepadVibration”,0.25f,SendMessageOptions.DontRequireReceiver);
The float value is the duration that you want for the vibration to last.

V1.1 add support for MFi iOS gamepad.

¥ Recommended Mobile Settings

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.

Change your platform to Android or iOS on the Build Settings and make sure you have the
SDK installed.

Export the build with ETC1 selected on Texture Compression and change your Shaders
materials to Mobile Diffuse or Legacy Diffuse (this will improve a Lot in lower devices

Don’t forget to Enable the Mobile Input after change the platform, it should work right on
the Editor.

Q Unity Personal (B4bit) - 3rdPersonController-Mobile.unity - 3rdPersonController_Repository - iPhone, iPod
File Edit Assets GameObject Component 3rd Person Controller | Mobile Input | Asset Store Tools

m ‘*’ | =8 Center | @ Global | Enable

m] Disable

Free Aspect -

With these settings, we manage to get stable 60fps on several Android smartphones
*Unity does no longer supports Tegra devices




V] FootStep Audio System

We created a footstep system that work by texture’s name, first you need to assign the default
footstep that will play in case you have no texture at all.

1 - Lock the inspector

2- Drag and drop the AudioClips into the area “Drag your audio clips here!” or just add one by
one. Click on the “—“ button to remove the audio clip.

3- FooStep will automatically create a sphere collider on the foot of your character, but you
need to make sure the Radius and Position of the sphere is touching the ground.

.= "8 Animator Audio Mixer | ® Inspector | @ .= | = Hierarchy .= | O Inspector |

_— e ——— —
Gizmos v | (Grall " ™ [LeftFoot [static w ||| Create 7| (GrAll 4 M [3rdrersonController
" Tag [ Untagged 3| Layer | Player 3] 3rdPersonCamera T Tag [ Player
¥ .~ Transform [P = ;)Izepct\onalc\_lq:t I » .~ Transform [FES
rdPersonController -
7 () M Sphere Collider & % V-bot-body » 3£ M Animator (& %
Edit Collider ¥ V-bot-Skeleton » |G| M Player Health (Script) @ %
1s Trigger O ¥ Hips ¥ || ¥ Foot Step From Texture (Sl #
A ¥ LeftUpLeg
Material Nene (Physic Materi, @ ey Foot Triggers
Center ertLeq
%0 v [0.04 z[-0.02 Lefiians Radius O [0.06
_— ¥ RightUplLeg T =
Radius 0.06 ¥ RightLeg I[uLe&ant (Sp] @ [@RightFoot (S| @ |
b RightFoot
Add Component ] b Spine Default Surface
¥ footStepSource Source < sourceDefal ©

- i Surface Name

M Audio Clips

Drag your audio clips here!

| B3 Project El consale e

Create *| (G | &% | Add Il Clear |
v 3rdPersonController l:J ~ Asphalt (3) [}
= =
T S :
YﬁAudm l_'J MR a2 @
¥ FootSteps [:J ~ Asphalt (4) o]
vﬁQsphalt 2 l:J ~ Asphalt (7) [}
& Asphalt (1)
i Asphalt (2) Custom Surface
ii:p:::: E:; — v custom Surfaces
;As‘;ha\t ) I Add ” Clear ]
»G Glass
G Grass » || MTP_Moter (Script) [FES
> Gravel ¥ | Mcapsule collider @ %
»&s Rubber
» &5 Water Edit Collider
b Wood Is Trigger -
3 Landing Material Mone (Physic Maty @
& Mixers Center
&5 Editor %[0 v[o.g z[o
»&& HUD Radius 0.3
» &5 Scripts Direction | ¥-Axis
=i z S (=

Now you can create Custom Surfaces, to play other audioclips based on the texture that the
sphere collider will hit.




The Character Creator will create a default Audio Source as a child; assign this audio source to

the first field Source. You can create a Mixer and select an Output to control every surface

1-
independently.
2-
you need. Open the tab and type the Surface Name
3_
material)
4- Drag and Drop the audio clips.

Click the Add button to create a new Custom Surface, you can add as much Custom Surfaces as

Open the tab Textures Names and you can add as much textures you need (texture name, not

Custormn Surface

¥ Custom Surfaces

Add

“ Clear

¥ Grass

Source
Surface Name
W Texture Names

= grass [Audio Source]

Grass

[ Add

H Clear

W Audio Clips

= grassTexture

Drag your audio clips here!

[ Add

| Clear

] “ FootStep_Grass-1

] “ FootStep_Grass-2

] “ FootStep_Grass-3

l
l
l
l

] “ FootStep_Grass-4

o Q0 O o

‘ > Water

[

‘ > Wood

| L]

- V1.1 Using the FootStep system in objects with multiple Materials

If your gameobject has multiple materials and you need to play a specific material, you can
use the FootStepHandler script and set the correct Material Index of your object. (*See

example on the Ladder prefab)

¥ | M Mesh Renderer £,
Cast Shadows | on ™
Receive Shadows [
¥ Materials
Size z
Element 0 U ladder_chromo (o]
Element 1 U ladder_Metal ©
Use Light Probes (")
Reflection Probes | Blend Probes ™
Anchor Override Mone (Transform) @
#0 = Reflection Probe @ Weight 1.0
v @ Foot Step Handler (Script) £,
Script i+ FootStepHandler o

Material Index
Step Handle Type

1

| Material Mame




Vi Creating a Ragdoll

Creating a Ragdoll is just easy as creating your Character, just go to the tab “3™ Person
Controller” > “Tools” > “Ragdoll”.

3rd Person Controller | Mobile Input  Window  Help

Tools J Ragdell
Resources r
Create Mew Character

If you have your character selected on the Hierarchy, all the fields will autofill, if not, just click

on your character and it will autofill for you, this template was design to save time, so you
don’t have to waste your time dragging and drop every bone, instead just hit the “Create”
button and it’s ready to go.

Make sure your character is in T-Stand.
Malke sure the blue axis faces in the same direction the chracter is looking.
Use flipForward to flip the direction

Script - RagdollBuilder

--- Animator of target Character ---
Animator 22 3rdPersonController (Animator)

--- Bones ---

Root A Hips (Transform)

Left Hips L LeftUplLeg (Transform)
Left Knee L LeftLeg (Transform)

Left Foot L LeftFoot (Transform)
Right Hips A RightUpLeg (Transform)
Right Knee A RightLeg (Transform)
Right Foot A RightFoot (Transform)
Left Arm A LeftArm (Transform)
Left Elbow L LeftForeArm (Transform)
Right Arm A Rightarm (Transform)
Right Elbow A RightForefrm (Transform)
Middle Spine A Spinel (Transform)
Head A Head (Transform)

Q000080000 000

--- Properties ---
Enable Projection ")

Proporticnal Mass i

Total Mass will be ignored and set to 1 if Proportional Mass is true
Total Mass Z0

Strength 0
Flip Forward O




We strongly recommend keep the Enable Projection and the Proportional Mass enabled, and
do not forget to use Scale Factor 1 on your fbx Model. This you provide better behavior of your
ragdoll.

To enable the ragdoll, you can use the Script ObjectDamage or just call this line on the
OnCollisionEnter method.

hit.transform.root.SendMessage ("ActivateRagdoll", SendMessageOptions.DontRequireReceiver);




¥ How it works?

The Controller works with four main scripts, Character, Motor, Animator and the Controller.

- Character will take care of the basic components in order to make the controller works,
things like a Camera, Animator, Rigidbody, Capsule Collider, etc..

- Third Person Motor handles all the verifications of ground distance, stepoffset, slope
limit, etc..

- Animator Controler is responsible to control the behavior of your animations, you can
set set bools, float, int and control the state of your animation.

- Third Person Controller receives all the input and call every method of the other scripts.

This class is responsible to set
up the basic information that
every character must have.
- Camera
- Animator
- HUD
The Motor will ensure the - Health
operation of the controller, this ThirdPersonMotor - Rigidbody
class will check if the character - Capsule Collider
is grounded, the distance to the
ground if is not grounded,
stepOffSet, speed, direction,

Character

height of your Capsule Collider,
debug, etc.




® How to add new animations

The process is:

Set your animation clip as Humanoid and retarget to your T-Pose character

If it is an action like open a door, put the animation on the Action State of the Animator.
At the Motor script, create a variable like a bool to control the animation

At the AnimationControl script, tell what variable controls what animation

At the Controller script, run the method to trigger the animation

Here is a Video Tutorial showing the process to apply a Jump Animation:

https://www.youtube.com/watch?v=W2IX7peS37s

This is just an example, but of course, you may have to prepare the script to what your new
actions are going to do, just as we prepare for the jump animation example.



https://www.youtube.com/watch?v=W2IX7peS37s

Vi RayCast Checkers (v1.1)

Head Detection is a SphereCast that will detect if has an object above, and keep the character
crouched, use the same layer as the Ground Layer (Default). Just adjust to sync with the height
of your capsule collider.

StopMove is a Raycast that detect any object with the layer (Default, StopMove) to prevent the
character to walk in place, you can use a StopMove in an invisible wall for example, and the
camera will not clip, because the culling layer is set to “Default”.

SlopeLimit will prevent the character of walking in absurd angle heights, float customizable on
the Player Inspector.

Trigger Actions is the raycast that check for objects with the component TriggerAction, you can
trigger a specific action based on the tag, display information and pass a specific transform
position and rotation using matchTarget.

StepOffset is to help the character walk in custom height steps, adjust the values on the Player
Inspector.

Check for StopMove

Check for SlopeLimit

Check for Trigger Actions




¥ Camera Culling Fade (v1.1a)

We add a Culling Fade script for the camera to avoid see through the character’s mesh, you can set up
the distance to start fading and an offset.

Example:

Our Culling Fade will set up automatically for the default Stardard Shader of Unity’s, but you also can
use custom shaders, just make an additional copy with the fade material and assign in the “Optional
Fade Material” field.

¥ | M culling Fade Control (Script) [ %
Script i+ CullingFade Cantrol | @
Target Object |J.3rdParsnnCuntruIIer {Transfur| @

Distance To Start Fa|1.5 |
Distance To End Fad 1 |

Offset W0 'Y 0.65 Z 0 |
Renderer |...__.1".I’_But | @
[ COriginal Material [ Optional Fade Material
[Wbase-1 W MNone (Material)

| © |
[Wbase-2 | @ | WNone [Material) |
' chrome | @ | WNone (Material) |
© |
| © |

| rubber @ None (Material)
| metal W MNone (Material)

Qe e a a




If you are using the Standard Shader, just select the Rendering Mode “Fade” on the Material.

base-1 [ =
v Shader | Standard -
Rendering Mode | Fade i ]
Main Maps
o Albedo 17
o Metallic > D
Smoothness .
i @ Mormal Map
T e Height Map
@ 0Occlusion
 ©Emission | B o
. ©Detail Mask
Tiling b
Offset b4

The character will look like this (picture below) but you can fix by right clicking at the material and
“Change Zwrite of Standard Material”.

rerrain
EventSystem

@ Project ns
Create~| (@
& Editor
V& Invector-3rdPersonC
v && 3DModels

» &5 Animations

V& Characters
& Invector@V-E

> FBX
¥ & Materials
* base-1
@ base-2
) chrome
&) metal
J rubber
) V-bot-texture

© Height Map
~ oOcclusion
~ oEmission ]
© Detail Mask
Tilina W
Create >
Show in Explorer
Open
Delete
Import New Asset...
Import Package >
Export Package...
Find References In Scene

Select Dependencies

Refresh Ctrl+R

Reimport
Reimport All
Run AP| Updater...

Open C# Project
Change Zwrite of Standard Material




Vi Working with Standard Assets

Our template already comes with the CrossPlataforminput and the ImageEffect AntiAliasing imported,
so if you want to import the Standard Assets package into the project, just make sure to UNCHECK the
following item:

Importing package n

Standard Assets

¥ [=] G5 Editar (FiEW |
¥ [l &5 crossPlatformInput G
b o 55 ImageEffects | FEW |
[+ &5 ProjectSettings | FEW |
) D GraphicsSettings.asset
[ DNavMeshAreas.asset
) D PhysicsZDSettings.asset

b+ M G5 sSampleScenes W]
b [ 5§ Standard Assets W]
[ All H MNone ] [Can::el“lmpur‘t]

If you imported by mistake, just delete the folder Editor that is INSIDE the folder Invector-
3rdPersonController, and everything should work. In any case of errors after importing the Standard
Assets, probably is a script that are duplicated, so just make sure that it has none.




