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INTRODUCTION

Thanks for your purchase and interest in the asset, you won’t regret it. The main purpose of this
asset is to learn every aspect of a videogame and at the same time, make a solid controller, so
anyone can make a quick prototype and try any idea, focusing in the game itself rather that spend
time in systems or components.

Also, this asset will be updated forever or until it is perfect and allows to create literally any type
of game, what happen first.

WARNING: THIS DOCUMENTATION IS NOT COMPLETE FOR THE LAST ASSET VERSION. BUT IS
CURRENTLY IN PROCESS. EVERY BULLET ELEMENT BELOW IS TO SHOW HOW THE ASSET
ORGANIZES AND ALL OF THEM WILL BE EXPLAINED IN EVERY DOC UPDATE.

FOR NOW, THIS IS THE LASTEST VERSION OF THIS FILE, WHICH WILL INCLUDE TUTORIALS FOR
EVERY SYSTEM IN THE ASSET.

THIS FILE WILL BE UPDATED IN THE FORUM OF GKC EVERY WEEK UNTIL IS TOTALLY COMPLETE.
YOU CAN FIND THE FORUM HERE:

https://forum.unity.com/threads/game-kit-controler-1st-3rd-controller-with-weapons-
vehicles-2-4-released.351456/

OF COURSE, IN EVERY UPDATE THE LAST VERSION OF THIS DOC WILL BE INCLUDED.


https://forum.unity.com/threads/game-kit-controler-1st-3rd-controller-with-weapons-vehicles-2-4-released.351456/
https://forum.unity.com/threads/game-kit-controler-1st-3rd-controller-with-weapons-vehicles-2-4-released.351456/

FIRST RUN

You can import this asset into an empty project or a project with previous content. If you import
the asset into an existing project, you can uncheck the option to import the project settings, but in
this case, you have to do the next (else, jump to First steps and basic use):

ADD AXES IN THE INPUT MANAGER

If you import the asset into a project without the Project.Settings, you have to add these axes
(inside the yellow color) into the InputManager of unity if you are going to use a gamepad, in Edit-
>Preferences->Input. These axes are used for the gamepad, but it needs to be configured if the
settings of the asset are not imported (This step won’t be necessary in the next update).

e InputManager &,
[ Open |




The values to configure are the next:







ADD THE TAGS AND LAYERS

In case you import the asset to a project without the Project.Settings, you need to add the tags and
layers used in this asset. To do this automatically, you need to go the demo scene in the asset, or
drag and drop the GKC_Prefab. Then, go to the inspector of that gameObject and go to Tag Layer
System inspector.

Open the Tag Menu and press the button Add Current Tag List.

= Hierarchy # Scene € Game ==| © Inspector _ | a
| Create ~| (G AT | 1280x%720 | Maximize on Play ' Mute audio | Stats  Gizmos ~ Tag [Untagged 2] Layer [Default |
P Manspatam Using resolution 501x282 sretab | e i e i e ]
» .~ Transform had
» Player Controller » || MFeatures Manager (Script) ol
» Player Camera v[e Tag Layer System (Script) @ %

» Inventory Camera Position
» HUD and Menus
» Pickups
> Al
» Estructure
¥ Other Elements
> Rooms
» Vehicles
P Elevators Tower
» Dumb Enemies
P Devices

[ console
| Clear | | Collapse | Clear on Play | Error

[Manage all Tags/Layers with this editor |

TAG MANAGER

| Add/remove tags one by one orin a list |

ADD SINGLE TAG

‘ New Tag To Add

ADD TAG LIST

i New Tag List
t New Tag List
GET TAG LIST
Tag List
Tag List
[ Get Tag List ]

[ Add Current Tag List ]

Do the same with the layers, pressing Layer Menu and the Add Current Layer List. After that, all
the tags and layer used in the asset are assigned correctly to every object and prefab of the asset.



FIRST STEPS AND BASIC USE

INPUT MANAGER

You can check all the actions in the pause menu by pressing Esc, then select Edit Control Input. In
that window you can see all the actions defined in the Input Manager. This component is assigned
in the gameObject “Character”.

@l

# Edit Input Controls Menu
»editButtonInput

i~ Touch Joystick Left (touchloysticl
iix Touch Joystick Rigth (touchJoysticl

In the inspector you can add, remove, enable and disable every action and assign a keyboard
button, a gamepad button and a touch button.

¥ lump +

Name

Key Button ISpi:l |
Touch Buttan IEJurnn {tnu:hButtnnLil] @

Joystick Button A 4]

Action Enabled &

W

¥ Crouch +

» Grab Objects +

- Use Shield +

= Aim +

» Change Controls +

» Change Camera +




Also, you can edit the path to save the current map button, by pressing the button Save Settings.
This file will be stored in the persistent path by default or in a relative path to your project folder
if you enable the option “Use Relative Path”. IMPORTANT: if you are making a game for mobile,

set the option Use Relative Path to false.

|C:|r1ﬁgure the savefload settings and path for files

Load Option | Load File ™
Use Relative Path [+

Relative Path inputFaolder

Save File Mame inputFile txt

In the options below, you can select the keyboard or touch controls as input when the game starts.
Also, in game, you can switch between these two modes with “C” by default if you are in keyboard
controls. If you are in this touch controls mode, press Esc and then press “Switch Control Type”.
This option can be used in both modes. The label Current Controls shows what current control

scheme is currently selected.

CURRENT CONTROLS: Keyboard

[ Set Keyboard Controls

[ Set Touch Controls




PLAYER CONTROL MODE

The player has 3 modes: weapons, powers and combat. To change between them, press H (by
default). You can see the current state by checking the name in the upper left corner of the screen,
below the health and energy bar.

ra

MODE ‘Weapons

e )

MODE Combat MODE Powers

The weapon mode is the default mode. In Player States Manager (in the gameObject Player
Controller) you can choose the default mode at the beginning of the game.

v || 4 Player States Manager (Script) i,
Script i playerstatesManager o]
Current Player Mode Text | Current Player Mode Text (Text) | o

¥ Players Mode

Size |3 |
¥ Powers
Mame Mode |Puwers |
Is Current State - [
¥ Weapons
Mame Mode ‘Weapons |
Is Current State [
¥ Combat
Mame Mode |Cnmbat |
Is Current State ]

Also, you can configure if the player can change between these modes or not, so the game can
always has the same mode or all of them. This option is called, Change Mode Enabled.

T [+ Player States Manager (Script)

Script - playerstatesManager
Current Player Mode Text | Current Player Mode Text (Text)
Players Maode
Player Control Made Menu |vPIa'grer Controls Content
Mormal Mode Image |'.nurmaIMude (RawImage)
Fly Mode Image |'.F|yl'~"lude (RawImage)
Jetpack Image |'.jetpack|'~'10de (Rawlmage)
Sphere Image |'.sphere|'~'1::de (RawImage)
Current Player Control Made Imagn|'.nurma|Mude (RawImage)
Mew Vehicle Prefab |vspherevehicleMode

b Audio Source List
Change Mode Enabled [

Close Menu When Mode Selected [+



CREATE A NEW CHARACTER
To set your model, follow these steps:

e Inthe tools bar press Game Kit Controller and Create New Character.

File Edit Assets GameObject Component Asset Store Tools Game Kit Controller

Window Help

m 4*» E-- Create Mew Character |

e Inthat window select a humanoid model and press the Create Player button.

CHRRRACTER CREATOR WiNoOW

Flayer [}
\AFreeCharacter_01
",

Create Player

e The new player will be place in the scene, in the position where the editor camera is
looking.

e This process creates the ragdoll of the new player automatically. Here you can see how it
looks.




e This ragdoll can be configured or removed. For this go to Ragdoll Builder and press the button
Remove Ragdoll. You can also configure its scale and mass in the option Bone Settings.

v|z Ragdoll Builder (Script) ) 2
Script ragdollBuilder o]
Animator 22 Ethan (Animatar) |
Pelvis A char_ethan_Hips (Transform) ]
Left Hips A char_ethan_LeftUplLeg (Transfor @
Left Knee A char_ethan_LeftLeg (Transform @
Left Foot A char_ethan_LeftFoot (Transformr @
Right Hips A char_ethan_RightUpLeg (Transf @
Right Knee A char_ethan_RightLeg (Transforr @
Right Foot A char_ethan_RightFoot (Transfor @
Left Arm A char_ethan_LeftArm (Transformr @
Left Elbow A char_ethan_LeftForefrm (Trans @
Right Arm A char_ethan_RightArm (Transfor @
Right Elbow A char_ethan_RightForefrm (Trar @
Middle Spine A char_ethan_Spine2 (Transform] @
Head A char_ethan_Head (Transform) @ @
Total Mass 70

- Bones Settings
RAGDOLL ADDED: YES

| Build Ragdoll |
l Remove Ragdoll J
[ Disable Ragdoll Colliders J

e Then you will see the messages in the console about the weapons.

E console | =
| Elear | | Collapse | Clear on Play | Error Pause | | D12 | o | 00 |

(1 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: P-35

=" UnityEngine.MonoBehaviour: print{Object)

ap) chg_ar_eth_an_Spinel (Uni!:yEngiqe.Trarjsfcrm) Assigned by default, change it in the player weapon system inspector
" UnityEngine.MonoBehaviour: print{Object)

7 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: P-36

= UnityEngine .MonoBehaviour: print{Object)

ap) chg_ar_eth_an_Spinel (Uni!:yEngiqe.Trarjsfcrm) Assigned by default, change it in the player weapon system inspector
" UnityEngine.MonoBehaviour: print{Object)

7 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: Shotgun

=" UnityEngine.MonoBehaviour: print{Object)

) chg_ar_eth_an_Spinel (Uni!:yEngiqe.Trarjsfcrm) Assigned by default, change it in the player weapon system inspector
" UnityEngine.MonoBehaviour: print{Object)

7 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: Assault Rifle

=" UnityEngine.MonoBehaviour: print{Object)

ap) chg_ar_eth_an_Spinel (Uni!:yEngiqe.Trarjsfcrm) Assigned by default, change it in the player weapon system inspector
= UnityEngine.MonoBehaviour: print{Object)

7 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: Double Shotgun

=" UnityEngine.MonoBehaviour: print{Object)

ap) chg_ar_eth_an_Spinel (Uni!:yEngiqe.Trarjsfcrm) Assigned by default, change it in the player weapon system inspector
" UnityEngine.MonoBehaviour: print{Object)

/1 Warning: Assign weapon parent into PlayerWeaponSystem inspector of the weapon: Grenade Launcher

=" UnityEngine.MonoBehaviour: print{Object)

~ char_ethan_Spinel (UnityEngine. Transform) Assigned by default, change it in the player weapon system inspector

=i
2/ UnityEnaine.MonoBehaviour:print{Obiect)

e These messages is to tell the user to configure the correct weapon parent, which is the
place where every weapon is parented while is not being used, like the back, the leg, etc...
By default, the weapon is placed in the back. To configure a better parent check the next
steps.



SET THE DEFAULT WEAPONS IN THE NEW MODEL

To manage the player’s weapons, go to Player Controller gameObject, and to the inspector Player
Weapons Manager.

Y [¥ Player Weapons Manager (Script) [

Player Weapons State

Carrying Weapon Not Carrying
Aiming Weapen Mot Aiming
Current State Not Using
Current Weapon None
Shooting Weapon NO

Choosed Weapon Index 0

l Show Settings I

( Show Elernent Settings |
l Show Weapon List I

Debug Controls

[ Set Next Weapon ][ Set Previous Weapon ]

[ Draw,/Keep Weapon ][ Crop Weapon ]

[ Aim Weapon |

Al Settings
Used By AI ]

IF YOU DON’T NEED TO USE THE WEAPONS, follow these steps:

e Press the button Show Weapon List.

I Weapons List

Number Of Weapons: &

p-35 (]
I Pistol P-35 c]
Enabled )
Is Current Weapon False

P-36 [x]
W Pistal P-36 @
Enabled ™))
Is Current Weapon False

Shotgun E
¢ Shotgun fo]
Enabled )
Is Current Weapon False

Assault Rifle E
i Assault Rifle o]
Enabled
Is Current Weapon False

Double Shotgun E

i Double Shotgun @
Enabled 4
Is Current Weapon False

Grenade Launcher E

i Grenade Launcher @

Enabled ™))

Is Current Weapon False
l Enable All Weapons I
[ Disable All Weapon I
[ Get Weapon List ]

[ Clear Weapon List ]




e Press the button Disable All Weapons or Clear Weapon List.

Mumber Of Weapons: 0

e You can also remove the weapons gameObjects from the player, located inside his body.
The image below shows where are located in the hierarchy. Remove all the objets inside
the gameObject Player Weapons.

aser Miner

Bomb Launcher




IF YOU NEED TO USE THE WEAPON, follow these steps:

Press the button Show Weapon List in the Player Weapons Manager.

Y ¥ Player Weapons Manager (Script)

%,

Player Weapons State

Carrying Weapon

Mot Carrying

Aiming Weapon Mot Aiming
Current State Not Using
Current Weapon None
Shooting Weapon NO
Choosed Weapon Index 0

Weapons Avaliable  False

Show Settings

Show Element Settings

Show Weapen List

Show Debug Cptions

Al Settings
Used By Al -

You can now press the Enabled (or disabled) option in every weapon to make it usable in
game (else the weapon model in the player is disabled, but you can use it if you pick the
weapon in the level, but you need first to complete these steps to avoid problems. You can
remove every weapon in the list, as explained below, so even if the player finds that
weapon to pick in the level, he will be unable to use it).

Weapon List
"'Weapons List
Mumber Of Weapons: &
P-35 b A
i@ Pistol P-35 @
Enabled v
Is Current Weapon False
P-36 L | R |
W Pistol P-36 o]
Enabled =
Is Current Weapon False
Shotgun X v -
W Shotgun ]
Enabled %)
Is Current Weapon False
Assault Rifle X v =
i Assault Rifle ]
Enabled L]
Is Current Weapon False
Double Shotgun X v -
i@ Double Shotgun @
Enabled |
Is Current Weapon False
Grenade Launcher X v =
i@ Grenade Launcher @
Enabled %)
Is Current Weapon False




e Finally, you can assign in every weapon where will be attached inside the player’s body
(the back, the legs, the waist and by default is the back), so if the weapon is in the leg, it is
place inside of it. To this, go to any weapon (by selecting any weapon in the above list).

=

= Hierarchy

| Create 7| (arAll

b Map System
¥ GKC_Prefab
¥ Character
¥ gravity Center
¥ Ethan
char_ethan_body
¥ char_ethan_skeleton
¥ char_ethan_Hips
¥ char_ethan_Spine
W char_ethan_LeftUplLeg
b char_ethan_RightUpLeg
¥ char_ethan_Spinel
¥ char_ethan_Spine2
b char_ethan_Meck
leftHandIKPosition
currentHandIKFos
rightHandIKFosition
¥ weapons
¥ Pistal P-35
headlLookTarget
P FPS ARMS
P thirdPersonView
b firstPersonview
P gunModel
P Pistol P-36
P Shotgun
P Assault Rifle
# Double Shotgun
b Grenade Launcher

@ [nspector | B3 Project 8 Animator B Mavigation &
Weapon List
W Weapons List
Number Of Weapons: &
P35 L]
| Pistol P-35 | @
Enabled (7
Is Current Weapon False
P-36 L]
i Pistol P-36 a
Enabled o
Is Current Weapon False
Shotgun
i Shotgun @
Enabled ("
Is Current Weapon False
Assault Rifle E
i Assault Rifle Q
Enabled |
Is Current Weapon False
Double Shotgun E
i Double Shotgun @
Enabled o
Iz Current Weapon False
Grenade Launcher |E

e Go to gunModel inside the weapon, and open the inspector PlayerWeaponSystem.

T M Player Weapon System (Script)

@

Weapon State

Reloading -
Carrying Weapon In Th[]
Carrying Weapon In Fir[]
Aiming In Third Person [
Aiming In First Person [

Player Controller Game| s Player Controller

Player Camera Game C igFPlayer Camera

L I

Layer | Mixed ..,

[ Show Weapon Settings

e Press the button Show Weapon Settings, go to section Weapon Components and set the
bone that you want in the label Weapon Parent (for example in the demo, the pistols are
parented in every leg and the rest of weapons in the back of the player).






ADJUSTING PLAYER’S UPPER BODY FOR WEAPONS

The player’s upper body rotation can be configured for aim mode in third person. This is made in
the inspector UpperBodryRotationSystem in the Player Controller gamObject, allowing to
configure how fast the rotations are done and the clamp values used for the spine rotation. The
object to follow is the actual transform followed for the player’s torso, which is inside the main

camera, so you can move it up or down to adjust the orientation when the player aims.

In the case you configure a new model, and something like this happens:

The cause is that the spine bones are not correctly configured in the Upper Body Rotation System,
due to the skeleton hierarchy is slightly different in this case. In example above, the system has

taken the hips as first bone, this is wrong.

€] M Damage sereen system (Seript) 4 ©
¥ gravityCenter > || ¥ Damage In Screen (Script) &,

¥ FreeCharacter_01 > | ¥ Fly System (Script) £,

v Bipqﬂl _ || ¥ Friend List Manager (Script) &,

b B‘I’pﬂc:s;:le:;ne ¥c EUpper Body Rotation System (lScript) &,

» Bip001 LThS\ SCI'-ID'C upperBod\,rRotétmn.System (4]

» Bip001 R Thigh Object To Follow [ L IKUpperBodyDirectionTarget | ©

T Bip001 Spinel

» Bip001 SpineZt\

currentHandIKPos

ok Vector X0 ¥ 0 Z1

Head Up Ve X|0 Y1 Z|0

T ransfarm A Bip001 Spine (Transform) | o]
leftHandIKPosition Chest Tran A Bip001 Spinel (Transform) | @
rightHandIKPasition Threshold Angle Dif‘F|5 |

:::tPack Bending Multiplier |1 |
eapons .

. Max Angle Diff a0
weaponsTransformInThirdPerson | nge_ ! erenc:| |

trail Max Bending Angle |20

Body_01 Responsiveness 10
B carryOhjects Rotation Speed [ |
¥ shield Spine Vector ®0 0 |z[1 |
PIaceToShoot. . I‘- Decal Type Information (Script) o,

b jetpackIKPositions

o - . b el M Plaver Statas Mananer [Scrint) £,

But you only need to set the correct bones. To do this go to the inspector and make sure to place
the bones which belong to the spine and the chest, like this:




@ Zal
B =l
@ Zl
@ Zal
B =l
@ Zl
@ Zal
G| =l
@ izl
@ Zal

But if this happens, you need to make another step, which is to move the Weapons and
weaponsTransformInThirdPerson gameObjects from its current hierarchy position to inside the
Chest transform configured in the inspector, in this case, the Spine2.

Player Controller |layer Controller

Like this, the player weapon should move correctly, rotating the player’s upper body and without
any issue.



FIXING PLAYER SPINE ROTATION

If the player spine doesn’t rotate correctly when you move the mouse up and down in aim mode
in third person, the cause is due to the spine orientation in the model.

For example, in this model, the local Y axis of this model spine, is the Y axis, which can be different
in every model.

To fix this, go to the Upper Body Rotation System inspector, and configure the correct values in the
field Spine Vector. It needs to be the same up transform orientation of the transform assigned in
the field Spine Transform (mixamorig: Spine in this example). In this case, the value is (0,1,0)
instead of (0,0,1) which is the default value.



v | ¥ Uupper Body Rotation System (Script) i,

Script = upperBodyRotationSystem | ]
Object To Fallow |,..L.IKUpperBud‘,rDirectiunTarget |[T| @
Head Look Vector ¥ 0 [¥ |0 [Z]1 |
Head Up Vectar |0 v 1 [z 0 |
Spine Transform |J..mixamorig:5pine (Transform) | (o]
Chest Transform |Amixamurig:5pinel {Transfurm” @

Threshold Angle Diff 5
Bending Multiplier |1
Max Angle Differenci 90
Max Bending Angle |‘]EI
Responsiveness 10

Rotation Speed [5
R S—

IK Upper Body Enab [ |

In the default model of GKC, its spine orientation is Z for the local Y axis.

v € GKC Standard demo (all features enabled)* -= |
¥ GKC_Prefab
¥ Character
¥ Player Controller
¥ Gravity Center
¥ Ethan
char_ethan_body
¥ char_ethan_skeleton
¥ char_ethan_Hips
¥ char_ethan_Spine
¥ char_ethan_LeftUpLeg
» char_ethan_RightUpLeg
char_ethan_Spinel
¥ char_ethan_Spine2
¥ char_ethan_Neck
Left Hand IK Position
Current Hand IK Position
Right Hand IK Position
Player Weapons
Weapons Transform In Third P
char_cyberKid_Badge
trail
¥ Carry Objects
¥ shield
placeToShoot

And the value used for this is (0,0,1):

¥ ||« upper Body Rotation System (Script [ %

Script Ir__ruppeandvRutatinnSysterﬂ ]
Object To Fallow |,..L.IK Upper Body Direction T| ]
Head Look Vector ¥ 0 [¥|o [Z]1 |
Head Up Vectar |0 ¥ 1 [Z 0 |

Spine Transform L char_ethan_Spinel (Tran: ©
Chest Transform |,..L.char_ethan_5pinez {Trans| ]
Threshold Angle Diff 5

|

Bending Multiplier |1 |
Max Angle Differenci 90 |
|

|

Max Bending Angle |‘]EI
Responsiveness 10
Rotation Speed 1
i} 0 1
IK Upper Body Enab [ |




SET THE MAP SYSTEM

Once that a new player has been created, if you want to use the map system, you need to drag and
drop the Map System prefab (with the same name) in the folder Assets/Game Kit
Controller/Prefabs/Map System.

Once the hierarchy contains these two elements:

Then, go to Character gameObject, Map System inspector and press the button Map Floor and
Icons.

&)

Map Enahled
Current Floor




Go to Floors, and press the button Search Floor List. The floors configured in the Map Creator

inspector will be configured automatically.

|Cnnﬁqurl every Floor and Icon element for the map |

|Cnnﬁqur! every Floor and Ican element for the map |

Floor List

Floor List

Floors Floors

Mumber Of Floars: 0 MNumber Of Floors: 2

[ Search Floar List [ Search Floor List ]
[ Add Floor ][ Clear List [ Add Floor ][ Clear List ]

[ Expand All ][ Collapse all ] [ Expand All ][ Collapse All ]
i ¥ floor-000 E]

Map Icons List
t Map Icon Types ¥ floor-001 E]

[ Set Map Object Information ID
Map Icons List

t Map Icon Types

Set Map Object Information 1D

If you don’t need to use the map system, don’t configure the above steps and it will be disabled.

COMBAT SYSTEM
IMPORTANT: THE CLOSE COMBAT ANIMATIONS (KICK AND PUNCHES) ARE NOT INCLUDED IN THIS

ASSET, BUT THE SYSTEM THAT USE THEM. YOU CAN FIND THOSE COMBAT ANIMATIONS AND
MORE IN THE FREE ASSET TAICHI CHARACTER PACK, WHICH WAS USED TO TEST THIS SYSTEM. TO
USE IT, JUST SET THE ANIMATIONS IN THE COMBAT LAYER OF THE ANIMATOR.



https://www.assetstore.unity3d.com/en/#!/content/15667

EXPLANATION OF EVERY SYSTEM

INPUT MANAGER

MAIN CONTROLS

This systems allows to define a list of input keys, save this configuration, load it, and set the default
controls, defined inside the script. It uses the default configuration of axes in Unity, so there is no
need to configure these original axes or add new ones (only for gamepad and only if the Project
Settings are not imported).

Also, it has the main key detection system, to check if an action key defined in the axes is pressed,
held or released, using the get button functions placed in the other scripts. At the same time, it
checks the touch controls, asking if the action key has been pressed, held and released. It does the
same with gamepads.



Add an action to a new script
e Add a new Axe in the Axes list, by pressing the button Add New Axe or Add Action.

Axes List Options
| Add Mew Axe

iF.i’l.:nne:s

Mumber Of Actions: 30

| Add Action [| Clear |

| Expand All (| Close All |

e Set the name that you want for that action and a keyboard button.

Mew Action + | X
Name New Action | o
Key Button [N 1l || -
Touch Button Mone (Touch Button Liste @

Joystick Button A $

Action Enabled (]

e Declare a inputManager variable type (if the script doesn’t contain it yet), get the main
inputManager in the scene and add the above functions to the script, setting the type of
press button and the action that you want to check. In this example you can see it better:

using UnityEngine;

using System.Collections;

inputManager input;

public class yourScript : MonoBehaviour {

start () {
input = FindObjectType<inputManager> ();

g

1
I

vold Update(){
if (input.checkInputButton (“newAction”, inputManager.buttonType.

1

f

if (input.checkInputButton (“newfction”, inputManager.buttonType.
1

f

if (input.checkInputButton (“newAction”, inputManager.buttonType.

1
T

Just add this basic code in the script where you want to define an action. The code check for all the
three type of input: keyboard, touch devices or gamepad.

if (input.checklnputButton ("newAction", inputManager.buttonType.getKeyDown)){



//KeyDown, key pressed, call the need function

}

if (input.checklnputButton ("newAction", inputManager.buttonType.getKey)){
//Key, key held call the need function

}

if (input.checklnputButton ("newAction", inputManager.buttonType.getKeyUp)){

//KeyUp, key released, call the need function



Remove an axe
e Open the axes list and press the X button to remove the action.

B Jump + l“”""‘“hl

If you have this action in the code, there won’t be any problem if it is not removed from the script,
but it won’t trigger any action.



Disable an action
If you want to disable an action but don’t want to remove it from the list, unselect the option

Action Enabled.

¥ Jump - X
Name Jump
Key Button Space
Touch Button | Jump (touchButtonL @

Joystick Button [ & |
Action Enabled -
Show Touch Button Scale ]




Save/load current axes list configured

Once you have defined a list of actions, added or remove any action, you will need to save that list.
To do this, first you need to configure the save settings (it is already configured by default, but you

can configure it):

e Press the button Save Settings.

l Save Settings

e If you want that the game load the axes from a file when the game starts, set the option
Load File in Load Option. The axes list loaded can be different from the list configured in

the inspector.

|E:nﬁgure the save/load settings and path for files

Load Option | Load File
Use Relative Path [

Relative Path inputFolder
Save File Name inputFile .txt

e Else, set the option Load Editor Config, so when the game starts, it will use the current axes

configured in the inspector.

Configure the save/load settings and path for files
fi h flaad d h far fil

Load Option | Load Editar Canfig
Use Relative Path [

Relative Path inputFolder
Save File Name inputFile txt

e Also, if you want to use a relative path for the file, just set the option Use Relative Path,
set a path in Relative Path and a file name in Save File Name. For this option, the Load
Option needs to be Load File, else the axes used will be the configured in the inspector.

|Cnnﬂgure the save/load settings and path for files

Load Option | Load Editar Canfig
Use Relative Path [
Relative Path inputFaolder

Save File Name inputFile .txt




Manage axes save file
Once you have selected the path to save the file, you can save the current axes list configured in
the inspector, so it will be loaded when the game starts, using as the default configuration.

Input Scheme Options

[ Default ]
[ Save To File ]
[ Laad Fram File ]

There are different options in the Input Scheme Options:

Default, removes the current axes list and configures it with the controls by default (this is
created inside the code, so the default list is always the same, but it can be changed, in the
inputManager scipt, go to the function setToDefault and change the list configured). This
function also set the touch buttons.

Save To File, save the current axes list in a file with name and path configured previously
in the Save Settings.

Load From File, it removes the current axes list and configures it with the controls created
in the last save file created.



TOUCH CONTROLS

In the Touch Controls Settings, you can configure both touch joysticks for mobile controls, the
sensitivity of them and the mouse. Also, here is configured the Touch Panel, which contains every
touch button used in touch devices.

Touch Controls Settings
Touch Movement Contral |2 Touch Joystick Left (touchloystick) | (o]
Touch Camera Contral | Touch Joystick Rigth (touchloystick) | (o]
Left Touch Sensitivity . |1—|
Right Touch Sensitivity ) Im
Maouse Sensitivity .. |1—|
Touch Panel ' Touch Panel o
[ Touch Buttons Disabled At Start
ﬁﬂuttons Disabled At Start

Pause

Jump

Crouch

Grab Objects

Use Shield

Aim

Change Camera
Gravity Power On
Gravity Power Off
Time Bullet

Run

Zoom

Move Away Camera
Shoot

Secondary Button
Activate Devices
Scan

Change Mode
Inventory
Friend Menu
Change Player Contro
Draw Weapon
Drop Weapon




Disable touch buttons at start

If you want to disable any touch button at the start of the game, for example for buttons which are
only enabled in certain moments (like the button to open a door or use a device), follow these
steps:

e Open the list of Touch Buttons Disabled At Start.

e Pressthe button Add Button.

e Select the action whose touch button you want to disable at start (the list of actions is
dynamic according to the axes currently configured).

Jump

Crouch

Grab Objects

Use Shield

Aim

Change Controls
Change Camera
Gravity Power On
Gravity Power Off
Time Bullet

Run

Loom

Move Away Camera
Shoot

Secondary Button
Activate Devices
Show Powers Slots
Mext Power
Previous Power
Select Power Slot
Scan

Map

Inventory

Change Mode
Draw Weapon
Change Player Control Mode
Pause

Friend Menu

Drop Weapon

Lock &t Taraet



Delete disabled touch buttons
e Pressthe X button in any element of the list.

l Activate Devices




Assign a touch button to an action
Once that you have created an action in the axes list, you can assign a touch button to it:

e Go to the Touch Panel gameObject, inside the Canvas component of the player.

¥ GKC_Prefab
b Character
¥ HUD and Menus
F Damage Numbers
Pickup Object Icons
P Pickups Info
B Use Button Icon
P Scanner Info
b Damage Screen
b Objective Icons Parent
» Enemy Health Sliders Parent
Text
Black Bottom
EventSystem
P Located Enemies Icons
b Timer
Cursor

Touch Panel
P HUD
P Menus

e Copy and paste any touch button inside of the Touch Panel. Also, you can add a new empty
object, add a Raw Image component, configure its texture and add a Touch Button
Listener. Here how the button inspector looks:

@ Inspector ﬁnv;
M [Jump [static
Tag | Untagged 4| Layer |uI s
Prefab | Select | Revert | Apply |
Yoo Rect Transform &,
right Pos X Fos Y Pos Z
o -50 0 0
= @ Width Height
E 100 100 e
» Anchors
Pivot X 0.5 Y 0.5
Rotation H 0 Y0 Z0
Scale H1 Y1 Z/1
@ canwvas Renderer @ %
¥ "= M Raw Image (Script) @ %
Texture Oup o}
Color [ | #
Material None (Material) o]
Raycast Target (%)
UV Rect xao Y0
W1 H 1
| Set Mative Size |
Y@ [ Touch Button Listener (Script) 3,
Script touchButtonListener o]
Pressed Down -
Pressed Up -
Pressed -
Change Color On Press [
Release Color i
Press Color —
Color Change Speed 10

In the Touch Button Listener, it can be configured if the button changes its color on press
and release.

e Also, you have to configure the name of that button with the same name that the action
which uses it. For example, if the action is called “Jump”, the touch button needs to be
called “Jump” too (this is used in the code to identify better every touch button). Finally,
assign that object in the Touch Button element of the action configured.



Joystick Button
Action Enabled

| showTouchButtonScale |

e When a touch button is added, the option Show Touch Button Scale is shown.



Scale touch button in the inspector
You can change the scale of a touch button from the inspector. To do this:

e Pressthe button Show Touch Button Scale.

Y AIm + | X

Mame Aim

Key Button G

Touch Button = Aim (touchButtonLis @

Joystick Button | Left Bumper il

Action Enabled ]

[ Show Touch Button Scale J

e Selectthe Xand Y scale in the range.
|
¥ AIm + X

Marme Aim
Key Button G
Touch Button [ Aim (touchButtonListe| @
Joystick Button | Left Bumper il
Action Enabled [
Widht = Height .
¥ Scale Q
¥ Scale EI

e You can also active the option Width = Height, to set the same value for both sizes.

¥ Aim +
Mame Aim
Key Button €]
Touch Button i Aim (touchButtonListe @
Joystick Button | Left Bumpar il
Action Enabled [

Widht =/= Height o

Scale EI




Touch joysticks
The mobile joysticks can be configured with different scales and margins, to adjust better to the
screen size according to the touch buttons in the screen. For this, follow these steps:

e Go to Touch Joysticks Controls gameObiject inside the HUD gameOject inside the Canvas.

e Select any joystick (right or left) and configure it:




e You can configure the size of the pad, if it uses margins to be placed more to the left or the
right, up or down, the touch zone, to check if the player touches the joystick or not, the
drag distance, if it snaps to finger, if it hides on release, if it is shown while pressing, if the
joytick behaves like a touchpad and if it changes of color while pressed.

To have a better look at the joystick while it is being configured, use the Scene instead the Game
window for it.

¥ [ M Touch Joystick (Script) & &
Script touchJoystick [c]
Align | Right =
Pad Size —_— 212 |
Use Margins )
Margins ¥ 4442 ¥ 2493
Touch Zone Size X|120 ¥ {120
Drag Distance 100
Snaps To Finger )
Hide On Release -
Touch Pad ]
Show Joystick [}
Change Color Speec 10
Regular Base Color | =
Regular Stick Calor &F
Pressed Base Color 5}
pressed Stick Color [
Touching -
Stick i stick ]
Stick Base \ybase ]

Add Component




GAMEPAD

For any action configured in the axis list, you can assign a gamepad button. By default, when you
create a new action, it doesn’t use a gamepad button. Here you can see in the Joystick Button,
which has None configured.

The asset detects automatically if a gamepad is being used or not, allowing to use the keyboard or

the gamepad as input.

¥ New Button +

Name

New Button

Key Button

Touch Button

Mone (Touch Button| @

Joystick Button [

IHone

Action Enabled

™)

To assign a button, go to the action added and select a gamepad button from the list.

¥ New Button +

Name

New Button

Key Button

Touch Button
Joystick Button

| Mane 3

Mone (Touch Button @

Action Enabled Mone
A
B
Axes List Options ¥
Ade Vv
Input Scheme Options Left Bumper
Right Bumper
Sa Back e
Loa Start
Left Stick Click
CURRENT CONTROLS: Keyboar . S
Right Stick Click —
Set Key
— Left O Pad X ——
Right D Pad X
=]
_ EE TopDPadY .
Using Gamepad: NO
Bottom D Pad Y
[ Powers List Manager ( Left Trigger  #
¥ Vehicle HUD Info (Scri Right Trigger Q) %
[ Map System (Script) ] #*




¥ New Button +

x|
Mame New Button
Key Button
Taouch Button None (Touch Button @
Joystick Button [ A s ]
Action Enabled [

In the inputManager inspector it will be shown if a gamepad is being used or not.

Gamepad Settings

Using Gamepad: NO

In a future update, the gamepad will have complete use of the menus and any element which uses
ul.



INPUT MANAGER IN GAME

The input manager allows to rebind the actions in game, so you can configure a new keyboard key
for every action. The menu for this is configured in the input manager inspector, being the Edit
Input Menu element and every action is created using the Button Prefab.

Input Elements
Edit Input Menu i@ Edit Input Controls Menu ]
Button Prefab Iy editButtonInput ]

These elements are inside the Menus gameObject inside the Canvas.

¥ GKC_Prefab Y@ M Input Manager (Script) @ #
ElE Ll | Input Elements
v iut?a::g:eNnuu;bers Edit Input Menu I\ Edit Input Controls Menu o]
Pickup Object Icons \Button Prefab i editButtonInput @ l
- B M “ Touch Controls Settings
P Use Button Icon = = -
» Scanner Info Touch Movement Contral |- Touch Joystick Left (touchJoystick) | @
» Damage Screen Touch Camera Control It Touch Joystick Rigth (touchloystick| @
b Objective Icons Parent Left Touch Sensitivity 1
¥ Enemy Health Sliders Parent Right Touch Sensitivity ‘o4 |
Text Mouse Sensitivity 1
Black Bottorn Touch Panel ¢ Touch Panel [c]
EventSystemn
» Located Enemies Icons Touch Buttons Disabled At Start
P Timer M Buttons Disabled At Start
Cursor
P Touch Panel -
» HUD l Save Settings
¥ Menus -
P Pause Menu Input List
P Controls Menu I Axes
P Touch Options Menu
¥ Edit Input Controls Menu . .
PPIayerpOptions Menu (AE1H S (A=
P Exit To Home Menu l Add New Axe I |
P Exit To Desktop Menu

> Die Menu Input Scheme Options

This menu creates dynamically the list of actions according to the axes list used, using a Vertical
Layout Group. Here is show how looks in editor mode (left) and in game mode (right).

EDIT INPUT CONTROLS EDIT INPUT CONTROLS

Jump Space
Crouch

Grab Objects

Use Shield

Action name key name Aim

Change Controls

Change Camera

MOUSE SENSITIVITY @ 10

Save Default

MOUSE SENSITIVITY '— 1.0

Save Defautt

To edit an action in game, prss escape, open the Edit Input Controls menu, select an action and
press a key. It detects if a key is already used. Finally press Save to save the changed key or back to
exit without saving. If you press Default, the default axes list explained above is configured again.



Here you can see the full list of actions in the menu (the mask element used is disabled for this

capture):

Jump

Crouch

Grab Objects

Use Shield

A

Change Controls
Change Cameara
Gravily Powear On
Gravity Power QI
Time Bulle

Run

Zomm

Mowe Away Camera

LediSratt

Tab

Lef1C pndrol

M orusal

M sl

h'm:es

Mumber Of Actions: 30

| Add Action /| Clear |
| Expand All It Collapse All |
#Jump + [x]
> Crouch + [x]

b Grab Objects +

)]

b Use Shield +

[l

b AIm +

L]

b Change Controls +

L

b Change Camera +

L

b Gravity Power On +

L

b Gravity Power Off +

L]

F Time Bullet +

)]

P Run +

)]

b Zoom +

[l

b Move Away Camera +

L]

b Shoot +

L

b Secondary Button +

L

b Activate Dewvices +

L (v 2]

Py

If any action is changed in this menu and it is saved (using the save button in that menu), the save
file for axes is the same, so when the game starts and the option Load File is selected in the Save
Settings (image below), the list of action in the file will be loaded, so the changes in the input

ingame are saved too.

|Cnnﬁgure the savefload settings and path for files

Load Option

Lse Relative Path
Relative Path
Save File Name

| Load File

Ak

i)

inputFaolder

inputFile txt




If you want to update the inspector with the current axes list from the file, press the button Load
From file.

Default

Save To File




CURRENT CONTROLS MODE: KEYBOARD OR TOUCH CONTROLS

There are two modes of input in the asset when the game starts in editor: Keyboard or touch
controls. You can start the game in any of this modes, just press the button Set Keyboard Controls
to start the game using the keyboard (The current controls label shows which is selected)

CURRENT CONTROLS: Keyboard
l Set Keyboard Controls J
[ Set Touch Controls J

Press the button Set Touch Controls to start the game with the touch buttons and joysticks enabled
(these elements are enabled or disable in editor time too).

CLRRENT CONTROLS: Mabile
[ Set Keyboard Controls ]
[ Set Touch Controls ]

This is made for debug and testing purposes, so you can test the game in the editor with any type
of control, for PC or mobile.

You don’t need to press a control or another when you build a game, the asset automatically
detects platform and enables the correct type of control.

In the current axes list there is an action to change between these controls mode (C by default) if
you are using the keyboard. If you are using the touch controls, pause the game and press the
button Switch Controls Type.

Switch Control Type

(Touch/Keyboard)




PLAYER CONTROLLER

e RAGDOLL
e LOCKED CAMERA MODE

PLAYER CAMERA

e HEADBOB
e SHAKE CAMERA SYSTEM
e LOCKED CAMERA SYSTEM

HEALTH SYSTEM

SCANNER SYSTEM

VEHICLES

e HOVERBOARD WAYPOINTS
e |IKDRIVING SYSTEM
e INPUT ACTION MANAGER
e SKID MANAGER
e VEHICLE HUD INFO

o CAR
MOTORBIKE
HOVERCRAFT
HOVERBOARD
AIRCRAFT
SPHERE

o USABLE TURRET
e GRAVITY SYSTEM
e WEAPONS

O O O O O

Al



INTERACTION ELEMENTS

e EXPLOSIVE BARRELS
e CRATES
e DOORS
TRIGGER
BUTTON
LOCKED
SHOOT
o HOLOGRAM
e PRESURE PLATE
e HEALTH/DAMAGE TRIGGERS
e MOVING PLATFORMS
e FALLING PLATFORMS
e TELEPORTATION PLATFORMS
e LASERS
e OBJECT ON RAILS
e PLAYER WAYPOINT PATH
e ZIPLINES
e ELEVATORS
e HEAL CHAMBER
e SCAN OBIJECTS
e VENDING MACHINES

o O O O

DEVICES

e EXAMINATE OBJECTS
e CODE TERMINAL

o HACKABLE CODE TERMINAL

e SECURITY CAMERAS
e COMPUTER DEVICES
e MOVE CAMERA TO DEVICE
e MOVE DEVICE TO CAMERA



MAP SYSTEM

Create new Map Creator and add map parts

If you want to use the map system, you need to drag and drop the Map System prefab (with the
same name) in the folder Assets/Game Kit Controller/Prefabs/Map System.

Once the hierarchy contains these two elements:

Inside the hierarchy of the Map System gameObject, go to Floor List and to Map Creator
inspector.



Go to Floors List and press Add Floor button.

I

This element will contain all the map parts for the same floor. At the same time, every map part
contains a group of empty transforms which are used as vertex to create the map part mesh,
like a room, a corridor, a wall, etc...

In the hierarchy, you can see that inside the Floor List transform, a new transform has been
added as a parent to that floor and inside that floor, the first map part.

MapPart-001

Open the first element of the floor list, which already contains the first map part, to the Map
Tile Builder inspector, and press the button Add Transform in the Vertex Position list.

40



Map Part Renderer C/0
New Position Offset %[0
Map Part Enabled [

For example, if you press this button 4 times, 4 empty transform will be attached inside the
MapPart-001, used as vertex for the mesh that will be created.

MapPart-001

For an easy workflow, in the Map Tile Builder, go to Gizmo Settings and enable the Use Handle
For Vertex and configure the radius as you need.

You can also move the transform 001 to 004 to place the vertex to make the shape that you
need.

40



| Create | AT | Gizmos ~
) Mansion Demo
GKC_Prefal

¥ Map System ¥ .~ Transform
» Map Camera Position X 0
¥ Floor List Rotation X 90.000|

¥ floor-000 Scale X1

MapPart-001 2 il ==
001 / \ , G| ¥ Map Tile Builder (Script)
002 Map Part State
el Event Trigger Added NO.
Text Mesh Added

¥ [MapPart-001
Tag [ Untagged

+] Layer |Default ¢

¥ Mansion Map Locked Camera
» Mansion
» lockedCameraSystem (Gro
» lockedCameraSystem (First|
» Other Elements
mapPartTextMesh
» Simple Switch

Map Part Renderer C0
New Position Offset
xp— v[o
Map Part Enabled
Gizmo Settings
Show Gizmo 4
Show Vertices Distar[_]
Map Lines Color Vi

—
Map Part Materialc] | #
Cube Gizmo Scale
1 Y[T Jz[1 ]
Gizmo Label Color [ |2
Use Handle For Vert(¥
Handle Radius 1.99 |

Map Transform List

B console Vertices Position
| Clear | | Collapse | Clear on Play | Err [

Add Transform  |[  Clear |
| A 001 (Transform) [} E]

>

A002 (Transform) o E]
[T —_ e

You can add as many vertex as you need, to make rooms or places simple, for example squares or
rectangles to circular rooms, hexagonal, etc..., just press the button Add Transform.

| Create - | (GAT | Shaded sil2o || % | <) & - Gizmos * | (Al
¥ € Mansion Demo*
¥ GKC_Prefab
¥ Map System
» Map Camera

Show Gizmo “ -
Show Vertices Distar|_|

Map Lines Color [ | #
Map Part MaterialCc| | #

Cube Gizmo Scale

vFvlofT:u ;nn X1 gk z1
e Gizmo Label Color [ | #
001 Use Handle For Vertis
002 Handle Radius 199
003
004 Map Transform List |
005  Vertices Position
::: [ AddTransform || Clear |
¥ Mansion Map Locked Camera [Xoo (rransform) 105 ]
» Mansion B

¥ lockedCameraSystem (Grol
¥ lockedCameraSystem (First

» Other Elements | A004 (Transform) ‘e E
mapPartTextilesh [X005 (Transform) 10 |
» Simple Switch [£006 (Transform) 10 |
| A007 (Transform) o E

[ Map Text Mesh List
1Text Mesh List
(
!
(
L

Rename All Transforms

Add New Map Part J
Duplicate Map Part |
Add Trigger Event to Enable Map Part |

[ Console
Clear || Collapse | Clear on Play

Add Component

. «

When the game starts, the shape is created, looking like this:
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You can remove any of these vertex by pressing the X button and both the object in the scene and
in the list are remove.
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Add name mesh for the floor of the map part

This can be used to place names in any room or to place the floor name shown in the map. For this,
go to Text Mesh List in the Map Tile Builder inspector and press Add Text Mesh.

Map Text Mesh List

| Text Mesh List
[ Add Text Mesh ][ Clear

r L

A new text mesh is attached inside the map part transform.

¥ Map System
b Map Camera
¥ Floaor List
¥ floor-000
¥ MapFPart-001
ool
ooz
003
oo4
oos
006
oo7
mapPartTextMesh(Clone)

Configure in the inspector the size and content and place where you need.
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If you press play, the text will be shown in both minimap and map window menu.

You can add as many text mesh as you need in every map part. You can see in the gizmo, that
every text mesh is linked with its map part owner.

map Lies 1
Map Part Material Ccf 74
Cube Gizmo Scale X1 N4 Jz[1 ]
Gizmo Label Color | |2
Use Handle For Vertedo

Handle Radius 11.99

Map Transform List

W Vertices Position

Map Text Mesh List

PText Mesh List
( Add Text Mesh I( Clear

‘#mapPartTextMesh(Clone) ] [ X ]
‘#mapPartTextMesh(Clone) ) [ X ]
‘gmapPartTextMesh(Clone) e [ X ]

‘#mapPartTextMesh(Clone) | X

Rename All Transforms

( J
[ Add New Map Part ]
[ J
[ J

Duplicate Map Part

Add Trigger Event to Enable Map Part

[ Add Component ]

To remove any of these mesh, press the X button and both the object in the scene and in the list
are remove.

Map Text Mesh List

W Text Mesh List
Add Text Mesh ] l Clear ]

mapPartTextMesh(Clone)

o]
mapPartTextMesh({Clone) @ X

]

@

WmapPartTextMesh(Clone)
@mapPartTextMesh({Clone)
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Manage multiple floors

Go back to the Floor List gameObject, to the Map Creator Inspector, and press the button Add
Floor again.

[ Floar List
h’ Flaors List

Mumber of Floors: 1

Add Floor ][ Clear List ]
» floor-000 (=] v][~]

Like before, a new floor transform will be added in the hierarchy.

¥ Map System
b Map Camera
¥ Floor List
b floor-000

floor-001

Also, in the scene, a gizmo shows the position of every floor, so move the new floor position
according to your level scene.

This will be used to know where the player is according to the closest vertical distance to the
floor list (used by default). Now you can start to add new map parts to the new floor.

For example in this image, there are two floors using two cubes and two map floors configured,
so the closest floor map to the player will be rendered in the map window.

Floor List
¥ floor-000.
» MapPart-001
¥ floor-001
» MapPart-001
¥ Mansion Map Locked Camera
» Mansion
P lockedCameraSystem (Grof!
P lockedCameraSystem (Firs
P Other Elements
mapPartTextMesh
» Simple Switch
‘Cube
Cube (1)
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With the new floor added to the list, don’t forget to go to the Map System inspector and press
Search Floor List.

Floor List

I Floors

Mumber Of Floors: 2

[ Search Floor List ]

[ Add Floor ][ Clear List ]

[ Expand All ][ Collapse All ]
¥ floor-000 [L][L]L]
b floor-001 [L][L]u

And this is shown in the map menu by floor:
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Duplicate Map Part

This is useful to use parts already created of a floor for equal or similar rooms or shapes. For
this, go to the map part that you want to copy, Map Tile Builder inspector, and press the button
Duplicate Map Part.

Rename All Transforms

Add New Map Part

Duplicate Map Part

(| | O .

Add Trigger Event ta Enable Map Part

Then, like before, another map part is created, with the same hierarchy that the copied, so you
can move it to the place you need. The text meshes are copied too.

"~ B GKC_Prefab
¥ Map System
» Map Camera
V¥ Floor List
¥ floor-000
» MapPart-001
MapPart-002
¥ floor-001
P MapPart-001
P Mansion Map Locked Camera
Cube
Cube (1)
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Delete map parts and floors

To remove a map part from a floor, go to the Map Creator inspector and press the button X and
both the object in the scene and in the list are remove.

[ Floor List
J‘f Floors List

Mumber of Floors: 2

[ Add Floor ][ Clear List ]

b floor-000 [L]M[;]
P floor-001 [i]mu

In this case, don’t forget to update the floor list in the Map System inspector, like before.

If you want to remove a map part, go inside the floor which has that part and press X button and
both the object in the scene and in the list are remove.

Map Parts List

Map Parts List

Mumber of Parts: 2

[ Add Floor Part ][ Clear ]

[ Get All Floor Parts ]

[ Disable All Floor Parts ][ Enable All Floor Parts ]

@MapPart-001 @
[ X ” Enable Map Part H Disable Map Part ]
Enabled o

WMapPart-002 o]
[ X H Enable Map Part H Disable Map Part
Enabled [
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Change between floors with triggers

If instead of use vertical distance to know the closest floor where the player is, you can use
triggers to change between floors. This can be used better for close spaces levels, instead of
opened.

For this, go to the Map Creator inspector and in the floor that you need, open the Trigger To
Change Floor list and press the Add Trigger button.

¥ floor-000 [:x ¥ floor-000 E]
Mame [floor-000 | E Name [floor-000 |
Floor Number |0 | - Floor Number 0 |
Floor ‘#floor-000 @ Floor ‘#floor-000 @

Floor Enabled [ Floor Enabled [
Trigger To Change Floor Trigger To Change Floor
Trigger To Change Floor List I Trigger To Change Floor List
Mumber of Triggers: 0 Number of Triggers: 1
Add Trigger ][ Clear ] [ add Trigger ][ Clear ]
x |ﬁTrigger To Change Floord | o]
Map Parts List
t Map Parts List Map Parts List
t Map Parts List

And like before, the gameObjects are created and attached in the proper hierarchy elements.

¥ Map Systemn
» Map Camera
¥ Floor List
¥ floor-000
» floor-001
Trigger Parent Floor O
B Mansion Map Locked Camera
Cube
Cube (1)

Like this, place this trigger where you want the map floor is changed to the Floor 0. This system s
made to used two triggers for zone, it means, one trigger to change to floor 0 and one trigger to
change to floor 1 in every place the floors are changed, both of them close (for example, if the
building has two stairs, to walk between both floors, there will be 4 triggers, two for every stairs).

This can be appreciated here, in the demo mansion, there is two triggers in the stairs of the hall,
one to change to floor 1 and another for the floor 0. Also, gizmo are used to show the link from
every trigger to its floor.
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» GKC_Prefab
¥ Map System
» Map Camera
| Floorlist |

» floor-000
> o0

Trigger Parent Floor 1
Trigger Parent Floor 0
¥ Mandeq Map Locked Camera
P Mansion
P lockedCameraSystem (Groj]
P lockedCameraSystem (Firs
P Other Elements
mapPartTextMesh
P Simple Switch

¥ Map System
» Map Camera
Floor List
¥ floor-000
» floor-001
> T 3 00
¥ Mansion Map LocRed Camera |
P Mansion
P lockedCameraSystem (Gro
P lockedCameraSystem (Firs:
P Other Elements
mapPartTextMesh
P Simple Switch

Once the triggers are place, go to the Map System inspector, go to Map Settings and set to false
the option Get Closest Floor To Player By Distance.

v || ¥ Map System (Script) @ %=
Map Enabled ¥
Current Floor 0
[ Map Components ]

Mark Settings

Compass Components

|

|

[ Compass Settings
[ Map Floor And Icons

| Map Settings |

CONTROL

Player Icen Movement Speed 5
Qpen Map Speed Fd
Drag Map Speed 1
Get Closest Floor To Player By Distance [ |
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You can add as many triggers as you need for every floor. Also, you can remove any of these
triggers with the X button and both the object in the scene and in the list are remove.
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Enable and disable certain parts of the map (map parts or entire floors)

The map can be totally shown in the map or you can select if a certain floor or map part is not
shown, so the player needs to reach that zones or get a map pickup of that zone, to make it
visible in the map window.

For this, go to Map Creator Inspector and open the Map Parts List of a floor.

Then, you can select every map part state of that floor one by one, using the Enabled option.

Floor List
¥ Floors List
Number of Floors: 2
Add Floor H Clear List ]

7 floor-000 n
Name floor-000
Floor Number 0
Floar g floor-000 @
Floor Enabled ¥4

Trigger Te Change Floor

t Trigger To Change Floor List

Map Farts List

Map Parts List

Number of Parts: 32

[ Add Floor Part “ Clear ]

I Get All Floor Parts ]

I Disable All Floor Parts H Enable All Floor Parts ]

W MapPart-001 [o]
ITH Enable Map Part H Disahle Map Part I
Enabled o

WMapPart-002 (o]
ITH Enable Map Part H Disahle Map Part
Enabled 4

W MapPart-001 o]
I b H Enable Map Part “ Disable Map Part
Enabled L

You can also, enable or disable entire floors with the options Disable All Floor Parts and Enable

All Floor Parts.

I

Add Floor Part H Clear ]

I

Get All Floor Parts ]

I

Disable All Floor Parts H Enable All Floor Parts I
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Add triggers for hidden map parts

Once that some map parts have been disabled, you can configure the trigger that will show the
map part when the player reaches that zone. For this, go to the map part that you need, Map
Tile Builder inspector and press the button Add Trigger Event to Enable Map Part.

Rename All Transforms

Add New Map Part

Duplicate Map Part

Add Trigger Event to Enable Map Part

A trigger is automatically created, but you can add as many trigger as you need for the same
map part (for example a room with three doors, so it will be activated no matter the door the

player uses to enter).

[

Event Trigger List

Event Trigger List

[

Add Event Trigger ][

‘#MapPartEnabledTrigger_1

Next, select the MapPartEnabledTrigger_1 in the inspector and the hierarchy will show this
element, select it there and place every trigger where you need.

¥ Map System
» Map Camera
¥ Floor List
¥ floor-000
MapPait-001
001
002
003
004
mapPartTextMesh(Clone)
mapPartTextMesh(Clone)
¥ triggerParent
MapPartEnabledTrigger_1
» MapPart-002
» MapPart-003
» MapPart-004
» MapPart-005
» MapPart-006
» MapPart-007
» MapPart-008
» MapPart-009
» MapPart-010
» MapPart-011
» MapPart-012
» MapPart-013
» MapPart-014.
» MapPart-015
¥ ManPart-016.

[ Console

Clear || Collapse | Clear on Play | Error Pause Cnnn‘

Handle Radius

Use Handle For Verte ¥

[2.35

Map Transform List

1

Vertices Position

| Add Transform [ Clear |
[ X001 (Transform) lof x ]
[ X002 (Transform) lof x |
[003 (Transform) lof x )
[ X004 (Transform) | el x J

Map Text Mesh List

Text Mesh List

| Add Text Mesh [ Clear |
| |[@mapPartTextMesh(Clone) lof x ]
[ mapPartTextMesh(Clone) o x ]

Rename All Transforms

Add New Map Part

Duplicate Map Part

]

Add Trigger Event to Enable Map Part

Event Trigger List

L Y

Event Trigger List

[ Add Event Trigger I Clear.

J

Epiuppmembledrrig@:_l 1o

x|

As you can see, in this picture, this trigger is used to show the Main Hall of the mansion when

the player enters on it.
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Also, the trigger shows this gizmo, making easier to see in the scene.

EBvent

Trigger 1

To remove any trigger, press the X button and both the object in the scene and in the list are
removed.

f Event Trigger List

Event Trigger List
[ Add Event Trigger ][ Clear ]

|'ﬁ'MapPar‘tEnabIedTrigger_1 | @ %




Show a hidden map part with other color until it is visible

This can be used to show that map part as hidden but showing its shape, but not its text mesh.
For this, go to the Map Tile Builder inspector and enable the option Use Other Color If Map Part

Disabled (make sure the option Map Part Enabled is false).

‘!’@ ¥ Map Tile Builder (Script)
[ Map Part State

Event Trigger Added YES
Text Mesh Added YES
Map Part Renderer Offset 0
x|o ¥ |0

MNew Position Offset
Map Part Enabled =
Use Other Color If Map Part Disabled [

=2 _ = _nnd___

In this case, a color field appears to be configured:

L .

Y@ [ Map Tile Builder (Script)
( Map Part State

Event Trigger Added YES

Text Mesh added YES

Map Part Renderer Offset 1}

Mew Position Offset M0 Y0
Map Part Enabled ™=

Use Other Color If Map Parly
Color If Map Part Disabled NN

A

il i

inning Room
Place

ning Room

Main Hall
A
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In the above pictures this can be appreciated, in the left the main hall hasn’t been found yet, in
the right the player has found it with the map part trigger.

Configure map pickup to unlock map parts or floors

This is useful to hide map parts or floors at the start of the game, so the player can unlock these
zone maps with pickups for example.

For this, once that some floors or map parts are disabled, drag and drop the Map inventory
prefab, in Prefabs/Inventory/Usable.

In that object, go to the Map Zone Unlocker inspector and press the button Search Floor List to
get the configured map floors in the Map Creator.

v [z ¥ Map Zone Unlocker (Script) ) %,
[ Floor List
L’Fluurs List

Mumber of Floors: 2

[ Search Floor List

b floor-000

floor-001

Open every map floor list that you need and select the map parts that this pickup will unlock.
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¥ floor-000

Name

Floor Enabled

floor-000

™|

Map Parts List

' Map Parts List

Mumber of Parts: 32

[ Disable All Floor Parts “ Enable All Floor Parts ]

| Map Part 1

<

| Map Part 2

| Map Part 3

| Map Part 4

| Map Part 5

| Map Part 6

| Map Part 7

| Map Part 8

| Map Part 9

Ol || O} O] & O] &}

So like this, when the pickup is grabbed by the player, these zones will be shown in the map

window.

For example, in the mansion demo, there are three map unlocker pickups, one that enables all

the floor 0 and other 2, which every enable half of the map of floor 1.

Floor 0 before and after unlock the map.

In this case, the first floor map is totally disabled and the player picks one map unlocker
and then the other.
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Configure Map object information Icons

In the Map System inspector, you can configure the icons used in the map window (which is

assigned in the map object information). To add new ones or configure them, go to the option

Map Floor And Icons.

"@ ¥ Map System (Script)

ﬁ 3%,

Map Enabled [
Current Floar ]

Map Components

Map Settings

Mark Settings

Compass Components

Compass Settings

Map Floor And Icons

And then, to Map Icon Types.
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|Cnnﬁqur! every Floor and Icon element for the map

Floor List

It Floors

Map Icons List

Map Icon Types

Set Map Object Information 1D ]

In this list you can add new type of icons:

Map Icons List

Map Icon Types

Mumber Of Map Icons: 16

[ Add Icon ][ Clear List ]

[ Expand All ][ Collapse All ]

» Enemy N
» Friend [
» Objective E
b Locked Door E
» Mark ]
» Recharge Station LA~
» Unlocked Door L]
» Security Camera L]
| > Chest €

For this, press the button Add Icon, configure a name, drag and drop one of the other icons
already made, set the image you need and make a prefab of it. Configure that prefab in this list.

¥ Friend | X
Type Name Friend
Icon oofriendlcon (Rect Tran| @
Show Icon Preview [+

Icon Preview
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Use Map Object Information
Once that you have a list of icons, go to an object that you want to be shown in the map (an
enemy, a door, etc...) and add the component Map Object Information.
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In this component, you can configure a name, a description, the type of icon, the floor where

T [« Map Object Information (Script)

3] 4,

Map Object ID: O
Name

Description

Map Icon Type
Floar Mumber
Offset

| Enemy

aF
=

| Wisible in all flaars

Ak
—

X0 Y0

20

Map Fart Owner Settings

Belong To Map Part | |

this icon is shown, an offset for the icon, and the map part where the icon belongs, for example
a save station inside a room.

The Map Icon Type field will show the same list of icons configured in the Map System

previously.

4 |Sa\re Station 1

Tag | device

Prefab | Select

¥ .~ Transform
Position
Rotation
Scale

> (@ ¥ Sphere Collider

» |G| ¥ Save Game Syste

I‘- [« Electronic Device

¥ || ¥ Move Camera To

» (»' [ Animation

I‘ Device String Act

Y ¥ Map Object Infor

Map Object ID; O
Name
Description

Map Icon Type
Floor Number
Offset

This save station allows

| [ static =
4| Layer | Ignore Raycast 4
Enemy pply |
Friend [ %
Objective 22
1]
Locked Door
1
Mark G %
Recharge Station £,
Unlocked Doar 1,
Security Camera & s
Chest
i
Vehicle
%,
Elevator
Elevator Button
Beacon
Path Elernent ErErl
Save Station
Locked Chest :|
| floar-000 a3
|0 ¥ 0 Z|0

Map Part Owner Settings

Map Part Owner

Belong To Map Part [+

[ MapPart-001

60



The Floor number field works in the same way, it will show the list of floors configured in the Map
System, used to configure in which floor the map icon is shown.

1’ [« Map Object Infoermation (Script) L
Map Object ID: O
MName Save Station
Description

This save station allows to save/load the game in any moment.

Map Icon Type | Save Station 4|
Floor Mumber [floor-o00 i
Offset Visible in all floars

Map| v | floor-000
Belong To Map Part floor-001
Map Part Owner T I 3

Another field, called Visible in all floors can be selected to show that map icon in every moment
in the map window, no matter the current floor where the player is.

For example, a save station with next configuration will show this info in the map window:

|| ¥ Map Object Information (Script) ) %
Map Object ID: O
Name [Save Station |
Description
This save station allows to save/load the game in any
moment,
Map Icon Type [ Sawve Station =]
Floor Nurnber [ flaor-co0 N
Offset x[0 ] [o |z[o |

-

Map Fart Owner Settings
Belong To Map Part [
Map Part Owner | MapPart-001 ol

E:' ‘1 I;fo:

- 'This save station allows to
B ‘' save/load the game in any
Main Hall “moment.
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Once that you have configured all the Map Object Information components in the scene, go to

Map System  inspector, and press the button Set Map Object Information ID.

¥ |&| ¥ Map System (Script) [ %
Map Enabled [
Current Floor ]

Map Components

Map Settings
Mark Settings

Compass Components

Compass Settings

[Cnnﬁgur! every Floor and Icon element for the map ]

Floor List

It Floors

Map Icons List

Il Map Icon Types

[ Set Map Object Information ID ]

This is used in the Map System to manage the map icons properly.
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Map object information linked to a map part

This can be used to hide icons in the map on map parts that are hidden, so if a map part is
not enabled, the icons inside that map part are disabled too and once the map part is enabled,
the icons will be shown in the map as well.

For this, go to the Map Object Information inspector and enable the option Belong To Map Part.

Y ¥ Map Object Information (Script)

L,

Map Object ID: O
Mame
Description

Save Station

Map Icon Type
Floor Number
Offset

This save station allows to save/load the game in any moment.

| Save Statian

| flaar-000

®|0 Y0

Z|0

Map Part Owner Settings

Belong To Map Part
Map Part Owner

| MapPart-001

Then, select the Map Part Owner, it means the map part that contains that icon. Use the list of
map parts to select where the icon belongs. This list is shown according to the Floor Number

configured in the inspector.

‘l' ¥ Map Object Information (Script)

Map Object ID: 0
Name
Description

Save Station

Man Tean Type
Floor Number
Offset

This save station allows to save/load the game in any mement,

[ Sawve Station

| flaer-000

Visible in all floors

Belong To Map Part
Map Part Owner

Ma|: floor-000

floor-001

@ #
¢
t)
0
#

I L

The list of floors are configured automatically from the map floors configured in the Map Creator

inspector.

Like this, if you select the floor-000, it will appear the map parts list of that floor. In the left
picture the map part list shown belongs to the ground floor. In the right picture, the map part

list belongs to the first floor.
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E MapPart-001 i © Inspector | B Project #2 Animator 52 Navigation Pl
@ [z MapPart-002 ”v’ | Save Station 1 || Static ¥
©iTnagactar & Project ‘ MapPart-003 s Tag lidevice E MapPart-001 jcast &
ey —————— MapPart-004 Prefab | Select Apply |
3 ¥ Save Station 1 — MapPart-002 e
T Tag [ device N MapPar: 005 cast | ¥ .~ Transform Mapaaions | &,
Prefab | Select MapPart-006 _ Apply ) Position X apRars z2[-32
¥ .~ Transform MapPart-007 [ T Rotation X MapPart-004 z0
Position X MapPart-008 12-32 Scale * MapPart-005 zZi1
Rotation X MapPart-009 | [2i0 » ) ¥ sphere Collider MapPart-006 @l =
211 =
St ul MapPart-010 = b |¢| ¥ Save Game System ( MapPart-007 & %
MapPart-011 @ # » || ¥ Electronic Device (S Moo @ 2
> @ ¥ Save Game System ( & apPart-
~ - MapPart-012 » || ¥ Move Camera To Dey @ %
» |G| ¥ Electronic Device (S @ — MapPart-009
MapPart-013 » » ¥ Animation @ #
» |G| ¥ Move Camera To Dey (@ s MapPart-010
»® i Animation MapPart-014 @#% |Gl Device String Action P @
» |G Device String Action MapPart-015 @ % v |G| ¥ Map Object Informat MapPart-011 3,
¥ G| ¥ Map Object Informat 016 @ 2= MapPart-012
el e Maprart Map Object ID: 0 P
Map Object ID: 0 MapPart-017 e I MapPart-013
Name' y Mopban 012 Description MapPart-014
Description | MapPart-019 e This save station allows to s MapPart-015 oment.
This save station allows to s{ MapPart-020 oment.
P MapPart-016
| MapPart-021 i —
Map Icon Type ( s Map Icon Type \ MapPart-017 ——3
P Yp | P
e | veppana2 Floor Number [ E—
Floor Number | MapPart-018 -
offset ] MapPart-023 Offset ] zlo
(| MapPart-024 Ma MapPart-019
=== Map
MapPart-025 B MapPart-020
Belong To Map Part Belong To Map Part
Map Part Owner MapPart-026 7 Map Part Owner I MapPart-021 T—
MapPart-027
Al MapPart-028
MapPart-029
MapPart-030
MapPart-031
‘ MapPart-032

In this example, the Map Object Information is used for a save station in the main hall room,
which is disabled until the player enters in the room. Also, there are 3 doors which are
configured with the same unlock values.

Main Hall
A

7
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Assign the created floors to the Map System

Once that you have create all the map floors (or if you have added or removed on floor of the
list) go to Character gameObject, Map System inspector and press the button Map Floor and
Icons.

Map Enabled
Current Floor

Go to Floors, and press the button Search Floor List. The floors configured in the Map Creator
inspector will be configured automatically.

If you don’t need to use the map system, don’t configure the above steps and it will be
disabled.
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Render terrain in the map window
To make the terrain visible in the map system, follow these steps:

e Assign the layer Terrain to the terrain gameObiject.
e Inside the Map System gameObject there is a camera, to render the tile meshes created
with the map creator. In that camera, add the layer Terrain in the culling mask.

¥ Map Systemn
¥ Map Camera

b Floor List
v ¥ cCamera @ #,
Clear Flags | Salid Color
Background —ﬁ'
Culling Mask | radar, Terrain
Frojection | orthographic al

e Make sure to create at least an empty floor in the Map System component in the
Character gameObject, it doesn't need to have any map part.

[Cnnﬁqur! svery Floor and Icon elemant for the map ]

[ Floor List
‘4’ Floors
Mumber Of Floors: 1
[ Search Floor List ]
[ Add Floor ][ Clear List ]
[ Expand All ][ Collapse All ]
¥ floor-000 X
Name floor-000 |
Floor Number 0 |
Floor |.Lf|uur—ﬂﬂﬂ (=

Map System

- Map Camera
¥ Floor List
floor-000
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Then, the terrain will be visible in editor mode in the mini window and ingame.
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SCREEN OBJECTIVES SYSTEM

PICKUPS

CRATES

CHEST

PICKUP OBJECTS
PICKUP ICON MANAGER

PLAYER GRAVITY SYSTEM

e GRAVITY TRIGGERS
e CIRCUMNAVIGATE OBJECTS
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INVENTORY

Warning: this part of the documentation for the inventory is related for version 2.4b, which is
in process and it will be published before mid-March.

The inventory is composed from this components:

Inventory List Manager, is the general manager used to create the full list of inventory
objects used in the game, with the properties which determine if an object can be used,
dropped and or equipped. It allows to create the icon used in the inventory menu and
create the prefabs automatically.

Inventory Manager, is the manager for the player, used for the inventory menu, where
the player can use, drop and equip (this option will come soon) every object. It allows
to select the objects configured in the Inventory List Manager.

Pickup object/Inventory Object, these two are the components used for pickups, so
when the player grab them, these are stored in the inventory manager, allowing to the
player to use them as he needs.

Use Inventory Object, used to configure the elements needed from inventory in a part
of the level, like for example a locked door which needs a key or a fuse box which needs
some fuses and a wire. It allows to configure 1 or more elements to place in the “puzzle”
to solve. Here is also configure the object or objects and the functions that are called
when all the objects needed are used.

Inventory Capture Manager, it allows to create icons for every inventory object using a
rendered image with the mesh of the inventory object. That icon is used in the grid of
objects in the inventory menu.
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Create new inventory object
To create a new inventory object follow these steps:

e Select the Character gameObiject in the GKC_Prefab.

¥ GKC_Prefab
Character
B HUD and Menus

e Go to Inventory List Manager inspector and open the inventory list.

ME

Inventory List Manager (Script) i,

Inventory Capture Tool Settings

Use Relative Path [

Relative Path Capture:|hssets.r’Game Kit Contrnller;’Prefabs..’|
Inventory Camera |l||Imrer1tory' Camera (Camera) | o]
Look Objects Position |.LLoo|-: Objects Position {Transfor| o]

Prefabs Settings

Emtpy Inventory P‘r|MvE&mt|‘.ﬂ_|lI Object (inventory) | @
Relative Path Inventor|hssetstame Kit Contrnller;’Prefabs..’|

Inventory List

Inventory List

e Pressthe button Add Object.

Inventory List

Inventory List

W Inventory List

Number of Objects: &

W Inventory List

Number of Objects: 9

( Add Object

][ =T ] [ Add Object I

Clear ]

[ Expand All

Expand All ][

Collapse All ]

] [

][ Collapse all

> Simple Key

|

| > Simple Key

[EnEEES

* Lamp » Lamp

» Usb Ush

> Capsule > Capsule
¥ Battery

» vehicle Fuel

¥ Blue Wire

‘ > Battery

» Blue Wire

[

» New Object

| » Vehicle Fuel

e Open the new object and configure the Name and description.
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¥ Red Wire |

Name Red Wire |
Inventory Object Mesh [None (Game Object) | @ |
0Object Info

It is a red wire used to close a circuit.

Icon Mone (Texture) @

Object Icon Preview o

[ Qpen Inventory Capture Tool

Amount Per Unit
Infinite Amount
Can Be Used

Can Be Equiped
Can Be Dropped

RIREIR] =

Create Inventory Prefab |

Inventory Object Prefab MNone (Game Object) @

e Then, create the mesh used for that inventory object. It needs to have these settings:
o The mesh or meshes used in the object are placed in an empty parent, with scale
(1,1,2).
o That parent needs to use the layer inventory.
o That parent needs a collider adjusted to the object shape and size. You can add
as many collider (box, sphere, capsule) as you need if the objects has a
complicated shape, but all these colliders need to be configured in the parent.
o Thisis not necessary, but the name for the prefab can be the name of the object
with Mesh and the end.
e For example, this is the red wire created.

%= Hierarchy = -= | © Inspector | o -= & Game | # scene
. - = Al - — . - e | -
Create = [+ |[Red Wire Mesh || Static = ghaded (20 ot &) A -G
A E Standard™emo (al=f c
Tag | Untagged #| Layer [lnventnly 3|
Cylinder Prefab | Select | Rewert |  Apply |

Cylinder (1) ¥ .~ Transform v

Position X|-95.85 Y 185.54 Z 0
e Rotation X0 ¥ 0 zlo

» Map System : T
Scale x/1 Pl 1 lz[1

P Estructure
P Rooms 'M@Bou Collider ﬁ'ﬁr

P Elevators Tower Edit Collider
N

P Dumb Enemies For Projectiles

B Rickups Is Trigger

» Al Material MNone (Physic Materi, @
P Interaction Elements Center

» Vehicles X11.907349e Y 0.0201827 Z |0

P Devices Size

P Reaction chain X 04348793 Y 0.1674559 Z 0.0312194
B Reaction chain (1)

F Circumnavigation Spheres [ Add Component l

e Onceitis created, drop it to the prefab folder in the path Assets/Game Kit
Controller/Prefabs/Inventory/Mesh.
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v €{ GKC Standard demo (alEf

4 Assets » Game Kit Controller » Prefabs » Inventory » Mesh

red Wire Mesh ¥ 5 Assets
Cylinder » & AssetStoreTools
Cylinder (1) ¥ 55 Game Kit Controller
Cylinder (2) » &5 Demo 3d Model
» GKC_Prefab =

bagMesh battary batteryMesh  Blue Wirs M. capsuleMa

nEEE

¥ Map System
¥ Estructure
» Rooms (&5 Physics Materials
¥ 55 Prefabs

L ==TN

¥ Elevators Tower
» Dumb Enemies For Projectile

» Pickups » (5 Decal Manager

» AL » & Devices inventoryC inventorys. keyMesh lampMesh
» Interaction Elements [&l Doors

» Vehicles [l Elevator

P Devices & Gravity

P Reaction chain ¥ Gl Inventory

B Reaction chain (1) [ Captures

b Circumnavigation Spheres mapMesh Red Wire M... usbMesh Wehicle Fuel..

& Objects To Use Inve
[ Usable

e Go back to the Inventory List Manager, and set the mesh of the new object with the one
created previously in the field Inventory Object Mesh.

¥ Red Wire
Name Red Wire
Inventory Object Mesh [ Red Wire Mesh o]

Object Info
It is a red wire used to close a circuit.

Icon None (Texture) o]
Object Icon Preview o

[ COpen Inventery Capture Toaol J
Amount Per Unit o

Infinite Amount il

Can Be Used ol

Can Be Equiped ol

Can Be Dropped il

[ Create Inventory Prefab |

Inventory Object Prefab MNone (Game Object) o]
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Create inventory icon
e Now, press the button Open Inventory Capture Tool, so the mesh created is rendered in
the window to take a picture of it.

Inventory Obje

INVENTORY OBJECT CRAPTURE TOOL

1024 1024

MNew Capture

Reset View

Get Capture
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Configure the resolution of the image (the default value is 1024x1024) and the name of
the capture. Also, you can use the values of position and rotation to rotate the object
for a better perspective and move its position to place it correctly inside the capture.
Once it is configured, press the button Get Capture.

Inventory Obje

INVENTORY OBJdECT CRPTURE TOOL

1024 1024
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e Inthefolder path Assets/Game Kit Controller/Prefabs/Inventory/Captures, the new icon
is stored. Also, the icon is assigned in the new inventory object in the Inventory List

manager.
» Vehicle Fuel [I]
Y%Assets
» Fuse E] F%AssetStereTools
¥ 53 Game Kit Controller
e e (=n(wn e Lo Gve-
onts
» 53 Material
¥ Red Wire [ x | yg n:h::: s
Name Red Wire
Inventory Object Mesh iy Red Wire Mesh 2]
Object Info
It is a red wire used to close a circuit. = » (&5 Decal Manager
/ b & Devices i
/l &5 Doors \
Icon HRed Wire (Invento o4 &3 Elevatar
. ) &8 Gravity
Object Icon Preview v G Inventory Siimel S
&5 Mesh
Open Inventory Capture Tool &5 Objects To Use Inve
- ﬁUsable
Amount Per Unit 4] ﬁLccked B
Infinite Amount | &5 Mansion Sphere (Inv..
Can Be Used l &5 Map System
Can Be Equiped [} &3 Objective Icons
Can Be Dropped o & others
&5 Particles
Create Inventory Prefab ] » &5 PickUps
Player Controller Ush (Inven..
Inventory Object Pref: None (Game Object) © ngla:er Powers
b 55 Player Weapons -

e Then, configure the values for the object if can be used, equipped and/or dropped. The
option Amount Per Unit is used normally for elements like fuel, where the player has for
example 10 cans and every can has 10 liters. The Infinite Amount is used to set the
inventory object with infinite uses.
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Create inventory prefab
e Finally, press the button Create Inventory Prefab to create the prefab of this object,
which is the pickup ready to be dragged and dropped into the scene to be used by the

player.

| ¥ Vehicle Fuel

|¢wa

Inventory Object Mesh
Object Info

iwRed Wire Mesh (<]

‘It is a red wire used to

Icon

Object Icon Freview

close a circuit. ‘

Bred Wire (Inventory ©

[ Open Inventory Capture Tool ]

Amount Per Unit
Infinite Amount
Can Be Used

Can Be Equiped
Can Be Dropped

[o |
o
o
o

Q /|
A

[ Create Inventory Prefab

Inventory Object Prefab‘vked Wire (inventory’ 5

| Fuse |E]
| > Blue Wire |E]
¥ Red Wire [

Name |Red Wire |

e In this

final step,

the prefab is

Vﬁk!seti
» &5 AssetStoreTools
¥ &3 Game Kit Controller
» &5 Demo 2d Model
% Fonts
» &3 Materials
» 3 Others
&3 Physics Materials
¥ &5 Prefabs
[ ==
» &5 Decal Manager
» & Devices
&5 Doors
&5 Elevator
& Gravity
Vﬁ Inventory
Captures

&3 Locked Camera
ﬁMansmn
ﬁMﬂp System
&5 Objective Icans
&5 Others
& Particles
» &5 PickUps

&5 Player Controller
> &5 Player Powers
» 5 Player Weapons

stored in

the

Bag (invent.  Battery (inv..  Blus Wire (i..
emtpy Obje..  Fuse (inven..  Lamp (inven..

Map (invent.

Simpley Key..

Red Wire (i

Simple Cap

-

Usb (invent..  Vehicle Fuel..

path Assets/Game Kit

Controller/Prefabs/Inventory/Usable. Also, this prefab is assigned automatically in the
new inventory object created in the Inventory List Manager.
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Assign new inventory objects in player’s inventory manager

Once the new inventory is created, to be usable by the player follow these steps:

e Go to Player Controller gameObiject.

e Go to the inspector Inventory Manager and open the Inventory Manager List.

b Simple Key

» Lamp

P Usb

b Capsule

b Battery

» Wehicle Fuel

e Pressthe button Add object.

> Simple Key

» Lamp

b Usb

> Capsule

b Battery

b Vehicle Fuel

> Simple Key

» Lamp

» Usb

- Capsule

» Battery

» Vehicle Fuel

¥ MNew Object

Name
Infinite Amount
Amount

Object Name

|New Object |
o
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e Configure a name for the object that you want to add from the Inventory List Manager

and the amount.

e Pressthe button Get Inventory Manager List, to get all the inventory objects configured
in the Inventory List Manager (this need to be done every time a new inventory object
has been added if you want to add it to the player’s inventory).

Inventory List Manager List

Inventory Manager List

[Cnnﬁgur! every inventary object of this player ]

Mumber Of Objects: 7

[ Add Object

][ Clear List ]

[ Expand All

I

Collapse All ]

k- Simple Key

L v L]

= Lamp

L Ly L]

b Usb

Ly L]

b Capsule

Ly L]

= Battery

L Ly L]

b \Wehicle Fuel

L Ly L]

» Red Wire

L v L

Get Inventory Manager List ]

e You can check the difference between the list show in the field Object Name before and

after.
¥ Red Wire X ¥ Red Wire [;]
Name Red Wire Name Red Wire
Infinite Amount =] Infinite Amount =]
Amount 4 Amount 4
Object Name Simple Key : Cbject Name Simple Key
Simple Key Simple Key
Get Invent Lamp Get Invent Lamp
Inve . Inve LA
f Inventory List Capsule r Inventory List Capsule
. Batte
Number Of Objects: 0 - Number Of Objects: 0 Battery
Vehicle Fuel Vehicle Fuel
[ Add Object Fuse [ Add Object Fuce
[ Expand All Blue Wire [ Expand All Blue Wire
Red Wire —
Miahi

e Finally, in the field Object Name, select the new object created in the Inventory List
Manager (or the one you need from the previous elements in that list).

~
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¥ Red Wire |

Mame Red Wire |
Infinite Amount = |
Amount 4

Object Name [ Red Wire s |

To check if everything works, press play an open the inventory menu (by default is the | key).
The new inventory object (in this case, the red wire) is shown in the grid and it contains the
information configured, the amount, it can be used and dropped.

Red Wire

Vehicle Fuel Red Wire

Emtpy Slot Emtpy Siot
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Use inventory objects
Important: in this explanation, the fuse box is used as example, but this system can be used to
create any type of object where to use inventory objects.

Finally, to use the objects created and configure in the previous steps, follow these steps (in this
explanation, the fuse box will be used as example to unlock a door and that the mesh for the
fuse box is already created):

e The parent that contains the fuse box is an empty transform with this configuration:
o The tag assigned is device.
o The layer assigned is Ignore Raycast.
o A sphere collider with the trigger option enabled, used to detect if the player is
close enough to the fuse box to use the inventory objects on it.
e So, it looks like this:

= Hierarchy © Inspector
| Create - | (GrAT ) - || Gizmes ~| (GrAT 9  [Fse Sox 0 static ~ ||
ST - g Tag [devics i) Layer (IgnarsRaycase 3]
» Fuel ¥ .~ Transform 2,
» Energy Position * 132.66 ¥|-14.899 Z 37.02001
» Health Rotation ®0 ¥ [0 zo
B AT Scale X1 Y1 zZ1
P Interaction Elements ¥ sphere Collider %, |
¥ Vehicles
e Edit Collider
» Motorbike Is Trigger 4
» Hovercraft Material [None (Physic Material) | e
F Sphere Vehicle Mode Center X0 ] o lz[o |
F HoverBoard Radius 173 ]

P Aircraft

P Usable Turret
P Devices
P Reaction chain
P Reaction chain (1)
¥ Circumnavigation Spheres
» Sphere (1)
> Sphere (2)
¥ Sphere (3)
¥ Sphere (4)
» Sphere (5)
» Sphere (6)
El Consale
| Elear | | Callapse | Clear on Play | Errar Pause]

Add Component ]

e Add a Use Inventory Object component to the parent.

¥ || ¥ Use Inventory Object (Script) ] %
Main Settings
Can Be Re Used [
Use Inventory Type | Menu i)
Inventory Object Action [ |
Use Animation L)

Disable Object Action After Use [ |

Inventory Object State
Object Used False
Number Of Objects Used 0
Mumber Of Objects Needed 0
Current Number Of Objects Needed 0

Inventory Object To Use List
Inventory Object Needed List

Objects To Call And Functions Settings
Unlock Function Call ()
List is Empty
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In the Main Settings, set to true the option Disable Object Action After Use. This is used

to disable the Device String Action component icon, which will be added after.

fuse box are placed:

Also, in the option Use Inventory Type, you can configure how the objects used in the

o Menu, the player needs to open, select and use the object.

o Button, the player only needs to press the interaction button to use the
necessary inventory objects (in case he has them, else a message is shown in
the screen to say that the player hasn’t the needed objects).

o Automatic, the player only needs to enter in the trigger to use the inventory

objects in the fuse box.

add the door to unlock.

Objects To Call And Functions Settings

Unlock Function Call ()
List is Empty

+ -

Add an event to the list of of Unlock Function Call and add the object to use, in this case,

Objects To Call And Functions Settings

Unlock Function Call ()

Runtime Only 3 || Mae Functian

&= Trigger Doors (I ©

System.

Add in the Function field, set the UnlockDoor function, from the component Door

Objects To Call And Functions Settings

Unlock Function Call ()

Rurnitime Only
[t Trigger Doors |[I

$ || doorSystern.unlockDoor

+ =

these steps:

o Open the Inventory Object To Use Lis.

Now, configure the objects to be used from the inventory in this fuse box. For this follow

[ Inventory Object To Use List

Inventory Object Needed List

o Press the button Add Object.

Inventory Object To Use List

Inventory Object To Use List

W Inventory Object Needed List

Number Of Objects: 0O

W Inventory Object Needed List

umber Of Objects: 1

o
Clear [

[ Add Object I Add Object I Clear |
[ Expand all ][ Caollapse All ] [ Expand All ][ Collapse All ]
‘E]

| P Element 0

o Open the new element and configure the values required, name, the amount
needed and the message shown in the screen when the object is used.
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¥ Fuses

MName

Object Needed

Fuses [
[None (Game Object)

Amount Needed
Object Used Message

[2

Fuse placed.

Object State
Object Used False
Amount Of Objects Used False
[ Inventory Objects Info

ﬁlnvantnr? Object Needed List

o Then, in the field Object Needed, drag and drop the mesh of the inventory
object which needs to be used here, in this case, the fuse. The path of these
meshes is Assets/Game Kit Controller/Prefabs/Inventory/Mesh

MNumber Of Objects: 2

v % Assets
> G AssetStoreTool

batteryMesh

[ Add Object | Clear | ¥ & Game Kit Cont
» &5 Demo 3d Mo
[ Expand All ][ Collapse All ] &5 Fonts
» G5 Materials
¥ Fuses Mx b G Others -
Name Fuses &5 Physics Mate Blue e b
Object Needed i Fuse Model f:@ ¥ (& Prefabs
Amount Needed 4 \\

Object Used Message

Fuse placed.

capsuleMe..

&5 Elevator
& Gravity

Qbject State

¥ & Inventory

Object Used
Amount Of Objects Used

False
False

Inventory Objects Info

t Inventory Object Needed List

&5l Usable

o Open the Inventory Object Needed List inside the current element that is being
configured and press the button Add Object.
[ Inventory Objects Info
l'l' Inventory Object Needed List
Mumber Of Objects: 1
| Add Object il Clear List |
[ Expand All ][ Collapse All ]
i’EIementU |[]{][ ""'][h]
o Open the new element and, for this case, set to true the option Enable Object.
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‘* Element 0 |

O |
7] |
o

Object State
Object Activated

Instantiate Object
Enable Object
Object To Enable

False

o This option activates a gameObject in the level and in this case, the fuses models
placed in the fuse box are disabled, so when the player use a fuse from the
inventory, the fuse is activated inside the box. For this example, the gameObject
Fuse Model is disabled in the hierarchy. This is the element configured in the
Object To Enable Field.
| Expand All I Collapse All J
- Mesh
P Qe HodDy Phoenld 3
:E“se :°:E: Instantiate Obje
use Hods Enable Object -
-Fu:l (e el Object To Enable #Fuse Model | @
“Energy [ Object State Il
-IHeaIth |0b1ectActwated False |
steraction Elements
ehicles |
SFexpeis [ wres [EuER]s
+ Access Panel
+Hackable Access Panel With Mo Objects To Call And Functions Settings
+Hackable Access Panel Unlock Function Call ()
*Hackable Access Panel (With in Runtime Only ¢ || doorSystem.unlockDoor
+ piston
>:ea| Chamber i Trigger Dool 0
* Scan Objects + -
=Wending Machines
+ Security Cameras
= Hierarchy © Inspector _
«| feenll
| Cr!at!JFﬁ:g“ 4 | Fuse Model [] Static =
» Mesh - Tag [ Untagged  #| Layer [Default |
L i Prefab [ Select | Rever | Apply |
:EE:: ::::: ¥ .~ Transform &,
e e Position X 0.3 v0.108 |20 |
» Fuel Rotation X 0 Yo Z 0
» Energy Scale x[1 v 1 lz1 |
» Health
» AL Add Component ]

P Interaction Elements
¥ Vehicles
¥ Devices

P Text Device

P Access Panel

P Hackable Access Panel With Mo
P Hackable Access Fanel

P Haclkable Access Panel (With in
P piston

P Heal Chamber

P Scan Objects

» Vending Machines

o The fuse model needs to be disabled before start the game.

g [] |Fuse Model | [] static =
T Tag Layer
Prefab | Select | Revert |  Apply |

o Instead of activate disable gameObjects, there is an option to instantiate objects

in the scene, but this will be explained later.
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o Inthis case, there are four fuses, so configure the rest of them, like the first one.

[ Inventory Objects Info
{I’Inuentur'!.r Object Needed List

Mumber Of Objects: 4

| Add Object || Clear List |
l Expand All “ Collapse All ]
W Element O X
Instantiate Object -
Enable Object I+
Object To Enable I@Fuse Model | @

Object State
Object Activated False

D’Element 1 |lLHLHLJ
D’Element 2 |mmu
D’Element i |QHLJLJ

o Now, along with the four fuses, the fuse box needs a blue wire to work, so
another object needs to be configured, but it is another element different from
the fuses. Go to the main Inventory Object Needed List and press the Add Object
button to configure the blue wire.

[ Inventory Object To Use List
{!' Inventory Object Needed List
Mumber Of Objects: 2
| Add Object /| Clear |
[ Expand All “ Caollapse all ]
b Fuses I X “ i “ - I
Mew Object I i “ i “ - I

o For the blue wire, like for the fuses, configure the name, the message to show
in screen and the amount needed and the inventory object mesh to use.
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Wires [
MName [Wires | [
Object Needed g Blue Wire Mesh | o [
Amount Needed 1 |
Ohject Used Message

Wired placed.

Object State

Object Used False
Amount Of Objects Used False

[ Inventory Objects Info

“In\rentur? Object Needed List

o And inside the Inventory Object Needed List, configure the object to active, in
this case, a mesh of the wire already placed in the box, like the previous fuses

objects.

| FuseBox

¥ Mesh
Cube
Cube (1)
Cube (2)
Cube (3)
Cube (4)
¥ Fuse Box Door
Cube (5)
W Fuse Support
W Fuse Support (1)
» Fuse Support (2
P Fuse Suj (3)
P Wire
¥ Wire Connector
P Fuse Model
P Fuse Model
P Fuse Model
P Fuse Model
Fuel

“Fraraw

¥ Fuse Box
¥ Mesh
Cube
Cube (1)
Cube (2)
Cube (3)
Cube (4)

» Fuse Box Door

Cube (5)

» Fuse Support
W Fuse Support (1)
b Fuse Support (2)

P Fuse Model
P Fuse Model
P Fuse Model
P Fuse Model

» Fuel

> Energy

» Health

o Like with the Fuses Models configured before, the wire object needs to be

disabled
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[ Ameun vl vpjecs used rase
Inventory Objects Info
W Inventory Object Needed List
Number Of Objects: 1
[ Add Object i Clear List |
[ Expand All ][ Collapse aAll ]

W Elemen LS
Instantiate BbjecN
Enable Object
Object To Enable WWire aQ
[ Object State ]
| Object Activated False |

- | e e ==

L

Tag | Untagged +| Layer | Default 4|

¥ .~ Transform vE

Position xao Y| -0.248 | Z|0.122 !

Rotation %[0 Y [0 FA[] |
Scale H1 Y1 Z/1

Add Component



8 Inspector | =
J ] (wire [ ] Static =
- -
Tag | Untagged | Layer | Default ]

| — e |

e Finally, add a Device String Action component to the parent, with the next configuration.

T Device String Action (Script) i,
Cevice Name Fuse Box
Device Action Add Fuse
Hide Icon On Press J
Disable Icon On Press =
Show Icon o
Show Touch Icon Button [+

Use Transform For String Action [

Gizmo Settings
Is Icon Enabled True

Gizmo Settings
Show Gizma -

e The Device Name and the Device Action are the text shown in the icon of the interaction
button on screen. The Show Icon is the default option to show that icon on screen. The
Show Touch Icon Button is a default option used to show the touch button on mobile
devices to use the interaction button.
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Check the Use Inventory Object works correctly
Once everything is configured, the fuse box can be tested. For this, go where it is placed and
follow these steps:

e Make sure to have at least 4 fuses and 1 blue wire in the inventory.

MODE

Blue Wire

e Press the button Use, select the amount to use with the buttons + and - (it can be one
by one, two, any amount from the available in the inventory). You can press also X to
close the amount window.
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Fuse Box

(=) |

Fuse placed.

Open the inventory again, select the blue wire and use it.

Wired placed.
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As you can see, every message is shown according to the object used. Like this, all the element
needed are placed and the door is unlocked. Also, in this case, when the door is unlocked, the
map icon in the minimap changes.

'

[+
=

MODE Weapons

2
&
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WEAPONS

Warning: Some of these process will be automatized in the upcoming update 2.4b.

The player weapons are composed of these elements:

IKWeapon system, it manages the IK configuration of the weapon, the movements to
draw, aim, keep and do the recoil and other important elements to check the weapon
state. It contains configuration for the waypoints used to move the weapons and the
positions where the weapons is place when is drawn, when player walks, aims, shoot,
etc.... It allows to configure the weapon in first and third person.

Player Weapons Manager, it manages the whole weapon system, getting the input
done by the player and applying it to the weapons, like shoot, change weapons, draw,
keep, aim, drop, pick, etc... Also, it updates the HUD info regarding to weapons.

Player Weapon System, it manages the weapon itself, containing the configuration of
how the weapons fires, like fire rate, projectile to instantiate, all the physics made by
the projectile, spread, scorches, sounds, auto shoot, etc....

Projectiles System, it is the component used by any projectile in the asset. When a
weapon is fired, the information configured about the type of projectile is sent to the
projectile itself, like if the weapon fire projectiles by raycast or by applying speed,
velocity, explosive settings, etc... and apply damages according to the type of surface
detected.
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Create new weapon
To create a new weapon, follow these steps:

e Go to the weapons parent located in the skeleton of the player. This parent is called
Player Weapons. It is located inside the spine, usually the second spine which is the
chest of the model.

e You can find this element in the same parent that the gameObject called Weapons
Transform In Third Person, used as a reference to know where the weapons are located
in third person. This is configured in the Player Weapons Manager inspector in the Player
Controller gameObiject.

W:ipnnl
[@neaporName (Tex)
Current Weapon Ammo W:xt]
Ammo Slider @d:rl

Weapons Parent Player Weapons (Transform)

WEiiIIHI Transform In First Person Weapons Transform In First Person (Trans

Third Persen Parent

©@ 0 0 © 00

o o

e Open the Player Weapons, which contains all the weapons that the player uses. Copy
and paste in the same parent any of these weapons. If you are going to make arifle type,
you can copy Shotgun, Assault Rifle, Double Shotgun or the Grenade Launcher, so the
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configuration of the player hands model in first person would be easier. In this case, let’s
copy the Assault Rifle and call it Laser Mine.

Player Weapons

b Pistol P-35

b Pistol P-36

b Shotgun

b Assault Rifle

b Double Shotgun

b Grenade Launcher
b Laser Mine

e To manage better the configuration of this weapons, disable the rest to have a better
look (you don’t need to do this if you don’t want to).

e Now, open the Laser Mine gameObject and inside gunModel, there is the meshParts
element, which contains all the meshes used in the weapon. The elements that can be
removed are the next:

¥ Laser Mine

B FPS ARMS
headlLookTarget

¥ thirdPersonView
b firstPersonView
¥ gunModel

meshParts

Sight

» Body

- trigger

» CarryHandle

b Barrel

P Stock

» Magazine

» HUDPositions
¥ handmesh

» IKPositions
projectilePosition
shellPosition

e Now, you can put your own weapon model inside meshParts gameObject. It is not
necessary to separate the meshes into magazine, stock, etc..., it is just for a better
organization of the elements. You can put a single mesh or maybe to, like the handle
and the slide. In this case, this is the new weapon model added, separated into four
parts (body, trigger, magazine and sight):

P FPS ARMS
headlLookTarget
b thirdPersonView
> firstPersonView
¥ gunModel
¥ meshParts
» Body
» trigger
» Sight
» Magazine
P HUD
» HUDPositions
» handMesh
b IKPositions
projectilePosition
shellPosition
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e Go the Player Weapon System inspector, in the gunModel gameObject, and configure
the name of the weapon and the number key to use it, for example, the key 1, since this
could be the first weapon. Inside the inspector, press the button Show Weapon Settings.

T [+ Player Weapon System (Sc o,
[ Weapon State ]
Reloading -
Carrying Weapon In[_|
Carrying Weapon In[_|
Aiming In Third Pers[ |
Aiming In First Persc| |

7 || ¥ Player Weapon System (Scrij [ #
[ Weapon State ]
Reloading ]
Carrying Weapon In[_|
Carrying Weapon In[_|
Aiming In Third Pers|_|
Aiming In First Persc[ |

Player Controller Ga igPlayer Controlle Player Controller Ga kg Player Contro| @

Player Camera Gam igPlayer Camera Player Camera Gam| k¢ Flayer Camer| @
| Mixed ... ¢ | Layer | Mixed .., ¢

Show Weapon Settings || Hideweapon Settings |

|E:nﬂgur! the shot settings of this weapan |

Layer

Weapaon Info

Mame |Laser Mine |
Mumber Key [1 |

e Of course, the weapon number key can be 7 if you use the previous six weapons, or the
next number of the amount of weapons that the player has in that moment.

e Once you configure all the weapons needed and they have been added to the Player
Weapons Manager list, in that inspector, press the button Show Settings and set the
field Weapons Slots Amount with the current number of weapons used by the player.

‘l’ ¥ Player Weapons Manager (Script) o,

Player Weapons State
Carrying Weapon Mot Carrying
Aiming Weapon Mot Aiming
Current State Mot Using
Current Weapon None
Shooting Weapon NO
Choosed Weapon Index 0
Weapons Avaliable  False

[ Show Element Settings ]

[ Show Weapon List ]
[ Show Debug Options ]

|Ennﬁgur! the mawx amount of weapons adn the layer used in weapons |

Main Settings

Weapons Slots Amount |1
Weapons Layer |weapons
Target To Damage Layer | Mixed ..
Target For Scorch Layer | Mixed ...
Set Weapon When Picked [+

ar || 4
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Add new weapon to Player Weapons Manager
e Go to Player Weapons Manager, Show Weapon List and press the button Get Weapon
List to add this new weapon. You can have as many weapons as you need in the player,
this process will add all of them to the manager.

Y ¥ Player Weapons Manager (Script) 3%, Y [v Player Weapons Manager (Script) 2
Player Weapons State Player Weapons State
Carrying Weapon Neot Carrying Carrying Weapon Mot Carrying
Aiming Weapon Not Aiming Aiming Weapon Mot Aiming
Current State Mot Using Current State Mot Using
Current Weapon MNone Current Weapon MNone
Shooting Weapon MO Shooting Weapon NO
Choosed Weapon Index ] Choosed Weapon Index 0
Weapons Avaliable  False Weapons Avaliable  False
[ Show Settings | [ Show Settings |
[ Show Element Settings | [ Show Element Settings |
[ Show Debug Options I I Show Debug Options J
|C:|nfigure every weapon added to the player | |Cﬂ"ﬁ§l“"5 every weapon added to the player |
Weapon List Weapon List
'Weapons List ' Weapons List
NMumber Of Weapons: 0 Mumber Of Weapaons: 1
Laser Mine
[ Get Weapon List J LT LT ©
Enabled 4
[ Clear Weapon List J Is Current Weapon  False
I Enable all Weapons I
I Disable All Weapon I
I Get Weapon List I
I Clear Weapon List I

e The player can already use this weapon like any other.

Laser Mine

40/200
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Configure third person settings

Every weapon can has a different shape and size, and the hands, arms and upper body of the
player could need to be adjusted for a new weapon. For this adjustment, the best workflow, is
to configure these elements in play mode, while the player is using the weapon to configure,
copy the values in the Transform inspector, stop the game and paste values. For this, follow
these steps:

Adjust IK positions
e Go to IKPositions inside the gunModel and adjust the hank and elbow IK positions
according to the weapon size and shape. The empty transforms inside that parent are
used as a position and rotation to be followed by hands and elbows.

e For example in the image below, the left hand is in a bad position since it is crossing the
weapon mesh, so the gameObject leftHand needs to be placed a little down.

leftHand

e After move the leftHand transform, this is how it looks.

leftHand
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e The same would be done with the rest of IK positions until the player holds the weapon
correctly.

This configuration can be done while the player is holding the weapon, or aiming, or shooting,
these positions are the same for all the actions with that weapon in third person, so it doesn’t
matter how it is configured.
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Adjust head look direction
Inside the weapon, there is a gameObject called headLookTarget, used as a reference point to
make the player head look into it when he aims.

This point can be moved to make the head look higher or lower or to any direction, but usually
doesn’t need a further configuration.
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Adjust upper body rotation

Weapons like the used in this tutorial is big, and needs to be used with two hands, so like in real
life, when a person holds this kind of weapons, the upper body is rotated in the horizontal

direction, moving a shoulder backward and the other forward. Without this, the player would
look like this:

This rotation needs to be configured to get a natural position in the model. For this, follow these
steps:

e In the gameObject that contains the whole weapon, in this case, Laser Mine in the IK

Weapon System inspector.

Press the button Show Settings and set the rotation amount in the player’s body the
field Extra Rotation.

¥ || ¥ IK Weapon System (Script) L =
Weapon State
Carrying -
Aiming -

[ Show Element Settings ]

Configure the max amount of weapons adn the layer used in
Weapons

Weapon Game Dbje-|l¢gunModel | [o]
Current Weapon o
Recoil Speed 5 |
Extra Rotation [40 |
. S =

e A good value is a rotation between 35 — 45 degrees. So the player looks like the images

below.
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For little weapons, this rotation maybe is not necessary, so the value configured is 0.

99



Adjust weapon positions in third person
It will be explained further soon in a new doc version.

There are four positions and rotations configured for every weapon. These points are:

o Keep, where the weapon is stored while is not used.

e Walk, where the weapons is placed when the player is holding it while he moves or is in
idle state.

e Aim, where the weapon is place when the player aims.

e Recoil, where the weapon is placed when is fired.

These points are placed inside the weapon, in the gameObject thirdPersonView.

¥ Laser Mine
P FPS ARMS

headLookTarget

thirdPersonView

walkPosition
keepPosition
aimRecoilPosition
b leftWay :
leftWaypointFollower
rightWaypointFollower
b keepPath
b firstPersonView
P gunModel

To configure them, go the weapon, and in the component IK Weapon System, press the button
Show Element Settings and then active the third person gizmo.

¥ || ¥ IK Weapon System (Script) i, ¥ &/ ¥ 1K Weapon System (Script) 3
Weapon State Weapon State
Carrying - Carrying O
Aiming O Aiming (|
l Show Settings Show Settings
[ Show Element Settings ] . fMideElementSettngs

|C=nfiqur! the settings for third and first person |

l Show Third Person Settings ]

[ Show First Person Settings ]
[ Show Shot Shake Settings ]

Gizmo Options
Show Third Person Gizmo |
Show First Person Gizmo [
Gizme Label Color [ | £
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This gizmo helps to see better where every point is placed for an easier configuration.

Position

>

Walls

Pasition

Poiaun
Recoi
osition

ANalk
wBasition

b Keap
Fusition
ghtgand

Left Hand

The configuration needed here is to move and rotate these four points as you need according
to how the player use and move these weapons. The weapon will move from point to point
including position and rotation.
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Configure weapon position in player’s body

According to the size of the weapon, it is usually placed in an upper leg or the back of the player,
so when he moves, the weapons follow these movements. To attach the weapon to a desired
body part, go to the gameObject gunModel, to the inspector Player Weapons System, Settings

and the part Weapons Components.

Weapon Components
Weapon Mesh @meshParts
Use Human Body Bones Enurm [_|
Weapon Parent ~char_ethan_SpineZ (Transform)
Animation AssaultRifle
Animation Speed 10

Select the bone to place the weapon and it will be attached there when the games starts.

-\
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Configure first person settings

In first person, there is the same group of positions to configure where to place the weapon
according to the action in that moment. These positions are inside the weapon, in the
gameObject firstPersonView.

¥ Laser Mine
P FPS ARMS
headLookTarget
b thirdPersonView
b leftWayPoints
P rightWayPaints
aimPosition
walkPosition
keepPosition
aimRecoilPasition
llkRecoilPosition
P gunMode

There is a new position, walkRecoilPosition, since in this view, the player can shoot if he is aiming
or just holding the weapon.

To configure them, go the weapon, and in the component IK Weapon System, press the button
Show Element Settings and then active the first person gizmo, in the same part that third person
(disable the third person gizmo for a better view).

‘!’ [+ IK Weapon System (Script) 3, Y [ IK Weapon System (Script) %,
Weapon State Weapon State
Carrying - Carrying -
Aiming - Aiming -
l Show Settings Show Settings ]
I Show Element Settings .. HdeFElementSetings

|C=nﬁqur! the settings for third and first person |

[ Show Third Person Settings ]
[ Show First Person Settings I
[ Show Shot Shake Settings ]

Gizmo Options
Show Third Person Gizmao [
Show First Person Gizmo o
Gizmo Label Color [ | 2

In this case, the view is simpler.
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Alfir———
RegeHinn Walkw alk
Positicn Rec®@bsition

Keep
Position

So like in third person, here you only need to move and rotate these points according to how
the weapon needs to be placed in first person view.
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Enable or disable a weapon at the beginning of the game

In the Player Weapons Manager, every weapon added in the list has a field to configure if that
weapon is enabled when the game start, so the model of the weapon is visible in the player’s

body and he can use it.

If the weapon is disabled, but it is in the list of weapons, it can be enabled and used if the player

picks that weapon in the scene.

If the weapon is placed in the weapons parent but it is not configured in the list inspector, it

won’t be used by the player even if that weapon is a pickup in the scene.

Before the game starts, all the weapons gameObject needs to be enabled, even if in the list

inspector is configured as disabled to be picked later.

In this example, the player has 7 weapons in the list all of them enabled, so they are available
from the beginning of the game (notice that all weapon gameOQObjects are enabled).

bled)*

v € GKC Standard demo (all features
¥ GKC_Prefab

char_ethan_body
¥ char_ethan_skeleton
¥ char_ethan_Hips
¥ char_e pil
» char_ethan_LeftUpLeg
» char_ethan_RightUpLeg
¥ char_ethan_Spinel
¥ char_ethan_Spine2
» char_ethan_Neck
IK Position
Current Hand IK Position
Right Hand IK Position
¥ Player Weapons
¥ Pistol P-35
¥ Pistol P-36
» Shotgun
» Assault Rifle
¥ Double Shotgun
¥ Grenade Launcher
» Laser Mine
) Weapons Transform In Third Person
char_cyberkid_Badge
trail

[ Console
| Clear || Collapse | Clear on Play | Error Pause | Connected Playe*| | ()0

So when the game starts, this is what it looks.

Number Of Weapons: 7

P35 |
[Pistol P-35 lo

Enabled 4

Is Current Weapon  False

P36 N[N
[Pistol P-36 lo

Enabled ¥4

Is Current Weapon  False

Shotgun E E E’
\» Shotgun o

Enabled ¥4

Is Current Weapon  False

Assault Rifle E
IéAuault Rifle lo

Enabled 4

Is Current Weapon  False

Double Shotgun E] E
\w Double Shotgun o

Enabled 4

Is Current Weapon  False

Grenade Launcher E E E
[ Grenade Launcher °

Enabled

Is Current Weapon  False

Laser Mine E @
[GLaser Mine lo

Enabled 4

Is Current Weapon  False

In this other example, the player has 5 weapons and the last 3 are disabled in the list.

105




| Create ~| GFAT

v € GKC Standard demo (all features enabled) 4 | = (Wea)
¥ GKC_Prefab Number Of Weapons: 5

P-35 I
°
Enabled “
Is Current Weapon  False
P38 Oy
w Pistol P-36 °
Enabled ~
Is Current Weapon  False
Shotgun CJI=)
[Gshetgun e
Enabled o

Is Current Weapon  False

Assault Rifls [E3[ES]

o

Enabled (m]

Is Current Weapon  False

Double Shotgun CJGI®)
°

Enabled o

Is Current Weapon  False

Enable All Weapons

[ Console

[ Disable All Weapon |

Clear | | Collapse | Clear on Play | Error Pause | Connected Pl.
L Get Weapon List ]
[ Clear Weapon List ]

And this is what happens when the game starts:

As you can see, only the two pistols are enabled. The other 3 can be activated if the player picks
them in the level.
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Make the prefab of a new weapon
After a new weapon is created and configured, you need to create its prefab if you are going to
use that weapon as a pickup or to make the player able to drop that weapon.

For this, follow these steps:

Go to the folder Game Kit Controller/ Prefabs/ Player Weapons and grab and drop any
of them.

Remove the meshParts gameObject.

Copy and paste the meshParts of the new weapon inside that prefab.

Make sure the local position and rotation of the meshParts place in the prefab is
(0,0,0)

Adjust the box collider according to the size and shape of the new weapon.

In the Pickup Object inspector of the prefab, configure the name of the weapon in the
field Secondary String.

7 || ¥ Pick Up Object (Script) L) %,
Pick Type | Weapon ¢
Amount 0

Use Armount Per Unit[_|
Use Secondary Strin s
Secondary String |Laser Mine |

Go to the child trigger inside the prefab and in the inspector Device String Action,
configure the name of the weapon in the field Device Name.

T Device String Action (Script) i,

| Device Mame [Laser Mine |

Grab and drop the prefab in the same folder of the other weapons.
Finally, assign that prefab in the IK Weapon System of the new weapon, in the field
Weapon Prefab Model.

7 || ¥ IK Weapon System (Script) [ #
Weapon State
Carrying -
Aiming -

[ Show Element Settings I

|C:|nﬁgure the max amount of weapons adn the layer used in weapons |
Weapon Game Object I gunMadel @
Current Weapon ]

Recoil Speed 5

Extra Rotation 40

Aim Fov Value 40

Aim Fov Speed 150

Weapon Enabled [

Weapon Prefab Model | Laser Mine Model o]
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Like this, if the player drops the weapon, the object instantiated is a copy of this prefab and the
weapon in the player’s body is disabled until the weapon is picked again.

This same prefab can be used to be dropped by enemies when they died, place it inside a chest,

a crate, etc....
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Start game with a certain weapon

To start the game with the player carrying a weapon, go to Player Weapons Manager, press the
button Show Settings and in the part of Initial Weapon Settings, activated the field Start Game
With Current Weapon.

Initial Weapon Settings
Start Game With Current Weapon [
Start With First Weapon Avaliable -
Weapon To Start | Pistal P-35

aF

Then select if the player will use the first weapon enabled in the list manager or select the
weapon to start from the list of weapons added in the manager.

The player will start with that weapon in any view, no matters if the game starts in third or first
person.

Warning: next and more elements of the weapons will be explained in a newer version of this
document.

Enable and disable weapons without remove them

Configure draw/keep position path for weapons in third person
Configure weapon sway

Configure first person arms

Configure weapon shake camera

Configure weapon projectiles

Add new ability to projectiles
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POWERS

e POWERLIST
e POWER MANAGER LIST

COMBAT

FOOT STEPS

DECALS MANAGER

SAVE SYSTEM

EVENT TRIGGER SYSTEM

110



SOUNDS EFFECTS

Some of the sounds effects in the asset have been obtained from a free sounds effects page:
http://www.freesfx.co.uk.

SUGGESTIONS, ISSUES OR PROBLEMS

Feel free to post any comment in the asset forum.

Asset forum: https://forum.unity.com/threads/game-kit-controler-1st-3rd-controller-with-
weapons-vehicles-2-3-8-released-features-poll.351456/

Also, you can send me a PM, my username is sr388.

If you have any doubt problem or suggestions, please send me an email:
santimonti90@gmail.com

SOCIAL MEDIA

Asset YouTube Channel: Two Cubes Studio

https://www.youtube.com/channel/UCs21at6NKI ieSIbE 2unuA

In this YouTube channel will be upload different tutorial videos for every system of this asset, so
check it out.

Also, in Twitter and Instagram | post gifs and videos with progress of the asset.
Twitter: @santimonti90

https://twitter.com/santimonti90

Instagram: @santimonti388

https://www.instagram.com/santimonti388
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