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Scary undead character for your game '
- RPG / platformer / strategy. Comes with
aaccessories - brain, comb, glasses, cleaver,
knife and eyes. All assets are ready to use just
by dragging them into your scene. However,
they can be also customized to your needs. This
tutorial will demonstrate how to attach addons
from this project, as well as, your own.

All assets are ready to use just by dragging them
into your scene. However, they can be also
customized to your needs. This tutorial will
demonstrate how to attach addons and particles
from this project, as well as, your own.
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In the Prefabs folder (01) you will find 6 Zombie prefabs and 9 addons.

Assets - Zombie-Pack » Prefabs a -

Brain-01 Cleaver-01 Comb-01 Eye-01 Eye-02 Eye-03 Glasses-01 Glasses-02 Knife-01 Zombie-01

Zombie-02 Zombie-03 Zombie-04 Zombie-05 Zombie-06

Drag-and-drop the character into the scene. Repeat for the selected addon, in our case a pair of
glasses (02).

Position the glasses on his head. Adjust scale and rotation if needed (03).

Find the bone to which you want to attach the addon in the Zombie Armature hierarchy - we are
placing the glasses on his head (Head).

............. 01

w02

The head has an Adjustment bone (HeadAdj),

Main Camera

which serves as an empty slot for addons (04). ™=,

Other attachment points such as the Hands R

» RightUpLeg

¥ Spine

and Spine have adjustment bones as well.

» Leftshoulder
¥ Neck

¥ Head
HeadAd;2

»Jaw1
» Quiff

» RightShoulder

» GutsL1

» GutsR1

» shirtg1

» shirtF1
SpineAd;
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Drag-and-drop the hat under the HeadAdj (05), apply changes (06) and test the setup.

[ Etierarchy [ (@ nspector

| Create ~| @A ™ [Zombie-03 [JsStatic v

Main Camera Tag | Untagged + | Layer | Default )}
i Z°;“hi=b'_°3 - Prefab | Select I Ravert I AM
¥ Zormbie 63, Armaturs G caastonr L
oo Position x0 ¥o zlo
S Tomtinlag Rotation X0 | 4 CON | —
» RightUpLeg Scale Xy Jzi ]
¥ Spine v 3 M Animator o,
¥ Chest Controller E1dleRuniump o
» LeftShoulder Avatar [ Zombie-03Avatar | @
¥ Neck Apply Root Motion ™
¥ Head Update Mode Normal :
Culling Mode | Based On Renderers. i)

HeadAd;2

CuI 0 Rot: 0 Scale: 0 Muscles: 1143 Generic: 2 PPtr: 0
» Jawl !) Cu nt: 1145 Constant: 319 (27.9%) Dense: 0 (0.0%)
s Sty (72.1%)
» Quiffl
> gu:,'z;"sm"'d" v 4 M Character Controller @,
B! slope Limit
> ShinB1 Step Offset 0.3
» ShirtFL skin Width [0.08
SpineAd; Min Move Distance [0
Center xo  Jv3a  z[o
Radius 1.04
Height (6.64
¥ || M Animator Controller_UT (Script) o
Seript & AnimatorController_UT °
¥ (&) M 1dle Run Jump (Script) &,
Seript [@ldieRunump @
Direction Damp Time [0.25
Apply Gravity o

Add Component

Same steps apply if you have your own assets to equip (weapons, gear,..). Import your asset to
unity and make it a prefab. Place it into the scene. Position it to your liking and drag-and-drop it
onto the bone to which you wish to attach it.

ANIMATIONS

Zombie Armature is a Humanoid Rig (07). The Example Scene includes a Mecanim ready

setup (sample Controller, 3 Animations and Scipts from the official Unity Mecanim Demo).

It demonstrates compatibility with official Unity Mocap Animations, as well as, third party
animations. For example, Mixamo where you can find thousands of animations you can use with
these characters.

# Scene ) © Inspector | e
Jeocund = Lol izmo ¢ Zombie-03Avatar @

© Optional Bone
¥ Body
@ Hips KHps o
@ spine Aspne o
18! Chest AChest [}
¥ Left Arm
18: Shoulder A LeftShoulder [}
@ Upper Arm A LeftArm [}
@® Lower Arm ALeftForeArm [}
@® Hand ALeftHand )
¥ Right Arm
|| ¢8: shoulder L RightShoulder °
@® Upper Arm ARightArm [}
@® Lower Arm _ARightForeArm [}
@ Hand ARightHand [}
¥ Left Leg
@ Upper Leg AlLeftUpLeg [}
@ Lower Leg AleftLeg )
@ Foot ALeftFoot [}
1: Toes AlLeftToes o
| Mapping ~[ Pose - |

[Revert][Apply ] (Done ]
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Thanks for your attention. ]

/ BRAINBOX
www.brainbox3d.com
info@brainbox3d.com
www.twitter.com/gamedevzombie
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