Character Movement:

1.Create a model that will work as your character.

— .

2.Add an FSM to your character

Paste FSM
Paste Template
Use Template

Hit Tab after selecting a State to quickly editthe Name,
Use the Settings Menu next to the name, or right click
below for more options.

Double click action title to edit action name,
Cirl-click foldout to expand/callapse all actians,
| Ctrl-click enable checkbox ta enable/disable all actions.

T Get Key Down

t, use Up/Denn keys to select
an Action, and hit Enter to add it to the Stats, Actions ars
inserted before any selected Action in the list,
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4 Create an event and add the transition to state 1.

Key Pressed

FINISHED Add Global Transition
Custom Events
System Events
Network Events

Set as Start State
Set Color

Copy States %c
Save Template

Delete States

Toggle Breakpoint

Lack Link Dir
Unlock Link Di
cle Link

PlayMaker

n, and hit Enter
ried before any
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7. Add a “Add Force” to state 2. (Click the red warning if it pops up to add a Rigidbody to the
object.)
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8. Click the button on the right of the Axis you want. Then input the force number you want.

State




10. Right-Click and select copy FSM

Add State
Paste States %v

Paste Template

Save Template

Set Watermark
Save Screenshot

Add F5SM Component
Rermove F5M Component

11.Right-Click and select “Add FSM Component” the select “Paste FSM”.

Add State
Paste States v

Copy FSM
Save Template

Set Watermark
Sawve Screenshot

Remove F5SM Component

Note:(Copy and paste the FSM for each direction. l.e. Up, Down, Left, Right)
Make sure that you set the force to the correct direction and that you change the “Get Key
Down” & “Get Key Up” to the correct direction. i.e. W=Up, S=Down, A=Left, D=Right

Continue to the next page for the tank example



Moving A Tank

If you are following the tank example use the following for turning the tank.

1.Remove the “Add Force” from your turn left and turn right and add the
“rotate action”.

lick

Do the same thing for turning the other direction.



