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mouseX = Input.GetAxis("M e X") * mouseSensitivity *

t mouseY = Input.GetAxis("Mouse Y") * mouseSensitivity

xRotation -= mousey;
xRotation = Mathf.Clamp(xRotation, -%8f, 9ef);

transform. localRotation = Quaternion.Euler(xRotation, of, ef);

playerBody.Rotate(Vector3.up * mouseXx);

) ABBE:

AIB (F AR B SRIE I X
MIBENZX Y ~ ZBhA {1 - d4A
THReEHAMEEEENIEDS -
EEAGEEEENE - ALK
hll Bk B XY, -

(Unity R38R AWASD - BHERBZEE
#2)

(2)Camera#Z=l:
ERHBE ZBENENE - ZEFHIInXE

Time.deltaTime;

B 357515 YRotation - MR R EIEIEA

i[O - i EERPhoton ViewZ
IsMineE 14 R5 1L & A EVS ¥ FAY
CamerafZil# - ZEINFERVDEEEE

AN °
AR
Vector3 move = transform.right * x + transform.forward * z;

controller.Move(move * speed * Time.deltaTime);

if(Input.GetButtonDown("Jump"”) )

{

velocity.y = Mathf.Sqrt(jumpHeight * -2f * gravity);

}

velocity.y += gravity * Time.deltaTime;

controller.Move(velocity * Time.deltaTime);
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Start()

PV = GetComponent<PhotonView>();
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ABulletZ = BIRICY £ 4T & M % i (hp.FillAmount <= @)

= M= A0FEBSetTriggerfig 2 " etcomponentcanintors () setTrigger“death;

SECENE -

OnTriggerEnter(Collider other ){

if(other.tag == "Hp"

hp.fillAmount = 1.8f;

Die()

transform.position = DiePoint.position;
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Debug.Log( "}k ) -

if(player.transform.position == RespawnPoint.position

Debug. Log("FEL]");

ll

GetComponent<Animator>().SetTrigger( "Respawn™);
RespawnPoint();
}

}

RespawnPoint()
{

transform.position SpawnPoint.position;
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GRAME OVER

onTriggereEnter(Collider other )

if(other.tag == "Box"

GameOver();

EEREw 1

PrintTextWinneri();

gameObject.SetActive
gameovertext.text = "20EREE I

PrintTextWinnerl(){ RestartButton(){

print(“Playerl is Winner™); SceneManager.LoadScene( "Main");

GameOver( ){
GameOQverscreen.SetUp( ) ;
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https://answers.unity.com/questions/1455125/how-do-i-make-projectile-weapons-stick-to-enemies.html
https://www.youtube.com/watch?v=_QspODaK_0Q
https://www.youtube.com/watch?v=rG1wJCS7NMs
https://www.youtube.com/watch?v=Iv7A8TzreY4
https://www.google.com/search?q=%E8%8B%B1%E6%96%87%E7%BF%BB%E8%AD%AF&oq=%E8%8B%B1%E6%96%87%E7%BF%BB%E8%AD%AF&aqs=chrome..69i57j0i512l9.1979j0j7&sourceid=chrome&ie=UTF-8
https://medium.com/photon-taiwan/pun-2-%E9%80%A3%E7%B7%9A%E5%B0%84%E6%93%8A%E9%81%8A%E6%88%B2-4-4-e3fd3b224e78
https://assetstore.unity.com/packages/3d/props/toilet-paper-roll-proto-series-165615
How To Make Respawn in Unity 3D
https://www.youtube.com/watch?v=qgRZKNzmNSw
https://assetstore.unity.com/packages/2d/characters/the-soccer-ball-alphabet-136164
https://assetstore.unity.com/packages/3d/props/toilet-paper-roll-proto-series-165615
https://assetstore.unity.com/packages/3d/props/interior/low-poly-bathroom-pack-88291#description
https://assetstore.unity.com/packages/3d/characters/toony-tiny-ww1-soldiers-demo-115694#description
https://assetstore.unity.com/packages/3d/characters/low-poly-soldiers-demo-73611#publisher
https://assetstore.unity.com/packages/vfx/particles/fire-explosions/free-2d-impact-fx-201222#publisher
https://assetstore.unity.com/packages/3d/props/guns/free-fps-weapon-akm-180663#description
https://assetstore.unity.com/packages/audio/sound-fx/footstep-snow-and-grass-90678#publisher
https://assetstore.unity.com/packages/tools/network/pun-2-free-119922#publisher
https://www.youtube.com/watch?v=sdsjSxDKsUM&t=2280s
https://www.youtube.com/watch?v=TiNEWjpNVG8
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