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AY 9 7|= . RayCast

L oEz o
70% = woid Update () : }
E { : i i n n
|1 Ray ray = can.ViewortPointToRay (rew Vectors (0.5f, 0.5F, D)) . ?'SE L (mt.transfurm.tag.Equals( tefid))
RaycastHit hit; '
3cCl ?-'6'1 oy |
-= O { | i R _ i
= B o if (Physics.Raycast{ray, out hit, rayDistance)) b PrUSSHﬁIrSt&tUS =1i
it -1 IF (oot GetesDomn(KesCode. E})
B o if (hit.transforn, GetConponent <oor={ }) [ [
B .
L I © 11 hit.oollider Senchessage"Elevatar”, SendHessagelitions DontRecuireReceiver )
R Lo
i hit.transforn.GetCompanent<Daor=( ). Interact¥ithThisDoor( ): [ ] }
) !
oy else if (hit.transforn, tag. Faual o Computer )
|:—] | else if (hjt.transform.tag.Equals("Iten" ) X {
oo b ,
L0 crossHairStatus = : : crossHairstatus = 10
G 2. Raycast, NeviMesh, Inventory Ul, Al, E]é {if { Input . GetKeyDown{ kevCode.E) ) : Cf (|ﬂDUt.EEtKES’DUWﬂ(KES’EUdE.E))
Animation’ . Item item = hit.transform.GetComponent<|ten={ J : : [
¢ 1 hit.transforn, gamedbject . SetActive(false ) [ : . \ \ ; ; "
B0 10 ifCiten HemoryKey 1= null) o hitocollider SendMessagel ‘Computer(n’, Sendessagelntions. DontRequi reReceiver )
Pl A
| item.Menory_Key Sethctive(true); I }
- . Destroy( iten. Hemory_Key. gamedbject, 5.0F) : ]
I ' Ty "oy
B i Citen. isturderer) - else if (hit. transforn. tag.Equalef ey'))
i ! ! 0 0 { 1
o GaneManager. instance. ddd_M_Point( ); ! { .
Lo ¢ it e - CrosshairStatus =
BP0 00 else If (item, isRunner I
A -1 IF CInput BetkeyDonn(Kestode. )
o Ganetanager . instance. Add_F _Point( }; I [
BEEEE . . .
N {else if {iten. isBoth) oo it collider SendWessagel "Betkey’, SendHessagelptions, DontRequi reReceiver )
Db bbb Gunebhnmger. instance.AddLBoth( -1 hit transforn. sanelbject. Setict ivel Fa|oe )
} Co )
E for {int i=0; i < inventory. item.Length i++) ' ]

QW ENEN ¥S | o~

e | g



AY +9 7|= Al
70%

g

i EFE O
private void OnTriggerEnter{Col|ider other)

=]

|} 4

Ell: if {other.transform.tag.Equals{ “WayPoint ™)
0 (I

El

11 if(other.transform.GetComponent<WayPoint|D={ ). 1D = -2)
' Dot
Destrowlother . transform. gamedbject
i i i StartCorout inel % itThenMovel )

i i 0 i

: 0 eglse if (currentld !'= other.transform.GetComponent <WavwPoint D= 3, 10}
|
i I current ld = other. transform . GetComponent <WayPoint | 0= ). 10:
, i ‘ I StartCorout inel P itThendovel )

Lo
= { else if {other.transform.GetComponent <Ooor={ 3}

o T

.1 if (other.transform.GetComponent<Ooor=( ) [isClosed)

0 I f StartCorout i nel DoorOpent ot her )

A E & Raycast, Aj, Inventory Ul,

Animation
£FE 2M

=K | Enumerator Wa itThenMovel ¥

T

¢ na.speed = O, 0f;

! ' wield return new WaitForSeconds( 2. 0f .
=N I do
B
: i id« = Random.Range(0, points.Length)
; ; i
while {ids == current!id}

i na.speed = 3, 0f:
] : goal = points[id=].transform:

—

=E== 12
B Enumerator DoorOpent Collider other )

na.speed = 0. 0F:

anim.setBooll "Kick™, fruel
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public void DropTheltem )
{
For int i =0; i < item.Length: i++)
{
i if Citenli].sprite.name.Equals(Objectia.text))
B
L0 item[il.sprite = defaultimage;
' templtems[i].Setéctiveltrual
templtems[i].transform.posit ion = player transform.posifion + new Yectord(d, 1.0F, 0%
if{ Itempl tems (], GetComponent <Rigidbody={ )}
templtens(i]. AddComponent <Riaidbody=( 1
ObjectEx.text = "
ObjectMa.text = "]
break;
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C|l 2Hd. . = L
T F: Raycast, Ai, Inventory Ul, a‘ publ i ¢ void Equip ten( )
. . I
Animation E‘I: | For (int i =0 i < itemlength; i++)
Co
2 i i if {itenli].sprite.name.Equals(ObjectNa.text) && templtems[i].GetConponent<|ten=( ). islizpon)
oo
i 0 plaver.BetComponent<Canat tect=( J.enabled = true;
©0 1 item[il.sprite = defaultinage;
L templtems[i].Sethctiveltrue);
©0 0 templtems[i].transform.parent = rightHand. transForm
P i templtems[i].transform. lncalPasition = new Yectard(D, 0, 0)
i " templtems[i].transform. localRotation = Ouaternion. ident ity
templtems(i] .transform.tag = “Wepon”:
ObjectEx. text = "

i+ 1 | DbjectMa.text = "7
= 1 if {!player.GetComponent<Animator=( ). runtimesnimatorControl ler . Equals{wepondnind)

I Y
i player.GetComponent <énimator=( ). runtimednimatorCont ral ler = weponanim:
oo )
B if (templtens[i] GetComponent<Rigidbody=( })

R R {
i Destrov(templtemsi].GetComponent <Rigidbody=( )};
i}
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if (Input.Getéxis{ "Horizontal™) '=0 || Input.Getéxis "Yertical™) '= 0)

I E&: Raycast, Ai, Inventory Ul,

L

anime.SetBool{ "Crouch Walk®, truel
0 anime.SetBool{"Walk”, troe )

P

else

oA

+anime.SetBool{ "Crouch Walk™, false)
¢ anime.3etBool{"Walk", false)

I

'

Animation

if {(Input.GetKeyDown{KeyCode.C))
!
. crouch = lcrouch:

'
if {crouch)
anime,SetBool{ "Stand", falsel

contraol ler.center = new Yector3(0, 0.4F, 0%
contral ler height = O

[se

anine, 3etBool{ "Stand”, truel:
control ler.center = new Yectora(0, 0.9F, 0O
control ler . height = 1, 7f;
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