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function Awake (] {
{} B=lect the first weapon

1 * felectWeapon(0);
}

function Update (j
{/ Did the user preas Eirer

) * if (Input.GetBuatton (“Firel® )}

BroadcastMessage("Fire") |

if (Input.GetKeyDown{*1"]}
{

SelectWeapon|d);

]

else if [(Input.GetKeyDown|=2"})

1
EelectWeapon 1)y

}
}

3 *funat;-m SelectWeapon [index : imt} |

far [(var i=Dpictranafarm.childCountpi++)

{
fd activate the eelected weapon
iE (i == index)
tranaform.Getchild(i) . gamedbject . SetAct iveRecuraively (trua) ;
/¢ Deactivate all other weapons
mloe=
tranaform. GetChild( i) . gamedbject . SetActiveRecureively (falee);
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'l ) 40 4 RocketLauncher.js cu ,Sul 55 -

war projectile : Rigidbody;
war initialSpeed = 20.0;

var reloadTime = 0.57

var ammoCount = I0;

private war lamtShot = =10.0;

function Fire ()

i
/Y pid the time exceed the reload time?
1 * if (Time.time * reloadTime + lastShot k& ammoCount = 0)

{
£/ create a new projectile, use the same position and rotaticn as the
! Leuncher.

var imnatantiatedProjectile : Rigidbody = Inatantiate (projectila,
tranafarm.poaition, transfarm.rotation)p

£/ give it an initial forward wvelecity. The direction is along the z-axis of
ff the missile launcher's transform.

instantiatedProjectila.velocity = transform.PransformDirection{Vectord (0, 9,
initialspeed));

£/ Ignoare eallisiona betwsean the missile and the charaster sontroller

Phyaica.IgnoreCellisicn(inatantiatedPrejectile.cellider,
tranaform.root.collider);

1 * lastshot = Time.timej

aRmoCouUnt==;
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## The reference to the explosion prefab
var exploaion : Gamedbject;
wvar timedut = 31.0;

/f Eill the rocket after a while avtcmatically
function Starct () {

1 * Invoke(“Ki11l*, timeOut}y;

}

function OnCollisionEnter (collision @ Collisiom) |
!/ Inatantiate explosion at the ippact point and rotate the explosion
ff 8o that the y—axis faces aleng the aurface normal
var contact © ContactPoint = collimion.contacks[O0]f

var retaticn = guaternion.PromToRotation(Vectori.up, contact.normal:
Instantiate {exploaion, contact.point, rotation)g

Aé And kill cureselvea
®ill ()7
1

function Kill |(j

{

{f Btop emitting particlea in any children
var emitter r ParticleBEmitter= GetComponentInChildren{ParticleEmitter)j
if {emitter)

=mitter.emit = falme;

A/ Detach children — We do thia to detach the trail rendererer which shculd be ast
{f ump to auto destroct

2 * transform.batachChildreny ) ;

/f Deatroy the projectile
Deatroy|gamedbject);

I
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var expleaionRadinoe = 5.0;
var exploailonPower = 10.0;
var explosionDamage = 100.40;

TAL en‘plns'_an']'mc = 1.0y7

function Start () |

var explosionPosition = traneform.poeition;
1 %— var colliders : Collider[] = Fhysica.owerlapSphere (exploslonPosaition,
=xplosionRadins]

for (var hit in colliders) {
if [(1hit)
cantinue)

if (hit.rigidibcdy)
1

2 * hit.rigidbody.hddExplesionPorce {explopionPower, explesionPoeition,
axploaionRadiva, 3.0);

var closestPoint = hit.rigidbedy.ClossstPolntonBounds (explosionPositiond;
war distance = Vectorl.Distance|clossstPoint, =xplosionPosition)|

#f The hit pointa we apply decrease with diatance from the hit point

3 + war hitPoints = 1.0 = Mathf.Clamp(l{distance / explosionRadiusj
hitPointa = exploelonDamadge;

£f Tell the rigidbody or any other script attached to the hit object
Af how moch damage ie te be applied

4 * hit.rigidbody.SendMessageUpwards [ “ApplyDamag=", hitDPodints,
Senddessagedpticona . bontRegquireReceiver) ;

}

/f atop emitting 7
if (particleEmitter) {
particleEmitter.emit = trueg

yimld WaitForSeconds{0-5);
particleEmitter.emit = falae;

1

#{ destroy the explosiom
Deatroy |{gamedbiect, explosionTime);
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s Muzzle Flash s 1) (machineGun s 4c goo 0 j ,5) MuzzleFlash -
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w0 ) MachineGun. s « by jo JolS 55 ) )

var rangs = L00.0;

var fireRate = 0.05)

var force = 10.0;

wvar damage = 5.0;7

war bulletaperclip = 407

var clips = Z0;

var relcadTime = 4.5;

private var hitParticles : ParticleBmitter)
var muzzleFlaah : Renderer;

private wvar bulletsle=ft 1 int = 0Oy
private var nextPireTime = 0.0}
private var m_LastFrameShot = =1;

1 * function Start ()

1
hizParticles = gGetComponsntInChildren(DarticlaBmitter);
£ wWe don't want to emit particles all the tims, only when we hit scmething.
if (hitParticlesa)

hitParticles.emit = falea;

bulletale=ft = I:rull:-tsl:'=rc1:i.P:

}

2 * function LateUpdate[}
{

if {muzzleFlash)

{
£F We shot this frame, enable the muzzle flash
if (m_LastFrameShot == Times.framsCount)

i
mizzleFlaah.transform.localRotation = guaternion.Axisingle
(Weckor?.Eozward, Random.value)j
muzzlaPlash.enabled = trosg
}
Jf wWe didn't, dimable the muzzle flash
E']. 5=
{
muezleFlash.enabled = false;
apabled = fmlas;
1



3 *‘ function Firve {1

1

b

if (bullataLeft == 0O}
return;

f4 1f there ia more than one bullet between the last and this frama
/{ Reset the nextFlireTims
if (Time.tim= = firsRate= > nextFireTim=)

nextFireTime = Time.time - Time.deltaTime;

J4 Keap firimg until we gsed up the £ire tims
while{ nextPireTime < Time,time && bulletaLeft i= 0)
{

Preeon=shet( i

nextFireTime += fireRate;

4 * function Fireoneshot [}

{

war direction = transform.Traneformbirection|vectorld.forward);
war hit 1 RaycastHit]

!/ pid we hit anything?

if (Phy=ice.Raycast (transaform.pesition, dirvection, hit, range))
i
{/ Apply a force to the rigidbody we hit
if (hit.rigidbody)
hit.rigidbody . AddForcedtPositionforce * direction, hit.point)y

/! Place the particle system for epawing out of place where we hit the

/! murface:r

/¢ and mpawn a couple of particles
1f [hitParticlea)

hitParticles.transform. position = hit.pointg
hitParticles.transform. rotation =
tuaternion, FromfoRotation (Vectord.up,
hie.normal) )
hitParticles.Bmit(};

}

{/f send a damage message to the hit object
hit.collider.SendMessagetpwards( "ApplyDanage”, damage,
SendMeasageOpticons . ont RequireReceiver )

}

bull=tsLeft==|

!/ Regimter that we shet thi= frame,
s::ﬁ Eg that the LateUpdate functicon enabled the muzzleflash render=r for one=

m_LastFram=shot = Time.framecountj
enabled = true;

/! Reload gun in reload Time
if (bulletaleft == 0)
StartCoroutine|"Reload";



5 * function Reload () |

£f Wait for reload time first = then add more bullets!
yield WaitForSeconds|reloadTime);

{4 We have a clip left reload
if (clips > D)
i
clipa=-=;
Eull=tsl=Fft = bulletur\zrc'_:i.Pj

funotisn GatBullatslafe [}
raturn bulletalefit;
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var hitPaints = 100.0j
var detonationbDelay = 0.0;

var explosicn : Tranaform;
var deadReplacement 1 Rigidbodyg

1 *funct;cpn ApplyDamage (damage t float)

{
f We already have leaa than 0 hitpointe, maybe we got killed already?

if (hitPointes <= 0.0}
raturn;

hitPeints == damags;
if ¢(hitPoints <= 0.0}
Invoke (| "Delay=dietonate”, detonationDelay);

}

function Delayedbetonate ()

{
2 * BroadcantMessage | "Detonate™)|
H

function Detonate ()

{

/} Destroy oormslven
Daatroy | ganedbject ) ;

f! Create= the explosion

3 *— if (e=ploaion)

Instantiate {explosion, transform.position; transform.rotation)j
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war attackRamge = 20.0p
war target 1 Transform|

1 *functicﬁn Btart [}

if (target == mull &k Gamelbject.PindWithTag("Player=)}
target = Gamedbject.FindWithTag( Player”).traneform;

H

2 #‘functic-n update [} {

if (target == null)
raturn;

if {(1CanSesTarget [§)
return;

// Rotate towards target

var targetPoint = target.positiong

var targetRotation = Quaternion.leokRotation (targetPoint - transform.position,
Vectarl.up)j

tranaform. rotaticn = QuatEInLﬂnqleI?Itraﬂﬂfﬁfm-rﬁtatlﬂﬂg targetRotation,
Time.deltaTime # 2.0

/) 1f we are almost rotated towards target = fire one clip of ammo
var forward = tranaform.Transformbirecticn(Vectorld.forward);
var targetDir = target.poaition - :ranai&rm-p&altlau;
3 4’ if (Vectorl.AngleBetween(|forward, targetDir) * Mathf.RadlDeg < 14.0)
59ﬂdﬁ9$33q9|"?1r&“5:

H

4 * function CanSeeTarget () ¢ boolean
{
1

if (vectorl.pistance|transform.poeition, target.pesiticn) > attackRangs)
return falasa;

war hit 1 RaycastHitj

if (Physice.Linecaat (trameform.position, target.poeiticn, hit)
return hit.transform == target;

return falee;
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