LauncherScript.cs » |/ MissileScipt.cs

MissileScript = EJ Update ()
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4[] public class MissileScript

public
public
public
public

public

1[-] using UnityEngine;
2 L using Svstem.Collections;

float speed:
float turnSpeed;
float lifespan;
float chaseDelay;

GamelCbject target:

private Vector3 scatterPoint:

private Quaternion _tarRot;

wvold Update ()

i

DelavChase () ;

CountdownLife () ;

SeekTarget () :

MonoBehaviour

transform.Translate (Vector3.forward #* speed * Time.deltaTime) ;

vold SeekTarget ()

if (chaseDelay > 0}

StartCoroutine ("ScatterTarget™) ;

_tarRot = Quaternion.LookRotation| scatterPoint - transform.position):
transform.rotation = Quaternicon.RotateTowards (transform.rotation, tarBot, turnSpeed * Time.deltaTime);

if{ target && chaseDelay <= 0}

{
{
}
i
¥
}

StopCoroutine ("ScatterTarget™) ;

_tarRot = Quaternion.LoockRotation( target.transform.position - transform.position):
transform.rotation = Quaternion.RotateTowards (transform.rotation, tarBRot, turnSpeed * Time.deltaTime);

vold CountdownLife ()

i

lifezpan —= Time.deltaTime;

if{lifespan <= 0)

{

Destrov (gamelbiject) ;

wvold DelayChase ()

{

if (chaseDelay > 0}

{

chaselDelay —— Time.deltaTime;

volid OnCollizionEnter (Colli=zion hit)

i

Destrov (gamelbisect) ;

public wvoid GetTarget (GameChject target)

i

_target = target;

IEnumerator ScatterTarget ()

{

_scatterPoint = new Vector3 (O,

=F

0} + Random.insideUnitSphere * 5;

vield return new WaitForSeconds (0.1f);



