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onSeeTarget: Event triggered when the enemy sees a new target (Patrol->Alerted)
onDetectTarget: Event triggered when it starts chasing the target (Alerted->Chase)
onTouchTarget: Event triggered when the enemy reached the target

v Enemy Vision (Script)

Detection
Visicn_angle
Vision_range
Vision_near_range
Vision_height_above
Vision_height _below
Touch range
Vision_mask
Group_detect

Duration
Detect time
Confused_time

Chase
Follow_time
Dont_returm

Ref

Eye
Vision_prefab
Death_fx_prefab
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Everything

A Eye (Transform)
8 VisionCone
None (Game Object)
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Bread-and-butter and expecimental Water shader
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- Tag Player v Layer

v A Transform o

Position X 3aRQd2 Y -0.0777¢ Z 0
Rotation xQss D v o z 0
1 Scale @ X 1 Y 7
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