Fog of War {&£ FHz7HH

WASD to move the camera
mouse wheel to zoom
cursor keys to move the box

Reset Fog

Note: My game is a turn-based
strategy game so it needs to reset
the fog all in one go (at the end of
every turn). This would be
different from an RTS game where
the fog in recently visited places
would reset one after the other.
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var speed = 100;

function Update ()

{
//if (Input.GetAxis("CamRot") > 0)
if( Input.GetKey('c') )
{
rot = Vector3(0, Input.GetAxis("Mouse X"), 0);
transform.Rotate(rot * Time.deltaTime * speed);
}
}

EL T CamRotUpDown.js | » —REEE A CamRot EARHE » sk e o

var speed = 100;
var upperLimit = 90;

var lowerLimit = 10;

function Update ()

{
var my = Input.GetAxis("Mouse Y");
//if ((Input.GetAxis("CamRot") > 0))
if( Input.GetKey('c') )

{
if ((my < 0) && (transform.localEulerAngles.x <= upperLimit)) | |
((my > 0) && (transform.localEulerAngles.x >= lowerLimit)))
{
rot = Vector3(-my, 0, 0);
transform.Rotate(rot * Time.deltaTime * speed);
}
}
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function FixedUpdate()
{
if( !Input.GetKey(KeyCode.LeftShift) && !Input.GetKey(KeyCode.RightShift) ){
var controller : CharacterController = GetComponent(CharacterController);
if (controller.isGrounded)
{
// We are grounded, so recalculate
// move direction directly from axes
//moveDirection = Vector3(Input.GetAxis("Horizontal2"), O,

//  Input.GetAxis("Vertical2"));

moveDirection = Vector3(Input.GetAxis("Horizontal"), 0,

Input.GetAxis("Vertical"));

moveDirection = transform.TransformDirection(moveDirection);

moveDirection *= speed;

if (Input.GetButton ("Jump"))
{

moveDirection.y = jumpSpeed;
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// Apply gravity

moveDirection.y -= gravity * Time.deltaTime;

// Move the controller

controller.Move(moveDirection * Time.deltaTime);

7.
===
g ah

008 TFEAERE shift QIfgEhA© -

BrRL " CamMovement.js | {EXEAEEEATT

function FixedUpdate()

{
if( Input.GetKey(KeyCode.LeftShift) | | Input.GetKey(KeyCode.RightShift))
{
moveDirection = Vector3(Input.GetAxis("Horizontal"), 0,
Input.GetAxis("Vertical"));
moveDirection = transform.TransformDirection(moveDirection);
moveDirection *= speed;
// Move the camera
transform.position += moveDirection * Time.deltaTime;
}
}
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WASD to move the camera
mouse wheel to zoom
cursor keys to move the box

Reset Fog

Note: My game is a turn-based
strategy game so it needs to reset
the fog all in one go (at the end of

every turn). This would be
different from an RTS game where
the fog in recently visited places
would reset one after the other
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MissingComponentException: There is no 'MeshFilter' attached to the "Fog-of-War'

game object, but a script is trying to access it.

1

You probably need to add a MeshFilter to the game object "Fog-of-War". Or your
script needs to check if the component is attached before using it.
FogOfWarRevealer.Start () (at Assets/FogOfWar/FogOfWarRevealer.js:14)
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function Start()

{
fogOfWarMesh = fogOfWar.GetComponent(MeshFilter).mesh;
fogOfWarScript = fogOfWar.GetComponent(FogOfWar);
fogOfWarScript.AddRevealer(this);
InitialReveal();

}
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function Start()

{
gameObject.AddComponent("MeshFilter");

gameObject.AddComponent("MeshRenderer");

mesh = GetComponent(MeshFilter).mesh;

mesh.Clear();
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//function Start()

function Awake()

{
gameObject.AddComponent("MeshFilter");

gameObject.AddComponent("MeshRenderer");

mesh = GetComponent(MeshFilter).mesh;

mesh.Clear();
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