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UNITY_EDITOR
mx t.GetAxis( "Mouse Y");
[11% nf GetAxis( "Mouse X");
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sensitivity = 500;
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UNITY_EDITOR
mx = Ir GetAxis("Mouse Y");
my = I GetAxis( "Mouse X");

t= mx * sensitivity = deltaTime;
+=my * sensitivity * deltaTime;

Clamp(RX, -60, 60);

transform.eulerAngles =
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Viewport Rect

B Depth

Rendering Path

Target Texture N

Occlusion Culling [~}

Allow HDR 4
o
u

Allow MSAA
Allow Dynamic Resolution

Target Display [Display 1

¥ + ¥ cam Rotate (Script)
Seript CamRotate
Sensitivity 500
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_ v« ¥ Gun (Script) [
Script Gun
Bullet Impact None (Transform)
Explosion None (Transform)
Cross Hair None (Transform)
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Position x[o Y[a7s FABET

Rotation X0 Y0 Z0
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¥ . o Sprite Renderer [FEE]
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