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if (isAttackRange)
{

Attack();
}
else if (isFindPlayer)
{

ChasePlayer();
}
else
{

Idle();
}
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if (isFindPlayer)
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isFindPlayer = true;
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VECTOR toPlayer = VSub(playerPos, enemyPos);
float distance = VSize(toPlayer);

if (distance < VIEW_DISTANCE)

{

isFindPlayer = true;

}

else

{
isFindPlayer = false;
}
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const float VIEW_DISTANCE = 10.0f;
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if (distance > VIEW_DISTANCE)

{

isFindPlayer = false;

}
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VECTOR toPlayer = VSub(playerPos, enemyPos);
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float distance = VSize(toPlayer);
VECTOR dirToPlayer = VScale(toPlayer, 1.0f / distance);
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VECTOR forward =
{
sinf(enemyRotY),
0.0f,



cosf(enemyRotY)
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float dot = VDot(forward, dirToPlayer);

dot DEIF. 7EVWEWRDELSICERSNET,

dotdfiE Bk
1.0 (SEL EAmICWD
0.0 (T3 L #IcW3
-0 ISRV ®B3ICW\W3

14. REFHDOHE

BIZIE RDELSICLET,
const float VIEW_DOT = 0.5f;

if (dot > VIEW_DOT)
{

isFindPlayer = true;

}

else

{
isFindPlayer = false;

}
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bool CheckCanSeePlayer()

{
VECTOR toPlayer = VSub(playerPos, enemyPos);
float distance = VSize(toPlayer);

if (distance > VIEW_DISTANCE)
{

return false;

}



if (distance < 0.001f)
{

return true;
VECTOR dirToPlayer = VScale(toPlayer, 1.0f / distance);
VECTOR forward =
i

sinf(enemyRotY),

0.0f,

cosf(enemyRotY)

b
float dot = VDot(forward, dirToPlayer);
if (dot < VIEW_DOQOT)

{

return false;

return true;
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bool isHitWall = CheckLineHitWall(enemyPos, playerPos);

if (isHitwall)
{

return false;

}
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bool CheckCanSeePlayer()

{
VECTOR toPlayer = VSub(playerPos, enemyPos);
float distance = VSize(toPlayer);
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if (distance > VIEW_DISTANCE)
{

return false;
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if (distance < 0.001f)
{

return true;
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VECTOR dirToPlayer = VScale(toPlayer, 1.0f / distance);
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VECTOR forward =
{

sinf(enemyRotY),
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float dot = VDot(forward, dirToPlayer);

if (dot < VIEW_DOT)
{

return false;
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if (CheckLineHitWall(enemyPos, playerPos))
i

return false;

return true;
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isFindPlayer = CheckCanSeePlayer();

if (isAttackRange)
{
Attack();
}
else if (isFindPlayer)

{
ChasePlayer();



else

{
Idle();

}
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bool isFindPlayer;
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isFindPlayer = CheckCanSeePlayer();
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bool isFindPlayer;
bool isLostPlayer;
bool isSearching;



bool isPatrol;
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