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|ising UnityEngine; '

blic class FirstPersonlook : MosoBehavioar

[SerislizeField)
Transform character;
Vector2 currentMouseLook;

rstPersonMovement>(). transform;

Get smooth mouse ook

Vector2 smoothMouseDelta = Vector2.Scale(nen Vecror2(inpat GetAxisRan(“Mouse X*), Input.GetAxisRaw( "Mouse Y)), Vector2.ome * seasitivity * smoothing);
applicdouseDelta = Vecror2 Lerp(applicddouseDeita, smoothMouseDelta, 1 / smoothimg):

currentMouselook += appliedouseDelta;

currentMouselook.y = Mathf.Clasp(currentMouselook.y, -90, %0);

Rotate camezn and controlier
trass form. localRotation = Quaternion. AngleAxis(-currentMouselook.y, Vector3.right);
character. localRotation = Quaternion. AngleAxis(currentMouselook x, Vector3.up);
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Unity 2020
Photoshop 2018
Maya 2020
Character Creator 3

Mixamo
/Brush
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