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Collisions
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[bookmark: _vrhvb96nxxe9]Summary
1. Ways of triggering an interaction: 14,7,6,10,9
a. Colliders and triggers
b. Have student who got it last time demo to the class they’re solution.
c. Then:
i. On trigger enter/exit/remain
ii. On collision enter/exit/remain
iii. Distance calculations
2. Race Game Assignment: 
a. Using a collider and a particle system make a player self destruct when it collides with wall or something else interesting - move player around with rigid body
b. Using a trigger and a particle system make a goal that they player can get to at the end of the race.
c. Bonus: Make an enemy that chases player or races against player, move around with a nav controller or a Vector3 method.
[bookmark: _fnjk6vnqzbqk]Before Teaching Notes:
1. Prep difference between on collision enter and on trigger enter

[bookmark: _xr2vawwc29e]After Teaching Notes:
1. Goal is getting colliders nailed down for the class
2. 

 
[bookmark: _cwpgxthk12l6]Resources
1. https://www.youtube.com/watch?v=RxG7YYEdmVE
2. https://www.youtube.com/watch?v=WFkbqdo2OI4
[bookmark: _ox6tt8kbzltv]Hmw
1. Some kind of UI assignment for VR.  Menu and pausing/saving/scene loading.
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