TO get android builds:
Check out open VR steam based api
SteamVR

Tuesday
Christian, Brendon, Jonathon
Thursday
Chris, Nick, 

Thursday 6: Gabriel
Clocksick whole group
Marie


1. AVATAR HANDS SETUP 
2. PHYSICAL SETUP OF OCULUS


Required version, 26, 27 android sdk - no manifest
Assignment:

(Week four was getting something from the asset store into Bobblehead wars - ask if anyone has anything to demo and if there were any problems with the next two chapters during scrum).

Add two things to add interest to your gameplay in bobblehead wars:
 
1. A first person camera option that triggers when the player hits a certain button
2. A jump button
3. A second type of nav mesh agent, doesn’t have to do anything but could be a different enemy capable of hurting the player or a helpful friend capable of defending the player
4. Turn game manager into the singleton design pattern and preserve it through scene changes.

Read and code chapters 5 and 6 for next week’s challenge, come to class with working code.

In class discussion: Write down two ways that you think the technological skills you’re learning could help improve people’s lives outside of just playing a game.  Are there ways that games can help society?  Can games help people’s minds, health, life perspective?  What is a serious game?  Other than being fun, how are games beyond video games useful to people and how do they enrich people’s lives?  How can we incorporate this into our games?  What is one positive social message or social awareness that you would like your games to impart eventually?

· Core mechanics.
· Design patterns in general and the singleton pattern - game manager script in your utilities project that tracks at least player level, player life/lives, and current scene through multiple scenes.


