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Door : MonoBehaviour, IInteractable
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c woid Interact();

Interactor : MonoBehaviour

¢ Transform InteractorSource;

float InteractRange;

Start()

void Update()

if (Input.Ge own(KeyCode.E))
{

Ray r = new Ray(InteractorSource.position, InteractorSource.forward);

if (Physics.Raycast(r, RaycastHit hitInfo, InteractRange))

I

L
if (hitInfo.collider.gameDbject.Tryf
i

interactObj.Inte

omponent(

t IInteractable interactDbj))




