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func setPosition( target. radius, phi, theta ):
targetpos = target .get_translation( )
var x = radius * cos( phi ) * cos( theta )
var y = radius * sin( phi )
var z = radius * cos( phi ) * sin( theta )
self.set_translation(Vector3(x, y, z ) + targetpos )
self.look_at( targetpos, Vector3(0,1,0) )
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extends RigidBody
func _integrate_forces( state ):
state.add_central force( Vector3(0.0,-9.8,0.0) )
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extends KinematicBody
var velocity = Vector3(250, 0, 250)
func _physics_process( delta ):
var collision_info =
move_and_collide( velocity * delta )
if collision_info:
velocity =
velocity.bounce( collision_info.normal )
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extends VehicleBody

var accelSpeed = 5

var rotateSpeed = deg2rad(15)
var maxRotate = deg2rad(30)
var maxAccel = 20
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func _physics_process(delta):
if Input.is_action_pressed("ui_up"):
engine_force += accelSpeed * delta
if engine_force > maxAccel:
engine_force = maxAccel
if Input.is_action_pressed("ui_down"):
engine_force -= accelSpeed * delta
if engine_force < -maxAccel:
engine_force = -maxAccel
if Input.is_action_pressed("ui_left"):
steering += rotateSpeed * delta
if steering > maxRotate:
steering = maxRotate
if Input.is_action_pressed("ui_right"):
steering -= rotateSpeed * delta
if steering<-maxRotate
steering=-maxRotate
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peer.create_server(SERVER_PORT,
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