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// Get player's weighted movement input vector.

dx = Controller.GetAxis("Horizontal") * axisWeight.x;

dy = Controller.GetAxis("Vertical") * axisWeight.y;

input = new Vector3(dx, dy, 0);

// Ensure input vector’s length is 1 or less.

if (input.magnitude > 1)

input = input.normalized;

// Apply movement force.

force = input * InputForceScale;

Body.AddForce(force);
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// Compute braking factor.

speed = Vector3.Dot(velocity, right);

brakes = left * (speed / maxSpeed);

// Apply overall movement force.

force = (input + brakes) * InputForceScale;

Body.AddForce(force);
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// Zero vertical component if airborne.

v = Body.velocity;

if (!grounded)

v.y = 0;

// Apply jump (depending on lateral speed).

lateralSpeed = Abs(Vector3.Dot(right, v));

speed = JumpSpeed.Evaluate(lateralSpeed);

Body.velocity = v + (up * speed);
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// Apply wall-jumping as needed.

if (isAgainstRightWall && !grounded)

v += left * WallJumpSpeed;

if (isAgainstLeftWall && !grounded)

v += right * WallJumpSpeed;
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// Apply hover force according to upward speed.

upSpeed = Vector3.Dot(Body.velocity, up);

scale = UpwardSpeedFalloff.Evaluate(upSpeed);

force = up * HoverForceMax * scale;

Body.AddForce(force);
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