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Vector3 ProjectPositionOnGround(Vector3 position)

{

Vector3 ret = position;

RaycastHit hitInfo = new RaycastHit();
if (Physics.Raycast(position + new Vector3(0, 0.5f, 0), new Vector3(0, -1, 0), out
hitInfo, 1.0f, m_LayerMask))

{

ret = hitinfo.point;
1
return ret;
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