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BCTYII

VY cydacHOMy CBITI MOOUIBHI JONATKH CTalyd HEBII'€MHOI0 YacCTHHOIO HAIIoi
MOBCSKJIECHHOI KUTTA. BOHM 03BOJIAIOTH HaM 3IMCHIOBATH PI3HOMAHITHI Aii Ta
3aJI0BOJIBHSATH Hallll MOTpeOu y Oy/b-sKy TOAUHY Ta B Oyab-skomy Micii. BonHowac
3pocTae iHTEpeC M0 BUKOPUCTAHHS TexHOJoTiM 3D-MopemtoBaHHS Ta BipTyanabHOI
pPeabHOCTI JIJIsl CTBOPEHHS 3aXOIUTIOI0UYMX IMMEPCUBHUX JIOCBIJIIB JIsI KOPUCTYBAYiB.

Metoro pobotu Oyna po3poOka MOOUIBHOTO JOJATKy, IO HaJa€ TPaBIsIM
MO>KJIUBICTh TIOPUHYTH Yy 3aXOIUTIOIOYMN CBIT TOHOK HA BHCOKIM IIBHAKOCTI Ta
BUINPOOYBATH aAPEHANIIH, 1110 CYIIPOBOJIKYE el BU criopTy. OCHOBHUMU 3aBJIaHHAMHU
MPOCKTY OynW CTBOPEHHS PpEaTiCTUYHOTO ITPOBOTO  OTOYCHHS, peami3allis
3aXOILTIOI0YOT0 TEHMIUICI0, PO3poOKa CHUCTEMH KEpyBaHHS aBTOMOOIEM, a TaKOX
JT0JIaBaHHSI €JIEMEHTIB IPOrpPecii.

JIist  NOCATHEHHS TIOCTABJICHMX IIUJIEM Ta 3aBiaHb S BUKOPUCTAaB CydacHI
THCTPYMEHTHU Ta TEXHOJIOT1l po3p0o0KH MOOITLHUX J0JATKIB. Y mpolieci pobotu Oyiu
BUKOpHCTaHa MOBa nporpamyBanHs C#, irpouii qsuryH Unity, 3D-monentoBaHHs Ta
Gb13U4Ha CUMYJISIIIA.

PesynbTaTom 111€i poboTH cTasio cTBOpeHHs MoOubHOTO 3D-n01aTky X-Racer, sike
MPOTNIOHYE TPABIISIM 3aXOTUIIOIOYHM TeHMILIEH, MOKIIUBICTh OKPAIIEHHS aBTOMOOLIS,

PI3HOMAaHITHICTh PIBHIB Ta Oarato 1HIIIOTO.



PO31JI 1
orJjisi1 CEPEJOBUILA PO3POBKU UNITY.

1.1 OcHOBHI IOHATTS

Unity - 11e moTy>kHe iHTerpoBane cepeaonuiie po3pooku (IDE) ans ctBopenHs irop
Ta IHTEPAKTHUBHUX JOJaTKiB. BoHO Hagae mmpokuid HaOIp IHCTPYMEHTIB 1
MO>KJIMBOCTEH ISl pO3pOOKH, B CTBOPEHHs Tpadiku Ta aHIMaIlil 0 MporpaMmyBaHHs
Ta TectyBaHHsi. IIpocrora Bukopuctanus Unity poOuUTh BHUPOOHHUIITBO Irop
MaKCHMajbHO TMPOCTHUM Ta 3pYyYHUM, a MYJIbTUIUIAT(OPMEHHICTh J103BOJISIE
pO3pOOHUKAM 1Irop TMpaIlOBaTH Ha MAaKCUMalIbHO MOMJIHMBIA KUIBKOCTI ITpPOBUX

m1aTGopM Ta OmepaliifHIX CUCTEM.

Penaxrop mae nocuts npoctuit Drag&Drop iHTepdeiic, Skl CKIagaeThes 3 pi3HUX
BIKOH, 3aBJSIKM YOMY MOXXHA MPOBOAWTH HAJAro/HKCHHS TPU MPSMO B PEAAKTOPI.
JIBrkok minTpumye nBi ckpuntoBi MoBu: C#, JavaScript (Moaudikartisi). Po3paxyHku

¢bi3uku 3a1vicHIoE (i3nunuid 1Brkok PhysX Big NVIDIA.

[IpoexT B Unity AinuTbest Ha cueHu (piBHI) - OKpeMi (ailiiy, 0 MiCTATh CBO1 IrPOBI
CBITH 31 CBOiM HAOOpOM 00'€KTiB, CIIeHApiiB, 1 HaMAMTyBaHb. CIIEHH MOXKYTh MICTUTH
B €00l 5K, BiacHe, 00'ekTH (MOJeI), TaK 1 MOPOXKHI IrPoB1 00'€KTH - 00'€KTH, SIK1 HE
MarTh Mojaelni. O0'€KTH, B CBOIO Yepry MICTATh HAOOPU KOMIIOHEHTIB, 3 SIKUMU 1

B3a€EMO/JIIIOTh CKPUIITH.

VY Oynp-sxoro 00'ekTa Ha CIieH1 000B'SI3KOBO TPUCYTHIM KOMITIOHEHT Transform - BiH
30epirae B co01 KOOPAMHATH MICLS pO3TallyBaHHs, MOBOPOTY 1 PO3MIpiB 00'ekTa 1O
BCIX TPHOX OCSX. Y O0O'€KTIB 3 BHUIUMOIO T'€OMETPIEI0 TaKOX 32 3aMOBUYBAaHHSM

npucyTHiit komnoneHT Mesh Renderer, 1o poOuts Mozienb 00'eKTa BUTUMOIO.
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Koxen Unity - mpoekT MicTuTh nanky Assets. BmicT 1iei nanku nonano B Project
View. lLle pecypcu rpu: ckpuntu, 3D-mopeni, Texkctypu, ayaiodaitnu, mnpedadbu

(Prefabs).

Jlesiki pecypen cTBOproroThes 6e3nocepenabo B Unity. [lanens Hierarchy mictuth
Bci 00'exktu (GameObject) BiakpuToi cuieHu. Jleski 3 HUX - 1€ eK3eMIUISIpU PECYPCIB
(3D-mopeni Ta iHeE), iHII - ek3eMIUipu npedadiB. Y Hierarchy o0'exTiB mMoxHa
3amaBat ycmaakyBaHHSA. OO0'€KTH, 1O JOMAIOTHCS B CIICHY a00 BUAAISIOTHCS 3 HEl,

BiJI0OpakaroThesi a00 HaBIAKM MepecTaroTh BigoOpaxkarucs B Hierarchy (man.1).

Pucynox 1.1 [Nanens Hierarchy
Unity BUKOpUCTOBY€E KOHIIEMIIIIO ycnaakyBanHs (Parenting). byap-sikuit 06'ekT Moxke
OyTH JOYIpHIM IO BIAHOIIEHHIO /10 1HIIOTO. JIJIs IbOTO TOCTAaTHRO MEPETATHYTH HOTO
Ha «Oatbka» B Hierarchy. [louipHiii 00'ekT Oyae pyxatucs i 00epTaTucs pa3oM 3

06arbkoM (puc. 1.2).

= Hierarchy

Pucynox 1.2 [1anens Hierarchy: a) nBa He3anexHi 00'exkTu; 0) OAUH 00'€KT €

JOYipHIM
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1.2 CknagoBi cepeoBuIIa

e C(Cuenu ta 00'ekTn

Unity BUKOPHCTOBY€E KOHIEMIIiIO CIIeH Ta 00'ekTiB. CiieHa - 1€ KOHTEHHEp, Y IKOMY
PO3MIIIYIOTECS 00'€KTH Ta 1HII pecypch. O0'€KTH SABISIIOTH COOO00 IrpOB1 00'€KTH, TaK1
K MEePCOHAXKI1, MEPEIIKOU, KAMEPH, CBITJIO Ta 1HIII1 €JIEMEHTH CLIEHH.

e KoMnoHeHTH

O6G'ekt B Unity MICTATh KOMIIOHEHTH, SIKI BHM3HA4YalOTh IXHIO TOBEIIHKY Ta
GyHKUI0HATBHICTE. KOMIIOHEHTH MOXKYTh OyTH CKPUNTaMHU, sIKI MUIITYThCS MOBOIO CH#
ab6o JavaScript, ab0 BCTaHOBJIEHHMH KOMIIOHCHTAMH, TaKHUMH SK KOMIIOHCHTH
KepyBaHHS aHiMarli€er, Ppizuku, rpadiku Ta 3BYKY.

e Ckpuntu

Po3poOHMKH MOXXYTh CTBOPIOBATH CKPHUMTH JJII KEPYBAHHS MOBEAIHKOIO 00'€KTIB
Ta peam3anii irpoBoi Joriku. Unity MmATpUMY€E CKPUNTH KiTbKOMa MOBaMH
porpaMmyBaHHs, aje HaunomupeHimuMm € C#.

e ['padiunmii pegakTop

Unity Hagae rpadiuHuil penakTop, SKUM 103BOJSE PO3POOHUKAM CTBOPIOBATH Ta
penaryBatu CLieHHM, 00'€KTH, MaTepialy Ta 1HIII pecypcH. PegakTtop mae 1HTYITUBHO
3po3yMinuil iHTEpQEiic Ta Halae IHCTPYMEHTH JIJIsl BI3yallbHOTO PO3MIIIICHHS 00'€KTIB,
HaJIAITYBAaHHS BIACTUBOCTEN Ta CTBOPEHHSI MPOCTUX aHIMAIIii.

o ®di3uka

Unity Bxitouae BOyJoBaHUM ABUKOK (DI3UKH, SKUH 0O0poOJIsA€ 3ITKHEHHS,
rpaBiTaiito Ta iHmi ¢GizudHi edekTu. Po3poOHUKH MOXKYTh 3aCTOCOBYBAaTH (hi3WUHI

BJIACTUBOCTI 10 00'€KTIB 1 KOHTPOIIOBATH TXHIO MIOBEIIHKY.
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1.3 ®isuka 3D — 06 exriB. Ii KOMHOHEHTH

e Rigidbodies (TBepae Tin0)

s toro, mo6 mianopsiakyBatu 060'ekt 3akoHaMm ¢i3uku B Unity 3D, HeoOXigHO
o0aaTH 110 11boro 00'ekta koMrmoHeHT Rigidbody. Toai Ha 00'ekT Oyze niaTH rpaBiTailis
1 BIH OyJle CTUKATHUCS 3 THIIMMU 00'€KTaMH.

Kommnonent Rigidbody mae BnactuBicts «Is Kinematicy», sika 103BOJISIE BUITyYUTH
00'€KT 3-TiJ KOHTPOJI (HI3UYHOTO JBHXKKA, 1 JO3BOJUTH TNEpPEeMINIaTH HOTO
KIHEMaTHYHO 32 I0MOMOToro ckpunTa. 3HaueHHs «Is Kinematicy MokHa 3MiHIOBAaTH 32
JIOTIOMOTOI0  KOJly, 100 BBIMKHYTH a00 BUMKHYTH (i3uky mis o0'ekTa, ajne Iis
MOJKJIMBICTh BUMArae JI0JIaTKOBUX PECYPCIB.

e Colliders (Komatinepw)

Komnatimepu 11e HacTynmHUN THIT KOMIIOHEHTIB, SIK1 TOBUHHI OyTH J10JIaH1 IO TBEPIUX
T, OO 3aAisTH 31TKHEHHS. SIKIIO J1Ba TBEpPAMX TUIA BPI3alOThCS OJUH B OJHOTO,
¢i3uuHUi IBUXKOK He Oye MPOpaxoByBaTH 31ITKHEHHS, TOKH JJ0 000X 00'€KTiB He Oyie
noaaHo Konaiaep. TBepai Tina, ki HE MalOTh KoJjaiepiB Oy1yTh MPOCTO MPOXOIUTH
Kp13b OJIMH OJIHOTO MPU NPOPaXyHKY 31TKHEHb.

e Crarnunnii konaiaep (Static Collider)

Ile irpoBuii 00'ekT, y sskomy € komnaiiaep, aine He Rigidbody. Crarnuni konaitnepu
BUKOPHUCTOBYIOTHCA UIsl TEOMETPUYHUX PIBHIB, SIKI 3aBXKJIM CTOSITH HA MICLI 1 30BCIM
HE po3BUBaIOTHCA. 30BHIIMHI 00'ektu Rigidbody OymyTh Bpizani B CTaTUYHHIMA
KOJIAlJIep, ajie MOT0 HE 3PYIIUTH.

OTxke, cTaTWyHi KOJAWAepw HE MOXKHA BMHUKATH/ BUMHUKATH, pyxXxathn abo
MaciTabyBaTH TiJ] 4ac irpoBOro mpoiecy. SAKIiio B1 3MIHUTE CTATUYHUMA KOJanaep, To

B pe3yibTaTi (I3UYHUM JBUKKOM OyJe BUKIMKAHUN JOJATKOBUI BHYTPILIHIM
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nepepaxyHoK, IKUil Oy/1e CynpoBOAKYBATHUCS NAAIHHAM IPOYyKTUBHOCTI. ['ip1ue Toro,
3MIHHU 1HOJI1 MOXKYTh 3aJIMIITUTH KOJIaiIep B HEBU3HAUCHOMY CTaHi, B pe3yJIbTaTi Y0Tro
OyyTh TPOBOJUTHUCS IOMUJIKOBI (D13UUHI PO3PAXYHKHU. 3 LUX MPUYMH, CJI1Jl 3MIHIOBATH
TUTbKHU Kojaiaepu 3 Rigidbody.

e Rigidbody xomnaitnep (Rigidbody Collider)

Ile irpoBuil 00'eKT, 10 SAKOr0 NPUKPIIUVIEHUH Kodaiaep 1 HEKIHEMAaTHYHUN
Rigidbody. Rigidbody konaiizepu MOBHICTIO CUMYIIOIOTHCS (PI3UYHUM JABUKKOM 1
MOXKYTb pearyBaTH Ha KOJ1311 1 CUJIH, PUKJIIAJEH] 3 cKkpunTa. BoHr MOXYTh CTUKAaTHCS
3 1HMUMU 00'€eKTamMu (BKJIIOYAIOYM CTATHYHI KOJAWAEpH) 1 € HAWIMOITUPEHINIO
KOH(DIrypairi€ero Koiaifiepa B irpax, siki BAKOPUCTOBYIOTh (Di3UKY

e Kinemaruuni Rigidbody komnaiinepu (Kinematic Rigidbody Collider)

Ie irpoBwuii 00'€KT, 10 AKOTO MPUKPITIICHUH Kojaiiaep 1 Kinemarnunuid Rigidbody
(to6To BnactuBicTh IsKinematic kommonenta Rigidbody BxitoueHo). 3miHIOIOUH
koMnoHeHT Transform, Bu Moxkere mepemimatu 00'ekt 3 kiHemaTuuyHuUM Rigidbody,
ayie BiH He OyJie pearyBaTH Ha KOJIi3il Ta JO/IaHi CHJIM TaK CaMo, sIK 1 HeKIHeMaTH4HI
Rigidbody. Kinematnuni Rigidbody moBuHHI BUKOPHCTOBYBATHUCS JIsl KOJIAMIEPIB, K1
MOXYTh pyxaTHcsi a00 MEepIOANYHO BUMHUKATHUCS/BMUKATHUCS, 1HAKIIE BOHU OYIyTh
BECTH ceOe SIK CTaTHYHI KOJTalaepH.

Ha BigMiHy Big cratudHOro Kojamnaepa, kiHemarnunuii Rigidbody Oyne
3aCTOCOBYBATH TEpTS A0 IHMIMX OO'€KTIB 1, B pa3i KOHTAKTy, Oyne «OyauTwm» iHIII
Rigidbody. HaBiTe konu BoHu Hepyxomi, kiHemaTudHi Rigidbody komnainepu

MOBOJISITHCS 1HAKIIIE, HA BIAMIHY BiJl CTATUYHHUX KOJIAl IePIB.
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1.4 Unity ¢peliMBOpKu

OpeliMBOpPK — 11€ MPOrPaMHE CEPEIOBHUILIE, SKE CIPOIILYE Ta TPUCKOPIOE CTBOPEHHS
IpOrpamMHOro 3ade3neyeHHs. 3a BUKOPUCTaHHA (PpeliMBOPKIB BU MUILETE JUIIE KO,
SAKUN peanizye JOTiKy, cnenudiuHy s Balioro mpoaykTy. Bam He moBomuTtbes
caMOCTiiiHO 3a0e3rneuyBaTd poOOTy 3 0a3010 JAaHMX, ABTEHTU(]IKALII0, MIATPUMKY
ceaHciB Tomlo. Bee 11e peanizoBaHo y ppeiiMBopKax.

OpeiiMBOpPK BH3HAUa€ apXITEKTypy IporpaMu Ta 3abe3rnedye B3aeMOMAI0 MDK ii
KOMITIOHEHTaMHu. BiH MicTUTH pi3HI 010110T€KH Ta BUKOPUCTOBYE iX JJIsi CTBOPEHHS
kapkacy mporpamu. Komu Bu mpairoere 3 ¢GpeiiMBOpPKOM, BiIOYBA€THCS 1HBEPCIs
ynpasiiasa. He kopuctyBau, a @peliMBOpK BCTAHOBIIIOE, KOJM BUKJIMKATH (YHKIIIT

KOpHUCTyBaua.

1.4.1 Kinacudikauist ¢ppeiimBopkis B Unity

Unity Ads: ¢ppeitMBOpK, TpU3HAUYECHUH ISl IHTETpallil pekiiaMmu rpu. Bin n1o3Bolise
pPO3pOOHMKAMU MOHETH3YBaTH CBOI MPOEKTH, BKIIOYAIOYM BOYJOBaHY peKIamy,
BiJIeOpeKIamMy Ta 1Hi popmaTH.

Unity Al: dpeitmBopk uist po3poOKH Ta BIPOBAIKEHHS IITYYHOTO 1HTEIEKTY B
nonatku. [Ipononye Habip 3 1HCTpYMEHTIB Ta 010J110TE€K JJIsI CTBOPEHHS PO3yMHHUX
areHTiB, CUCTEM MOBE/IHKHU Ta AJITOPUTMIB MAITMHHOTO HABYAHHS.

Unity Ul: dbpeliMBOpK aJisi CTBOpPEHHS 1HTEpdelcy KoprucTyBaua B jojarkax. Bin
npeAcTaBisie 3 ce0e Taki KOMIOHEHTU SIK KHOIKH, TEKCTOBI MOJIsSI, MaHesl Ta 1HII
eJieMeHTH 1HTep(deiicy, a TakoX I1HCTPYMEHTH [UJIsi CTWm3amii 1 B3aeMomil 3
KOPHUCTYBa4eM.

Unity Cinemachine: ¢peiiMmBopk ansi cTBOpeHHsI KiHemarorpadiuyHoi Kamepu Ta

yOpaBJIIHHSI KaMEPHUMU ClieHaMUu. BiH 7103BoJIsiE po3pOOHUKAM CTBOPIOBATH CKIJIAJIHI
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KaMEepHl IUUIaHW, HaJAlITOBYBAaTU IMOJOXKEHHS, KOMIIO3UIIII0, NEPEMIIIECHHS Ta
nepexoau MK kamepamu. Cinemachine moserirye CTBOPEHHS SIKICHOT Ta TMHAMIYHOT
KiHemaTorpadii B irpax Ta J0JaTKax.

Unity Timeline: ¢peliMBOpK AJisi CTBOPEHHS Ta yHPABIIHHSI TUMYACOBOIO JIHIEIO
noji B irpax Ta Jojaatrkax. BiH 103Bosisie po3pOOHMKAM CTBOPIOBATH aHIMAIlii,
cueHapii Ta MmoAii, HaJalITOBYBaTH iX YacoBl MapaMETpPU Ta B3a€EMOJIIO 3 1HIIUMH
cucremamu. Timeline 103BOJIsSIE CTBOPIOBATH CKJIAHI CIICHH Ta MOCIIIOBHOCTI JIik 6e3

HEOOX1THOCT1 MUCATH BEJIUKUN 0OCST KOMY.



16

PO3/ILTT 2
[TIPOEKTYBAHHS OCHOBHUX MOJIVJIIB 3D-JIOJATKY X-RACER

2.1 Crpyktypa mporpamu. MexaHika piBHIB

Cnouatky MOTpIOHO YITKO BHU3HAYMUTH, SIKI 1171l MOTPIOHO MOCATTH B TPl 1 sKa
3arajbHa KOHIENIis mae OyTh peami3oBaHa. Hampukman, mim MOXYTh BKIKOYATH
MIPOXOJUKEHHS PIBHIB, 3M00YTTS IEBHOI KIUIBKOCTI OYOK a00 BUKOHAHHS TEBHHUX
3aBAaHb. MexaHiKa MiIBUIIECHHS PIBHS MEPCOHAXa BUKOPUCTOBYETHCS B TOMY YHUCII

3apajiy TOro, oo rpaBeib MaB MOTHBALIIIO TPATH JaJIl.
Peasizarist nocTaBiaeHOro 3aBAaHHA:

Y wmoOineHi 3D rpi "X-Racer" piBHI € pI3HUMHU ITPOBUMHU CIleHaMU a0o
3aBJIaHHSIMH, SIKi TpaBelb MPOXOIUTh y Mipy TpocyBaHHsS B Tpi. KoxeH piBeHb €
MIEBHOIO TOHOYHOIO TPACO¥0, B SKOMY T'PaBIeBl HEOOX1THO KEPYBAaTH CBOIM TOHOYHHUM
aBTOMOO1JIEM 1 IOCATTH NIEBHUX 1lJIeH a00 BUKOHYBATH 3aBaaHHs. L[ piBHIB MOXYTh
OyTH pI3HUMH, BKJIOYaOUM 30MpaHHS YEK-TOIHTIB, OOriH aBTOMOOUIS, i3ma 0e3

BUKOPHUCTaHHS raJIbMIB Ta Oarato 1HIIMX.

KoxeHn piBeHb MOMIEHUNA HA Pi3HI CETMEHTH YM €Talld, SIKi TpaBellb Ma€ MPOUTH
nociiIoBHO. [Ipoxo/KeHHsT pIBHIB YHNPOBOIXKYETbCS HAOOPOM NpPaBWI, TAKUX SK
OOMEKEHHS IIBUIKOCTI, KOHTPOJIb MOBEAIHKH aBTOMOOUIA, cuctema OaniB abo Ta

MO>KJIMBOCTI JUIsl IOKPAILEHHSI aBTOMOO1IISL.

PiBHi B rpi1 "X-Racer" MaroTh pi3Hy CKJIQJHICTB 1 TOCIIOBHICTh, HAJaI0UU TPABIIEBI
BUKJIUK, 110 TTOCTYMOBO 301IBIIY€ETHCS, 1 HOBI MOXJIMBOCTI B Mpolieci rpu. Sk rpaBenb
MIPOCYBAETHCS Y TPl Ta YCHINIHO 3aBEPIIyE PiBHI, HOMY JOCTYIHI HOBI PiBHI, TpacH,

TPAHCTIIOPTHI 3aCO0M UM 1HIIII MOMKJIMBOCTI JJIsl PO3IIMPEHHS iTPOBOTO JOCBIIY.
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2.1.1 KinbkicTh po3po0iieHUX PiBHIB

[TocTaHoBKa 3aB/IaHHA: TPOCKTYBAHHS PIBHIB CTPYKTYP, PO3pOOKa MEXaHIKH PIBHIB

Ta OaJlaHCyBaHHS CKJIATHOCTI.

Jl1s moyaTky HaM HEOOX1JTHO pO3pOOUTH 3arajbHy CTPYKTYPY PI1BHIB, KA BKJIFOYAE
MIOCJTITOBHICTh, CKJIQIHICTh Ta MPOTPECito piBHIB. BU3HaunMO, CKUTBKH PiBHIB Oy/ie B
Ipi, IK BOHU OyAyTh MOB’si3aHI MikK COOOI0 Ta SIK BOHH 3MIHIOBATUMYThCS MTEBHOIO

CKJIQJIHICTIO a00 1HIITUMU MTapaMeTpaMHu.

[ToTiM micns BU3HAYEHHS 3arajibHOi CTPYKTYpH PIBHIB MOTPIOHO po3poOUTU
KOHKPETHI MeXaHiKd, SKi OyayTh MPUCYTHI y KOXXHOMY piBHI. lle MoxyTh OyTH,
3aBJaHHS, BOPOTH, MEPEIIKOJM UM 1HINI €JIEMEHTH, sIKI I'paBellb MOBUHEH Oye

BUPIIIUTH YU MOAOJATH JJIsl YCHIIIHOTO 3aBEPILECHHS PI1BHSL.

[Ilono piBHIB, TaKk BOHM MOBUHHI OyTH BIJANOBIJIHI JJI T'PaBLIB PI3HOIO pPIBHSA
HaBU4YOK. [lpm mpoekTyBaHHI BaXJIMBO 30ajJaHCYBaTH CKJIAIHICTh PIBHIB TaKUM
YUHOM, 11100M TpaBlli BIJUyBaJId ce0€ BUKIMKAHUMM, ajleé HE MPUTHIYEHUMU BEJIMKOIO
CKJIQJHICTIO Ha MoYaTKy. ToMy y Ipi HOBUHHI OyTH MPUCYTHI Pi3HI PiBHI CKIIATHOCTI,

100 TpaBIli MaJid 3MOTY IOCTYTIOBO PO3BUBATHCH.

[Ticns BU3HAYEHHSA CKJIAAOBUX (YHKIIIOHATY, BIJAMOBIAHO JIO IOCTAaHOBKHU

pO3pOOIISIETHCS 3a/1aHa KUIbKICTh PIBHIB, iX OCHOBHA M€Ta Ta CKJIAHICTh.
Peamizarist nocTaBiaeHOro 3aBAaHHA:
Level 1 Point Digger

Pisens "Point Digger" y rpi € 3aBaaHHsIM, B SIKOMY TI'paBLEBI NOTPIOHO 310patu

NEBHY KUIbKICTb YEKMOIHTIB. ['paBelb MOBUHEH BUKOPUCTOBYBATH CBOI HABUYKHU
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KEepYBaHHS aBTOMOOLIeM, 00 MaKCHUMI3yBaTH CBiil paxyHOK Ta HaOpaTH HEOOXiTHY

KUIBKICTh YEKITOIHTIB.

Level 2 Over Take

PiBenb sBnsie co0OO cHUTyallilo, B SIKIM TpaBleBl MNOTPIOHO TMepeciiayBaTu
YEpPBOHUM aBTOMOO1JIb, SIKA € OCHOBHUM 00'€KTOM Ha IIbOMY €Tari.

Level 3 No brake

Ha npomy piBHI rpaBueBl 3a00pOHEHO BHKOPHUCTOBYBAaTH TrajbMa Yy CBOEMY
aBToMOO111. Ile cTBOprO€ JOAATKOBI TPYIHOINI Ta BUMAarae BiJl I'paBLs OCOOIMBHUX
HABUYOK Ta CTPATETIi.

Ha piBni "No Brake" rpaBeris moBUHEH KepyBaTH aBTOMOO1JIEM Ta IOCATATH PI3HUX
e, He BUKOPHUCTOBYIOUM ranbma. Lle o3Hadae, mo rpaBelr MOBUHEH MOBHICTIO
NOKJIa/IaTUCS. HAa CBOI HAaBMUYKHM KEpPYBaHHS, PEAKLII0 Ta 3/1aTHICTh Mepeadadyatu pyx

IHIITMX aBTOMOOUTIB Ta MEPENIKo ] Ha T0PO3i.

Level 4 Death Racer

Ha pieni "Death Racer" rpaBiieBi Haa€ThCss MOKIIUBICTD MiAIOpaTH TTOKPAIEHHS,
SKe TEePEeTBOPIOE HOT0 aBTOMOOLTh Ha BAHTAXIBKY. Y TaKOMY BHUTIJISAII TpaBellb
MOBUHEH 30UTH YOTHPU aBTOMOOLT, 11O 3HAXOAAThCA Ha Horo muiaxy. Lle cTBoproe
JOJATKOBY CKJIQAHICTh, TOMY IO BaHTaXIBKa, SK MPaBUJIO, Ma€ OUIbIIY Macy 1
NOBUIBHIITY IIBUJKICTh, HIK 3BUYAIHI aBTOMOOLII.

['paBiieBi MOe 3HAJOOMTUCS BUKOPUCTOBYBATH CBOI HaBMYKU KEpyBaHHS, 1100
yTPUMYBAaTH BaHTaXi1BKYy Ha Tpaci, YHUKATH MEPEUIKO 1 OJJHOYACHO MParHyTu 30UTH
IJTbOB1 aBTOMOOLITI. MOKIIMBO, Ha PiBHI € Pi3HI MEPENIKOIN UM 1HIIT aBTOMOO1TI, SKi
3aBa)kKalOTh I'PABIIEBI JOCITTH CBOET METH.

IrpoBi piBHI 3 TaKMMHU 3aBJAHHSAMM BHMAararTh BIJl IpaBLs TOYHOCTI, peakiii Ta
cTpareriyHoro MucieHHs. [loctymoBe 30WMBaHHS BCIX YOTHPHOX aBTOMOOLUIIB Ta

AOCATHCHHA MCTH € OCHOBHHUMM 3aBAaHHAMH HAa IbOMY plBHl
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UnityEngine;

ShieldTruck : Mon

ect[] deactivator;

foreach (GameObject d in deactivator
d.SetActive

Pucynox 2.1 Ckpunt nepeTBopeHHsI aBTOMOOLIS Ha BAHTAXKIBKY

Level 5 Point Digger
Pisens "Point Digger" y rpi aBiisie co0010 3aBJIaHHS, B SKOMY T'PaBLI€B1 IOTPIOHO
310paTy NeBHY KUIbKICTh 4eKNOiHTIB. [l00 HaOupatyn ouku, rpaBeub Ma€ YCIILIHO
BUKOHYBATH PI13HI1 J1i y I'pl, Takl K 0OTaHsITH 1HII aBTOMOO1, 3/1HCHIOBATH OJIM3bK1

nporyckanHs Touio. KoxHe ycnilniHe BUKOHaHHS TaKUX A1 MpUHEece IPaBIo MOTHTH.

Level 6 Police Chase

Pisens "Police Chase" y rpi € 3aBgaHHSIM, B SIKOMY TPaBII0 HEOOX1IHO BTEKTH
B1J1 MOJIIENUCHKOT MTOTOHI, MEPII HI’K HOTO 3JI0OBJISITh.

MeTa 1poro piBHs NOJIATa€ B TOMY, 100 MPOiXaTu MEBHY BIACTaHb JO TOTO, SIK
noJiilelcbka MallrHa 3M0)Ke Ha30rHATH TpaBlid. Bijcranb, Ky noTpiOHO moa0iaTH,
BKa3aHO B IrpoBiil iHpopmaiii piBHs. I1i7 yac moroxi rpaBenb Mae OyTH 0OEPEKHUM 1
YHUKATH 31TKHEHb 13 MOJIIEHChKIMHU aBTOMOOIISIMH, 1100 HE BTPATUTH IIBUIKICTH Ta
He OyTH 3aTpUMaHUM.

ko rpaBenb 3MOXKE MOJ0JIATH 33JIaHy BiJICTaHb IO TOTO, SIK HOTO 3JIOBJISITH
MOJIIIIEHCHKI, piBeHb Oyje YCHIIIHO 3aBeplIcHO. B 1HIIOMY BUTAIKY, SKIIO TPABIIS

OyJie 3aTprUMaHO TOJIIIEI0, PIBEHB OYJ1€ MPOBAJICHO.
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Pienr "Police Chase" mnpencraBise AuHaMidHy Ta 3aXOIUTIOIOUYY ITPOBY
CUTYyaIlil0, JIe¢ TpaBellb Ma€ TPOSBUTH HABWYKW YIPABIIHHSA Ta BMIHHS yHHKATH

nepecIiIyBaHHs MOJIIIII.

Level 7 Risk

Pieenp "12 Time Near Miss" - 1e piBeHb, SKMA BHUMarae BiJ TpaBIsd
MalCTepHOCTI B KEpyBaHHI aBTOMOOIJIEM Ta TOYHOrO MPOXOJHKEHHS TOB3 1HIII
aBToMoOUTl. ['0JJOBHE 3aBIaHHS HAa LILOMY pIBHI MOJISTa€ B TOMY, II00 YCIIIIHO
IIPOCKOYMTH 1MOB3 12 aBTOMOO1I1B, MUHAIOYH iX 13 MiHIMaJIbHUM 3a30poM. Ha piBHi "12
Time Near Miss" rpaBeup Mae OyTH AyX e YBOKHHMM 1 pearyBaTh LIBUIKO, 11100
YHUKATH 31TKHEHb 3 THITUMHU aBTOMOOUTAMHU. ['paBIfio HagaeThess 0OMEXKEHA KIJTbKICTh
crpo0, 1mo0 MPOCKOYUTH MOB3 BCl 12 aBTOMOOWIIB, 1 3ITKHEHHS 3 OyIb-SKHUM 3 HUX

MO3K€E TIPU3BECTH JI0 HEBJIa4l Ha PiBHI.
Level 8 Overspeed

€ BHUKJIMKOM, B IKOMY IpaBleBl HeoOx1aHO Habpatu 20000 o4ok y 3a1aHuii
npoMixkok yacy 90 cexyna. [1oiHTu 3a3Buyail HAOMPAIOTHCS IUIIXOM BUKOHAHHS
NEBHUX JIi}i, TAKUX SK MTOI0JIAHHSA MIEPEIIKO/, TPOXOKEHHSI Yepe3 BOpOTa, 30MpaHHs
creriaJbHUX MpeaMeTiB Ha Tpaci. YuM ckiagHimm aii poOuTh rpaBellb, TUM OLIbIIe

OYOK BiH OTPHUMYE.
Level 9 Point Digger

Pisens "Point Digger Check Point Collect" € 3aBnanHsiM, B SIKOMY I'paBIIEBI
HEOOX1THO 310paTH CIM KOHTPOJIBHUX TOYOK Ha Tpacl. KOHTpOiIbHI TOUKH MOXKYTh
OyTH Mo3Ha4YeH1 IEBHUMHU 00 €KTaMH YM CUMBOJIOM Ha Tpaci.

Merta rpaBus nojisira€e B ToMmy, o0 yCriurHo NpoNTH yepe3 KOKHY
KOHTPOJIbHY TOYKY, CII1IyI0YH IEBHOMY MapiipyTy. [licis npoXoKeHHs KOXKHOT

KOHTpOJ'IBHO'l' TOYKH, I'paBC€b MOKC OTPpUMATH HO.I.HTI/I, SIK1 MOXYTb BIUIMBATH Ha
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3arajabHUM pe3ybTar. [IpoxXo1KeHHs piIBHS MOXE IPEICTABIIATH [IEBHI BUKIIMKH Ta

MEPEIIKO/IU, TaKl K MEPEIIKOIA Ha TPaci.
Level 10 Wrong Drive

€ BUKIIMKOM, B IKOMY I'paBII€B1 MOTPIOHO KEpyBaTH aBTOMOOLJIEM, PyXatOUUCh Y
HEMPaBUIBHOMY HampsMKy HpoTsroM 20 cekyHJ. MeTa piBHS IMOJIATaE B TOMY, 1100
yTPpUMYBATH CBiif aBTOMOOLIb Y HEMIPABIWIIBHOMY HANpPsMKY sIKOMOTa JOBIIE, JOJal04YH
NEPEIIKOIM Ta YHUKAIOUM 3ITKHEHb 3 IHIIMMHU aBToMOoOUIsIMHU. [Ipu nipomy rpasenb
MOK€ CTHUKAaTHCS 3 PI3HUMH BHKJIMKAMH, TAKUMH SIK BY3bKl JUISHKH JOPOTrH, Pi3Ki

MOBOPOTH 200 MEPEMIKOIN Ha IUIAXY.
Level 11 Extreme Drive

Pienp Shield Collect, Destroy Vehicles 3 sBnse co0Goro 3aBmaHHs, B SIKOMY
rpaBlEeBl HEOOXIAHO MIAIOPATH IIUT Ta 3HUILYBATH aBTOMOOLII. ['0I0BHA MeTa piBHS
MoJIATa€ B TOMY, 100 HaOpaTH MEBHY KUIBKICTh OYOK, 3HHUIMYIOYH aBTOMOOLTI,
BUKOPUCTOBYIOUM MiA10paHUi IIUT.

[Tig yac mpoxomkeHHs piBHS IpaBellb IMOBHHEH aKypaTHO KEpPyBaTH CBOIM
aBTOMOO1JIEM Ta aKTHUBHO IIyKaTH IIWTH, K1 MOXYTh 3 SBISTHUCS Ha Tpaci. 3i0paHi
IIMTH TEPETBOPIOIOTh ABTOMOOUIb KOPHUCTyBaya HA BAaHTAXIBKY, J03BOJIIOUH

IPaBIEBI BP13aTUCS B 1HII1 aBTOMOOLII JJI iX 3HUILEHHS.
Level 12 Risk

PiBeHb, B IKOMY KOpHUCTYBady MOTPIOHO BCTUTHYTH TpoixaTu o3 10 aBTOMOOLIA

3a meBHUM 4ac 90 cexyH]I.
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Level 13 Rush Drive

Pisensr "Rush Drive: Wrong Way Drive — 8000 Score" € 3aBmaHHAM, B SKOMY
rpaBieBi noTpioHo Habpatu 8000 MOIHTIB, pyXaryu y HAIpPSMKY, TPOTHIC)KHOMY
n03BoJIeHOMY JBHKeHHIO (Wrong Way Drive). Y npoMy piBHI BaXKJIMBO, HE JIMLIE
310paTi HEOOXiJHY KIJTBKICTh OYOK, ajie ¥ ymopaTucs 3 KepyBaHHSM aBTOMOOLIS,
PYXalUHUCh y MPOTHICKHOMY HAMPSMKY IOJ0 3BHYAHOTO pyXy. Bam moTpiOHO
aKypaTHO KepyBaTH aBTOMOOLIEM, 1100 YHUKATH 3I1TKHEHb Ta OJHOYACHO 30upaTh

IOTHTH.
Level 14 Speed Bonus

€ 3apma”HsAM, B SKOMYy TpaBiieBi mnoTpioHo HaOpatu 30000 moOiHTIB, HE
BUKOPUCTOBYIOUM rajbma. ¥ IIbOMY pPIBHI BaKJIMBO MiIPUMYBaTH BUCOKY LIBUIKICTb

Ta 30MpaTH NOIHTH, MIHIMI3yIOUM BUKOPUCTAHHS T'aJIbM.
Level 15 Risk

€ BHUKJIMKOM, B SIKOMY TI'paBII€BI HEOOXITHO MPOBCKOUYMTHU 1MOB3 10 mominenlchkux
aBTOMOO1JIIB, MUHAIOYM 1X 13 MIHIMaJbHUM 3a30pOM Ta MPU IILOMY HE JAlOYU Bac

apelTyBaTH.

Hwxye npencraBinena nporpamMHa no0y1oBa piBHIB Ta iX MOCIIIOBHICTb (pHcC. 2.2):
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Start()

levelInfo.text = "C
destroyedVehicles

else if (_lewvel == 3
levelDistance = 2;
MobileController. |
levelInfo.text = °

2 f (_level == 1@
levelTime =
levelInfo.te "
PlayerPrefs.SetInt (
HR_GameFlayHandler.Instan

if (_level ==&
levelInfo.text = "Collect C

Pucynox 2.2 [IporpamHa mocmiJoOBHICTh PiBHIB

[eit kox Bu3Havae nmopeAinKy pyHkiii Start() Ha OCHOB1 3HaUeHHS 3MiHHOI _level.

PosriasaeMo K0KHY YMOBY:
Axmo level gopieHtoe 1:

e O0'ekr levellnfoParent crae akTHBHUM.
e 3wminHa totalPuzzleCharacters BctaHoBiroeTses B 0.

e Texkcr levellnfo BcTanoBm0€THCS B "30€piTh KOHTPOJIBHY TOUKY: 4".
Axmo _level gopiearoe 11:

o (OO0'ext levellnfoParent cTae akTUBHUM.
e Tekcr levellnfo BcTanoBmoeTHCS B "30€piTh IIUT".

e 3wminna destroyedVehicles BcranoBmoeTbes B 3 pasu.
SAxmo _level gopiBHioE 3:

e 3HaveHHs 3MIHHOI piBHADistance BCTaHOBIIOETHCS B 2.
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e OO0'ext MobileController. mobile.brake.gameObject cTaec HeakKTUBHUM
(BUMHKAETHCA).
e Tekcr levellnfo BctanoBmtoernes y "[Ipoixatu 2 kM 06€3 BUKOPUCTaHHS

rajpma'.
SAxmo _level gopisnioe 10:

e 3naveHHs 3MiHHOI level Time BcTanoBmtO€THCS 20.

e Tekct levellnfo BcTanoBmtoeThes B "PyX 3yCTpiuHUM HUISXOM MPOTATOM +
levelTime + cexynn'".

e Buxnukaerbcsa @ynkuis PlayerPrefs.SetInt("SelectedModelndex", 1), sika
BcTaHoBIto€e 3HaueHHs "SelectedModelndex" B 1.

e Buxnukaerscsa ¢pynkuis HR GamePlayHandler.Instance.reSetTrafficMode(),

sIKa CKHUJIa€ PEIKUM PYXY.
Sxmo _level gopiBHIOE 5:

e Tekcr levellnfo BcTanoBmIOETHCS B "30€piTh KOHTPOJIBHY TOUKY: 5".

e KoskHa ymoBa Bu3Hauae pi3Hi Jii, IKi BAKOHYIOThCA 3aJIe’KHO Bij _level.

[IponoBikeHHs porpamMHoOi CTpyKTypH (puc. 2.3):



_level == 9

levelInfo.text = "Collect Check Poi

levelInfo.text = "Drive " + levelDistance + " kM

else if (_level == 7
levelNear

levelInfo.text = "Collect ™ + levelNearMiss + " Mear Miss"™;

_level
levelTime = 9af;

" 4 levelTime + " s5";

destroyed
levelInfo.text =

Pucynox 2.3 — IlocaigoBHICTh piBHIB

Axmo _level gopiBHioe 9:

e Tekcr levellnfo BcTanoBmIOETHCS B "30€piTh KOHTPOJIBHY TOUKY: 7".

SAxmo _level gopiBHioE 6:

e 3HaueHHs 3MiHHOT piBHADistance BCTAHOBIIOETHCS B 2.
e Texkcr levellnfo BcranoBmioeThes B "[Ipoixatu” + levelDistance + "km, mepr

HIX TIOJIIIISI TOYHE MepeciiyBaHHs".
Sxmo _level nopiBHioe 7:

e 3HavyeHHS 3MIHHOI PiBHIB HEBEIMKINMICI[I BCTAHOBIIOETHCS B 12,
e Tekcr levellnfo BcranoBmtoeTses B "30epiTh" + levelNearMiss + "0au3bkux

NEepernyCcToK MOB3 1HILI aBTOMOO1m".

Axmo level gopiBHtoe §:
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e 3HauenHs 3MiHHOI level Time BcTanoBIrOETHCA 90.

e 3nHauenus 3MiHHOI levelScore BcTtanoroerbes 20000.

e Tekcr levellnfo BcTanoBmoeThest B "30epith " + levelScore + " odok 3a " +

levelTime + " cexynm ".
Axmo level gopiBHtoe 4:

e 3HavyeHHs 3MIHHOI 3a0py/IHEHUXBETJIUH BCTAHOBIIOETHCS B 4 pasu.

e Tekcr levellnfo BcTanoBmOETHCS B "30€piTh 3aXUCHUM IIHT".

[IponoBikeHHs mporpamMHoi cTpykTypu (puc. 2.4)

PlayHand
levelInfo.t
levelDistance

else if (_level == 12

" + levelNearMiss + " MNear ss in " + levelTime + " s";

" + levelScore + "

MobileController. mobile.brake.gameObject.SetActi
levelInfo.text = ect " + levelScore + ° out 2"; trafficControler.densit

" + levelNearMiss + "

Pucynox 2.4 I1oci10BHICTh pI1BHIB
SAxmo _level nopiBHIOE 2:

o Buxnukaerscsa pynkiis PlayerPrefs.SetInt("SelectedModelndex", 0), sika

BcTaHoBII0€ 3HaueHHA "SelectedModelndex" y 0.
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e Buxnukaersca ynkuis HR _GamePlayHandler.Instance.reSetTrafficMode(),
sSIKa CKHJIa€ PEKUM PyXY.

e Tekcr levellnfo BctanoBmtoerhes B "[lepecninyiiTe 4epBOHY MAIIMHY
IPOTATOM 2 KM".

e 3HaveHHs 3MIHHOI piBHADistance BCTaHOBIIOETHCS B 2.
Sxmo _level gopisHioe 12:

e 3HayeHHs 3MIHHOI PIBHIB HEBEIMKIMMICII BCTAHOBIIOETHCA B 10.
e 3HaueHHs 3MiHHOT level Time BcTanoBI0€THCS 90.
e Texkcr levellnfo BcranoBmtoeTses B "30epiTh" + levelNearMiss + "0au3bkux

NepenycToK MoB3 iHII aBToMoO0111 32 " + levelTime + " cexynn ".
Axmo level gopintoe 13:

e 3HaueHHs 3MiHHOI levelScore BcranoBmoeTbest 8000,

e Tekcr levellnfo BcranoBmt0€eThCs B "PyXaiiTe 3ycTpiyHUM HUIAXOM 1 30€piTh
"+levelScore+" ouoxk.

e Buximkaerbcs ¢yukiiis PlayerPrefs.Setlnt("SelectedModelndex", 1), sika
BcTaHoBO€ 3HaUeHHs "SelectedModelndex" B 1.

e Buxnukaersca ynkuis HR GamePlayHandler.Instance.reSetTrafficMode(),

SKa CKUJIA€ PEKUM PYyXY.
Sxmo level nopiBaioe 14:

e 3naveHHs 3MiHHOI levelScore BctanoBmoeTsest 30000.
e OO06'ext MobileController. mobile.brake.gameObject crac HeaKTUBHUM

(BUMHUKAETHCA).



e Tekcr levellnfo BctanoBmoeThes B "30epiTh + levelScore + Score 6e3
BUKOPHUCTaHHA rajapma'.

o 3navenns 3MiHHOI trafficControler.density BcranoBmoetbest 10.
Sxmo _level gopiBaioe 15:

e 3HavyeHHS 3MIHHOI PiBHIB HEBEIMKINMICIII BCTAHOBIIOETHCS B 10,
e Tekcr levellnfo BcranoBmtoeTses B "30epith" + levelNearMiss + "Near Miss

MOB3 1HIII aBTOMOO1JI1, IEPIII HIXK MOJIILIis TOYHE MepeciiiiyBaHHs".

28
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2.1.2 O1HOCTOpPOHHIM Ta ABOCTOPOHHIN pyX

[TocTanoBka 3aBIaHHSA: CTBOPEHHS JAPYTOPSAHOTO (DYHKIIOHATY, OCHOBHOIO
3a/1a4€I0 SKOTO € J0JIaBaHHs PI3HOMAaHITHOCTI J10 pu. Konremniis BuOopy pyxy Moxe

JI0IaBaTH BIAYYTTS HEOE3MEUHOCTI Ta BUKJIUKATH aIpCHAITIH.
Peanizanis ¢pyHkiionany:

BuOupatoun Tpacy 1 jangmadrt B TIpi, BaM OyJe 3alpolOHOBAHO BUOpATH
OJTHOCTOPOHHI1H a00 ABOCTOPOHHIH pyX. Lle 103BOANTH BaM BU3HAYUTH, Y OyAeTe BU
pyXaTucs Juiie B OAHOMY HaIpsIMKY Ha Tpaci, Y4 MaTUMETE MOXJIMBICTh PyXaTUC B

000X HarpsiMKax.

ONE WAY

Pucynox 2.5 OqHOCTOpPOHHIM Ta TBOCTOPOHHIHN pyXx

Huxde rnpejcTaBieHa mporpaMHa peanizailis OAHOCTOPOHHBOIO Ta

JIBOCTOPOHHBLOTO pyXy (puc. 2.6):
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selectFreeTrafficMode( index

PlayerPrefs.SetInt("s dex”, index);

Pucynox 2.6 Bubip pexumy pyxy
Le#t kox MicTUTh AB1 QYHKIIII, IKI CTOCYIOTHCSI BUOOPY PEKUMY PYXY:
Oynkiis initializeTrafficMode():

e VY uiif GyHKIIT KOJA BUKOPUCTOBYBABCS AJI1 BCTAHOBJIEHHS KpAILUX
pE3yNbTATIB y pexkuMax "oJTHOCTOPOHHIN pyx", "ABOCTOpOHHIM pyX" Ta
"rpa Ha yac". Kox otpumye 3nauenns 3 PlayerPrefs i Hagae imM BinnoBigH1
3MiHHI eJIeMeHTaM iHTepdeiicy, Takum sk bestScoreOneWay,

bestScoreTwoWay ta bestScoreTimeTrail.
Oynkis selectFreeTrafficMode(int index):

o Ila pynkiis mpuitmae mapametp index, sikuii BU3HAYa€ BUOPAHUN PEKUM
PYXy: OJHOCTOPOHHIM pyX (3HaueHHs (), ABOCTOPOHHIN pyXx (3HaueHHs 1)
a0o0 rpa Ha yac (3HAYEHHS 2).

e [lorim 3nauenns index 30epiraerses B PlayerPrefs 3a qomomororo gyHkinii
PlayerPrefs.SetInt("SelectedModelndex", index).

e Jlam BinOyBaeThcs 3aBaHTaxeHHs cueHu LoadingScreen 3a tonomororo

¢ynkuii Application.LoadLevel("LoadingScreen").
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2.2 CtpykTypa MiAIporpamMmu: rapax
[TocTaHOBKA 3aBIaHHS: BU3HAYUTH, SIK1 1[1J11 MA€ BUKOHYBaTH rapax y rpi X-Racer.

Peamizaniss mocTaBlIEHHOIO 3aBIaHHS: 3TIIHO 3 BHU3HAYEHUMH IIIIMH, a caMe
CTBOPEHHS BIJIIIY ACTEHIIHTY Ta CTaMJIIHTY aBTOMOOUIS, TEperiyisa HasBHUX Ta

JOCTYMHUX JIJIs IPUI0aHHS aBTOMOO1TIB.

MexaHnika rapaxka Jae rpaBLeBl cB0OOOAy BUOOPY Ta HalallITyBaHHS aBTOMOOLIIB,
1110 /103BOJIsIE CTBOPUTH YHIKaIbHUM aBTOMNApK, B1IOOPA3UTH CBIM CTUIIb Ta

MOKPAIIUTH NMPOAYKTUBHICTh MAIIMH JJIs1 JOCSITHEHHS YCIIIXY Y Tpi.

[Mapax y rpi € cremiaaibHUM PO3JILIOM, i€ TPaBellb MOXKE KepyBaTh CBOIMU
aBTOMOOLISIMU, POOUTH TTOKYIIKA HOBUX aBTOMOOLTIB 1 HAJAIITOBYBATH X 30BHIIIHIN

BUTJISIT 1 XapaKTEPUCTUKHU.
[Ticnst BIIKpUTTS rapaxka rpaBelb 0aunuTh:
1. IIpunbani aBTOMOO1TI:

o "lIpunGani" rpaBenb MOke MOOAYUTH CIIHMCOK YCiX aBTOMOOLIIB, sIKI BIH YyXkKe
npua0aB y Tpi.
e KosxeH aBTOMOOLIb NMPEACTABICHUN 3 HA3BOIO Ta 300pa’K€HHSM, JO3BOJISIOUN

I'paBIIEB1 JIETKO BUSHAYMTH, SIKMK aBTOMOO1Ih X0Uue BUOpaTH.
2. HoctymHi Jyisi mpua0aHHs aBTOMOOLTI:

e ['paBellb MOXE MEPETIISTHYTH JTOCTYIIHI JIJIsl TOKYTIKHA aBTOMOOLII.
e KoxkeH  aBTOMOOLIbL  CYNPOBOIKYEThCS  1HpOpMaIli€r0  Tpo  Horo
XapaKTEPUCTUKHU, BAPTICTh Ta 300pa)KEHHS, IO JOTIOMArae TPaBIEBI MPUHHSITH

pIIIIEHHS TIPO TTOKYTIKY .
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2.2.1 JlonatkoBuii (pyHKITIOHAI:

[TocTaHoBKa 3aBmaHHs: CTBOPEHHS APYTOPSAHOTO (DyHKITIOHATY, SKUH HAIacThb

MOKJIUBICTH (poTOrpadyBaHHS aBTOMOOLIIB Yy PI3HUX KyTOUKAX Tapaxy.

DoTopeKUM

e V rapaxi Takox € (OTOPEKUM, SKUU HO3BOJISIE TPABIEBI 3pOOUTH KpacHBIi

3HIMKH CBOIX aBTOMOO1JIIB.

e Ilicna  HaruckaHHs  KHONKM  ¢oTopexumy  (¢poToamapaT)  MalIuHa

BiJIOOpaYKAETHCS HA TOJIIyMI 3 MOYKJIMBICTIO TIOBOPOTY 11 MOJIETBKH.

PeanizoBana QyHKIliS BUTTISAA€ TAKUM YHHOM:

MINICA DFV
o~

—

2 .
L ¢
—— ) ®

MAX RPM . POWER
ACCELERATION W HANDLING

Select

Pucynok 2.8 Burmsi miciiss HAaTUCKaHHS
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2.2.2 Craiiyiiar

e V rapaxi rpaBellb Ma€ MOXJIMBICTh HAJAIITOBYBATHU 30BHIIIHIN BUTJIS] CBOIX

aBTOMOO1JTiB, BKJIIOUAIOYH 3MiHY KOJIbOPY Ky30Ba.

e 3a I0NMOMOTOK BHOOPY KOHKPETHOT'O BIATIHKY TpaBeIlb MOXKE 3MIHUTH KOJIP

aBTOMOO1JIS1 HA TOM, SIKWI BIJIIOB1/Ia€ KOO MepeBaraM Ta CTUIIIO;

e (Crnouarky rpaBueBl JOCTYNHUN | OE€3KOIUTOBHUM KOJIIp, peUITa BUMAararoTh

OTIaTH BHYTPIIIHHOITPOBOIO BATIOTOIO.

MINICA DF

Pa™ AV ava v r—— L. VA Vs Vi VAN

\\

/-'—'\

— . »a -
< & oy =
MAXRPM - ——PowiR " =
acceieramion | M 212 CTpanoums

MINICA DF
YA AV AV A A A A AAVAVAw A VAYAYA AN

MAX RPM > POWER
ACCELERATION M HANDLING

Select

Pucynox 2.10 Iicns craitmiary

Hwxue nipeacraBiieHa nporpamMHa mooy10Ba MEXaHiku 3MiHH KOIbopy (puc. 2.11):
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priceImage;

Pucynok 2.11 KepyBanHus konbopamu st MOAR(IKaIii

Kon e ckpunrom 3 HazBoro HR ModificationColor, sikuid, BimoBigae 3a KepyBaHHS

KOJIbOpamu i Moaudikailii 00'eKTiB y Tpi.
Och Or0 OCHOBHI XapaKTePUCTHKHU:

[lepenik pickedColor: BusnayaroTbcs TOCTYIHI KOJIBOPH, SIKI MOYXKHA BUOpaTH AJis
Moaudikamii 00'extiB. 3HadeHHs BkiodaroTh "Orange", "Red", "Green", "Blue",

"Yellow", "Black", "White", "Cyan", "Magenta" ta "Pink".

3minHa _ pickedColor: 306epirac mOTOYHHMII BHOpaHHM KOJIp 13 TEpesiKy

pickedColor.

3wminHa colorPrice: [{ina konmpopy. BUKOpHUCTOBYETHCS 1711 BCTAHOBJICHHS BAPTOCTI

BHOPAHOTO KOJIBOPY.

3minHa unlocked: Busnauae, uu xomip po30jgokoBaHHil. BUKOpUCTOBY€EThCS s

KOHTPOJIIO JOCTYITHOCTI BUOOPY MEBHOTO KOJIbOPY.

[TpuBatHi 3MminH1 priceLabel Ta pricelmage: BinnoBigaroTs 3a BiioOpakeHHs LiHH

KOJIBODY.

[IponoBxkeHHS MPOTPaMHOI CTPYKTYPH:



H

.red + (Color.green / 2f);

e pickedColor.Red:
electedColor = Color.red;

.green;

pickedColor.Blue:
electedColor = Color.blue;

e pickedColor.Yellow:
Color = Color.yellow;

pickedColor.Black:
electedColor = Color.bl:

pickedColor.White:
electedColor = Color.white;

> pickedColor.Cyan:
selectedColor = Color

pickedColor.Magenta:
electedColor = Color.magenta;

pickedColor.Pink:
selectedColor =
b

handler.ChangeCh sColor(selectedColor);

Pucynox 2.13 O6poOHMK 10111 HATUCKAHHS HA KHOIKY

Le#t kox € merogom OnClick() € 00poOHMKOM MMOI1i HATUCKAHHS HA KHOTIKY.
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Ocb H10ro OCHOBHA JI5:

1) Cnouatky nepeBipsieThcsl 3HaUeHHs 3MiHHOT unlocked. SIkmio BoHO OpiBHIOE
false, To Buknukaerbcs meroa BuyColor(), sika BiAmoBigae 3a MOKYIKY
Kobopy. [10TiM BUKOHAHHS METOTy MTEPEPUBAETHCS 3a JOMOMOIOI0 OIepaTopa
return, o0 3armo0irTH BUKOHAHHIO PEIITH KOJY.

2) Sxmo 3nauenHs unlocked mopiBHIOE true, TO CTBOPIOETHCS €K3EMILISIP KiIacy
HR ModHandler, BuUKOpuCTOBYIOYH METOT
GameObject.FindObjectOfType<HR ModHandler>(). Lle o3nauae, 1o
HR ModHandler BianoBizae 3a kepyBaHHS 3MIHOIO KOJIHOPY.

3) CrBoproetnes 3minHa selectedColor tumy Color, 1 il TPUCBOIOETHCS MTOYATKOBE
3HAYEHHS MOPOKHBOTO KOJIHOPY.

4) 3a nonomoroto oneparopa switch nepesipsierbcst 3HaueHHs1 _pickedColor
(nmepemnik pickedColor). 3anexno Bix 3HadeHHs _pickedColor, 3miHHOT
selectedColor HamaeTbes BIANOBIAHE 3HAUEHHS Kobopy. Hanpukian, s
KOXXHOTO BUTIAJKY B OJIOKI switch BU3HaUa€ThCsa KOHKPETHHUM KOJIIp, SIKAW Oyie
npucBoeHuit 3miHHi# selectedColor.

5) Meton ChangeChassisColor(selectedColor) BUkiukaeTbes y eK3eMIUIsipa
kiacy HR ModHandler nmst 3mian konbopy 1miaci abo iHmoro enemenra. Lei
METOJ1 peani3ye 3MIHY KOJIbOPY 00'€KTa, IPYHTYIOUUCh HA BUOPAHOMY KOJIbOP1

selectedColor.

Takum 9nHOM, TIPU HATHCKAHHI HA KHOMKY a00 1HITUH eJIEMEHT iHTepdericy MeTo T
OnClick() mepeBipstTume 3HaueHHs unlocked, a mMOTIM, 3aJIE)KHO BiJ BHOPAHOTO
KOJBbOPY, 3MIHIOBaTH KOJIp BIAMNOBIAHOIO e€JeMEHTa 3a JONOMOIOK METOIy

ChangeChassisColor() y ekzemmsipa knacy HR  ModHandler.



Update(){

currentColorString = _pickedColor.ToString();

&% !unlocked
tInt(GameObject.FindObjectOfType

if(PlayerPrefs
unlock
else
unlocked =

if(!unlocked
if(!priceImage.gameObject.actives
priceImage.gameObject.SetA
if(priceLabel.t
pricelabel .t

if(priceLabel.
priceLabel.text =
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transform.name + "0 r" + currentColorstring, 1);

"V3>().transform.name + “Ow lor" + currentColorString)

Pucynok 2.14 BukIMKaeThCs KOKEH KaJp OHOBJICHHS CTaHy 00 €KTa

Le#t kon npencrasise meron Update(), SiKuil, BAKIUKAETHCS KOKEH KaJip

OHOBJICHHS CTaHy 00'€KTa.

Ocb H0ro OCHOBHA JI5:

1) CnouaTky cTBOpIO€EThCS psikoBa 3MiHHA currentColorString, sikiit

HaJaeThCs psinkoBe ysBieHHs 3HadeHHs _pickedColor. Ie no3Bosse

OTPUMATH IM'sl IOTOYHOT'O BUOPAHOTO KOJIBOPY.

2) Ilotim BinOyBaeThes nepeBipka yMoBu colorPrice <= 0 && !unlocked.

Sxuro mina xkonbopy (colorPrice) menia abo AOPIBHIOE HYJIIO 1 ITpanop

unlocked mMae 3HaueHHs false, To BUKOHY€ThCSI TaKe: BUKOPUCTOBYIOUH KJIac

PlayerPrefs, BcTaHOBIIOETHCS 3HAUCHHS KIJTFOYA, IO CKJIAIAE€THCA 3 IMEH1

o6'ekta RCC CarControllerV3 ta iMmeH1 TOTOYHOTO KOJIHOPY

(currentColorString), mo nopisHtoe 1. Ile o3nauae, mo koxip OyB

po30siokoBanuii. 3HaueHHs npanopa unlocked BcTanoBIIOETHCSA B true, 1106

B1J100pa3uTH po30JOKYBaHHS KOJILODPY.
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3) Ilotim BinOyBaeThCs epeBipka HasiBHOCTI Kitoua PlayerPrefs. Skmro icnye
KJTt04, 110 ckianaeTbes 3 iMeHi 00'ekta RCC CarControllerV3 1 imeni
noTo4yHoro koikopy (currentColorString), mpanop unlocked
BCTAHOBIIIOETHCA B true, B IHIIIOMY BHUIIAJKY - B false.

4) Jlani BUKOHY€ThCS nIepeBipKka 3HaueHHs nparnopa unlocked. Axmo unlocked
Mae 3HaueHHs false, To BimOyBaeThCs Take: KO KOMIOHEHT pricelmage
HeakTuBHMM (activeSelf == false), Bin cTae aktuBHUM (SetActive(true)). Lle
BiloOpaxkae 300pakeHHs LiHU. SKi1o TekcT pricelabel He gqopiBHIOE
PAIKOBOMY MOJaHHI0 colorPrice, oMy MpHUCBOIOETHCS HOBE 3HAYCHHS
colorPrice. ToString(). Lle BimoOpaae 1iHy KOJbOPY.

5) Sxuo npanop unlocked mae 3HaueHHs true, TO BUKOHY€ETHCS TaKe:

Axmo xomnoHeHT pricelmage aktuBHMil (activeSelf == true), BIH crae

neakTHBHEM (SetActive(false)). IMoBipHO, Iie MPUXOBYE 300paXeHHs TiHHL.

Axmo Tekct priceLabel ve mopiBHoe "UNLOCKED", fiomy mpHCBOIOETHCS
HoBe 3HaueHHs "UNLOCKED". Lle BigoOpaxae, 1o koiip po3oiaokoBaHo. Takum
yuHOM, MeToJ; Update() oHOBIIOE cTaH 00'€KTa BIAMOBIAHO 10 PO30JOKYBaHHS
KOJILOPY Ta WOTO I[iHHU, B1I0Opakaroun BIATIOBIIHI €JIEMEHTH 1HTEphENCy 3aIeKHO

B1JI IILOTO CTaHy.

oid BuyColor()

s.GetInt("Currency™);
pickedColor.ToString();

or

ndler handler ject.FindObjectOfType<

handler.BuyProperty(color , GameObject.Findobjec 3 >().transform.name + "Own or" + currentColorString);

Pucynok 2.15 ®yHk1is, sika BAKOHY€ETbCS IPU cIIpoO1 KYITIBIII KOJIBOPY
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Leit xon € merogom BuyColor(), sikuii BUKOHY€ETbCS TTPpH CIIPOO0i KyMHiBIl KOJIBOPY.

Ocpb MOro OCHOBHA [is:

1) CnouaTky cTBOpIOEThCS 1iy1a 3MiHHA playerCoins, siKiii IPUCBOIOETHCS
3HaueHHs1, oTpumane 3 PlayerPrefs min kintouom "Currency". e cTaHOBUTH
KUIBKICTh MOHET Y TPaBIIsl.

2) Ilotim cTBOprO€ThCA psakoBa 3MiHHA currentColorString, sikiit HaaeTbCs
psankoBe ysaBieHHs 3HaueHHs _pickedColor. Lle no3Bomsie orpumaTu iM's
OTOYHOTO BUOPAHOTO KOJIHOPY.

3) BinOyBaetbcs nepeBipka ymoB playerCoins >= colorPrice. SIK1o KiabKiCTh
MOHET I'paBlls OiybIa abo JOPIBHIOE 1TiHI KOIbopy (colorPrice),

BHUKOHYE€TBHCA TaKC!

CrBoproetbess  exzemmuisip  kinacy HR ModHandler, 3mnalimeHoro metonom

FindObjectOfType. Lle 06poOHuK Moaudikariii.

Buxnukaetscsa meton BuyProperty() y 00po6HuKa Moaudikaliil, neperarodu oMy
1iHy Koasopy (colorPrice) Ta ko4, mo ckiaagaeTbes 3 iMeHI o00'ekTa
RCC_CarControllerV3 ta imeHni norounoro konbopy (currentColorString). Bin kynye

KOJIbOpHU 1 30epirae iHPopMaLio Npo BOJOAIHHS KOJIOPOM.

4) Slkmo ymoBa playerCoins >= colorPrice He BUKOHY€ETHCSI, HisIKI JTii HE

BUKOHYIOTBHCSI, 1 KyIIBJISI KOJIbOPY HE B110YBa€ThCS.

Takum unHoM, MeToa BuyColor() nepeipsie, 4u 10CTaTHBHO I'PaBLsi MOHET JJIsi
MOKYIKU KOJBOPY, 1 AKIIO TaK, BUKOHYE MOKYNKY Yepe3 EK3EMILISIP

HR ModHandler.
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2.2.3 Jlereitninr

e Ha ekpani miteli JiHTY TpaBelb MOXKE HAJAINITOBYBATH JETaIi aBTOMOO1IS st
MOKPAIIEHHS OT0 MPOTYKTHBHOCTI.

e JlocTymnHi aeTaji BKIOYaOTh TypOiHH, HAJIAIITYBAHHS ABUTYHA, TOPIIHI,
KOpOOKY Iepenad, miABICKY Ta KoJjeca.

e KoskHa geTanb NponoHye KijibKa BapiaHTiB a00 PiBHIB IOKPALIEHb,
JT03BOJISIFOYM TPABIIEB] CTBOPIOBATH YHIKaJIbHI Ta MOTYXH1 aBTOMOOLITI
BIJIMTOBITHO JIO CBOIX yIoJ00aHb Ta CTWIO rpu. ba3oBuii KOMILIEKT
O€3KOIITOBHUH, IJIs1 TOAAIBIINX MOKPAIEHb MOTPIOHO BHYTPINIHBOITPOBA

BaJIroTa.

MINICA DF

MAXRPM POWER
acceerarion i 2 1€CEyanoune
Turbi

5.

Pucynox 2.16 Tlokpamena TypOina
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[Tporpamua peanizaiist GyHKLIT 1€TEHTIHTY:

BuyUpgrade()

FindObjectOfT:
handler = G y FindObjectOfT

if(playerCoins >= upgradePrice
switch(upgradeClass){
case UpgradeCla
if(appli

cy", playerCoins - upgradePrice);

deClass.Handling:
handlinglLe
dler.Upgrade
PlayerPrefs.SetInt e *, playerCoins - upgradePrice);

keLev:
handler.Upgrade
cy”, playerCoins - upgradePrice);

JELL] grades
PlayerPrefs.SetInt *, playerCoins - upgradePrice);

Pucynok 2.17 - ®yukuisa BuyUpgrade(), sika BiAnoBigae 3a KyHiBIO MOKpalieHb

Oronomryetsest 3MiHHa playerCoins 1 i Hala€ThCs 3HAYEHHS MOTOYHOI BaIIOTH

rpaBii, oTpumanoi 3 PlayerPrefs 3a nomomoroto PlayerPrefs.GetInt("Currency").

3naxoauthes exzeMiuisap kiacy HR ModApplier 1 HagaeThes 3miHHOWO applier 3a
noromororo  GameObject.FindObjectOfType<HR ModApplier>(). Ile mo3Bossie

OTPHUMATH JOCTYII 10 METOJIB Ta BIIACTUBOCTEH I[LOT'O KJIacy.

3naxoautbes exzeMiuisip kiacy HR ModHandler 1 nagaersest 3minHor0 handler 3a
noromororo  GameObject.FindObjectOfType<HR ModHandler>(). Ile mo3Bossie

OoTpuMaTu JOCTYII 10 MGTOI[iB Ta BJIACTUBOCTEH ObOTIO KJIacCy.

BukopucroByerbcst omeparop switch s mepeBipku  3HAYEHHS  3MIHHOI

upgradeClass.
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SAxmo 3nauenHsa upgradeClass gopiBatoe UpgradeClass.Speed, ko1 BUKOHY€EThCS
BCepeAnHI I1[bOro OJIoKy case. Jlayni mepeBipAeTbCs, M0 pIBEHb IIBUAKOCTI
(applier.speedLevel) menmie 5. [Totim Bukiukaerbcss Metoq UpgradeSpeed() o0'exra
handler i1 3Hauenns BamoTu rpasis (playerCoins) 3MeHITy€eTbCsS Ha I[IHY anrpeimay
(upgradePrice). Ilotim HoOBe 3HaueHHs BamtoTH 30epiraerbest B PlayerPrefs 3a

nonomoroto PlayerPrefs.SetInt("Currency", playerCoins - upgradePrice).
2.3 Moaynb MEXaHIKHU: YIPaBIIIHHS I'PaBLUEM KHOIKaMU

[TocTaHoBKa 3aBIaHHs: BUSHAUNTH, SIKi i1 rpaBIls OyAyTh TOCTYIHI; 32 JOTIOMOT OO

SKUX KHOTIOK rpaBellb KepyBaTUME MEPCOHAKEM Ta MPU3HAYCHHS (DYHKIIIH KHOIIKAM.

[Ipu po3poOIIl MEeXaHIKM TaKOro THUITY YIpPaBIiHHS BaXJIHWBO OpaTh JO YyBaru
3pyYHICTh Ta IHTYiTHBHICTB. [loOpe 30amancoBaHa Ta e(eKkTHBHA MeXaHiKa

YIPaBIIHHSI MOKE CyTTEBO MOKPATUTH TeUMILIEH Ta 3arajlbHUI TOCB1I KOPUCTYBaya.
PeanizoBane 3aBnaHHs BUTIISAAE€ TAKUM YHHOM:

HpOHOHy€ rpaBOsAM MOJKJIMBICTb KOHTPOJIFOBATH aBTOMOOUIL 3a JOITIOMOTI'OIO

BipTyaJIBHI/IX KHOIIOK, ITO BKJIIOYAalOTh I'a3, IraJIbMO Ta HiTpO:

Knornka razy: ['paBenp Moke HaTUCHYTH KHOIIKY Ta3y, 00 301JIbIIUTH MIBUAKICTD
aBTomoOins1. [Ipu yTpuMaHHI KHOINKHM Ta3y aBTOMOOLUIb MPOJAOBXKYBAaTUME pyX i3

BCTaHOBJICHOIO IHBI/II[KiCTIO, JOKHU I'PaBCIb HC BiI[HYCTI/ITb KHOIIKY.

Pucynok 2.18 300pakeHHs KHOIIKH rajibMa
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Knonka rampma: HaTwckaHHS KHONKHM TraibMa JO3BOJIIE TPaBUEBI 3MEHIIUTH
IIBUJIKICTh 200 3YNMUHUTH aBTOMOOUIb MOBHICTIO. [Ipu yTprMaHHI KHOIKH TajibMa
aBTOMOOLJIb  CHOBUIBHIOBATUMETBCS, a TMPU BIAMNYCKAHHI KHOMNKU IIBUAKICTb
BITHOBJItOBaTUMEThCA. KHOMKa rajibMa J03BOJIsiE€ TPaBLEBl KOHTPOIIOBATH IIBUIKICTD

Ta poOUTH TOYHI MaHEBPHU Ha Tpaci.

ApplyBrakeTorgue Ihe 1lider wc, brake){

if(ABS && handbrakeInput <= .1f

WheelHit hit;
wc.wheelCollider.GetGroundHit hit);

if((Mathf.Abs(hit.forwardslip) * Mathf.Clampel(brake)) >= ABSThreshold){
ABSACT =
brake = @;

}else{
ABSAct =

}

if(speed < minimumSpeed
brake = @

wc.wheelCollider.brakeTorque = brake;

Pucynok 2.19 Meto BUKOPUCTOBY€ETHCS JIJIsl 3aCTOCYBaHHS TAJIbMIBHOT KPYTHOT'O

MOMEHTY JI0 KOJieca aBTOMOO1JISL.

Braking (){

if(handbrakeInput > .1f
App keTorque(RearLeftWheelCollider, (brake * 1.5f) * handbrakeInput);
ApplyBrakeTorque(RearRightWheelCollider, (brake * 1.5f) * handbrakeInput);

~, brake * (Mathf.Clamp(_brakeInput, 8, 1)));
F.Clamp(_brakeInput
n - (_brakeInput, @, 1)
LpplerdPeTorque(FealR1ghtuheulun111d~r, bruke 2 Mdthf Clamp(_brakeInput, 8, 1) J

Pucynok 2.20 MeToa BUKOPUCTOBYETBHCS 111 BAKOHAHHS TAJIbMYBaHHS

aBTOMOOLITS
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Pucynok 2.21 Knonka razy

I'pa Hasla€ KHOTIKM yTPABIIIHHS BIIIBO Ta BMPaBo. I paBenb MOXe HATUCHYTH
KHOTIKY BJIIBO JUIsl HOBOPOTY aBTOMOOLJISI BJIIBO Ta KHOMKY BIPABO JJIsi IOBOPOTY
BIpaBo. L{i KHOMKM JT03BOJISAIOTH TPABIIEBI 3A1MCHIOBATH TOYHI MaHEBPH Ha Tpaci Ta

00TaHsITH CYyIIEPHUKIB.

K »

Pucynoxk 2.22 CTpia04ky /Uil yIPaBIiHHS CEHCOPOM

[locTaHoBKa 3aBAaHHS: BU3HAUUTH, SIKUM YMHOM IJIAaHYEMO peajizyBatu "HITpo" y

Ipi 1 5K BOHO Oy/ie BIUIUBATH HA FreMMILIEH.
Peanizamis nogatkoBoro GyHKIioHATY:

Knomnka wiTpo: HaTuckaHHS KHOINKHM HITPO AaKTHUBYE CIEHIATIbHUA PEXKUM
MIPUCKOPEHHSI, SKUH J]Ja€ aBTOMOOLTIO JOJATKOBUM MPUPICT MIBUAKOCTI HA OOMEXKEHU N
yac. [Ipu BUKOpHCTaHHI HITPO TPaBeIb MOXKE BUMEPEIUTH CYNEPHHUKIB a00 MIBUIKO
MOJI0JNAaTH JUISTHKYA Tpacu 3 mepenikogamu. I[licis BUKOPUCTaHHS HITPO aBTOMOOUIH

BIJIHOBJIIOETHCS Y 3BUYAHHUN PEXKUM PYyXY.

VY rpi nepenOayeHuil crneuiaibHUA 1HAMKATOP HITPO, PO3TAIIOBAHUI HA BEPXHIN

MaHE i1 CITiIOMETPOM.
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Le#t inauKaTOp AO3BOJISE TPABLEBI BIICTEXKYBATH PiBEHb HITPO 1 3HATH, CKUIBKH

4acy 3aJIMIIUIIOCS 10 HOTO TOBHOTO BUKOPHUCTAHHS a00 BITHOBJICHHS.

Ingukatop momaeTrbest 'y BUrAnl  rpadiyHoro  enmeMmeHta  (IIKanu),  SKI
3aMOBHIOIOTHCS @00 CITyCTONIYIOTHCS 3aJIEKHO BiJ AOCTYMHOI KUTbKOCTI HITpO. [Ipu
aKTHUBAIIl HITPO-KHOIIKAa OTPUMYE aHIMAIIII0 XBUJI1, @ KOPUCTYBay BiIUyBa€ CIeliaibHi

edexTH (3BYK Ta aHIMAITiO MOJyM's 3 BUXJIOMHOI TPpyOH).

Takuii 1HOIMKATOp HITPO JOMNOMAarae TpaBIsIM  CTPATEriyHO IUIaHYyBaTu
BUKOPHUCTaHHS HITPO Ta NPUUMATH PIILIEHHS PO T€, KOJIA Kpallle aKTUBYBATH HOTO JJIs

JOCSITHEHHSI HAMKPAIIIOTO PE3yIbTaTy Ha Tpaci.

BizyanpHa peanizanis:

Pucynoxk 2.23 [To3Hauka nmpuckoproBaya
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2.4 Monynb MEXaHIKHU: YIPaBIIIHHS I'PaBUEM HAXUIOM

[TocTanoBka 3aBaHHA: (YyHKIIOHAT MEXaHIKU MOBUHEH BKJIIOYATH PEECTPALIIO Ta
BIJICTE)KEHHS BIPTYaJIbHUX OCEH Ta KHOIMOK, & TAKOK OTPUMaHHS iX CTaHy.

AKcenepoMeTp - 1€ Npujaji, SIKuid BUMIPIOE IPOEKIIII0 MPUCKOPEHHS (PI3HULIL MIX
ICTUHHUM TPHUCKOPEHHAM 00'€KTa 1 TpaBITALIITHUM MPUCKOPEHHSIM). AKCEIepOMETP
703BOJIA€ (PiKCyBaTH HaBITh HE3HAYHI 3MIHM TMPUCKOPEHHS 3aJI€KHO BIJ HOTO

MIOJIOXKEHHSI Y IPOCTOPI.

Peamni3zaliis nocTaBiIeHHOI0O 3aBIaHHS:

I'omoBna iI[GH InoJjeira€ B TOMy, 10 HaXHJI IPHUCTPOIO BUKOPUCTOBYETHCA AK METO

YIOPABIIHHS pyXaMH rpaBls abo 00'exta y rpi.

OCHOBHOIO TEpeBaror0 1i€i MEXaHIKU € 1i IHTYiTUBHICTh. 3aMICThb BUKOPUCTaHHS
TPaIUIIMHIX KOHTPOJIEPIB, IPaBellb MOXKE MPOCTO HAXUJIUTH MPUCTPIH y MOTPiIOHOMY
HaANpPsMKY, 1110 Ha/1a€ OUIbII MPUPOJHUIN Ta THYUYKUH criocid kepyBaHHs. Lle oco0amBo
KOPUCHO y BUNAAKY rpu 3 3D-cepenoBuilem, e HaXUJI MOXKE JOIMOMOITH I'paBLEBI

KOHTPOJIIOBATH KaMepy a00 pyXaTucs BAOJIb TPUBUMIPHOTO MPOCTOPY.

3arajoMm, MOJYJb MEXaHIKM YIPABIIHHSA TpaBlIEM HaXWIOM BiJIKpDUBA€ HOBI
MOXKJIMBOCTI IS 1HTEPAaKTUBHOCTI Ta B3a€EMOJII 3 IrPOBHM CBITOM, HaJal04d

KOpHUCTYBadaM O1IbII IMEPCUBHUI ITPOBUI JOCBIJ.
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2.5 Monynb MEXaHIKH: IrpOBa BaJltOTa
IlocTaHOBKa 3aBOaHHS:

VY rpi peanizoBaHO MEXaHIKy MOHET (TpOIIIeii), Sika T0Ja€ eJIEMEHT Iporpecii Ta

PI3HOMAaHITHOCTI B IFPOBHIA MPOIIEC.

dailyRewardValue( index

rewardvalue = 58, 168, 286, 568, 286, 1888 1;
return rewardvValue|index];

DailyBonus | day

ardvalue(day - 1);
PlayerPrefs.GetInt("Currency”) + reward);

if (userName !=
dailyRewardUserName.text = "Hey! " + userName;

dailyRewardDays[day - 1].interactable =
dailyRewardSubPanel.SetActive ;

Pucynox 2.24 ®yHKI1is M0€HHOT HATOPOIn

['paBii MOXyTh 3apOoOJsTH TpOIli, BUKOHYIOUM Pi3HI 3aBJaHHS, BUKOHAHHS
MaHEBpiB a00 mepemararoud y ToHkax. YuM cknagHinie 3aBAaHHs a00 TOHKa, TUM
OibIie BUHAropoja Oyje oTpuMaHa.

Bouu mpezacraBieHi y BUIIISAI BIPTYalbHOI BajIOTH, SIKY TPaBIll MOXYTh
BUKOPUCTOBYBATH JUISI PI3HUX IIIJIEH, TakWX SK TIOKYNKa HOBUX aBTOMOOIIIB,

MOKpaIIeHb, KAaCTOMi3allii Ta po30JIOKyBaHHS HOBHUX PiBHIB Ta Tpac.

Pucynox 2.25 BiptyanbHa BamtoTa
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VY rpil nepeadaveHuid MarasuH, J1€¢ IpaBLl MOXXYTh KyIyBaTH PI3HOMaHITHI
npeAMEeTH, BKIIIOYAIOUM HOBI aBTOMOOLIl PI3HUX KJIAciB Ta TOKPAIIEGHHS s

aBToM00O111B. KokeH mpeamer Mae CBOIO I[iHY, 1 TpaBIll MOBUHHI MAaTH JOCTaTHHO

MOHET, 1100 iX mpuaoaTH.

BuyCar (){

if(PlayerPre etInt("C
ars[carInd

PlayerPrefs.SetInt({cars[carIndex].name + "

SpawnCar();

Pucynok 2.26 Meron BuyCar(), ikuil BUKJITUKA€TbCS 7151 TOKYIKHA aBTOMOOLIS y

rpi
2.5.1 IIporpecis Ta po307I0KyBaHHS:

Jlesiki aBTOMOO1II, Tpacu abo IrpoBI PEeKMMH MOXYTh OyTH 3a0JIOKOBaHI Ha
noyatky rpu. ['paBiri moOBUHHI 3apOO0JISITH Ta HAKOIIMYYBATH I'POIIIi, 100 po307I0KyBaTH
HOBI MOXJIMBOCTI Ta KOHTEHT y Tpi. Lle cTBOproe mouyTTsi mporpecii Ta 3a0Xouye

IPaBI[iB IPOJIOBXKYBATH I'PaTH Ta pO3BUBATHUCS.

LEVEL 3 & | LEVEL4 ~ { [ LEVELS

NO BRAKE P DEATH RACER ; POINT DIGGER

2 e )
DRIVE BOOSTER CHECK POINT

WITHOUT BRAKE " | pisTROY 4 VEHICLES COLLECT

Pucynok 2.27 HenoctynHi piBHI
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2.5.2 bonycHi NOiHTH

IIocTtanoBka 3aBJaHHA:

1) CtBOpuUTH JIOTIKY, fKa OyZi€ BUHArOpOKYyBaTH rpaBLs LIHHUMH OYKaMH 3a
BUKOHAHHS PI3HUX [II Ta JOCSATHEHb MiJ Yac TOHKH, TaKUX SK YHIKaJIbHI

MaHEBpH, TPIOKHU, 3aBJaHHS Ta TPUBAIICTh TPUMAHHS BUCOKOI IIIBUIKOCTI;

2) PeamizyBatn cucremy OOJNIKY paxyHKY TpaBIlsf: poO3paxyBaTH OIIHKY
MPOAYKTUBHOCTI TpaBIsl Ha OCHOBI pI3HUX (AKTOpIB, TAaKUX SK TOJUHA
MPOXO/KEHHS, HABWUYKWA YIPABIIHHSA, BHUKOHAHI TPIOKK Ta 3aBJIaHHS.

3ab6e3neunTy BiJOOpaKeHHS IIbOTO PAXyHKY y TaOJuIll 3apoOJIeHUX TPOIIESH.

3) PeanizyBaru cucteMy OOdiKy BIJCTaHI: BIICTEKYBATH 3arajibHy MPONIEHY
JUCTAHIIIO MM1JT Yac TOHKU. 3a0€3NeYnTH BIJOOpaKeHHS IIbOTO MapaMeTpa B

TaOIHII 3apO0JICHUX TPOIIEH.

4) BipoBaiuTH CUCTEMY Maiike 31TKHEHb: BU3HAYUTH CUTYaIlii, KOJIHA TpaBellb
YHUKAE 31TKHEHHS 3 1HIIAMHA aBTOMOO1IIMHU 200 TIepENIKo1aMu Ha Tpaci, Ta
BUHATOPOJUTH HOTO TOJATKOBUMHU OOHYCHUMHU OYKaMU. 3a0e3MeunTu

B1I0OpakeHHS 1IbOTO TapameTpa B TaOIuIll 3apO0ICHUX TPOIIIEH.

5) Po3pobutu cucteMy BUHAropo/ 3a BUCOKY IIBHKICTh: BU3HAUUTH
MOMEHTH, KOJIU aBTOMOOUJIb PyXa€ThCA 31 MIBUAKICTIO BHIIE TEBHOTO IMOPOra
(manmpukian, 100 kM/ro1) Ta BUHATOPOJAUTH TPaBIisi OOHYCHHUMHU O4YKaMu abo
J0JJaTKOBUMU BUHAropogamu. 3a0e3neuuTH BiA0OpaXxeHHs IbOTo apaMeTpa B

TabHIIl 3apO0JICHUX TPOIIEH.

6) CtBopuTH TAOJIUIIIO 3apOOJIECHUX TPOIIEH: TICIA 3aKIHYCHHS KOKHOI TOHKU
B1JI0Opa3UTH rpaBLIO TAOIUIIO 3 I€TaTbHUMU PE3yJIbTaTaMH, BKIIOYAOUU

3arajgbHUM paxyHOK, MPOHCHE BiJCTaHb, KITbKICTh Maike 3ITKHEHD Ta
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HIBUJIKICTh aBTOMOOUIA. 3a0€3MEUUTH YiTKE Bi3yajabHE MOJAHHS LIUX JaHUX IS

3pYyYHOTO aHaJi3y TPaBIIEM.
Peasizariist mocTaBjIeHHOIO 3aBIAHHS:

Koxxna nis Ta JqoCsATHEHHS, BHUKOHAHA IIiJi 4ac TOHKH, OyJe BHUHAropo/KeHa
IHHUMHU OYKaMH, 110 JI0O3BOJISIIOTh I'PaBLEB] BIACTEKYBaTH CBii mporpec. Och neski

0COOJIMBOCTI MPOLECY HAPAXYBAHHS OYOK:

Mamnespu: Lllopasy, koiu rpaBeib poOUTh YHIKAIBHUN a00 HeOe3NeUHUN MaHERBD,
Yd TO CKJIAQAHUU MOBOPOT ab0 WpoXiJ MOpsia 3 MEepelKoaor, il OyayTh

BI/IHaFOpO,Z[)KCHi JO0JAaTKOBUMH OYKaMU.

YuMm foBIIE KOPUCTYBad4 TPHUMAE€ BUCOKY IIBHUJKICTh, BU TPOXOJIUTE TOHKY 1

JOCSTAETE BUCOKUX IMIBUAKOCTEH, TUM OLIIbIIIE OYOK HAPaXOBYETHCSI.
Takox y rpi nependadeHi 3aBJaHHs, SKi TO3BOJISTIIOTh 3apOOUTH TOJATKOB1 OUKH.

[Ticns 3aKkiHUYEHHS KOXHOI TOHKHM TPAaBIIO MOJAETHCS TAOMHIS 13 3apOOJIEHUMU
rpommMa. L{g Tabnuusg coyXuTh JUIs OMNIALy Ta aHalizy (PiHAHCOBUX pe3yJbTaTiB

neperoHiB. Ock OCHOBHI OCOOIMBOCTI TaOIUII 13 3apOOJICHUMH HArOPOJaMU:

Your Score (Bam paxynok): Ile moka3HuK, sSKui BijoOpa)kae 3arajibHy OIlIHKY
MPOIYKTUBHOCTI TPaBIs IIiJ] Yac MEPEeroHiB. BiH po3paxoBYyeThCs 3 ypaxXyBaHHSIM
PI3HUX YMHHUKIB, BKJIIOYAIOYM Yac MPOXOKECHHs, HABUYKHU YIPABIiHHSA, KUIbKICTh
BUKOHAHMX TPIOKIB, 3aB/IaHb Ta IHIIUX I[apaMeTpiB, L0 3 IrpOBUM IpouecoM. Yum

BUILE PAXyHOK, TUM Kpallla IPOIYKTUBHICTh TPaBLIsL.

Distance (Bincranp): lle 3HaueHHs BKa3zye Ha 3arajibHy MNPONACHY IUCTAHIIIIO
IpaBIIeM ITi]l Yac NeperoHiB. BoHO BUMIpPIOETHCS B IrPOBUX OJUHUIISAX, TAKUX SIK METPU

a00 KiJToMeTpH, 1 B1I0Opakae, HACKIJILKHU JAJIEKO TpaBellb MIPOCYHYBCS TPACOIO.
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Near miss (Maiixxe 3iTkHeHHs): Llell TepMiH CTOCY€EThCS CUTYyalliil, KOJU I'paBelb
3M1MCHUB Maiike 31TKHEHHS 3 IHIIUM aBTOMOO1JIeM, MEPEenIkoIor abo 00'eéKToM Ha
Tpaci, ajie 3MIT YHUKHYTH 31TKHEHHSI B OCTaHH1il MOMEHT. UuM O1ibIlie TaKuX 31TKHEHb
BJIAJIOCS YHUKHYTH, TUM OUIbIIIe OOHYCHUX OYOK 1 MOXKJIMBO JIOAATKOBUX TPOIIOBUX

Haropoa oTpumac rpaBcClb.

Above 100 / H (Bume 100 / ron): Lle#t Bupa3 Bkazye Ha NIBUJKICTh aBTOMOO1JIS B
MOMEHTH TOHKH, KOJIU BiH pyXaeThcs 31 mBUIKICTIO Buie 100 oauHUIL HA TOAUHY
(260 1HIIOT OJMHMII BUMIPIOBAHHS IIBUIKOCTI, MpUHHATOI y rpi). Lle mMoxe Oytu
BOKJIMBUM (PAKTOPOM JJIsi OTPUMAaHHS OOHYCHUX OYOK a00 JOJAaTKOBHUX BHHArOpO,

MOB'SA3aHUX 13 BUCOKOIO MIBUJKICTIO Ta TUHAMIYHUM CTUJIEM T'PH.

Taxkum duHOM, TAOMMI 13 3apOOJICHUMH T'POIIMMA ITC]ISI TOHKH HaJa€e TPaBIsIM
NOBHY 1H(MOpMaIiI0 Npo IXHIA pe3yJbTaT, BKIIOYAKOYM iXHIMA 3arajlbHUA pPaxyHOK,
NpoiIeHy BiJCTaHb, KUIbKICTh Maike 31TKHEHb Ta JOCSITHEHb, a TaKOX 1H(OpMaIlio

Mpo MBHAKICTh aBTOMOOWIA. Lle monomarae rpaBiisiM aHaIi3yBaTH CBO1 JOCSTHEHHS Ta

porpec y rpi.

YOUR SCORE
500 Menu

DISTANCE :

NEAR MISS : . 4
ABOVE 100KM/H : Restart

Pucynox 2.28 TaOnuis JOCSATHEHD MICIs 3aBEPIICHHS MPOXOHKEHHS
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2.6  Monynb MexaHiku: Tpadik aBTOMOOLTIB JIJIs TIEPEIIKO/T
[locTaHOBKA 3aBIaHHA:

e BHM3HAYHUTH KIJIBKICTh THUITIB OOTIB 3 YHIKAJIbHUMHU XapaKTEPUCTUKAMU Ta

MOBEIHKOI0, TAKIMHU SIK arPECUBHICTh, CTPATETis TPU, PIBEHDb TKKOCTI.
Peanizarisi mocTaBIeHHOTO 3aB/IaHHS:

VY rpi nmpucyTHi 00TH, AKI € KOMIT'FOTEPHO KEPOBAaHHMH AaBTOMOOLISIMH, WIO
CTBOPIOIOTh JIOAATKOBY JMHAMIKY Ta BHUKIUK JMJisi irpoBoro naocBigy. OCHOBHI

XapaKTEPUCTUKHU Ta QYHKIIIT OOTIB y rpi:

IaTenext 60TiB: boTH MarOTh IPOTpaMHUI THTEIEKT, SKUW JTI03BOJISIE TM TpUMaTH
pIlIEHHS Ta aJanTyBaTUCS JO YMOB JOPOKHBOTO pyXy. BoHM MOXyTh pearyBaTu Ha
nii TpaBig, IHIKAX OOTIB Ta JMOBKULIA. IHTENIEKT OOTIB MOXKE 3MIHIOBAaTHUCh B

3JIEKHOCTI BIJ PIBHSI CKJIQHOCTI TPH, CTBOPIOIOUH P13HI PiBHI BUKIIUKY JJIS TPaBIIsl.

Pi3HOMaHITHICT, OOTIB: Y Tpi € pi3HI TUOM OOTIB, BKIIIOYAIOYM BaHTAXKHI
aBTOMOO111, JIETKOBI aBTOMOO1J11, aBTOOYCH, MOJIIII0 Ta MAIlIMHU 1151 3aB/iaHb. KoxkeH
TUT OOTIB Ma€ CBOi XapaKTEPUCTUKHU Ta MOBEAIHKY Ha A0po3i. BanTa)kHi aBTOMOOLII
MOXYTh PyXaTUCS TOBUIBHINIE, aje MaTH OUIbIIY MOTYXHICTh, TOAl SIK JIETKOBI
aBTOMOOLJII MOXYTh OyTH OUIbII MaHEeBpeHMMH Ta IBUAKUMU. lle cTBOprOE

PI3HOMAHITHICTh CUTYallli Ta BUKJIMKIB JIJISl TPABIISL.

Peanictuuna moBeAinka OOTiB: boTu y rpi MalTh peaiCTUYHY MOBEAIHKY, IO
BIJIIOBIJIA€ TUIY aBTOMOOUIS. BOTH TakoX MOXXYTh BUKOHYBaTH MaHEBPH, TaKl SIK
00TiH, 3MiHa CMYTH PyXy Ta rajlbMyBaHHs, CTBOPIOIOUM JWHAMIYHY Ta peajliCTUUHY

00CTaHOBKY Ha JIOPO3i.
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IaTepakuis 3 6oramu: ['paBerp MOXke B3aeMOMIATH 3 00TaMU y Tpi, BKIIOYAIOUH
oOriH, mocTynaHHsi noporu abo mpsMyBaHHsS 3a HUMH. Lle mMoke 3HamoOUTHCS IS
BUKOHAHHS TMEBHUX 3aBJaHb a00 MPOCTO JJis YCHIIIHOTO MPOXO/KEHHS PIBHIB.
B3aemogis 3 60TamMu MOXe CTBOPIOBATH J0JIaTKOBI BUKJIMKH Ta BUMAaraTH BijJ I'paBIls

CTpaTGFiLIHOFO MHUCJICHHS Ta HABHYO0K yr[paBJIiHHSI.

3aranom HagBHICTH OOTIB y Tpl Hajae il OUTbLIOI JUHAMIKHM, PEaiCTUYHOCTI Ta
CTBOPIOE PI3HOMAHITHICTh CUTYalll, 3 SIKUMH T'PaBELb MOKE 3ITKHYTUCSA HA JIOPO3l.
Bonu mnpencraBisioTh 1OAATKOBUM BHUKJIMK Ta pPOOJSTH IFPOBHH IpoLec OuIbLI

3aXOILITIOIOYHM Ta HiKaBI/IM.



ZoomCam

+ cam Camera
+targetZoom float
+ ZoomFactor float

+ ZoomLerpSpeed fioat

+ Update(void)

+ Start(void)

TunnelScript

+ OnTriggerExit{void) Collider

+ OnTriggerEnter{void) Collider

Pucynok 2.29 — Cxema 3B sI3KIB Mk KJIacaMu

HR_TrafficCar

+ rigid Rigidbody
+maximumSpeed float
+changingLanes bool
+bodyCollider BoxCollider
+audioclips AudioClip
+ights Object

+ distance loat

+ Awake{void)

Car controller

+ Start({void)

hw + WheelCollider Object

+speed float

+maxBrakeTorque float
+centreoimass Transform
+audioclips AudioClip
+ights Object

+ FixedUpdate(void)
+ Lights{void)
+Wheels()

+ SetSpeed(void)

+ ChangelLanes(void)

+ Strart{void)
+ boostMormalSpeed(void)
+ FixedUpdate(void)
+ getinput{void)

+getNavigationinput(Ulinput)

+getWheellnput{Steering
WheelControllerUl)

+ HandBrake{void)

+ carDownForce(void)

v
1
[l
v
v
v
'

4 N
MenuScript
+ _selectOneWay Button

+ _aliCars GameObject
+ adinterstatial Adinterstatial

+ ZoomLerpSpeed float

+ Update{void)
+ Start{void)
+ Awake(void)

+ gelectFreeTrafficMode(int)
+ LoadScene()
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[Iporpamua peanizaris MexaHiku (puc. 2.29):
CreateTraffic()

i =8; i< density; i++

go.SetActive

if (Levelchallange._level == 11)

if (go.transform.GetChild(1).gameObject.tag == "

go.transform.GetChild(1).gameObject.SetActive( s

Pucynok 2.29 - ®ynxkuis CreateTraffic(), sika BinmoBizae 3a CTBOPEHHS

TPaHCIOPTHOTO PYXY

1. Tlounnaerncs pynkiis CreateTraffic(), sika BignmoBiae 3a CTBOPEHHS
TPAaHCIIOPTHOTO PYXY.

2. 3oBHIIIHINA UK fOor MPOXOaUTH Yepe3 KIIbKICTh pa3iB, BU3HAUCHY
smiHHOIO density. [{e Bka3ye Ha Te, CKUIBKU TUIIIB TPAaHCTIOPTY Oye
CTBOPEHO.

3. Y cepenuHi 30BHINTHLOTO ITUKITY 3HAXOUTHCS 1€ OJIMH UK for, STKuii
BukoHyeThes trafficCars[1].frequence pasis. Le Bkazye Ha KiIIbKICTh
aBTOMOO1T1B, K1 OyIyTh CTBOPEHI JJI1 KOKHOTO THUITy TPAHCTIOPTY.

4. 'V cepeauHi 1HIIOTO HUKITY CTBOPIOETHCA HOBUM 00'ekT Tpu (GameObject)
Ha ocHOBI npedady trafficCars[i].trafficCar. [To3urtis Ta o6epTaHHS HOBOTO
00'ekTa OepyThCs 3 BIAMOBITHUX 3HAUYCHB IIpedhaldy.

5. Otpumanuii 00'exT rpu nogaeTses A0 cnucky _trafficCars 3a momomorozo

bynkuii go.GetComponent<HR TrafficCar>(). Ile mependauae, 1o
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komrioHeHT HR TrafficCar mpukpimienuii 1o npedaly TpaHCIIOPTHOTO
3aco0y.

6. O0'ext rpu BukiroyaeThes (SetActive(false)), no o3navae, 1mo BiH
HEAKTUBHUY Ta HEBUAUMUH Y TPpi.

7. Ywmoga if (LevelChallange. level == 11) nepeBipsie, yu NoTOYHUI piBEHb
rpu qopiBHIO€ 11. SIKIIO Tak, TO BAKOHY€EThCS TOAATKOBUM KOA. Y LIbOMY
BUMAJIKY, U 00'€KTa IpH, IKUH Ma€ JOUIpHIN 00'€KT 13 Terom
"Destroycar" (3HHILIEHHS aBTOMOO1IST), JOUIpHIN 00'€KT CTa€ aKTUBHUM

(SetActive(true)).

Haumi posrisaemo ¢yHkiito “AnimateTraffic”, sika BiamoBigae 3a aHiMaIlo pyxy

TPAHCHIOPTHUX 3aCO0IB y TPi.

AnimateTraffic()
; i « _trafficCars.Count; i

if (_trafficCars[i].isAnimating == )

{

if (_player.transform.position.z > (_trafficCars[i].transform.position.z
_player.transform.position.z < (_trafficCars[i].transform.position.z - (325

ReAlignTraffic(_trafficCars[i]);

Pucynok 2.30 Meron AnimateTraffic

1. Huxn for mpoXxoauTh MO KOKHOMY TPAHCIIOPTHOMY 3aC00Y y CIHCKY
_trafficCars.
2. YMoBa mepeBipse€, 9 €aHiMaIlisi TpaHCIIOPTHOTO 3aco0y piBHa false, 110

O3Havae, 10 BIH HE 3HAXOJIUTHCI B CTaHI aHIMAaIlli.
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3. YMoBa nepeBipsi€, UM MO3HULIIS TpaBLs 10 BICI Z
(_player.transform.position.z) 3HaXOAUTHCS 32 MEKaMH TIEBHOTO J1ara3oHy
B1J1 mo3ullli TpancnoptHoro 3aco0y (_trafficCars[i].transform.position.z).
KoHkpeTHi 3Ha4€HHsI [IbOTO J11ala30Hy BKa3yThes K +15 1 -325
BIIIIOBIIHO.

4. SIxmo ymoBa BUKOHY€ThCS, BUKIUKaeThes QyHKIisa ReAlignTraffic i3
napametpoM _trafficCars[i]. Lle mpu3BoauTh 10 nepeHanamTyBaHHs

MO3ULI{ Ta CTaHy TPAHCIIOPTHOTO 3aCO0Y.

Ham posrasuemo pyskuito “CheckIfClipping”, sika nepeBipsie, Y1 TPaHCHOPTHUN

3aci0 3a3Ha€ 3ITKHEHHS 3 IHIIMMH TPAHCTIOPTHUMH 3ac00aMu y Tpi.

CheckIfClipping| 1lider trafficCarBound)

i =8; i < _trafficCars.Count; i

if (_trafficCars[i].isAnimating == )]

{

if (!trafficCarBound.transform.IsChild0f(_trafficCars[i].transform) && _trafficCars[i].gameObject.activeSelf)

if (HR_BoundsExtension.ContainBounds|([trafficC und.transform,
kraf%iccaPBound.hDunds, _trafficCars[i].triggerCollider.bounds))

return

Pucynox 2.31 CheckIfClipping

1. ®ynkuis npuiimae napametp trafficCarBound, sikuit € BoxCollider
TPAHCIIOPTHOTO 3ac00y, KU1 MepeBipsI€ThCS HA 3ITKHEHHSL.
2. Huka for mnpoxoauTh Mo KOKHOMY TPAHCIIOPTHOMY 3aC00Y Y CITUCKY

_trafficCars.
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3. YMoBa niepeBipsi€, 4u €aHIMaIlisl TpaHCIIOPTHOTO 3aco0y piBHa false, 1m0
O3Havae, 0 BIH HE 3HAXOJIUTHCI B CTaH1 aHIMaIlli.

4. VYmoga niepesipse, uu trafficCarBound He € nouipHiMm 06'ekToM
TPaHCIIOPTHOTO 3aC00Y
(trafficCarBound.transform.IsChildOf(_trafficCars[i].transform)) i uu
TpaHcnopTHui 3aci6 aktuBHUi (_trafficCars[i1].gameObject.activeSelf).

5. Ywmosa niepeBipsie, un komnainep trafficCarBound.bounds TpancrnopTHoTo
3aco0y nepeTuHaeThes 3 konanaepom triggerCollider.bounds
TpaHcnopTHOTO 3aco0y _trafficCars[i] 3a qoromororo GyHKIIii
HR BoundsExtension.ContainBounds.

6. SK1o yMoBa BUKOHYETBHCS Il OyAb-SIKOTO TPAHCIOPTHOTO 3aC00Y, TO
byHKIIisS TOBEpTAaE true, 1Mo 03HaYaE, 1m0 3ITKHEHHS BiI0YBAETHCS.

7. SIK10 UMK OpOUIIIOB YC1 TPAHCIIOPTHI 3aCO0HU 1 )KOJTHOTO 31TKHEHHS HE

BUSBIICHO, QyHKIIS noBepTae false, 1110 03Hayae BIACYTHICTh 31TKHEHb.

®ynkiis CheckIfClipping BUKOpUCTOBYE KOJaWAEpH ISl BUSIBICHHS CTOJKHEHb

M1 TPaHCTIOPTHUMU 3aC00aMH y Tpi.



3 TECTYBAHHA

3.1 TecTtyBaHHS METOOM «YOPHOI CKpUHBKI». TecT keiicu
CyTb nojsirae y BUKOHaHH1 JeSKO1 KIJTBKOCTI JIiii Ta/ab0 YMOB, HCOOXITHUX IS
NepeBIPKU MEBHOI (PYHKIIIOHAIBHOCTI IPOrPaMHOi CUCTEMH, IO PO3POOIIETHCS.
[Ipo6yiemMH1 TECTOBI BUNIAJKHU:
e ki 3ajexHi OAWH BiJl OAHOTO (HAIIPUKIIAJI, OYIKYETHCS, IO YaCTHHA KPOKIB
BUKOHaHA B MMOIEPEIHbOMY test case, € MocuiIaHHs Ha 1HIII1 test cases)
e 3 HEUITKUM (HOPMYITIOBAHHIM KPOKIB
e 3 HewiTKuUM (OpPMYIIIOBAHHIM 1/1€1 a00 0UiIKYBaHOTO pe3ybTaTy
Test cases MOXyTbh OyTH:
e [lo3uTHBHI — BUKOPHUCTOBYIOThCS TUIBKH KOPEKTHI1 JaH1 1 IepeBipsIOTh, YU
MPaBUIIHHO JTOJATOK BUKOHYE (DYHKITiO
e HeraTuBHi — BUKOPUCTOBYIOTHCS K KOPEKTHI, TaK 1 HEKOPEKTHI JaHi 1
CTaBUTh 32 METY NIEPEBIPKY BUHATKOBUX CUTYaIli}, a TAKOXK MEPEBIPSE, 110
GyHKIIISI HE BUKOHYETHCS MPHU CIIPAIlbOBYBaHHS BajigaTopa
OCHOBHI CTaHU TTPOXOJIPKEHHS TECT KEUCYy:

e No run (He 3amyIIeHO)

Passed (mpoiineHo)

Failed (momuka)

Blocked (3a6moxoBan0)

Not Completed (He 3aBepieHo)
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Tadomumga 1 — Tect keiicu

Onmuc TecToBOrO Kpoxn s OuikyBanuii
BHUIIAAKY BiATBOPEHHS pe3yJbTar Craryc
Biakpurts l.Hatucunytu Ha | Ilepen rpaBuem
TOJIOBHOTO MEHIO 3HAYOK I'PH HA | BIAKPUBAETHCS
rpu poOoYOMY CTOJII | TOJIOBHUM €KpaH
2. 3BepHiyTH rpu nicis 3anmycky | [Ipoiaen
yBary Ha €KpaH. | IporpamH. ui
Buxin 13 rpu. 1. 3anyctutu I'paBenp ycminHo
rpy "XRacer"; | BUXOauTh 13 Tpu
2. HatucuyTtu iCJIsl HATUCKAHHS
Ha KHOIMKY Ha KHOTKY "Yes".
BUMKHEHHS;
3. HatucunyTtun
HA KHONIKY [Ipoitnen
"Yes". 1505
IToBepHeHH: 10 1. 3anyctutn I'paBenb ycminHo
TOJIOBHOTO MEHIO. rpy "XRacer"; | moBepraerbcs 1o
2. Hatucuytn TOJIOBHOI'O MEHIO
Ha KHOIIKY iCJIsl HATUCKAHHS
BUMKHEHHSI; Ha kHOTIKY "No".
3. Hatucnytu
Ha KHOIIKY IIporinen
"No". uu
[lepexin no 1. 3anyctutn I'paBito
HaJIAITYBaHb . rpy "XRacer"; | BIOKpUBA€THCS
2. Hatucuytn MEHIO
Ha KHOIIKY HaJaIlTyBaHb I'PU
"rallkOBHI M1CIIsl HATUCKAHHS
KJrog" . Ha KHOIIKY
HAJIAIITYBaHb [Ipoinen
(rafikOBUM KJIIOY). | Ui
VYBiMKHEHHS/BUMKH | 1. 3amyctutu I'paBenp peryintoe
€HHS 3BYKY. rpy "XRacer"; | yBIMKHEHHsI/BUMKH
2 HaTucHyTH Ha | €HHSI 3BYKY B I'pi 3a
KHOIIKY JOTIOMOT 010 IIponnen
HaJallTyBaHb HATUCKAHHS Ha ui




"rallKOBHI
K104

3. Hatucunytun
Ha TyMOJiep
"Sound";

4. 3BepHYTH
yBary, 10 3BYyK
BUMKHYBCS;

5. IToBTOpHO
Hartucuytu Ha

TyMOsep "Sound" B
HATAITyBaHHSX.

TyMOJIEep
"Sound";
6. 3BepHyTH
yBary, 1o 3ByK
YBIMKHYBCSI.
PerymtoBanus 1. 3anycTutn I'paBeus peryntoe
rpadika rpu. rpy "XRacer"; | sKicTb rpadiku y
2. Hatucuytu rpi 3a I0MTOMOTOI0
Ha KHOTIKY HATUCKAHHS Ha
HaJaIlTyBaHb kHomnkH "Graphics
"ralikoBU I Quality" y
KJIr04"; HaJIAIITYBaHHSIX.

3. Bubparu 1 i3
3 BapiaHTIB

rpadiku:

Low/Medium/H [Ipoiinen

igh. ui
3wmiHa ynpaBiiHHA y | 1. 3anyctutu I'paBenis 3MiHIOE
rpi. rpy "XRacer"; | kepyBaHHs

2. Hatucuytu aBTOMOO1IEM 3

Ha KHOTIKY KHOITKOBOI'O Ha

HaJIAIITyBaHb aBTOMATUYHHI (32

"ralikoBUI1 JOTIOMOT 010

KJIr04"; IIOBOPOTY

3. Bubpatu 1 3 | mpuctporo)

2 TUIIB 3aBIAKHU

YIPaBITiHHS: HATUCKAHHIM Ha

Touch/Tilt kaonku "Control" B | IIpoiinen

(Auto). HaJIaIITyYBaHHSIX. 1507
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[loBepHEeHHS 10

1. 3anyctutn

I'paBenb

TOJIOBHOI'O MEHIO. rpy "XRacer"; | moBepraerbcs y
2. Hatucuytu TOJIOBHE MEHIO I'PU
Ha KHOIIKY Iicisl HATUCKAHHS
HaJIalITyBaHb Ha kHonKy "Hazan"
"ralkoBUH (CTP1UJIOYKH BITIBO)
K04
3. Hatucnytu
Ha KHOTIKY
"Ha3az["
(cTplIOUKH IIpotinen
BIIIBO). ui
be33Byunui |.BumkHyTH Ko Ha npucrpoi
PEXKHM. 3BYK Ha BBIMKHEHO
MIPUCTPOT; 0e3y4HHi pexum, a
2. Bxitouutu y Tpl IepeMHUKay
3BYK Y I'pi; 3BYKY YBIMKHEHO,
3. 3BepHyTHU BU HE TIOYYETE
yBary Ha 3BYKOBI1 €(peKTH Ta
BIJICYTHICTh MY3HKY Yy T'pl uepe3
3BYKY B I'pi. BiKIrOueHui 3ByK | [Ipoiinen
Ha OPUCTPOI. 1505
[lepexin no po3ainy | 1. 3amyctutu I'paBuesi
"Mara3zun" uepes rpy "XRacer"; | BiAKpuBa€eTbCs
KHOIIKY "+" 2. Hatucuytn CTOpIHKA MarazuHy
Ha KHomKy "+". | micns HatuckanHsa | [Ipoiinen
Ha KHONKy "+". 14051
[lepexin go po3auty | 1. 3anycrutu ['pasiito
"Marazun" uepes rpy "XRacer"; | BiikpuBaeThcs
KHOTIKY "Store" 2. HatucuyTtu CTOpIHKA Mara3uHy
Ha KHOIIKY micis Hatuckanua | [Ipoiinen
"Store". Ha KHOmnKy "Store". | uit
1. 3anyctutn
rpy "XRacer",;
2. Ilepewtu no
PO3ILITY bananc rpasis
"Mara3un"; nonoBHIOETHCS 300
3. Hatucnyrtu MOHET TICIs
Kymias Ne 1 (300 | Ha mikTOorpaMy | meperiisiay [Tpoiinen
MOHET) neperssiay pEKIIaMHU. ui
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peKiaMu
(xHOMIKa play);
4. 3auekatu 7
CEKYH]T
peKIIamMu;

5. Hatucuytu
Ha 3aKpUTTA
eKpaHa;

6. 3BepHyTH
yBary Ha
BHYTPIIIHBOITPO
BUii OanaHc.

1. 3anyctutn
rpy "XRacer",;
2. Ilepeiitu no
O3y
"Mara3un";

3. Hatucnytu
Ha MIKTOTpaMy
neperssiay
peKiaMu
(xnomka play);
4. 3auekatu 7
CEKYH]T
peKIIaMu;

5. Hatucnytn
Ha 3aKPUTTS

€KpaHa; banaunc rpasns

6. 3BepHyTH MIOTIOBHIOETHCA HA

yBary Ha 600 moHeT micis
[Tokymnka Ne2 (600 | BHYTpIIIHBOITPO | IEPETIIS Y IIpotinen
MOHET) BUIi OajlaHC. peKJIaMH. 1701

1. 3anyctutu

rpy "XRacer";

2. Ilepeittu 1o

O3y bananc rpasis

"Marazun"; MOIIOBHIOETHCS HA

3. Hatucnytu 900 moHeT michs
Kymieig Ne 3 (900 | Ha mikTorpamy | meperisay IIponnen
MOHET) nepersay peKJIamu. 1701
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peKiaMu
(xHOMIKa play);
4. 3auekatu 7
CEKYH]T
peKIIamMu;

5. Hatucuytu
Ha 3aKpUTTA
eKpaHa;

6. 3BepHyTH
yBary Ha
BHYTPIIIHBOITPO
BUii OanaHc.

1. 3anyctutn
rpy "XRacer",;
2. Ilepeiitu no
O3y
"Mara3un";

3. Hatucnytu
Ha MIKTOTpaMy
neperssiay
peKiaMu
(xnomka play);
4. 3auekatu 7
CEKYH]T
peKIIaMu;

5. Hatucnytn
Ha 3aKPUTTS

€KpaHa; banaunc rpasns

6. 3BepHyTH MIOTIOBHIOETHCA HA

yBary Ha 1200 moHer micus
Kymisist Ne 4 (1200 | BHYTpIIIHBOITPO | IEPETIISAY [Tpoiinen
MOHET) BUIi OajlaHC. peKJIaMH. 1701

1. 3anyctutu

rpy "XRacer";

2. Ilepeittu 1o

O3y bananc rpasis

"Marazun"; MOIIOBHIOETHCS HA

3. Hatucnytu 1500 moner nicns
KymiBig 6anuia No | Ha mikTorpamy | meperisay IIponnen
5 (1500 momner) Tepersay pPEKIIaMU. 1505

64



peKiiaMu
(xHOMIKa play);
4. 3auekatu 7
CEKYH/I
peKiaMu;

5. Hatucuytu
Ha 3aKPUTTSA

eKpaHa;
6. 3BepHyTH
yBary Ha
BHYTPIIIHBOITPO
BUii OanaHc.
1. 3anyctutn
rpy "XRacer",;
2. Ilepeiitu no
O3y
"Mara3un";
3. Hatucnytu I'paBenp ycminHo
Ha KHOTIKY MOBEPTAETHCS B
"Hazax" MEHIO TPH MiCIIs
(cTpiIOYKH HATHUCKaHHS Ha [Tpoiinen
Buxin i3 marasuny. | BIiBO) kHonky "Hazan" uu
[ToBTOpHE 1. 3anyctutu
npuaOaHHS MiCTsA rpy "XRacer";
YCHIIIHOTO 2. Ilepewtu no
Neperiasay peKkiiaMu | po3alLy
"Mara3un";
3. YcmimHo
3100yTH Oynb- | BigoOpaxaeTbcs
Ky Haropony 3a | inpopmep "Ads are
neperis not ready!" o6
peKIiaMu; rpaBellb He 3MIT
4. IToBTOpHO HaKpy4dyBaTu cobi
HAaTUCHYTH Ha Oayanc 3a
eu xe JIOIIOMOT' OO
MIKTOrpamy 0e3rmepepBHOTro
neperisany neperiany IIponnen
pPEKJIaMH. pPEKJIaMU. 1505
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[Tepexin y rapax.

1. 3anyctutn
rpy "XRacer";
2. Hatucuytn
Ha KHOIIKY
rapaxa
(6yTMHOYOK).

I'paBenb
NEPEXOIUTH HA
€KpaH rapaxa.

IIponnen
U

Buxin 13 rapaxa.

1. 3anyctutu
rpy "XRacer";
2. HatucuyTtu
Ha KHOIIKY
rapaxa
(OyIMHOYOK);

3. Hatucnytn
Ha KHOIIKY
"Hazan"
(CTpUIKH BIIIBO).

I'pagerp ycmimHo
TIOBEPTAETHCS JI0

TOJIOBHOTO MEHIO

TpH.

IIponnen
1505

Caaiin aBTOMOO1TIB
y Tapaxi.

1. 3anycTutu
rpy "XRacer";
2. Hatucuytu
Ha KHOIKY
rapaxa
(OyTMHOYOK);
3. HatucunyTtun
Ha KHOTIKU
BJIIBO/BIIPABO;
4. 3BepHyTH
yBary Ha
BITPUHY.

I'paBenp ycminHo
ropTae Kapyceib
aBTOMOOLITIB Ha
BITPHHI.

IIponnen
1505

Kymnisins
aBTOMOO1JIS.

1. 3anycTutu
rpy "XRacer";
2. Hatucuytu
Ha KHOIIKY
rapaxa
(6yTMHOYOK);
3. Jlicratu 1o
MalIllUHH 3
KHOMNKOIO "Buy
for...";

4. Hatucuytn
Ha 110 KHOIIKY.

Kynnena mammuna
YCHIIIHO JJ0JIa€ThCS
B rapax, a 3
pPaxyHKY T'paBIIs
CIIUCYETHCS CyMa,
110 JIOPIBHIOE ITiH1
aBTOMOOLISI.

IIponnen
1505
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Craiiyiiar
aBTOMOO1JIS.

1. 3anyctutn
rpy "XRacer",;
2. Hatucuytn
Ha KHOTIKY
rapaxa
(6yTMHOYOK);
3. Bubpatu cBoe
aBToO, SIKE
X0UYeMO
CTHJII3yBaTH;
4. Hatucuytu
Ha KHOIIKY
CTAUJIIHTY
(60nMHYHK);

5. Bubpatu
NOTpiOHUM
KOJIp;

6. TannyTH Ha
3aKPUTTS
eKpaHa
CTaNJIIHTY
(CTpUIKY BHU3)

I'paBenb ycmimHo
3aCTOCOBYE
oOpaHuil KOIIp 110
JTaHOTO
aBTOMOOLIIS.

[Ipoinen
17071

KymiBiist HoBoro
KOJIbODY.

1. 3anyctutu
rpy "XRacer";
2. Hatucuytn
Ha KHOIIKY
rapaxa
(OyIMHOYOK);
3. Bubparu cBoe
aBToO, SIKE
X04YEeMO
CTHJII3YBaTH;

4. HatucuyTtu
Ha KHOIIKY
CTallIHTY
(60MHYUK);

5. Bubpatu
NOTP1OHUI
TJIATHUN KOJIIP;

I'paBens ycminiHo
KyITy€ HOBHI KOJIIp
TSI aBTOMOOIA.

IIpolinen
1505
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6. Hatucnytn
Ha KHONKY "Buy
Color".

1. 3anyctutn
rpy "XRacer";
2. Hatucuytn
Ha KHOTIKY
rapaxa
(6yTMHOYOK);
3. BubGpartu cBoe
aBToO, SIKE
X04YEMO
anrpenautu;4.
Hartucuytu Ha
KHOTIKY
JTUTEUIIHTY
(raiikoBUi
KJIIOY);

5. Hatucuytun
Ha HEOOX1THY

I'paBenb ycmimHo
anrpeuanuTh
oOpaHy JeTaib
aBTOMOOLIIS.

Hereiininr XapaKTEPUCTUKY [Ipoinen
aBTOMOO1JI. ; 5071

1. 3anyctutu IIepen rpaBuem

rpy "XRacer"; | 3adMIIATHCS TUIBKU

2. HatucuyTtu BITpHHA 3

Ha KHOIIKY aBTOMOOLIIEM, KU

rapaxa MO>KHA KPYTHUTH 1

(OyauHOUOK); 3pOOUTH rapHUi

3. Hatucnytn CKpIHUIOT.

Ha KHOTIKY

dhoTopexumy [Ipotinen
DoTOpEKUM. (boTtoanapar). ui

1. 3anycTutu I'paBenb

rpy "XRacer"; | moBepTaerhcs 10

2. HatucuyTtu TFOJIOBHOT'O MEHIO

Ha KHOIIKY TpH MicIs
Buxin 13 rapaxa MOBTOPHOTO [Tpoitnen
dboTopeKuUMY (OyIMHOYOK); HAaTHCKAHHS Ha 1505
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3. Hatucnytn
Ha KHOTIKY
boTopexumy
(boToanapar);
4. IToBTOopuTH
n.3

KHOTIKY
doTopexxumy.

Kymisns
aBTOMOO1I 0€3
TPOILLEH.

1. 3anyctutu
rpy "XRacer";
2. HatucuyTtu
Ha KHOIIKY
rapaxa
(OyIMHOYOK);
3. Jlicratu 1o
MaIllUHH 3
KHOMNKOIO "Buy
for...";

4. Hatucuytn

Ha III0 KHOIIKY.

['paBus IepeBOIATH
Ha CTOPIHKY
MarasuHy, Ji¢ BiH
MOJK€ MPUI0aTH
BHYTPIIIHbOITPOBY
BaJIIOTY.

IIponnen
U

KymiBns HoBoTrO
KOJILOpYy 0e3
TPOILIEH.

1. 3anycTutu
rpy "XRacer";
2. HatucuyTtu
Ha KHOIIKY
rapaxa
(OyIMHOYOK);

3. Bubparu cBoe
aBToO, SIKE
X04YEMO
CTHIII3yBaTH;

4. Hatucuytn
Ha KHOTIKY
CTANJIIHTY
(60HYHK);

5. Bubpatu
nOTpiOHUMH
TUTATHUM KOJIIp;
6. Hatucuytu
Ha KHONKY "Buy
Color".

Skuo y ['paBusg He
BHCTAYa€ KOIITIB,
oMy
B1JIOOpakaeThCs
Kypcop, IKUn
BKa3ye€ Ha MOro
OajaHc.

IIpolinen
1505
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1. 3anyctutn

Axmo y I'paBus ve

rpy "XRacer"; | BUCTauae KOIUTIB,

2. Hatucuytn oMy

Ha KHOIIKY BIJI0OpaXaeThCs

rapaxa Kypcop, AKUU

(6yTMHOYOK); BKa3ye Ha HOro

3. BubGpartu cBoe | 6ayaHc.

aBToO, SIKE

X0UYeMO

anrpeuanuTy;

4. Hatucuytu

Ha KHOIIKY

JUTEUIHTY

(raiikoBUi

KIIIOY);

5. Bubpatu
Kymisns HoBOi NoTpiOHYy IIponnen
neTtaii 6e3 rpoiiei. | geTaib. ui
[lepexin Ha ekpaH 1. 3anyctutu I'paBenp
PIBHIB. rpy "XRacer"; | morpamisie Ha

2. Hatucuytu eKpaH BUOOPY

Ha KHOIIKY PIBHSL. [Tpoitnen

"Play". ui
Buxin 13 expana 1. 3anyctutn
PIBHIB. rpy "XRacer";

2. Hatucuytn

Ha KHOTIKY

"Play";

3. Hatucnytu I'paBenp ycmimHo

Ha KHOTIKY MIOBEPTAETHCA J10

"Hazang" TOJIOBHOT'O MEHIO [Ipoitnen

(CTpinKH BIIBO). | TPH. uu

1. 3anycTutn I'paBenb

rpy "XRacer"; | mepexoauts 10

2. Harucuytu BUOOPY KapTOK

Ha KHOIIKY JOCTYIHOTO PiBHSL.

"Play";

3. Hatucunytn
[lepexin y Ha JOCTYITHUHI IIponnen
JIOCTYITHUH PIBEHb. | PIBEHb. 1701
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[lepexin Ha
JIOCTYIIHY KapTy.

1. 3anyctutn
rpy "XRacer",;
2. Hatucuytn
Ha KHOTIKY
"Play";

3. Hatucnytu
Ha JIOCTYITHUI
PIBCHB;

4. HatucuyTtu
Ha JOCTYIMHY
KapTy.

['pa 3aBaHTaXYy€E
I'paBito BuOpany
KapTKYy.

IIporinen
1505

KymiBns 3akputoi
KapTKHU.

1. 3anyctutn
rpy "XRacer",;
2. Hatucuytn
Ha KHOIKY
"Play";

3. Hatucunytn
Ha JIOCTYITHUH
PIBCHB;

4. Hatucunytu
Ha 3aKpUTY
KapTy (iKOHKa
3aMKY).

Axwmo y I'paBus
JOCTAaTHBO MOHET
Ha OajaHcl,
BIJI0YBAETHCS
npua0aHHs
00paHoi 3aKpUTO1
KapTKH.

IIporinen
1505

Buxin 13 mento
BUOOpY KapT.

1. 3anyctutn
rpy "XRacer",;
2. Hatucuytn
Ha KHOIKY
"Play";

3. Hatucunytn
Ha JIOCTYITHUM
PIBCHB;

4. HatucunyTtu
Ha KHOIIKY
"Ha3az["

(CTpinKH BIIBO).

IIporinen
1505
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1. 3anyctutn
rpy "XRacer";
2. Hatucuytu
Ha KHOTIKY
"Play";

3. HatucunyTtun
Ha

I'pa BigoOpaxae
TPAaBITIO YMOBH ISt
nepexoay Ha
3aKPUTHI pIBEHb
['pa nokasye kapTtu,
K1 € B IIbOMY DPiBHI
6e3 MOXKJIMBOCTI
IEPEUTH B HUX;

I'pa He no3Bonsie

[Mepexin y HEJOCTYITHUN HAaTHUCHYTHU IpaBLs
HEJIOCTYITHUM piBEHb (IKOHKA | HA HEJAOCTYIHUI Hesnamm
PIBECHB. 3aMKa). pIBEHb. 51

1. 3anyctutn

rpy "XRacer";

2. Hatucuytu

Ha KHOTIKY

nPlayn;

3. HatucunyTtn

Ha JIOCTYITHUH

piBEHb;

4. Hatucuytn I'pa 3aBanTaxy€
3amyck BUOpaHOi Ha JOCTYIIHY I'paButo Bubpany | [Ipoitaen
KapTKHU. KapTy. KapTKy. 1505

1. 3anyctutn VY pexumi "one

rpy "XRacer"; | way" ronka

2. Hatucuytu B1J10yBa€THCS 11O

Ha KHOTIKY OJIHOCIIPSIMOBaH1U

"Play"; Tpaci, Je BCl

3. HatucunyTtn YYaCHHUKH

Ha JOCTYIIHUM | pyXaroThCs B

piBEHb; OJIHOMY HAMPSIMKY.

4. Hatucuytn

Ha JIOCTYIHY

Kaprty,
Bubip pexumy 5. Bubepith IIponnen
"One way". "One way". 1505
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1. 3anyctutn
rpy "XRacer",;
2. Hatucuytn
Ha KHOTIKY
"Play";

3. Hatucnytu
Ha JIOCTYITHUI
PIBCHB;

4. HatucuyTtu
Ha JOCTYIHY

VY pexumi "two
way" ronka
B110yBa€ThCS
JIBOHAIIPABJICHOIO
Tpacoxo, 1ie
YY9aCHUKHU

KapTy; pYXaroThes 5K

5. Bubpatu POTH, TaK 1 B
Bubip pexumy pexuM "Two HaIpsMKy onuH 1o | IIpovinen
"Two way". way" OJHOTO. 1505

1. 3anyctutn I'paBenis 3MiHIOE

OyIb-sIKY TOHKY; | IIOJIOKEHHS

2. Tannyt HA | KamepH, a came

KHOITIKY 3MI1HU BUOUpAE BiJI AKOT

MOJIOXKECHHSI ocobu

KaMmepu BimOyBatumeThesa | [Ipoiinen
3MiHa KaMepH. (boToamapat). | reimieil. 1701

1. 3anyctutu

OyIb-sIKy TOHKY; | ['paBens BiIKpHuBae

2. Hatucuytn MEHIO May3H Micis
Biakpurts MeHro Ha KHOIIKY HaTHCKAaHHS Ha IIponnen
naysu. MeHIO (may3a). | creuiajibHy 1KOHKY. | Ui

1. 3anyctutn

OyIb-sIKy TOHKY;

2. Hatucuytu

Ha KHOTIKY

MEHIO (Tmay3a);

3. PerymioBatu | Kelic ananoru
KepyBanus rerMIITIeH 3a CIIEHapisIM
HQJIAITYBAHHAMU | TOTIOMOTOIO HanamtyBadb rpu 3 | [Ipoiinex
I'PHU B MEHIO Iay3W. | HAJAIITYBaHb. | TOJOBHOIO MEHIO. | MU

1. 3anyctutn

OyIb-sIKy TOHKY;

2. Hatucuytn I'paBenp
IToBepHEeHH: 10 Ha KHOIIKY IIOBEPTAETHCS HA IIponnen
TpH. MeHIO (1ay3a); | eKpaHl TOHKH. 14051
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3. Hatucnytn
Ha KHOIIKY
"Resume".

1. 3anyctutn
Oy1b-SIKy TOHKY;
2. Hatucuytu
Ha KHOTIKY

MeHIo (may3a); | I'paBern

3. Hatucnytu repe3anyckae

Ha KHOIIKY IIOTOYHY TOHKY Ta | [Iponaen
Ilepe3amyck ronku. | "Restart". noyuHae 3 0. 1505

1. 3anyctutn

OyIb-sIKy TOHKY;

2. Hatucuytn

Ha KHOIIKY ['paBeub

MEHIO (Tlay3a); | MOBEPTAETHCS Y

4. Hatucuyrtu MEHIO I'PH MICIIs
Buxin y royiiosse Ha KHOIIKY HATUCKaHHS Ha [Ipoinen
MEHIO TPH. "Menu". KkHONKY "Menu". ui

1. 3anyctutu

Oy/b-SIKy TOHKY;
[lepexin no mento | 2. Hatucuytu
nay3u mij Jyac Ha KHOIIKY I'paBens nepexiny | Hepaain
BITIKY JIO CTApTy. | MEHIO (T1ay3a); | MEHIO May3Hu. 51

1. 3anyctutn

Oy1b-SIKYy TOHKY;

2. Hatucuytu

Ha KHOTIKY

MEHIO (T1ay3a);

3. Bubparu

py4He

KepyBaHHS;

4. IloBepHyTHCH

y TOHKY; I'paBenb ycmimHo

5. KepyBatn 3MIHIOE
KepyBanus aBTOMOOLIIEM 32 | TPAEKTOPIIO 13111
aBTOMOOLIIEM 32 JOTIOMOT'O10 aBTOMOOLIIA 1O
JIOIIOMOI'0X0 KHOIIOK | ra3y Ta Tally Ha KHOIIKH, IIponnen
Ha eKpaHi. CTP1JIOUOK. K1 € Ha eKpaHi. 1701
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1. 3anyctutn
OyIb-SIKy TOHKY;
2. Hatucuytn

Ha KHOTIKY

MeHIO (Tlay3a);

3. Bubpatu

aBTOMaTUYHE

KepyBaHHS;

4. IToBepHYTHUCH

y TOHKY; I'paBens ycminiHo

5. KepyBatu 3MIHIOE

aBTOMOO1JIEM 3a | TPAEKTOPIIO 1311
KepyBanns JOTIOMOT' 010 aBTOMOO1IIS 3a
aBTOMOO1IEM 3a raszy Ta JIOTIOMOT OO
JIOIIOMOT 010 HAXUJIy | HOBOPOTY IIOBOPOTY IIpolinen
MIPUCTPOIO. MIPUCTPOIO. IIPUCTPOIO. 0%

1. 3anyctutn

TOHKY;

2. Hatucuytu

Ha KHOTIKY

"Ta3z" (memann

CIIpaBa);

3. HatucunyTtun

Ha KHOIIKY ABTOMOO1Jb
Bukopucranus "T'anbmo0" rasibmye nicias Tana | [Ipoiaen
rajpma. (mepanb 371Ba). | HA KHOIKY TrajibmMa. | Ui

1. 3anyctutn

TOHKY;

2. Hatucuytn

Ha KHOTIKY

"T'a3"; ABTOMOO1/IB

3. Hatucuytu PUCKOPIOETHCS
Bukopucranus Ha KHOIIKY IS Tamy Ha
HITpPO- MPUCKOpPIOBaYa | HITPO- [Tpoitnen
IIPUCKOPIOBAYA. (6amon). IIPUCKOPIOBAY. 1505

1. 3anyctutn I'pasuro

rpy "XRacer"; | BimoOpaxaerbcs
Bubip pizaux 2. Ilepeiitu B OJIHA 1 Ta XK
MEXaHIK KepyBaHHs | HAJAIITyBaHHS | MEXaHiKa IIponnen
aBTo. I'pH; KEPYBAHHS aBTO . 1505
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3. IToctaBuTHn
KepyBaHHS Ha
aBTOMaT;

4. 3anycTutu
TOHKY;

5. Ilepeitu o
MEHIO Tay3i;
6. 3BepHyTH
yBary Ha
MEXaHIKy
KEepyBaHHS.

31TKHEHHS 3 1. 3anyctutn VY rpaBus
O0oTaMu. TOHKY; cnucyerbest 1
2. Bpizatuce y | KUTTA 3 3 micas
qyKUU 31ITKHEHHS 3 uyxum | [Ipoiiaen
aBTOMOOLIIb. aBTo. um
[TinGip 6i1oro 1. 3anyctutu VY rpaBis
0asoHy 3 HITPO. TOHKY; 3alIOBHIOETHCS ~ 10
2. Butpatutu 10% Big
BCE HITPO; 3araJibHOT'O 3aracy
3. Ilpoixatu HITPO.
Kpi3b OAJIOH [Ipoiinen
0110r0 HITpPO. 17071
[Tin6ip cuHbOIO 1. 3anyctutn VY rpaBus
OaJIOHy 3 HITPO. TOHKY; 3aMIOBHIOETHCS ~ JI0
2. Burparuru 50% 3aranbHOTO
BCE HITPO; 3amacy HiTpo.
3. IIpoixaTtu
Kpi3b OaJIOH [Tpoiinen
CHUHBOTO HITPO. uu
[Tin6ip 1. 3anyctutu VY rpaBus
IOMapaH4YE€BOTO TOHKY; 3aMOBHIOETHCS
OaJIOHy 3 HITPO. 2. Burparurtu 100% 3aranpHOTO
BCE HITPO; 3armacy HiTpo.
3. IIpoixatu
Kpi3b OaJIOH
IIOMapaH4YE€BOro [Ipoitnen
HITPO. 14051
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1. 3anyctutn

I'paBenb

TOHKY; IPOiKIPKAE KP13b
2. Bpizatucsy | 4yke aBTO MOKHU
qyKUH HJIe IpoLeC
aBTOMOO1JTb; B1HOBJICHHS a00
3. [loku aBTO Ma€ 3aXUCT BiJ
BIJIHOBIIFOETHCS | 3ITKHCHHS TTOKU
(6umac) W€ BIIHOBJICHHSI.
3iTKHEHHs 3 00TOM | Bpi3aTHUCS B
[T 9ac 1HITAH HeBpanu
B1THOBJICHHS. aBTOMOO1Ib. 71
1. 3anyctutn I'pasuro
TOHKY; HAPaXOBYIOTHCS
3apobuiatu nointu | 2. IIpoixatu OYKH B pO3.LIL
3a Mpoi3a Ouls nyxe onuspko | "Score". [Ipoiinen
oora. 10 00Ty. 15051
1. 3anycTutu I'pagiito
TOHKY; HAPaXOBYIOTHCS
2. Habpatu OYKH B PO3JILITI
BEJIUKY "Score".
MIBUIKICTH
120xm/pik +;
3apobatu moinTy | 3.
3a Ipoi3x Ha IIponoBxyBaTn IIponnen
BEJIMKIA IIBUJIKOCTI. | PYX. 14051
3apo6iTok nointiB | 1. 3anycrutu I'paBuro
3a MPOXOKEHHS TOHKY; HApaxXOBYIOTHCS
UCTaHII] 0e3 2. IxaTu 6arato | ouku B O3
31TKHEHHS MUJIb 0€3 "Score".
31TKHEHb. Ipoiinen
1505
3apobnstu mointu | 1. 3amyctutu I'pasuro
32 BUKOHAHHS TOHKY; HAPaXOBYIOTHCS
3aBJaHb. 2. IIpoxoguTu | OYKH B pO3ILIL IIponnen
3aBJaHHS. "Score". 15071
1. 3anyctutn I'paButo
TOHKY; MOKA3Yy€ThCA
BinoOpaxxenns 2. Ilpoiitn 3BEICHHA
pe3yabTaTy Mmicis OCTaTOYHO 3apobsienux ouok | [Ipoitaen
3aKIHYEHHS TOHKHU. | TOHKY; 3a TOHKY. ui

77



3. 3BepHYyTH

yBary o

TaOJIULIIO.

1. 3anyctutn I'paButo

TOHKY; MIOKA3y€EThCS

2. Burparuru 3BEJCHHS
BinoOpaxxenus BC1 3 KUTTH, 3apo0JICHUX OUOK
TaOJIUIIl pe3yabTaTy | 3. 3BepHYTH 3a TOHKY.
MICJIs BATPAYaHHS | yBary Jo IIporinen
OCTAHHBOTO JKUTTA. | TAOJIHUIIIO. uu

1. Ilepeiitn Ha I'paBenb

TaOJIULIIO NEePEXO/IUTh Y

pe3yJIbTaTIB,; TOJIOBHE MEHIO T'PH.

2. Hatucuytn
[lepexin y ronoBHEe | Ha KHOIKY [Ipoinen
MEHIO TPH. "Menu". ui

1. ITepeiitu Ha | ['paBen moYnHaE

TaOJIUIIIO 3HOBY T'OHKY.

pE3ybTaTIB;

2. HatucuyTtu

HA KHONIKY [Ipoitnen
Pectapt ronku. "Restart". 1505

1. Ilepeiitn Ha | Urpok nepexoaut

TaOJIULIFO Ha CJIeAYOUIUN
[Tepexin no pe3yibTaTIB; 3Tal TOHKH.
HacTynmHoro erany | 2. TanHyTH Ha [Ipoinen
TOHKH. kHonKy "Next". ui

3.2 TectyBaHHs NPOAYKTUBHOCTI

78

Ile HaOip THMIB TECTYBaHHS, COPSIMOBAaHUX Ha BIATBOPEHHS 3alIUTIB KOPUCTyBaya

B CHCTEMI Ta HOpiBH}IHHH O‘{iKYBaHI/IX pCBYJ'IBTaTiB 3 OTPUMAHHUMU IIOKA3HHUKAMH, a

TaKO’X BH3HAYEHHS IIBUJKOCTI CTaOUILHOCTI, HAJIMHOCTI Ta

poueayp,
MacITaboBaHOCTI CUCTEMHU B IiioMy. OTprUMaHi pe3yiabTaTH J03BOJSIOTh BUSBISATH
BPa3JIMBOCTI 3 IPOIYCKHOIO 3/IaTHICTIO MPOTPaMH, 4YaCOM 3aBAHTAKEHHSI, 00pOOKOIO

BEITUKHUX 00CSTIB TaHUX Ta 3aM00IraHHSIM X BUKOPUCTAHHIO Y JJOJIATKY.
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SIk moka3ye MpakTUKa, HAWOUIBII MOIIMPEHUMHU MPOOIeMaMH MPOAYKTUBHOCTI

JIOJATKIB € Yac 3aBaHTAXKCHHS Ta BIATYKY.

Yac 3aBaHTaXeHHS BHUMIPIOE Yac 3allyCcKy MporpamMu 3i

30IBIIIEHHAM

HaBaHTAXXEHHS YW TpaH3aKI[ii KOpUCTyBayiB. I[HauKaTopu, IO HATIWNUIH, SK

MpaBuJIO, HE TOBUHHI NepeBUILyBaTH 5-10 cexyHau.

Yac B1ANOBIAI BU3HAYAE YAC Bl 3alIUTY BUKOHAHHS IEBHUX IPOLIECIB YU

TpaH3aKIIii 10 OTPUMaHHSI BIJIOBIII.

YumM HIDKYMK 9ac, TUM Kpallla TPOyKTUBHICTh. Hibkue mpeacTaBiiena TabuIls 3

TECTYBaHHSM MPOAYKTUBHOCTI 10JaTKy (Tad 2):

Tabnuus 2 — TecT mpOyKTUBHOCTI

Ha3zga Pe3syabTat
Yac BCTaHOBJICHHS T'pU 0.26 ¢
Bara rpu 141 MB
[IBHAKICTH 3aITyCKy BiJl TOYATKY
IO TOJIOBHOT'O MEHIO 9c¢
IBUAKICTH pearyBaHHs
BCEPEIMHI MEHIO MutTteBe
3anyck pexkiiaMmu besnepebiiine
3aTpuUMKa Mij] 4ac BIATBOPEHHS
peknaMu BincyTthe
IlepepuBanHs 3ByKY Bincytne
[TinBucaHHs 3ByKY Bincythe
[TpoGyiemu 31 CBITIOM BincyTthe
[Ipo1yKTUBHICTB NPH KUIBKOX
BIIKPUTHUX J10JaTKaxX besnepebiiine
3aBaHTaKEHHS Tpacu 3¢
®OI1C Ha mopoxHIi Tpaci Bucoxwuii
®OIIC Ha 3aceneHii Tpaci Bucoxkwuit
®IIC npu Bukopuctanti Hitpo  |Cepenniit




FPS Ha HU3BKUX HalalITyBaHHSIX

Bucokun
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FPS na cepennix
HaJIallITYBaHHIX

Cepenniii

FPS Ha BHCOKMX HanamTyBaHHAX

Cepenniit

Texkctypu Ha KapTi

3aBXXa1 HU3BKOI IKOCTI1

Eneprozoepirarounii pexxum

Ha sxicte He BIUIMBae

FPS na xaptax 31 cHirom Cepenniit
FPS na kapTtax 13 mickom Bucoxwuii
KepyBanns 3a qonomMoroto

KHOIIOK [TimaBue
KepyBanns 3a 1oroMororo

HAXWJIY IPUCTPOIO [LnaBHE
Binryku na cencopue kepyBanns |[InaBue
3aTpuMKa Iij 4ac BIAKPUTTS

HACTPOMOK TpU Bincythe
BinoOpakeHHsS YaCTUHOK Ha

KapTi (ICKpH, BOTOHb) Cepenne
Buxopucranns nam'sti 3a 10

XBUJIMH IPU 2.69 M0

[Iporpama pearye Ha 31ITKHEHHSI MOMEHTAJIBHO,
0JIOKYIOUHM Ha SKUICH Yac TeHMIUICH IS

Peamnizarris 31TKHEHb KOpHUCTyBaya.

Buxin i3 rpu Ic

BHCHOBOK 111070 TPOTyKTUBHOCTI:

AHani3yrouu HaJaHl JaHl, MOKHa JIMTH BUCHOBKY, 110 I'pa Ma€ rapHy
MPOyKTUBHICTIO 3arajioM. Yac BCTAaHOBIICHHS Ipy OyB IMIBUIKUM, Ta ii po3MIp
BIJIMOBIZIA€ CEPEIHHOMY PIBHIO.

3amyck rpu 0 TOJIOBHOTO MEHIO 3aiiMa€e JIESAKHIA Yac, aje B MEHIO peaKilis
B110yBa€ThCS MUTTEBO. BiZICYTHICT 3aTPUMOK ITi]T Yac 3amyCcKy peKIaMu,
nepepuBaHHs 3ByKY a0o MMiIBUCaHHS 3BYKY CBIIYMTH MPO MJIABHICTh BIATBOPEHHS.
Kpim Toro, rpa npoaeMoHCTpyBaja cTabiibHy TPOTyKTUBHICTh HABITh 32

HAssBHOCTI KUIBKOX BIIKPUTHX MPOTPAM.



Baxnuso, mo FPS (kaapu B cekyHy) Ha pi3HHX HaJallITyBaHHSX Tpadiku Ta
PI3HMX Tpacax 3HAXOAMUTHCS Ha PIBHI BiJ] CEPETHHOTO O BUCOKOTO, 1[0 MOXKE
3a0€3MeUnTH II1aJKICTh I'POBOTO MPOLIECY.

3aranpHa peainizallis 31ITKHEHb Ta yIPaBIIHHS TaK0XX OyJIM OIlIHEHI K TUIaBHI Ta

YyHHI.
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BUCHOBKHU

VY mporeci BUKOHAHHS JaHOT JUIIJIOMHOT poOOTH OyJio po3po0sieHO MOOITEHUM
3D-nonarok X-Racer, 110 npeacTaBisie TOHOYHY TPy 13 3aXOIUTIOI0YUM TeHMILIIEEM
Ta pealicTuuHol0 Trpadikoro. OcCHOBHa MeTa poOOTHM TMoJsraja y CTBOpPEHHI
MOBHOILIIHHOTO 1rPOBOr0 MPOJYKTY, 3JaTHOT'O HA/IaTU KOPUCTYBAUYEBI1 3aXOILTIOI0YUI
IrpOBUI TOCBIJ,.

VY xo11 po3poOku OyiIu BUKOPUCTaHI Cy4acHI TEXHOJIOTIT Ta IHCTPYMEHTH, TaKl sIK
Unity, siKi 103BOJIWIN peani3yBaTu (i3UYHY MOJEIb Ta IFPOBY JIOTIKY. 3aBASKU UM
IHCTpYMEHTaM BJAJIOCS JOCATTH BHUCOKOTO CTYIEHS peali3My Ta Jerajizaiii
HABKOJIMIIHBOTO CBITY, @ TaK0X CTBOPUTH 3aXOIUIIOIOYl TOHOYHI Tpacu Ta
PI3HOMaHITHI aBTOMOO1III.

OcHoBHUMHU  (YHKIIOHAJTPHUMU MOKJIUBOCTSIMA TIPOTpaMH € TOHKH 3
KOMI'IOTEPHUMH  CyNIEpHUKAMH, T[IOKpAIEHHS aBTOMOOUIIB, KYIIBJISI HOBUX
MOJIeJIeH, a TAKOXK JIiIepOOpIu Ta JOCATHEHHS, 110 JO3BOJISIOTH IPABIISIM 3MaraTucs
Ta IGMOHCTPYBATH CBO1 PE3yJIbTATH.

B pesynbrari TectyBaHHsS TporpaMu OyJIO BCTAHOBJIEHO MOTO CTaOUIbHY
nmpane3 aTHICTh, BIACYTHICTh  KPUTHYHHX TOMWIOK 1  JIOCUTh  BUCOKY
NPONYyKTUBHICTh. [HTEepdeiic kopucTtyBaua OyB poO3pOOJCHHI 3 ypaxyBaHHIM
3py4YHOCTI BUKOPHUCTaHHS Ta IHTYiTMBHOi HaBirauii, mo 3a0e3nedyye NpHEMHY
B32€MO/IIIO 3 TPOIO.

3aranom po3poOka moOuIpHOrO 3D-noaarka X-Racer Oyia ycminHoxo 1 Jocsria

[MOCTABJICHUX LIJIEH.
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1. BBEAEHHA

X-Racer npornonye yHiKaabHUN FeMILIEH, 110 MOEAHYE B COO1 3aXOIUTIO0Y1 TPacH,
peanictTuuny Gi3UKy Ta rapHy rpadiky. Pi3HoMaHITHICTh aBTOMOO1ITIB, 15 yHIKaJIBHUX
PIBHIB, MOKJIUBICTh MOKPAL[yBaTH TEXHIYHI XapaKTEPUCTUKU Ta 30BHIIIHINA BUIJIIS

aBTOMOO1J1s1 — Bce 1e Oy/ie HasiBHE B MOOUILHOMY JI0JIaTKY.
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2. THACTABU AJIA PO3POBKU

[TincraBoto mjist po3pooku € Hakas Bijg 07.12.22 No1209c¢t pextopa YKpaiHChKOTO
JIEP’)KaBHOTO YHIBEpCUTETY Hayku 1 TexHoJorid “Ilpo mnpu3HadeHHS HAyKOBUX
KEpIBHUKIB Ta 3aTBEp/KEHHS TeM OakalaBpCbKUX poOIT” 3a crneuiaibHicTio 121
“Imxenepis mporpamHoro 3ade3neueHHs» QaxynpreTy ‘KoM roTepHUX TEXHOMIOTIH 1
cuctem” mo kadenpi “Komm’rorepHi iHbopMaIiiifHi TEXHOJIOTII .

Tema numioMHoi po6otu - “Po3pobka moOutbHOrO 3D-n0matky X-Racer. Moayii

mexaHiku”. KepiBHuk - noreHtT Anapromierko B. O.
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3. TIPUBHAYEHHA PO3POBKU

dyHKIioOHANIbHE pu3HaueHHs: MobOinsHul 3D-nonarok X-Racer npusnaueHuit
JUTSI HaJTaHHSI KOPUCTYyBadaM MOJKIIMBOCTI TPaTH y 3aXOILTIOI0Y1 EPErOHN Ha
HIBUAKHAX aBTOMOOLISX Y BIpTyaJlbHOMY cepeioBulll. OCHOBHA MeTa I0JaTKy -
3a0€3MeYNTH BUCOKY SIKICTh Tpadiku Ta peajicTHUHy (Pi3uKy pyXy aBTOMOO1IIB, 100
3a0€3MeUnTH HaKpanui JOCBI/I.
@dyHK1IT Ta 0cO0NMMBOCTI 1oAaTKy X-Racer BKItoualoTh B cede:
e Bubip pizHux Momenei aBTOMOOWTIB 13 YHIKaTbHUMHU XapaKTePUCTUKAMHU.
e Pi3Ha MiCLIEBOCTb /1JIS TOHOK.
e  MOXIUBICTb MOACPHI3YBATH aBTOMOO1T1, YIOCKOHAIIFOIOUH X IIBUJIKICTb,
KEpOBaHICTh Ta TaJIbMyBaHHSI.
e IrpoBa BamoTa a00 MOHETH, SIKI MOXKHA 3apoOUTH a00 KymHUTH, 100
BUTPATUTH HA YJIOCKOHAJICHHSI aBTOMOO111B 200 p030JIOKYBaHHSI HOBHX

Tpac Ta aBTOMOO1IIB.
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4. BUMOTI'U 10 ITPOI'PAMU

4.1 Bumoru 10 QyHKIIOHAJIbHUX XapAKTEPUCTUK
OcHoBHI BUMOTH /10 (DYHKIIIOHATLHUX XapaKTepUCTUK NoAaTKy X-Racer
BKJTFOYAOTh:
1. T'emrIutent
o 3abe3rneyeHHs pealicTUYHO1 (PI3UKU PyXy aBTOMOOLTIB.
e MOXKIJIUBICTh KEPYBaHHS aBTOMOO1JIEM 3a JIOIOMOTO0 CEHCOPHOTO €KpaHy,
ripocKoIy abo 1HIIUX BX1ITHUX IPUCTPOIB/
e Pi3HOMaHITHICTH Tpac.
2. Bubip aBTOMOOLITIB:
e HasBHICTb pi3HUX MOJIeTIell aBTOMOOWIIB 3 YHIKAIBHUMU
XapaKTEPUCTHKAMMU.
¢ MOXIUBICTh BAOCKOHAIIOBATH aBTOMOOLI, TOKPAIYIOUH 1X IMBHUKICTB,
KEpPOBAHICUTH Ta T'aJIbMyBaHHS.
3. YmpaBniHHS:
e [uTyiTHBHUY 1 3py4HHii iHTep(dElic KOPUCTYBAYA JIJIsT KEPyBaHHS
aBTOMOOLIIEM.
e Bapiantu kepyBaHHsI, 10 33J0BOJBHAIOTh NOTPEOU KOPUCTYBAY1B
(ceHCOpHMIT €KpaH Ta TipOCKOI).
4. Ilporpec rpu:
e (Cucrema BaJIOTH JJI1 BUTpAyaHHS HA BJOCKOHAJICHHS aBTOMOOLIIB a00

PO30JIOKYBaHHSI HOBHX €JIEMEHTIB TPH.

4.2 BuMoru a0 HaiiitHOCT1
JloiaTok MOBMHEH MpalroBat 0e3 3001B Ta HecripaBHOCTEH. Bin nmoBuHeH OyTH

CTIAKUM JI0 TOMHJIOK Ta HEKOPEKTHOI MOBEIHKH, 11100 3a0e3meunTu 0e3nepediitny



redMIUICHHY CeCito JUIsl KOPUCTYBaYiB.

4.3 YMOBH eKcIutyararii
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[IporpamMHuii NpPOAYKT NOBUHEH BUKOPUCTOBYBATHCH Yy MPUMILIEHHAX, SKi

BIJIMOBIIal0Th YMOBaM pobot EOM, a caMe MaroTh Taki KJIIMaTH4Hi, CaHITapHI Ta

ririeHiyHi ymoBH, ski Bianosigawots JJHAOII 0.00-1.31-99 (nus. Tadm. 1).

Tabmnug 3.1 — Knimatuusi yMoBH

[Topa poxy | Kareropis Temnepatypa Binnocna IBUAKICTH
KaTeropis MOBITPA, BOJIOTICTh pyXy HOBITPS,
pPOOIT 3riHO 3 rpan.C noBiTps, % M/C
I'OCT 12.1-
005-88 ONTHUMaJIbHA ONTHUMaJIbHA ONTHUMaJIbHA
XoJioaHa Jerka-1 a 22-24 40-60 0,1
nerka-1 6 21-23 40-60 0,1
Temna jerka-1 a 23-25 40-60 0,1
jerka-1 6 22-24 40-60 0,2

[IpamroBatit 3 MpoOrpaMor0 MOXKE JIHOJMHA,

NEPCOHAIILHUM KOMIT FOTEPOM Ta MOOUTBHUMHU MPUCTPOSMH.

4.4 Bumoru 70 CKJIaay Ta MapaMeTpiB TEXHIYHUX 3aCO0IB

o0 Mae HaBUYKA POOOTH 3

Cknaz TexHIYHUX 3ac001B: MOOLIbHUHN IPUCTPI 3 Bepciero He MeHblne 7 Android.

4.5 Bumoru 10 iHpopmaIifHoi Ta MporpaMHOi CyMICHOCTI

[Tporpamuauit TPOAYKT pO3pOOISIETECS TIIbKHU 118 Tuiatdopmu Android.

4.6 Bumoru 10 MapKyBaHHS 1 YIaKOBKH

YmakoBka mporpaMHoOro MpoAyKTY, BKIFOUAIOUH JIOKYMEHTAIlil0 TOBUHHA OyTH

3axuIIeHa B1J] MOLIKO/KEHb PI3HOTO poay (MeXxaHIYHUX, KiIIMaTuyHuX). Ha ynakosii

NOBUHHO OyTH BKa3aHa Ha3Ba MNPOAYKTY, HOMEP Bepcii (K0 BOHA 3MIHIOBAJIACH),

MiHIMaJIbHI CUCTEeMHI1 BUMOTH. Ha 3BOPOTHIM CTOPOHI YITAKOBKU BKA3Y€ThCSI



PO3pOOHUK Ta HOTO IOPUIUYHA aJpeca.
4.7 BuMoru 10 TpaHCIIOPTYBaHHsI 1 30epiraHHs
TpaHcropTyBaHHS TOBUHHE 3a0€3MeuyBaTH 30€pSKCHHS TPOTPAMHOTO

MPOYKTY, HOTO HUIICHICTD 1 3aM00IraHHs HECAHKIIIOHOBAHOT'O JIOCTYITY /10 HBOTO.
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5. BUMOT'M JJO ITPOTPAMHOI JOKYMEHTAIIII
Jlo ckiamy mporpamMHoOi JOKYMEHTAIlii MalOTh BXOIUTH:

e cnenudikaris;

® TEKCT MPOTPaMHU;

[Tporpamua nokymeHnraiiisi moBuHHa Bignosigatu sumoram JICTY [1].
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6. CTAJIIL TA ETAIIU PO3POBKU

Ta6muis 5.1 — Cranii Ta eTanu po3poOku

: TV CTpok BUKOHAHHS :
Ne  la3Ba eTamiB kBamidikaiiitHoi poboTn p eramis [TpumiTka
1 Beryn 03.04.2023 — 05.04.2023
) Ornsapn niteparypu Uni‘ty, ¢izuka 3D- 06.04.2023 — 09.04.2023
00 €KTIB
3 [TpoexTyBaHHS OCHOBHUX MOJYJIiB 10.04.2023 — 24.04.2023
MeXaHIKH
4 TToCTaHOBKA 3aBIAHHS 25.04.2023 — 02.05.2023
5 Po3pobka ta TPOTpaMMyBaHHs! JOTIKK | 03.05.2023 — 10.05.2023 30%
MEXaHIK
6 Po3pobka Ta nporpamyBanHs goaatrkosoro | 11.05.2023 — 18.05.2023
(dbyHKIIOHATY
7 TecTyBanHs 19.05.2023 — 26.05.2023 60%
8 | OdopmiIeHHS TIOSICHIOBAIBHOI 3aITHCKH 27.05.2023 - 02.06.2023
9  |[Po3pobka IeMOHCTpAIitHUX MaTepiaiB 03.06.2023 - 18.06.2023 100%
10 [Toganus kBamidikariitHoi podoTH 10 19.06.2023 — 26.06.2023
Kadeapu
3axuct kBajidikaniitnoi podboTu Ha
11 . . L . 27.06.2023
3acinanHi Ex3ameHaniitHol KoMicii
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7. IOPSIJOK KOHTPOJIIO 1 TIPUMIMAHHS
KoHTposib BUKOHaHHS 31HCHIOE KEPIBHUK PO3pOOKH AHIpIOleHKO B.A.

[Tpuitom 3A11ICHIOETHCS YTOBHOBAKEHOIO KOMICIEIO.
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Honarok b — Cnenudgikanis

3ATBEPIDKEHO
1116130.01310-01-JI3

PO3POBKA MOBIJIBHOI'O 3D-IOAATKY X-RACER.

MOIVYJII MEXAHIKI

Crneuundikaris
1116130.01310-01

Jlucris 2

2023
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Crneungikanii
Tabmuns 5.2 — Cnenudikarii
[To3HaueHHs HavimenyBaHHs [TpumiTka
JloxyMeHTartis

1116130.01310-01-JI3
1116130.01310-01
1116130.01310-01-JI3
1116130.01310-01
1116130.01310-01 12 01-JI3
1116130.01310-01 12 01

JIuct 3aTBepaKEHHS
TexHiuHe 3aBAaHHS
JIuct 3aTBepaKEHHS
Crenudikarris

JIuct 3aTBEpAKEHHS
TekcT nmporpamu




Jomxatok B — JIucTH 3aTBEpIKEHHS
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MIHICTEPCTBO OCBITU I HAVKU YKPAIHU

3ATBEP/IKVYIO
ITpopexTop YKpaiHCHKOTO
JIEPKAaBHOTO YHIBEPCUTETY
HayKH 1 TEXHOJIOT1i

Amnaromit PAJIKEB1Y
07.12.2022

PO3POBKA MOBUIIBHOI'O 3D-IOJATKY X-RACER. MO/ VJII
MEXAHIK

TexHiune 3aBIaHHS
JINCT 3ATBEPJIDKEHHI
1116130.01310-01-JI3

2023

IIpencraBHUKHN
H1MPUEMCTBA-PO3POOHHKA
3aBinyBau kadeapu KIT

Bangum 'OPAYKIH
07.12.22
KepiBHUK po3p0oOKU

Banum AHJIPIOIIIEHKO
07.12.22
Bukonasenp

Jmutpo IT STHUM
07.12.22
HopMmkonTposiep

Ceitnana BOJIKOBA
07.12.22
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MIHICTEPCTBO OCBITU I HAYKU YKPAIHU
3ATBEP/IKVYIO
ITpopexTop YKpaiHCHKOTO
JIEPKAaBHOTO YHIBEPCUTETY
HayKH 1 TEXHOJIOT1i
Amnaromit PAJIKEB1Y
07.12.2022

PO3POBKA MOBUIIBHOI'O 3D-IOJATKY X-RACER. MO/ VJII
MEXAHIK

Cnenudikartis
JINCT 3ATBEPJIDKEHHI
1116130.01310-01-JI3

IIpencraBHUKHN
H1MPUEMCTBA-PO3POOHHKA
3aBinyBau kadeapu KIT

Bangum 'OPAYKIH
07.12.22
KepiBHUK po3p0oOKU

Banum AHJIPIOIIIEHKO
07.12.22
Bukonasenp

Jmutpo IT STHUM
07.12.22
HopMmkonTposiep

Ceitnana BOJIKOBA
07.12.22

2023
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MIHICTEPCTBO OCBITU I HAYKU YKPAIHU
3ATBEP/IKVYIO
ITpopexTop YKpaiHCHKOTO
JIEPKAaBHOTO YHIBEPCUTETY
HayKH 1 TEXHOJIOT1i
Amnaromit PAJIKEB1Y
07.12.2022

PO3POBKA MOBUIIBHOI'O 3D-IOJATKY X-RACER. MO/ VJII
MEXAHIKHA

Tekct nmporpamu
JINCT 3ATBEP/IDKEHHSA
1116130.01310-01 12 01-JI3

IIpencraBHUKHN
H1MPUEMCTBA-PO3POOHHKA
3aBinyBau kadeapu KIT

Bangum 'OPAYKIH
07.12.22
KepiBHUK po3p0oOKU

Banum AHJIPIOIIIEHKO
07.12.22
Bukonasenp

Jmutpo IT STHUM
07.12.22
HopMmkonTposiep

Ceitnana BOJIKOBA
07.12.22

2023
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HMonarok I' — Tekcr nmporpamMu

3ATBEPIDKEHO
1116130.01310-01 12 01-JI3

PO3POBKA MOBIJIBHOI'O 3D-IOAATKY X-RACER.
MOJAVYJII MEXAHIKHA

Tekct nporpamu
1116130.01310-01 12 01

Jlucris 46

2023



HR_Controller Type

using UnityEngine;

using UnityEngine.UT;

using System.Collections;

using UnityEngine.SceneManagement;

using UnityEngine.UI;

public class HR_Controller Type : MonoBehaviour {

public controllerType controllerType;

public enum controllerType{ keypad, accelerometer
Jbuttons}

private Button sprite;

private Color defCol;

private Button Gas;

public Image[] controllerImgaes;

public Sprite[] yellowGreen;

void Start () {

sprite = GetComponent<Button>();
/ defCol = sprite.image.color;
if (!SceneManager.GetSceneByName ("Main
Menu").isLoaded && !SceneManager.GetSceneByName ("new
main").isLoaded) {
Gas = GameObject.Find
("Gas").GetComponent<Button> ();

!
if(!PlayerPrefs.HasKey("ControllerType"))

PlayerPrefs.SetInt("ControllerType", 0);
int a = PlayerPrefs.GetInt ("AutoRace");

// int a = PlayerPrefs.GetInt ("Control");

switch (a) {

case 1:
first ();
break;

case 2:
third ();
break;

default :
second ();
break;

¥

Check ();

¥

public void OnClick () {

General.Instance.playClickSound ();

if(_controllerType == controllerType.keypad) {
first ();

}

if(_controllerType ==
controllerType.accelerometer) {
second ();

)

if(_controllerType == controllerType.buttons){
third ();

}

HR_Controller Type[] ct =
GameObject.FindObjectsOfType<HR _Controller Type>();

foreach(HR_Controller Type cts in ct) {
cts.Check();
)
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void first(){

PlayerPrefs.SetInt("ControllerType", 1);
PlayerPrefs.SetInt ("AutoRace",1);
if (!SceneManager.GetSceneByName ("Main
Menu").isLoaded && !SceneManager.GetSceneByName ("new
main").isLoaded) {
Gas.interactable = false;
Gas.GetComponent<Image>
().color = new Color (0f, 0f, 0f, 0f);

Gas.GetComponent<RCC_UIController> ().pressing =
true;
controllerImgaes [0].sprite =
yellowGreen [1]; //green

controllerImgaes| 1].sprite=yellowGreen[0]; //yellow

controllerlmgaes[2].sprite=yellowGreen[0]; //yellow
}else {
controllerlmgaes [0].color = new
Color (1, 1,0, 1);
controllerlmgaes [1].color = new
Color (0.3f, 0.3f, 0.3f, 0.81);
controllerlmgaes [2].color = new
Color (0.3f, 0.3, 0.3f, 0.8f);
}

void second()
{
PlayerPrefs.SetInt("ControllerType", 1);
PlayerPrefs.Setlnt ("AutoRace",0);
if (!SceneManager.GetSceneByName ("Main
Menu").isLoaded && !SceneManager.GetSceneByName ("new
main").isLoaded) {
Gas.interactable = true;
Gas.GetComponent<Image>
().color = new Color (1f, If, If, 1f);

Gas.GetComponent<RCC_UIController>().pressing =
false;
controllerImgaes [0].sprite =
yellowGreen [0];

controllerlmgaes| 1].sprite=yellowGreen[1];

controllerlmgaes[2].sprite=yellowGreen[0];
yelse {
controllerlmgaes [1].color = new
Color (1, 1,0, 1);
controllerlmgaes [0].color = new
Color (0.3, 0.3f, 0.3f, 0.81);
controllerlmgaes [2].color = new
Color (0.3f, 0.3f, 0.3f, 0.8f);
}

}
void third()

PlayerPrefs.SetInt("ControllerType", 0);
PlayerPrefs.SetInt ("AutoRace",2);
if (!SceneManager.GetSceneByName ("Main
Menu").isLoaded && !SceneManager.GetSceneByName ("new
main").isLoaded) {
Gas.interactable = true;
Gas.GetComponent<Image>
().color = new Color (1f, If, If, 1f);



Gas.GetComponent<RCC_UIController>().pressing =
false;
controllerlmgaes [0].sprite =
yellowGreen [0];

controllerlmgaes|[ 1].sprite=yellowGreen[0];

controllerlmgaes[2].sprite=yellowGreen[1];
else {
controllerlmgaes [2].color = new
Color (1, 1,0, 1);
controllerlmgaes [0].color = new
Color (0.3f, 0.3, 0.3f, 0.8f);
controllerlmgaes [1].color = new
Color (0.3f, 0.3f, 0.3f, 0.8f);
}

}
void Check(){

if(PlayerPrefs.GetInt("ControllerType") == 0){

if(_controllerType ==
controllerType.keypad){
/ sprite.image.color = new
Color(.667f, 1f, 0f);

}

if(_controllerType ==
controllerType.accelerometer) {
// sprite.image.color =
defCol;

}

}
if(PlayerPrefs.Getlnt("ControllerType") == 1){
if(_controllerType ==
controllerType.keypad) {
I sprite.image.color =
defCol;

if(_controllerType ==
controllerType.accelerometer) {
// sprite.image.color = new
Color(.667f, 1f, 0f);

if(GameObject.FindObjectOfType<RCC_CarControllerV
3>0)

GameObject.FindObjectOfType<RCC_CarControllerV3>
().GetControllerType();

}
b

HR_GamePlayHandler

using UnityEngine;

using UnityEngine.UT;

using System;

using System.Collections;

using UnityEngine.SceneManagement;

using DG.Tweening;

using UnityEngine.Analytics;

using GoogleMobileAds.Api;

public class HR GamePlayHandler : MonoBehaviour {

public AdInterstatial _adInterstatial;
public GameObject[] playerCars;
public GameObject playerCar;
public GameObject countDown;
public AudioSource completeSound;

104

public AdBanner adBanner;
HR_PlayerHandler _handler;
#region SINGLETON PATTERN
public static HR_GamePlayHandler _instance;
public static HR_ GamePlayHandler Instance
{
get
{
if (_instance == null){
_instance =
GameObject.FindObjectOfType<HR GamePlayHandler>();

return _instance;

}
i

#endregion

[Header("Time Of The Scene")]

public DayOrNight dayOrNight;

public enum DayOrNight{Day, Night, Rainy, Snowy}

[Header(""Current Mode")]

internal Mode mode;

internal enum Mode {OneWay, TwoWay, TimeAttack,
Bomb}

[Header("UI Canvases For GamePlay and GameOver")]
public Canvas gameplayCanvas;

public Canvas gameoverCanvas;

public GameObject[] gameOverAnimBtns;

public GameObject completeDialog;

public GameObject camera;

[Header("Spawn Location Of The Cars")]
public Transform spawnLocation;

public GameObject player;

private int selectedCarIndex = 0;
private int selectedModelndex = 0;
private float minimumSpeed = 20f;

internal bool gameStarted = false;
internal bool paused = false;

public int totalPlayedCount = 0;

public delegate void onPlayerSpawned(GameObject p);
public static event onPlayerSpawned OnPlayerSpawned,

public delegate void onPlayerEnabled();
public static event onPlayerEnabled OnPlayerEnabled;

public delegate void onPlayerDisabled();
public static event onPlayerDisabled OnPlayerDisabled;

public delegate void onPlayerCrashed();
public static event onPlayerCrashed OnPlayerCrashed;

public delegate void onPaused();
public static event onPaused OnPaused;

public delegate void onResumed();
public static event onResumed OnResumed;
Image NosImage;
CarController carController;
bool SpeedRefresh = true;
public static bool ShareButtons = false,isCheckPoint;
public static int highwayNumber;
public GameObject startDemoPanel,levelsChallange;
public int checkpointIndex;



public LevelsData levelDescription;
Coroutine highwayStatsRoutine=null;

void Awake(){

SpawnCar();
Time.timeScale = 1;
Scriptt.levelDone = false;
if (MenuScript.day) {
dayOrNight = DayOrNight.Day;

else {
dayOrNight = DayOrNight.Night;
}

if(HR HighwayRacerProperties.Instance.gameplayClips
1=null &&
HR_HighwayRacerProperties.Instance.gameplayClips.Length > 0)

RCC_CreateAudioSource.NewAudioSource(gameObject,
"GamePlay Soundtrack", 0f, 0f, .35f,
HR_HighwayRacerProperties.Instance.gameplayClips[UnityEngine.
Random.Range(0,
HR_HighwayRacerProperties.Instance.gameplayClips.Length)], true,
true, false);

selectedCarlndex =
PlayerPrefs.GetInt("SelectedPlayerCarIndex",0);

selectedModelndex =
PlayerPrefs.GetInt("SelectedModelndex",0);

totalPlayedCount =
PlayerPrefs.GetInt("TotalPlayedCount",0);

switch(selectedModelndex) {

case 0:
mode = Mode.OneWay;
break;

case 1:
mode = Mode. TwoWay;
break;

case 2:
mode = Mode.TimeAttack;
break;

case 3:
mode = Mode.Bomb;
break;

}

// highwayNumber = 2;
if(startDemoPanel)

startDemoPanel.SetActive (true);
if (highwayNumber > 0) {

isCheckPoint = true;

levelsChallange.SetActive (false);

}else {
levelsChallange.SetActive (true);
if (LevelChallange. level ==9) {
isCheckPoint = false; //
me change
}
else {
isCheckPoint = false;
}
}
}
public void reSetTrafficMode()
{
selectedModelndex =

PlayerPrefs.GetInt("SelectedModelndex",0);
switch(selectedModelndex) {
case 0:
mode = Mode.OneWay;
break;
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case 1:
mode = Mode. TwoWay;
break;

case 2:
mode = Mode.TimeAttack;
break;

case 3:
mode = Mode.Bomb;
break;

}

}
void Start () {
gameplayCanvas.enabled = true;
gameoverCanvas.enabled = false;
Screen.sleepTimeout =
SleepTimeout.NeverSleep;

StartCoroutine(WaitForGameStart());
if(GameObject.FindGameObjectWithTag
("NosImage"))

NosImage =
GameObject.FindGameObjectWithTag
("NosImage").GetComponent<Image> ();

CollectableControl.isShield = false;
ShareButtons = false;
checkpointIndex = 1;

IEnumerator WaitForGameStart() {
yield return new WaitForSeconds(6);
gameStarted = true;
startDemoPanel.SetActive (false);
CarController.GameSatart = true;
//CarController.canControl = true;
//CarController.ins.rb.velocity = new Vector3(0, 0, 40);

}
IEnumerator setHighWayPlayerpref()

{

yield return new WaitForSeconds

(1);
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") < handler.distance) {
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") <
levelDescription.highwayDistance [highwayNumber - 1]) {

PlayerPrefs.SetFloat (("HighWay" + highwayNumber +
"Stats"), handler.distance);

}

if (highwayStatsRoutine != null)
highwayStatsRoutine =
StartCoroutine (setHighWayPlayerpref ());

public bool checkHighwayDistanceComplete()
{
if (highwayNumber > 0) {
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") >=
levelDescription.highwayDistance [highwayNumber - 1]) {

stopCar ();
General.Instance.highwayCompleted ();
StopCoroutine
(highwayStatsRoutine);
highwayStatsRoutine =

null;

PlayerPrefs.SetFloat
(("HighWay" + highwayNumber +
"Stats"),(levelDescription.highwayDistance [highwayNumber - 1]));



if(!PlayerPrefs.HasKey("HighwayAchievement"+highwa
yNumber))
{
if(highwayNumber==1)

General.Instance.callAchievement (16); //highway
achievement starts from 16-19

PlayerPrefs.SetInt("HighwayAchievement"+highwayNum

ber,1);
}
return true;
}
}
return false;
public void stopCar()
{
carController.stopOnComplete ();
if

(player.GetComponent<CarStats>().shieldParticle.activeInHierarchy)

player.GetComponent<CarStats>().shieldParticle.SetActive(false);
if
(player.GetComponent<CarStats>().shieldTruck.activelnHierarchy)

{

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
0).gameObject.SetActive(false);

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
2).gameObject.SetActive(false);

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
3).gameObject.SetActive(false);

H

public void countDownAnim()

{
countDown.SetActive (false);
countDown.SetActive (true);

}
public void SpawnCar () {

if (mode != Mode.Bomb) {
player = (GameObject)Instantiate
(playerCars [MenuScript.selectedCar]);
player.SetActive (false);

player.transform.position =
spawnLocation.transform.position;

OnPlayerSpawned (player);

player.transform.rotation =
Quaternion.identity;

carController =
player.GetComponent<CarController> ();

player.SetActive (true);

player.GetComponent<CarStats>
().setCarControllerValues ();

SmoothFollow.target=player.transform;

SmoothFollow.hoodCam =
player.transform.GetChild(0).transform;

_handler =
player.GetComponent<HR_PlayerHandler> ();

if (highwayNumber > 0) {

highwayStatsRoutine =

StartCoroutine (setHighWayPlayerpref ());

}
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public IEnumerator OnGameOver(float delayTime){
_adBanner.DisableBanner();
_adInterstatial. ShowAd();
if (General.levelComplete) {
delayTime = 3f;
Time.timeScale = 1.0f;
Time.fixedDeltaTime = 0.0167f;
yield return new WaitForSeconds(2);
completeDialog.SetActive (true);

else {

}
yield return new WaitForSeconds(delayTime);
completeDialog.SetActive (false);
gameplayCanvas.enabled = false;
OnPaused ();
gameoverCanvas.enabled = true;
//foreach (GameObject btn in
gameOverAnimBtns) {
1
btn.GetComponent<DOTweenAnimation> ().DORestart

delayTime = 2f;

0;
1}
ShareButtons = true;

GameObject.FindObjectOfType<HR Scoreboard>().Disp
layResults();
switch(mode){

case Mode.OneWay:

PlayerPrefs.SetInt("bestScoreOneWay",
(int)player.GetComponent<HR_PlayerHandler>().score);
break;
case Mode. TwoWay:

PlayerPrefs.SetInt("bestScoreTwoWay",
(int)player.GetComponent<HR PlayerHandler>().score);
break;
case Mode.TimeAttack:

PlayerPrefs.SetInt("bestScoreTimeAttack",
(int)player.GetComponent<HR_PlayerHandler>().score);
break;
case Mode.Bomb:

PlayerPrefs.SetInt("bestScoreBomb",
(int)player.GetComponent<HR PlayerHandler>().score);
break;

}

totalPlayedCount++;
PlayerPrefs.SetInt("TotalPlayedCount",
totalPlayedCount);

H

void OnLevelWasLoaded(){
Time.timeScale = 1;
AudioListener.pause = false;

)

public void MainMenu()

{
if (Scriptt.levelDone)
{

SceneManager.LoadScene(SceneManager.GetActiveScen
e().buildIndex);

-



else

{
LoadingScript.leveltoload = 1;
General NextLevelAd = true;
Application.LoadLevel (8);

}

H

public void RestartGame() {
// #if ITUNITY_EDITOR

// if (Ads_Manager.Instance) {
/ if (PlayerPrefs.GetInt
("ADSUNLOCK") I=1) {
1

Ads Manager.Instance.HideLargeAdmobBanner ();
1

Ads_Manager.Instance.HideLargeAdmobBanner1 ();
1 }
1 }
/[#endif

if (Scriptt.levelDone) { //next level
LoadingScript.leveltoload = 1;
General NextLevelAd = true;
Application.LoadLevel (1);

} else { //restart level

SceneManager.LoadScene(SceneManager.GetActiveScen
e().buildIndex);

public void nextLevel()

{

if (LevelChallange.instance) {
if (LevelChallange. level <
MenuScript.totalLevels) {
LevelChallange. level
+=1;

SceneManager.LoadScene
(SceneManager.GetActiveScene ().buildIndex);

else {

LoadingScript.leveltoload = 1;

General.NextLevelAd =
true;
Application.LoadLevel
(s
}
}
//#if 'UNITY EDITOR
I if (Ads_Manager.Instance) {
// if (PlayerPrefs.GetInt
("ADSUNLOCK") I=1) {
1
Ads_Manager.Instance.HideLargeAdmobBanner ();
1
Ads_Manager.Instance.HideLargeAdmobBanner! ();
1 }
1 }
/[#endif

public void RestartGame2()

{
if (PlayerPrefs.GetInt ("ADSUNLOCK") !=1)

{
/#if 'UNITY_EDITOR
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1
Ads_Manager.Instance.HideLargeAdmobBanner ();
1
Ads_Manager.Instance.HideLargeAdmobBanner! ();
/[#endif
if (Scriptt.levelDone) //next level
LoadingScript.leveltoload = 1;
General NextLevelAd = true;
Application.LoadLevel(1);

else //restart level

// SceneManager.LoadScene("11-Levels");

public void GotoLevelSelection()
if (PlayerPrefs.GetInt ("ADSUNLOCK") !=1)

{
/H#if TUNITY_EDITOR

/!

Ads_Manager.Instance.HideLargeAdmobBanner ();
1

Ads_Manager.Instance.HideLargeAdmobBanner! ();
/[#endif

!

LoadingScript.leveltoload = 1;
General NextLevel Ad = true;
Application.LoadLevel(1);

PlayerPrefs.SetInt("GotoLevels",1);

}
public void Paused() {
paused = !paused;
if(paused)
OnPaused ();
else
OnResumed ();
}

#region free cash
public GameObject freeCashPanel;
public void openCashPanel()

{ freeCashPanel.SetActive (true);
public void closeCashPanel()
{ General.Instance.playClickSound ();
freeCashPanel.SetActive (false);
#endregion

}

HR_HighwayRacerProperties

using UnityEngine;



using System.Collections;

[System.Serializable]
public class HR_HighwayRacerProperties : ScriptableObject {

public static HR_HighwayRacerProperties instance;
public static HR_HighwayRacerProperties Instance
{
get
{
if(instance == null)
instance =
Resources.Load("HR_Assets/HR HighwayRacerProperties") as
HR_HighwayRacerProperties;

}

return instance;

H

public int _minimumSpeedForGainScore;
public int _minimumSpeedForHighSpeed;
public int _minimumCollisionForGameOver;

public Color _defaultBodyColor;
public bool defaultBloom;

public bool _defaultHQLights;

public bool _defaultFlares;

public bool _shakeCamera;

public int _totalDistanceMoneyMP;
public int _totalNearMissMoneyMP;
public int _totalOverspeedMoneyMP;
public int _totalOppositeDirectionMP;

public int toolbarSelectedIndex;
public bool 1MMoneyForTesting;

public GameObject[] selectablePlayerCars;
public GameObject[] upgradableWheels;
public GameObject lightProjector;

public GameObject tailLightTrails;

public GameObject attachableSiren;

public GameObject explosionEffect;

public GameObject exhaustGas;

public AudioClip[] mainMenuClips;

public AudioClip[] gameplayClips;

public AudioClip buttonClickAudioClip;
public AudioClip nearMissAudioClip;
public AudioClip labelSlideAudioClip;
public AudioClip countingPointsAudioClip;
public AudioClip bombTimerAudioClip;
public AudioClip sirenAudioClip;

public LayerMask trafficCarsLayer;
}
HR_MainMenuHandler
using UnityEngine;
using UnityEngine.UT;
using System.Collections;
using System;
using UnityEngine.SceneManagement;

public class HR_MainMenuHandler : MonoBehaviour {

[Header("Spawn Location Of The Cars")]
public Transform carSpawnLocation;

internal GameObject[] cars;
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internal int carIndex = 0;
internal int modelndex = 0;

[Header("UI Menus")]

public GameObject optionsMenu;

public GameObject carSelectionMenu;
public GameObject modsSelectionMenu;
public GameObject sceneSelectionMenu;
public GameObject coinsMenu;

public GameObject creditsMenu;

[Header("UI Loading Section")]
private AsyncOperation async;
public GameObject loadingScreen;
public Slider loadingBar;

internal RCC_CarControllerV3[] currentCarControllers;
internal HR_ModApplier[] currentModAppliers;

[Header("Other Uls")]

public Text currency;

public GameObject buyCarButton;
public GameObject selectCarButton;
public GameObject modCarPanel;
public GameObject bestScoreOneWay;
public GameObject bestScoreTwoWay;
public GameObject bestScoreTimeLeft;
public GameObject bestScoreBomb;

void Awake(){

Time.timeScale = 1;

if(HR HighwayRacerProperties.Instance.mainMenuClips
1=null &&
HR_HighwayRacerProperties.Instance.mainMenuClips.Length > 0)

RCC_CreateAudioSource.NewAudioSource(gameObject,
"Main Menu Soundtrack", Of, Of, 1f,
HR_HighwayRacerProperties.Instance.mainMenuClips[UnityEngine
.Random.Range(0,
HR_HighwayRacerProperties.Instance.mainMenuClips.Length)],
true, true, false);

if(HR_HighwayRacerProperties.Instance. 1MMoneyForT
esting)
PlayerPrefs.SetInt("Currency",
1000000);

carIndex =
PlayerPrefs.GetInt("SelectedPlayerCarlndex", 0);

CreateCars();
SpawnCar();
)
void Update(){

currency.text = PlayerPrefs.GetInt("Currency",
0).ToString("F0");
if(async != null && !async.isDone){
loadingBar.value = async.progress;

}
H

void CreateCars(){



cars = new
GameObject[HR_PlayerCars.Instance.cars.Length];  Debug.Log
("CreateCars///////////"+cars.Length);

currentCarControllers = new
RCC_CarControllerV3[cars.Length];

currentModAppliers = new
HR_ModApplier[cars.Length];

for(int i = 0; i < cars.Length; i++){

cars[i] =
(GameObject)Instantiate(HR_PlayerCars.Instance.cars[i].playerCar);

cars[i].GetComponent<RCC_CarControllerV3>().canCon
trol = false;

cars[i].GetComponent<RCC_CarControllerV3>().engine
Running = false;
cars[i].SetActive(false);
currentCarControllers[i] =
cars[i].GetComponent<RCC_CarControllerV3>();
currentModAppliers[i] =
cars[i].GetComponent<HR ModApplier>();

}
}
public void SpawnCar () {
1

if(HR_PlayerCars.Instance.cars[carlndex].price <=0 ||
HR_PlayerCars.Instance.cars[carIndex].unlocked)

1

PlayerPrefs.SetInt(cars[carIndex].name + "Owned", 1);
1
/ if(PlayerPrefs.GetInt(cars[carIndex].name +
"Owned") == 1){
1

if(buyCarButton.GetComponentInChildren<Text>())
1

buyCarButton.GetComponentInChildren<Text>().text =
// buyCarButton.SetActive(false);
/ selectCarButton.SetActive(true);
/ modCarPanel.SetActive(true);
// yelse{
// selectCarButton.SetActive(false);
/ buyCarButton.SetActive(true);
// modCarPanel.SetActive(false);
1

if(buyCarButton. GetComponentInChildren<Text>())
1

buyCarButton.GetComponentInChildren<Text>().text =
"BUY FOR\n" +
HR_PlayerCars.Instance.cars[carIndex].price. ToString("F0");
1 }

I for(int i = 0; i < cars.Length; i++){
I/ cars[i].SetActive(false);
1" cars[i].transform.position =
carSpawnLocation.position;
" cars[i].transform.rotation =
carSpawnLocation.rotation;
/ }
1 cars[carlndex].SetActive(true);
}

public void BuyCar (){
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if(PlayerPrefs.GetInt("Currency") >=
HR_PlayerCars.Instance.cars[carIndex].price)
PlayerPrefs.SetInt("Currency",
PlayerPrefs.GetInt("Currency") -
HR_PlayerCars.Instance.cars[carIndex].price);
else
return;

PlayerPrefs.SetInt(cars[carIndex].name +
"Owned", 1);

SpawnCar();

)
public void SelectCar (){

PlayerPrefs.SetInt("SelectedPlayerCarlndex",
carlndex);

)
public void PositiveCarlndex (){
carlndex ++;

if(carIndex >= cars.Length)
carlndex = 0;

SpawnCar();

)
public void NegativeCarlndex () {
carIndex --;

if(carIndex < 0)
carlndex = cars.Length - 1;

SpawnCar();

}
public void EnableMenu(GameObject activeMenu) {

if(activeMenu.activeSelf) {
activeMenu.SetActive(false);
return;

}

optionsMenu.SetActive(false);
carSelectionMenu.SetActive(false);
modsSelectionMenu.SetActive(false);
sceneSelectionMenu.SetActive(false);
coinsMenu.SetActive(false);
creditsMenu.SetActive(false);
loadingScreen.SetActive(false);

activeMenu.SetActive(true);

if(activeMenu == modsSelectionMenu)

BestScores();
}
public void SelectScene(int levellndex){
SelectCar();
EnableMenu(loadingScreen);
async =



SceneManager.LoadSceneAsync(levellndex);

}

public void SelectMode(int _modelndex){

PlayerPrefs.Setlnt("SelectedModelndex",
_modelndex);
EnableMenu(sceneSelectionMenu);

§

public void BestScores(){

bestScoreOneWay.GetComponentInChildren<Text>().tex
t="BEST SCORE\n" + PlayerPrefs.GetInt("bestScoreOneWay", 0);

bestScoreTwoWay.GetComponentInChildren<Text>().tex
t="BEST SCORE\n" + PlayerPrefs.GetInt("bestScoreTwoWay", 0);

bestScoreTimeLeft. GetComponentInChildren<Text>().tex
t="BEST SCORE\n" + PlayerPrefs.GetInt("bestScoreTimeAttack",
0);

bestScoreBomb.GetComponentInChildren<Text>().text =
"BEST SCORE\n" + PlayerPrefs.GetInt("bestScoreBomb", 0);

}
public void QuitGame(){

Application.Quit();

}

HR_ModHandler

//Modification Script For Checking/Applying User Modifications.
Also Controls UI Buttons, Sliders and Texts About Modding

using UnityEngine;
using UnityEngine.UI;
using System.Collections;

public class HR_ModHandler : MonoBehaviour {

//Classes

private HR_MainMenuHandler menuHandler;
private RCC_CarControllerV3 currentCar;
private HR_ModApplier currentApplier;

//UI Panels

[Header("Modify Panels")]

public GameObject colorClass;
public GameObject wheelClass;
public GameObject upgradesClass;

//UI Buttons

[Header("Modify Buttons")]
public Button bodyPaintButton;
public Button rimButton;
public Button upgradeButton;
private Color orgButtonColor;

//UI Sliders
[Header("Power Bars")]
public Slider speedBar;
public Slider handlingBar;
public Slider brakeBar;
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[Header("Maximum Power Bars")]
public Slider maxSpeedBar;
public Slider maxHandlingBar;
public Slider maxBrakeBar;

//UI Texts

[Header("Upgrade Levels Texts")]
public Text speedUpgradeLevel;
public Text handlingUpgradeLevel;
public Text brakeUpgradeLevel;
public Text sirenUpgradeLevel;

void Awake () {

orgButtonColor =
bodyPaintButton.image.color;

menuHandler =
GameObject.FindObjectOfType<HR MainMenuHandler>();

H
void Update() {

currentCar =
menuHandler.currentCarControllersimenuHandler.carIndex];

currentApplier =
menuHandler.currentModAppliers[menuHandler.carlndex];

speedBar.value = Mathf.Lerp(speedBar.value,
currentCar.maxspeed / 350f, Time.deltaTime * 5f);

handlingBar.value =
Mathf.Lerp(handlingBar.value, currentCar.highspeedsteerAngle /
22f, Time.deltaTime * 5f);

brakeBar.value = Mathf.Lerp(brakeBar.value,
currentCar.brake / 10000f, Time.deltaTime * 5f);

maxSpeedBar.value =
Mathf.Lerp(maxSpeedBar.value, currentApplier.maxUpgradeSpeed /
350f, Time.deltaTime * 5f);

maxHandlingBar.value =
Mathf.Lerp(maxHandlingBar.value,
currentApplier.maxUpgradeHandling / 22f, Time.deltaTime * 5f);

maxBrakeBar.value =
Mathf.Lerp(maxBrakeBar.value, currentApplier.maxUpgradeBrake /
10000f, Time.deltaTime * 5f);

speedUpgradeLevel.text =
currentApplier.speedLevel. ToString("F0");
handlingUpgradeLevel.text =
currentApplier.handlingLevel. ToString("FO");
brakeUpgradeLevel.text =
currentApplier.brakeLevel. ToString("F0");
sirenUpgradeLevel.text =
currentApplier.isSirenPurchased &&
currentApplier.attachedFrontSiren.activeSelf ? "ON" : "OFF";

}

public void ChooseClass(GameObject activeClass){
colorClass.SetActive(false);
wheelClass.SetActive(false);
upgradesClass.SetActive(false);
activeClass.SetActive(true);

}

public void CheckButtonColors(Button activeButton){

bodyPaintButton.image.color =



orgButtonColor;
rimButton.image.color = orgButtonColor;
upgradeButton.image.color = orgButtonColor;
activeButton.image.color = new Color(.65f, 1f,
0D);
)

public void ChangeChassisColor (Color color) {

HR_ ModApplier applier =
GameObject.FindObjectOfType<HR_ModApplier>();

applier.bodyColor = color;

applier.UpdateStats();

i

public void ChangeWheels (int wheellndex) {

HR_ModApplier applier =
GameObject.FindObjectOfType<HR_ModApplier>();
applier.selectedWheel =
HR_Wheels.Instance.wheels[wheellndex].wheel;
applier.wheellndex = wheellndex;
applier.UpdateStats();

¥
public void UpgradeSpeed() {

HR_ModApplier applier =
GameObject.FindObjectOfType<HR ModApplier>();

applier.speedLevel ++;

applier.UpdateStats();

}

public void UpgradeHandling() {

HR_ModApplier applier =
GameObject.FindObjectOfType<HR ModApplier>();

applier.handlingLevel ++;

applier.UpdateStats();

}

public void UpgradeBrake() {

HR_ModApplier applier =
GameObject.FindObjectOfType<HR ModApplier>();

applier.brakeLevel ++;

applier.UpdateStats();

H

public void UpgradeSiren(){

HR_ModApplier applier =
GameObject.FindObjectOfType<HR ModApplier>();
applier.isSirenPurchased = true;
applier.UpdateStats();
applier.ToggleSiren();

}
public void BuyProperty(int price, string prefsKey){

int playerCoins =
PlayerPrefs.Getlnt("Currency");

PlayerPrefs.SetInt("Currency", playerCoins -
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price);
PlayerPrefs.SetInt(prefsKey, 1);

HR_ModificationColor

using UnityEngine;

using UnityEngine.UI;

using System;

using System.Collections;

using System.Collections.Generic;

public class HR ModificationColor : MonoBehaviour {

public pickedColor pickedColor;

public enum pickedColor{Orange, Red, Green, Blue,
Yellow, Black, White, Cyan, Magenta, Pink }

public int colorPrice;

public bool unlocked = false;

private Text priceLabel,

private Image pricelmage;

void Start() {

priceLabel =
GetComponentInChildren<Text>();

pricelmage =
priceLabel. GetComponentInParent<Image>();

)
public void OnClick () {

if('unlocked){
BuyColor();
return;

}

HR_ModHandler handler =
GameObject.FindObjectOfType<HR_ModHandler>();
Color selectedColor = new Color();

switch(_pickedColor){

case pickedColor.Orange:
selectedColor = Color.red +
(Color.green / 2f);
break;

case pickedColor.Red:
selectedColor = Color.red;
break;

case pickedColor.Green:
selectedColor = Color.green;
break;

case pickedColor.Blue:
selectedColor = Color.blue;
break;

case pickedColor.Yellow:
selectedColor = Color.yellow;
break;

case pickedColor.Black:
selectedColor = Color.black;
break;



case pickedColor.White:
selectedColor = Color.white;
break;

case pickedColor.Cyan:
selectedColor = Color.cyan;
break;

case pickedColor.Magenta:
selectedColor = Color.magenta;

break;
case pickedColor.Pink:
selectedColor = new Color(1, 0f,
51);
break;
}
handler.ChangeChassisColor(selectedColor);
¥
void Update(){

string currentColorString =
_pickedColor.ToString();

if(colorPrice <= 0 && !unlocked){

PlayerPrefs.SetInt(GameObject.FindObjectOf Type<RCC
_CarControllerV3>().transform.name + "OwnedColor" +
currentColorString, 1);

unlocked = true;

}

if(PlayerPrefs.HasKey(GameObject. FindObjectOf Type<
RCC_CarControllerV3>().transform.name + "OwnedColor" +
currentColorString))
unlocked = true;
else
unlocked = false;

if(!unlocked){
if(!pricelmage.gameObject.activeSelf)
pricelmage.gameObject.SetActive(true);
if(priceLabel.text !=
colorPrice.ToString())
priceLabel.text =
colorPrice. ToString();
yelse{
if(pricelmage.gameObject.activeSelf)

pricelmage.gameObject.SetActive(false);

if(priceLabel.text !=
"UNLOCKED")
priceLabel.text =
"UNLOCKED";
}
¥
void BuyColor(){
int playerCoins =

PlayerPrefs.GetInt("Currency");
string currentColorString =
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_pickedColor.ToString();

if(playerCoins >= colorPrice){
HR ModHandler handler =
GameObject.FindObjectOfType<HR_ModHandler>();
handler.BuyProperty(colorPrice,
GameObject.FindObjectOfType<RCC_CarControllerV3>().transfor
m.name + "OwnedColor" + currentColorString);

}

}

HR_RoadPooling

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

//using VacuumShaders.CurvedWorld;

public class HR_RoadPooling : MonoBehaviour {

public GameObject[] CheckPoint;

public Camera mainCamera;
public GameObject wrongWayCollider;
internal Transform reference;
private bool animateNow = true;

[System.Serializable]
public class RoadObjects {
public GameObject roadObject;

H

public int road AmountInPool = 10;

private float[] roadLength;

[Header("Use This Layer On Road For Calculating Road
Length")] public LayerMask asphaltLayer;

[Header("Pooling Road Objects. Select Them While They
Are On Your Scene")] public RoadObjects[] roadObjects;

internal List<GameObject> roads = new
List<GameObject>();

public float roadWidth = 13.5f;

public bool automaticRoadLength = true;
public float manualRoadLength = 60f;
private int index = 0;

public GameObject roadLl;

public GameObject curvedController;
void Awake () {

reference = mainCamera.transform;
roadLength = new float[roadObjects.Length];

for (int i = 0; 1 < roadObjects.Length; i++) {

//roadLength[i] =
GetRoadLength(i);
if(automaticRoadLength)
roadLength[i] =
GetRoadLength(i);
else
roadLength[i] =
manualRoadLength;

1
s
Invoke("CreateRoads",0.2f);

void Start()
{
if (HR_GamePlayHandler.isCheckPoint) {
foreach (GameObject _checkpoint
in CheckPoint) {



/l _checkpoint.SetActive
(true);
}
}
else {
foreach (GameObject _checkpoint
in CheckPoint) {
//_checkpoint.SetActive
(false);
H
}

}
protected float GetRoadLength (int roadIndex){

GameObject roadReference =
(GameObject)GameObject.Instantiate(roadObjects[roadIndex].roadO
bject, Vector3.zero, Quaternion.identity);

Bounds combinedBounds =
roadReference.GetComponentInChildren<Renderer>().bounds;

Renderer[] renderers =
roadReference.GetComponentsInChildren<Renderer>();

foreach (Renderer render in renderers) {
if (render !=
roadReference.GetComponent<Renderer>() && 1 <<
render.gameObject.layer == asphaltLayer)

combinedBounds.Encapsulate(render.bounds);

}

Destroy(roadReference);
return combinedBounds.size.z;

H

void CreateRoads () {

GameObject allRoads = new GameObject("All
Roads");

allRoads.transform.position = Vector3.zero;

allRoads.transform.rotation =
Quaternion.identity;

for (int i = 0; i < roadAmountInPool; i++) {

for (intk=0;k <
roadObjects.Length; k++) {

GameObject go =
(GameObject)GameObject.Instantiate(roadObjects[k].roadObject,
roadObjects[k].roadObject.transform.position,
roadObjects[k].roadObject.transform.rotation);

go.isStatic = false;

roads.Add(go);

HR_SetLightmapsManually.Instance.AlignLightmaps(roa
dObjects[k].roadObject, go);

go.transform.SetParent(allRoads.transform);

H

}
for (int i = 0; i < roads.Count; i++) {
if(i I=0)
roads[i].transform.position = new Vector3(0f, 0, roads[i -

1].transform.position.z + roadLength[(index <= 0) ?
roadObjects.Length - | : index - 1]);
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index ++;

if(index >= roadObjects.Length)
index = 0;

}

for (int j = 0; j < roadObjects.Length; j++) {

if(roadObjects[j].roadObject.activeSelf)

roadObjects[j].roadObject.SetActive(false);

}

index = 0;
)
void Update(){
if(animateNow)
AnimateRoads();
)

void AnimateRoads () {
for (int i = 0; i < roads.Count; i++) {

if(reference.transform.position.z >
(roads[i].transform.position.z + (roadLength[index] * 21))){

roads[i].transform.position = new Vector3(0f, 0,
(roads[i].transform.position.z + (roadLength[index] * roads.Count)));

index ++;

if(index >= roadObjects.Length)
index = 0;

!

int currentRoad,i;

public static bool isChangeCurveRoad,
Transform referenceNext;

void assignRows()

isChangeCurveRoad = false;
/l
curvedController.GetComponent<CurvedWorld _Controll
er> ().pivotPoint = roads [currentRoad].transform;
if (currentRoad < roadAmountInPool - 1) {
currentRoad++;
} else if (currentRoad == road AmountInPool-1

)

currentRoad = 0;

-

)
void OnDrawGizmos(){

Gizmos.color = new Color(0f, 1f, 0f, .75f);

if(roadLl)

Gizmos.DrawCube(new
Vector3(roadLl.transform.position.x,0f,0f), new Vector3(roadWidth
* 31, 1f, 101));

else

Gizmos.DrawCube(Vector3.zero,



new Vector3(roadWidth * 3f, 1f, 10f));
}

HR_ScoreBoard

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

using UnityEngine.Advertisements;

public class HR _Scoreboard : MonoBehaviour {

public GameObject doubleMoneyButton;
public GameObject doubleScoreLabel;

[Header("UI Texts On Scoreboard")]
public Text totalScore;
public Text subTotalMoney;
public Text totalMoney;
//public static bool endSound = true;
public Text totalDistance;
public Text totalNearMiss;
public Text totalOverspeed;
public Text totalOppositeDirection;
public Text totalPuzzle;
public Text totalDistanceMoney;
public Text totalNearMissMoney;
public Text totalOverspeedMoney;
public Text totalOppositeDirectionMoney;
public Text totalPuzzleMoney;
public Text comboCount;
public Text TotalCombo;
public Text
TotalOppositeDineros, TotalOppositeCountDinero, TotalDineros;

public int totalDineroScore;

bool heyzaponce;
bool hello;
int puzzleReward;
int scoretemp;
int tempGold;
public static AudioSource DingSound;
public bool isVideoWatched = false;
public GameObject AdButton;
public void Start()
{
puzzleReward = 100;
//endSound = true;
DingSound =
GameObject.FindGameObjectWithTag
("Menu").GetComponent<AudioSource>();

H

public void Update()
{
if (PlayerPrefs.GetInt ("SHARE") == 1) {

totalMoney.text = (tempGold +
tempGold).ToString ();

PlayerPrefs.SetInt
("Currency",PlayerPrefs.GetInt("Currency") + tempGold +
tempGold);

tempGold += tempGold;

PlayerPrefs.SetInt ("SHARE", 0);
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if (isVideoWatched == true)
{
isVideoWatched = false;

totalMoney.text = (Mathf.Floor(tempGold +
tempGold)).ToString ();
PlayerPrefs.SetInt
("Currency",PlayerPrefs.GetInt("Currency") + tempGold );
tempGold += tempGold;

}
}
public int totalDistanceMoneyMP
{
get
{
return
HR_ HighwayRacerProperties.Instance. totalDistanceMoneyMP;
}
public int totalNearMissMoneyMP {
get
{
return
HR_HighwayRacerProperties.Instance._totalNearMissMoneyMP;
}
public int totalOverspeedMoneyMP {
get
{

return
HR HighwayRacerProperties.Instance. totalOverspeedMoneyMP;

public int totalOppositeDirectionMP {

get
{
return
HR_HighwayRacerProperties.Instance._totalOppositeDirectionMP;
}

int puzzleCharacters;
public void DisplayResults(){

DingSound.Play ();
HR_PlayerHandler playerHandler =
GameObject.FindObjectOfType<HR_PlayerHandler>();
if (playerHandler != null)

totalScore.text =
Mathf.Floor(playerHandler.score). ToString("FO0");
totalDistance.text = (playerHandler.distance). ToString("F2");
totalNearMiss.text =
(playerHandler.nearMisses). ToString("F0");
totalOverspeed.text =
(playerHandler.highSpeedTotal). ToString("F1");
totalOppositeDirection.text =
(playerHandler.opposideDirectionTotal). ToString("F1");

if (LevelChallange.instance) {
if (LevelChallange.DailyEvent > 0)
puzzleCharacters =
LevelChallange.instance.totalPuzzleCharacters;// meChange
}else {
puzzleCharacters = 0;
}
totalPuzzle.text = puzzleCharacters. ToString
0;
totalDistanceMoney.text = Mathf.Floor(playerHandler.distance
* totalDistanceMoneyMP).ToString("F0");
totalNearMissMoney.text =



Mathf.Floor(playerHandler.nearMisses *
totalNearMissMoneyMP).ToString("FO0");

totalOverspeedMoney.text =
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP).ToString("FO0");

totalOppositeDirectionMoney.text =
Mathf.Floor(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP).ToString("FO0");

if (LevelChallange.instance) {

totalPuzzleMoney.text = (puzzleCharacters *

puzzleReward).ToString ();

}

else {
totalPuzzleMoney.text =
totalPuzzle.text = puzzleCharacters.ToString ();

i

tempGold = Mathf.FloorTolnt((Mathf.Floor
(playerHandler.distance * totalDistanceMoneyMP) +
(playerHandler.nearMisses * totalNearMissMoneyMP) +
Mathf.Floor (playerHandler.highSpeedTotal *
totalOverspeedMoneyMP) + Mathf.Floor
(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP))+(puzzleCharacters*puzzleReward));

totalMoney.text =
(Mathf.Floor(playerHandler.distance * totalDistanceMoneyMP) +
(playerHandler.nearMisses * totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP) +
Mathf.Floor(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP)+(puzzleCharacters*puzzleReward)). ToSt
ring("F0");

PlayerPrefs.SetInt("Currency",
PlayerPrefs.GetInt("Currency", 0) +
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)+(puzzleCharacters*puzzleReward)));

scoretemp =
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)+(puzzleCharacters*puzzleReward));

comboCount.text =
HR_PlayerHandler.Instance.maxCombo.ToString("FO0");

TotalCombo.text =
HR_PlayerHandler.Instance.maxCombo.ToString("F0");

TotalOppositeDineros.text =
HR_PlayerHandler.Instance.wrongWayScore. ToString("F0");

TotalOppositeCountDinero.text =
HR_PlayerHandler.Instance.wrongWayScore.ToString("F0");

totalDineroScore =
HR_PlayerHandler.Instance.maxCombo +
HR_PlayerHandler.Instance.wrongWayScore;

TotalDineros.text =
totalDineroScore. ToString("F0");

PlayerPrefs.SetInt("combo",PlayerPrefs.GetInt("combo")
+totalDineroScore);
/ comboCount.text =
PlayerPrefs.GetInt("combo"). ToString("F0");

if (PlayerPrefs.GetInt ("DOUBLESCORE") ==

DA
PlayerPrefs.SetInt("Currency",
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PlayerPrefs.GetInt("Currency", 0) +
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)));
doubleMoneyButton.SetActive

(false);

}

PlayerPrefs.SetInt ("TEMPSCORE",
scoretemp);

gameObject.BroadcastMessage(" Animate");
gameObject.BroadcastMessage("GetNumber");
playerHandler.gameObject.SetActive (false);
)
public void ViewVideoAd()
/1#if !UNIT{Y_EDITOR

// ' ShowOptions options = new ShowOptions();
/I options.resultCallback = HandleShowResult;

//if (Advertisement.IsReady("rewardedVideo"))

14
/I Advertisement.Show("rewardedVideo", options);
1}
}
/ private void HandleShowResult(ShowResult result)
/l {
/! switch (result)
/l {
/ case ShowResult.Finished:
/! isVideoWatched = true;

AdButton.GetComponent<Button>().interactable=false;
/! break;

/l case ShowResult.Skipped:
/ isVideoWatched = true;
1

AdButton.GetComponent<Button>().interactable=false;
/! break;

// case ShowResult.Failed:
/! break;

/! }

////#endif

/"

public void ShowAD(string zone =
"rewardedVideoZone")

//ShowOptions options = new ShowOptions();
//options.resultCallback = AdCallbackhanler;
//Advertisement.Show (zone, options);

¥
void endAudio()
{
DingSound.Stop ();
}



HR_TrafficCar

using UnityEngine;
using System.Collections;
//using VacuumShaders.CurvedWorld;

[RequireComponent(typeof(Rigidbody))]
public class HR TrafficCar : MonoBehaviour
{

private Rigidbody rigid;

public bool changingLanes = false;
public bool immobilized = false;
public BoxCollider bodyCollider;
internal BoxCollider triggerCollider;

public ChangingLines changingLines;
public enum ChangingLines { Straight, Right, Left }
internal int currentLine = 0;

public float maximumSpeed = 10f;

private float maximumSpeed = 10f;

private float desiredSpeed;

public float distance = 0f;

private Quaternion steeringAngle = Quaternion.identity;

public Transform[] wheelModels;
private float wheelRotation = 0f;

[Header("Just Lights. All of them will work on "NOT Important"
Render Mode.")]

public LensFlare[] headLights;

public Light[] brakeLights;

public LensFlare[] signalLights;

private bool headlightsOn = false;

private bool brakingOn = false;

private SignalsOn signalsOn;

private enum SignalsOn { Off, Right, Left, All }
private float signal Timer = 0f;

private float spawnProtection = 0f;

public bool allowNearMiss = true;

public bool isAnimating;

[Space(10)]

public AudioClip engineSound;
private AudioSource engineSoundSource;

void Awake()
{

rigid = GetComponent<Rigidbody>();
rigid.drag = 1f;

rigid.angularDrag = 4f;
rigid.maxAngularVelocity = 2.5f;

Light[] allLights = GetComponentsInChildren<Light>();
foreach (Light | in allLights)

L.renderMode = LightRenderMode.ForceVertex;
L.cullingMask = 0;
H

distance = 50f;
if (bodyCollider)
//Debug.LogWarning (transform.name + "is missing collider
in HR_TrafficCar script. Select your vehicle collider. Assigning

collider automatically now, but it may select wrong collider...");
bodyCollider = GetComponentInChildren<BoxCollider>();
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H

GameObject triggerColliderGO = new
GameObject("TriggerVolume");
triggerColliderGO.transform.position =
bodyCollider.bounds.center;
triggerColliderGO.transform.rotation =
bodyCollider.transform.rotation;
triggerColliderGO.transform.SetParent(transform, true);
triggerColliderGO.transform.localScale =
bodyCollider.transform.localScale;
triggerColliderGO.AddComponent<BoxCollider>();
triggerColliderGO.GetComponent<BoxCollider>().isTrigger =
true;
triggerColliderGO.GetComponent<BoxCollider>().size =
bodyCollider.size;
triggerColliderGO.GetComponent<BoxCollider>().center =
bodyCollider.center;

triggerCollider =
triggerColliderGO.GetComponent<BoxCollider>();
triggerCollider.size = new Vector3(bodyCollider.size.x * 1.5f,
bodyCollider.size.y, bodyCollider.size.z + (bodyCollider.size.z *
30);
triggerCollider.center = new Vector3(bodyCollider.center.x, Of,
bodyCollider.center.z + (triggerCollider.size.z / 2f) -
(bodyCollider.size.z / 2f));
if (HR_GamePlayHandler.Instance.dayOrNight ==
HR_GamePlayHandler.DayOrNight.Night ||
HR_GamePlayHandler.Instance.dayOrNight ==
HR_GamePlayHandler.DayOrNight.Rainy)
headlightsOn = true;
else
headlightsOn = false;

engineSoundSource =
RCC_CreateAudioSource.NewAudioSource(gameObject, "Engine
Sound", 2f, 5f, 1f, engineSound, true, true, false);
engineSoundSource.transform.localPosition = new
Vector3(engineSoundSource.transform.localPosition.x,
GameObject.FindObjectOfType<SmoothFollow>().topHeight, -
GameObject.FindObjectOfType<SmoothFollow>().topDistance);
engineSoundSource.pitch = 1.5f;

rigid.constraints = RigidbodyConstraints.FreezeRotationX |
RigidbodyConstraints.FreezeRotationZ |
RigidbodyConstraints.FreezePositionY’;

_maximumSpeed = maximumSpeed;

Transform[] allTransforms =
GetComponentsInChildren<Transform>();

//foreach (Transform t in allTransforms) {

/I t.gameObject.layer = (int)Mathf.Log
(HR_HighwayRacerProperties.Instance.trafficCarsLayer.value, 2);

1}

// triggerCollider.gameObject.layer =
LayerMask.NameToLayer("TrafficCarVolume");

triggerCollider.gameObject.layer =
LayerMask.NameToLayer("TransparentFX");

}
void Start()
// for (int i = 0; i < headLights.Length; i++) {
// headLights [i].renderMode =
LightRenderMode.ForceVertex;

/I
s }



for (int i = 0; i < brakeLights.Length; i++)

{
brakeLights[i].renderMode = LightRenderMode.ForceVertex;
H
// for (int i = 0; i < signalLights.Length; i++) {
/! signalLights[i].renderMode =
LightRenderMode.ForceVertex;
/l }
}
void Update()

if (CarController.canControl)

{

spawnProtection += Time.deltaTime;

Lights();
Wheels();

if (General.levelComplete || General.gameOver)

{

engineSoundSource.volume = 0f;

H
i

void Lights()

signalTimer += Time.deltaTime;

for (int i = 0; i < signalLights.Length; i++)
{

if (signalsOn == SignalsOn.Off)

signalLights[i].brightness = 0f;

if (signalsOn == SignalsOn.Left)

{ if (signal Timer >= .5f)
{ if (signalLights[i].transform.localPosition.x < 0f)
signalLights[i].brightness = 0f;
}
else

f

if (signalLights[i].transform.localPosition.x < 0f)

signalLights[i].brightness = 0.5f; //1f
¥

!
if (signal Timer >= 1f)
signalTimer = 0f;
)
if (signalsOn == SignalsOn.Right)
if (signal Timer >= .5f)
if (signalLights[i].transform.localPosition.x > 0f)

signalLights[i].brightness = 0f;
}
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}

else
if (signalLights[i].transform.localPosition.x > 0f)

signalLights[i].brightness = 0.5f; /1f

if (signalTimer >= 1f)
signalTimer = 0f;

}
if (signalsOn == SignalsOn.All)

if (signalTimer >= .5f)

{
signalLights[i].brightness = 0f;

}

else
signalLights[i].brightness = 0.5f; //1f

if (signalTimer >= 1f)
signalTimer = 0f;

H

for (int i = 0; i < headLights.Length; i++)
{

if (headlightsOn)
headLights[i].brightness =
Mathf.Lerp(headLights[i].brightness, Of, Time.deltaTime * 10f);
else
headLights[i].brightness =
Mathf.Lerp(headLights[i].brightness, 0.5f, Time.deltaTime * 10f);

H

for (int i = 0; 1 < brakeLights.Length; i++)
{

if (brakingOn)

brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, 1f, Time.deltaTime * 10f);

else

if ('headlightsOn)
brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, 0f, Time.deltaTime * 10f);
else
brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, .3f, Time.deltaTime * 10f);

}

}

void Wheels()

{
for (int i = 0; i < wheelModels.Length; i++)
{

wheelRotation += desiredSpeed * 20 * Time.deltaTime;
wheelModels[i].transform.localRotation =
Quaternion.Euler(wheelRotation, 0f, 0f);



}

void FixedUpdate()
{

if (CarController.canControl)

{

if (!immobilized)
desiredSpeed = Mathf.Clamp(maximumSpeed -
Mathf.Lerp(maximumSpeed, 0f, (distance - 10f) / 50f), 0f,
maximumSpeed);

else

desiredSpeed = Mathf.Lerp(desiredSpeed, Of,
Time.fixedDeltaTime);

)

if (distance < 50)
brakingOn = true;

else

brakingOn = false;
distance = Mathf.Lerp(distance, 50, 0.2f);

if (!immobilized && HR GamePlayHandler.Instance.mode
!=HR_ GamePlayHandler.Mode. TwoWay)
transform.rotation = Quaternion.Lerp(transform.rotation,
steeringAngle, Time.fixedDeltaTime * 3f);

rigid.velocity = Vector3.Lerp(rigid.velocity,
transform.forward * desiredSpeed, Time.fixedDeltaTime * 3f);

rigid.angularVelocity = Vector3.Lerp(rigid.angularVelocity,
Vector3.zero, Time.fixedDeltaTime * 10f);

if (limmobilized && HR_GamePlayHandler.Instance.mode
!=HR_GamePlayHandler.Mode. TwoWay)
{

switch (changingLines)

{

case ChangingLines.Straight:

steeringAngle = Quaternion.identity;

transform.position = new
Vector3(Mathf.Lerp(transform.position.x,
HR_TrafficPooling.Instance.lines[currentLine].position.x, 0.1f),
transform.position.y, transform.position.z);

rigid.velocity = Vector3.Lerp(rigid.velocity,
transform.forward * maximumSpeed, Time.fixedDeltaTime * 3f);

break;

case ChangingLines.Left:
if (currentLine == 0)

changingLines = ChangingLines.Straight;
break;
}

if (transform.position.x <=
HR_TrafficPooling.Instance.lines[currentLine - 1].position.x + .6f)
{
currentLine--;
signalsOn = SignalsOn.Off;
changingLines = ChangingLines.Straight;
steeringAngle = Quaternion.identity;
//SetSpeed();
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else

{
steeringAngle = Quaternion.identity *
Quaternion.Euler(0f, -5f, 0f);
signalsOn = SignalsOn.Left;

h
break;

case ChangingLines.Right:

if (currentLine ==
(HR_TrafficPooling.Instance.lines.Length - 1))
{
changingLines = ChangingLines.Straight;
break;
}

if (transform.position.x >=
HR_TrafficPooling.Instance.lines[currentLine + 1].position.x - .5f)
{
currentLine++;
signalsOn = SignalsOn.OfT;
changingLines = ChangingLines.Straight;
steeringAngle = Quaternion.identity;
//SetSpeed();
}
else
{
steeringAngle = Quaternion.identity *
Quaternion.Euler(0f, 5f, 0f);
signalsOn = SignalsOn.Right;

}
break;

-

void OnTriggerStay(Collider col)

if (1 << col.gameObject.layer) !=
HR_HighwayRacerProperties.Instance.trafficCarsLayer.value ||
col.isTrigger)
return;

distance = Vector3.Distance(transform.position,
col.transform.position);

}

void OnTriggerExit(Collider col)
{
if ((1 << col.gameObject.layer) !=

HR_HighwayRacerProperties.Instance.trafficCarsLayer.value)
return;

}
void OnCollisionEnter(Collision col)
if (immobilized || spawnProtection < .5f || col.collider.tag !=
"Player")
return;
immobilized = true;

signalsOn = SignalsOn.All;
InvokeRepeating("immobiliz", 1f, 5f);



void immobiliz()

{
immobilized = false;
}
public void OnReAligned()
{
//SetSpeed();

immobilized = false;

spawnProtection = 0f;

rigid.velocity = transform.forward * maximumSpeed;
rigid.angularVelocity = Vector3.zero;

signalsOn = SignalsOn.Off;

changingLines = ChangingLines.Straight;

distance = 50f;

}

void SpeedUp()
!
1

distance = 50f;

}
public void ChangeLines()
{
if (changingLines == ChangingLines.Left || changingLines ==
ChangingLines.Right)
return;

int randomNumber = Random.Range(0, 2);
changingLines = randomNumber == 0 ? ChangingLines.Left :
ChangingLines.Right;
}
void SetSpeed()

if (MenuScript.selectedCar == 0 && MenuScript.selectedCar
<=2)

{
if (currentLine == 0 || currentLine == 2)
{
maximumSpeed = 40;
// Debug.Log ("fast lane");
}
else
{
maximumSpeed = 30f;
1 Debug.Log ("slow
lane");
)

if (MenuScript.selectedCar >= 3 && MenuScript.selectedCar
<= 5)

{ if (currentLine == 0 || currentLine == 2)
{ maximumSpeed = 45;
// Debug.Log("fast lane");
)
else
{
maximumSpeed = 35f;
/ Debug.Log("slow lane");
}
if (MenuScript.selectedCar >= 6)
{

if (currentLine == 0 || currentLine == 2)
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{
maximumSpeed = 50;
// Debug.Log("fast lane");
}
else
{
maximumSpeed = 40f;
1 Debug.Log("slow lane");
}
/lelse if (transform.position.x < -1.7f && transform.position.x >
-5.26) {
// maximumSpeed = 37.5f;
// Debug.Log ("2th lane slow");
// }else {
// maximumSpeed = 51;
// Debug.Log ("1st lane fast");
/I }

~maximumSpeed = maximumSpeed;
//maximumSpeed = Random.Range( maximumSpeed,
~maximumSpeed * 1.5f);
}
public void ChangeLanes()
{
changingLanes = true;
InvokeRepeating("ChangeLines", 10, 25);
¥
}

HR_TrafficPooling

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class HR TrafficPooling : MonoBehaviour
{

public Camera mainCamera;

#region SINGLETON PATTERN
public static HR _TrafficPooling instance;
public static HR TrafficPooling Instance
{
get
{
if (instance == null)
instance =
GameObject.FindObjectOfType<HR_TrafficPooling>();
return instance;
}
}

#endregion

internal Transform reference;
private Transform _player;
public Transform[] lines;
[Range(0, 10)] public int density;
private bool animateNow
{

get

{

return CarController.canControl;

}

}

public TrafficCars[] trafficCars;

[System.Serializable]
public class TrafficCars
{



public GameObject trafficCar;
public int frequence = 1;

}

public List<HR_TrafficCar> _trafficCars = new
List<HR_TrafficCar>();

public static HR _TrafficPooling Inctance;

void Start()

{

Inctance = this;

reference = mainCamera.transform;

_player = HR _GamePlayHandler.Instance.player.transform;
CreateTraftic();

AnimateTraffic();

}

void Update()

if (animateNow)

{
AnimateTraffic();

H

}
void CreateTraffic()
{

for (int i = 0; i < density; i++)
{ //trafficCars.Length(replaced)

for (int k = 0; k < trafficCars[i].frequence; k++)

GameObject go =
(GameObject)GameObject.Instantiate(trafficCars[i].trafficCar,
trafficCars[i].trafficCar.transform.position,

trafficCars[i].trafficCar.transform.rotation);

_trafficCars.Add(go.GetComponent<HR_TrafficCar>());

go.SetActive(false);

// only level two // List Index 7,14

if (LevelChallange. level == 11)

if (go.transform.GetChild(1).gameObject.tag ==
"Destroycar")

{

go.transform.GetChild(1).gameObject.SetActive(true);

}
H

}

void AnimateTraffic()

{

for (int1=0; i < _trafficCars.Count; i++)
if (_trafficCars[i].isAnimating == false)
if (_player.transform.position.z >
(_trafficCars[i].transform.position.z + 15) ||
_player.transform.position.z <

(_trafficCars[i].transform.position.z - (325)))

ReAlignTraffic(_trafficCars[i]);
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}

void ReAlignTraffic(HR_TrafficCar realignableObject)
{

if (realignableObject.gameObject.activeSelf)
realignableObject.gameObject.SetActive(true);
realignableObject.GetComponent<HR_TrafficCar>().enabled =
true;

realignableObject.GetComponent<HR_TrafficCar>().immobilized =
false;

realignableObject.GetComponent<Rigidbody>().isKinematic =
false;

realignableObject.transform.GetChild(0).gameObject.SetActive(false
);

int randomLine = Random.Range(0, lines.Length);
realignableObject.currentLine = randomLine;
float randomPositionZ = Random.Range(250, 400);

realignableObject.transform.position = new
Vector3(lines[randomLine].position.x,
realignableObject.transform.position.y,

(reference.transform.position.z + randomPositionZ));

realignableObject.allowNearMiss = true;

switch (HR_GamePlayHandler.Instance.mode)

{

case (HR_GamePlayHandler.Mode.OneWay):
realignableObject.transform.rotation = Quaternion.identity;
break;
case (HR_GamePlayHandler.Mode. TwoWay):
if (realignableObject.transform.position.x <= 0f)
realignableObject.transform.rotation =
Quaternion.identity * Quaternion.Euler(0f, 180f, 0f);
else
realignableObject.transform.rotation =
Quaternion.identity;
break;
case (HR_GamePlayHandler.Mode.TimeAttack):
realignableObject.transform.rotation = Quaternion.identity;
break;
case (HR_GamePlayHandler.Mode.Bomb):
realignableObject.transform.rotation = Quaternion.identity;
break;

)
realignableObject.OnReAligned();
if (CheckIfClipping(realignableObject.triggerCollider))

realignableObject.gameObject.SetActive(false);
)
}

bool CheckIfClipping(BoxCollider trafficCarBound)
{

for (inti=0; 1< _trafficCars.Count; i++)
if (_trafficCars[i].isAnimating == false)
if

('trafficCarBound.transform.IsChildOf{(_trafficCars|[i].transform)
&& _trafficCars[i].gameObject.activeSelf)



{
if
(HR_BoundsExtension.ContainBounds(tratficCarBound.transform,
trafficCarBound.bounds,
_trafficCars[i].triggerCollider.bounds))
{

return true;
}
}
}
}

return false;

PlayerPrefsX
/| ArrayPrefs2 v 1.4

using UnityEngine;

using System;

using System.Collections;

using System.Collections.Generic;

public class PlayerPrefsX

{
static private int endianDiff1;
static private int endianDiff2;
static private int idx;
static private byte [] byteBlock;

enum ArrayType {Float, Int32, Bool, String, Vector2,
Vector3, Quaternion, Color}

public static bool SetBool ( String name, bool value)

{
try
{
PlayerPrefs.SetInt(name, value? 1 :
0);
}
catch
{
return false;
}
return true;
}
public static bool GetBool (String name)
{
return PlayerPrefs.GetInt(name) == 1;
}

public static bool GetBool (String name, bool
defaultValue)

{

defaultValue?1:0));
}

return (1==PlayerPrefs.GetInt(name,

public static long GetLong(string key, long defaultValue)

{
int lowBits, highBits;
SplitLong(defaultValue, out lowBits, out
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lowBits = PlayerPrefs.GetInt(key+" lowBits",

highBits =

PlayerPrefs.GetInt(key+"_highBits", highBits);

// unsigned, to prevent loss of sign bit.
ulong ret = (uint)highBits;

ret = (ret << 32);

return (long)(ret | (ulong)(uint)lowBits);

H

public static long GetLong(string key)
{

int lowBits =

PlayerPrefs.GetInt(key+"_lowBits");

int highBits =

PlayerPrefs.GetInt(key+"_highBits");

// unsigned, to prevent loss of sign bit.
ulong ret = (uint)highBits;

ret = (ret << 32);

return (long)(ret | (ulong)(uint)lowBits);

H

private static void SplitLong(long input, out int lowBits,

out int highBits)

{

// unsigned everything, to prevent loss of sign

lowBits = (int)(uint)(ulong)input;
highBits = (int)(uint)(input >> 32);
)

public static void SetLong(string key, long value)

{
int lowBits, highBits;
SplitLong(value, out lowBits, out highBits);
PlayerPrefs.SetInt(key+" lowBits", lowBits);
PlayerPrefs.SetInt(key+"_highBits", highBits);

§

public static bool SetVector2 (String key, Vector2 vector)

{

return SetFloatArray(key, new float[]{vector.x,

static Vector2 GetVector2 (String key)

{
var floatArray = GetFloatArray(key);

if (floatArray.Length < 2)
{

}

return new Vector2(floatArray[0],

return Vector2.zero;

floatArray[1]);
)

public static Vector2 GetVector2 (String key, Vector2

defaultValue)

{
if (PlayerPrefs.HasKey(key))

{
return GetVector2(key);

return defaultValue;

i

public static bool SetVector3 (String key, Vector3 vector)
{

return SetFloatArray(key, new float



[1{vector.x, vector.y, vector.z});

H

public static Vector3 GetVector3 (String key)

{
var floatArray = GetFloatArray(key);

if (floatArray.Length < 3)

return Vector3.zero;

b
return new Vector3(floatArray[0],
floatArray[1], floatArray[2]);
}

public static Vector3 GetVector3 (String key, Vector3
defaultValue)

{
if (PlayerPrefs.HasKey(key))
{
return GetVector3(key);
return defaultValue;
}

public static bool SetQuaternion (String key, Quaternion
vector)
{
return SetFloatArray(key, new float[]{vector.x,
vector.y, vector.z, vector.w});

public static Quaternion GetQuaternion (String key)

{
var floatArray = GetFloatArray(key);

if (floatArray.Length < 4)
{

}

return new Quaternion(floatArray[0],
floatArray[1], floatArray[2], floatArray[3]);
}

return Quaternion.identity;

public static Quaternion GetQuaternion (String key,
Quaternion defaultValue )

{
if (PlayerPrefs.HasKey(key))
return GetQuaternion(key);
return defaultValue;
¥

public static bool SetColor (String key, Color color)
f

i
return SetFloatArray(key, new float[]{color.r,

color.g, color.b, color.a});

public static Color GetColor (String key)

{
var floatArray = GetFloatArray(key);
if (floatArray.Length < 4)
{

return new Color(0.0f, 0.0f, 0.0f,
0.01);
}
return new Color(floatArray[0], floatArray[1],
floatArray[2], floatArray[3]);
}

public static Color GetColor (String key , Color
defaultValue )
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{
if (PlayerPrefs.HasKey(key))
{
return GetColor(key);
return defaultValue;
}

public static bool SetBoolArray (String key, bool[]
boolArray)

// Make a byte array that's a multiple of 8 in
length, plus 5 bytes to store the number of entries as an int32 (+
identifier)

// We have to store the number of entries, since
the boolArray length might not be a multiple of &, so there could be
some padded zeroes

var bytes = new byte[(boolArray.Length + 7)/8
+5];

bytes[0] = System.Convert.ToByte
(ArrayType.Bool);  // Identifier

var bits = new BitArray(boolArray);

bits.CopyTo (bytes, 5);

Initialize();

ConvertInt32ToBytes (boolArray.Length,
bytes); // The number of entries in the boolArray goes in the first 4
bytes

return SaveBytes (key, bytes);
}

public static bool[] GetBoolArray (String key)

if (PlayerPrefs.HasKey(key))

{
var bytes =
System.Convert.FromBase64String (PlayerPrefs.GetString(key));
if (bytes.Length < 5)
Debug.LogError

("Corrupt preference file for " + key);
return new bool[0];

}
if ((ArrayType)bytes[0] !=

ArrayType.Bool)
{
Debug.LogError (key +"
is not a boolean array");
return new bool[0];
}
Initialize();

// Make a new bytes array that
doesn't include the number of entries + identifier (first 5 bytes) and
turn that into a BitArray

var bytes2 = new
byte[bytes.Length-5];

System.Array.Copy(bytes, 5,
bytes2, 0, bytes2.Length);

var bits = new BitArray(bytes2);

/I Get the number of entries from
the first 4 bytes after the identifier and resize the BitArray to that
length, then convert it to a boolean array

bits.Length = ConvertBytesToInt32
(bytes);

var boolArray = new
bool[bits.Count];

bits.CopyTo (boolArray, 0);

return boolArray;

}

return new bool[0];



H

public static bool[] GetBoolArray (String key, bool
defaultValue, int defaultSize)

{
if (PlayerPrefs.HasKey(key))

return GetBoolArray(key);

var boolArray = new bool[defaultSize];
for(int i=0;i<defaultSize;i++)
{

boolArray[i] = defaultValue;

return boolArray;

i

public static bool SetStringArray (String key, String[]
stringArray)
{
var bytes = new byte[stringArray.Length + 1];
bytes[0] = System.Convert. ToByte
(ArrayType.String); // Identifier
Initialize();

// Store the length of each string that's in
stringArray, so we can extract the correct strings in GetStringArray
for (var i = 0; i < stringArray.Length; i++)

if (stringArray[i] == null)
Debug.LogError ("Can't
save null entries in the string array when setting " + key);
return false;
i
if (stringArray[i].Length > 255)
Debug.LogError
("Strings cannot be longer than 255 characters when setting " + key);

return false;
}

bytes[idx++] =
(byte)stringArray[i].Length;

try
{
PlayerPrefs.SetString (key,
System.Convert.ToBase64String (bytes) + "|" + String.Join("",

stringArray));

catch

{
H

return true;

return false;

H

public static String[] GetStringArray (String key)
{
if (PlayerPrefs.HasKey(key)) {
var completeString =
PlayerPrefs.GetString(key);
var separatorIndex =
completeString.IndexOf("["[0]);
if (separatorIndex < 4) {
Debug.LogError
("Corrupt preference file for " + key);
return new String[0];
1
f
var bytes =
System.Convert.FromBase64String (completeString.Substring(0,
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separatorIndex));
if ((ArrayType)bytes[0] !=
ArrayType.String) {
Debug.LogError (key +"
is not a string array");
return new String[0];

Initialize();

var numberOfEntries =
bytes.Length-1;
var stringArray = new
String[numberOfEntries];
var stringIndex = separatorIndex +
L;
for (var i = 0; i < numberOfEntries;
i++)
{
int stringLength =
bytes[idx++];
if (stringIndex +
stringLength > completeString.Length)

{

Debug.LogError ("Corrupt preference file for " + key);
return new
String[0];
}
stringArray[i] =
completeString.Substring(stringIndex, stringLength);
stringIndex +=

stringLength;
)
return stringArray;
1
return new String[0];
}

public static String[] GetStringArray (String key, String
defaultValue, int defaultSize)
{
if (PlayerPrefs.HasKey(key))

{
}

var stringArray = new String[defaultSize];
for(int i=0;i<defaultSize;i++)

{

return GetStringArray(key);

stringArray[i] = defaultValue;

return stringArray;

H

public static bool SetIntArray (String key, int[] intArray)
{
return SetValue (key, intArray,
ArrayType.Int32, 1, ConvertFromlInt);

H

public static bool SetFloatArray (String key, float[]
floatArray)
{
return SetValue (key, floatArray,
ArrayType.Float, 1, ConvertFromFloat);

H

public static bool SetVector2Array (String key, Vector2[]
vector2Array )
{
return SetValue (key, vector2Array,
ArrayType.Vector2, 2, ConvertFromVector2);



H

public static bool SetVector3Array (String key, Vector3[]
vector3Array)
{
return SetValue (key, vector3Array,
ArrayType.Vector3, 3, ConvertFromVector3);

public static bool SetQuaternionArray (String key,
Quaternion[] quaternionArray )
{
return SetValue (key, quaternionArray,
ArrayType.Quaternion, 4, ConvertFromQuaternion);

H

public static bool SetColorArray (String key, Color[]
colorArray)
{
return SetValue (key, colorArray,
ArrayType.Color, 4, ConvertFromColor);

H

private static bool SetValue<T> (String key, T array,
ArrayType arrayType, int vectorNumber, Action<T, byte[],int>
convert) where T : IList
{
var bytes = new
byte[(4*array.Count)*vectorNumber + 1];
bytes[0] = System.Convert.ToByte
(arrayType); // 1dentifier
Initialize();

for (vari=0; i < array.Count; i++) {
convert (array, bytes, i);

return SaveBytes (key, bytes);
¥

private static void ConvertFromInt (int[] array, byte[]
bytes, int 1)

{
h

ConvertInt32ToBytes (array[i], bytes);

private static void ConvertFromFloat (float[] array, byte[]
bytes, int 1)

{
H

ConvertFloatToBytes (array[i], bytes);

private static void ConvertFromVector2 (Vector2[] array,
byte[] bytes, int 1)
{
ConvertFloatToBytes (array[i].x, bytes);
ConvertFloatToBytes (array[i].y, bytes);
}

private static void ConvertFromVector3 (Vector3[] array,
byte[] bytes, int 1)
{

ConvertFloatToBytes (array[i].x, bytes);

ConvertFloatToBytes (array[i].y, bytes);

ConvertFloatToBytes (array[i].z, bytes);
}

private static void ConvertFromQuaternion (Quaternion[]
array, byte[] bytes, int i)
{

ConvertFloatToBytes (array[i].x, bytes);
ConvertFloatToBytes (array[i].y, bytes);
ConvertFloatToBytes (array[i].z, bytes);

124

ConvertFloatToBytes (array[i].w, bytes);
)

private static void ConvertFromColor (Color(] array,
byte[] bytes, int 1)
{

ConvertFloatToBytes (array[i].r, bytes);
ConvertFloatToBytes (array[i].g, bytes);
ConvertFloatToBytes (array[i].b, bytes);
ConvertFloatToBytes (array[i].a, bytes);
)
public static int[] GetIntArray (String key)
{
var intList = new List<int>();
GetValue (key, intList, ArrayType.Int32, 1,
ConvertTolnt);
return intList. ToArray();
)

public static int[] GetIntArray (String key, int
defaultValue, int defaultSize)

{
if (PlayerPrefs.HasKey(key))
{
return GetlntArray(key);
}
var intArray = new int[defaultSize];
for (int i=0; i<defaultSize; i++)
{
intArray[i] = defaultValue;
!
s
return intArray;
}
public static float[] GetFloatArray (String key)
{
var floatList = new List<float>();
GetValue (key, floatList, ArrayType.Float, 1,
ConvertToFloat);
return floatList. ToArray();
}

public static float[] GetFloatArray (String key, float
defaultValue, int defaultSize)

{
if (PlayerPrefs.HasKey(key))
{
return GetFloatArray(key);
}
var floatArray = new float[defaultSize];
for (int i=0; i<defaultSize; i++)
{
floatArray[i] = defaultValue;
return floatArray;
}
public static Vector2[] GetVector2Array (String key)
{

var vector2List = new List<Vector2>();
GetValue (key, vector2List,
ArrayType.Vector2, 2, ConvertToVector2);
return vector2List. ToArray();
¥

public static Vector2[] GetVector2Array (String key,
Vector2 defaultValue, int defaultSize)
{
if (PlayerPrefs.HasKey(key))

{
return GetVector2 Array(key);



}
var vector2Array = new Vector2[defaultSize];
for(int i=0; i< defaultSize;i++)

{
vector2Array[i] = defaultValue;
}
return vector2Array;
}
public static Vector3[] GetVector3Array (String key)
{

var vector3List = new List<Vector3>();
GetValue (key, vector3List,
ArrayType.Vector3, 3, ConvertToVector3);
return vector3List. ToArray();
}

public static Vector3[] GetVector3Array (String key,
Vector3 defaultValue, int defaultSize)

{
if (PlayerPrefs.HasKey(key))

{
}

var vector3Array = new Vector3[defaultSize];
for (int i=0; i<defaultSize;i++)

{
i

return vector3Array;

return GetVector3 Array(key);

vector3Array[i] = defaultValue;

H

public static Quaternion[] GetQuaternionArray (String
key)
{
var quaternionList = new List<Quaternion>();
GetValue (key, quaternionList,
ArrayType.Quaternion, 4, ConvertToQuaternion);
return quaternionList. ToArray();
}

public static Quaternion[] GetQuaternionArray (String
key, Quaternion defaultValue, int defaultSize)

{
if (PlayerPrefs.HasKey(key))

return GetQuaternionArray(key);
)
var quaternionArray = new
Quaternion[defaultSize];
for(int i=0;i<defaultSize;i++)

{
quaternionArray[i] = defaultValue;
)
return quaternionArray;
}
public static Color[] GetColorArray (String key)
{
var colorList = new List<Color>();
GetValue (key, colorList, ArrayType.Color, 4,
ConvertToColor);
return colorList. ToArray();
}

public static Color[] GetColorArray (String key, Color
defaultValue, int defaultSize)
{
if (PlayerPrefs.HasKey(key)) {
return GetColorArray(key);
)
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var colorArray = new Color[defaultSize];
for(int i=0;i<defaultSize;i++)

{
}

return colorArray;

colorArray[i] = defaultValue;

}

private static void GetValue<T> (String key, T list,
ArrayType arrayType, int vectorNumber, Action<T, byte[]> convert)
where T : IList
{
if (PlayerPrefs.HasKey(key))
{
var bytes =
System.Convert.FromBase64String (PlayerPrefs.GetString(key));
if ((bytes.Length-1) %

{

(vectorNumber*4) !=0)
Debug.LogError
("Corrupt preference file for " + key);

return;

)
if ((ArrayType)bytes[0] !=

arrayType)
{
Debug.LogError (key +"
isnot a " + arrayType.ToString() + " array");
return;
)
Initialize();
var end = (bytes.Length-1) /
(vectorNumber*4);
for (vari=0;i<end; it+)
{
convert (list, bytes);
}
}
}
private static void ConvertTolnt (List<int> list, byte[]
bytes)
{
list. Add (ConvertBytesTolnt32(bytes));
}
private static void ConvertToFloat (List<float> list, byte[]
bytes)
{
list. Add (ConvertBytesToFloat(bytes));
}

private static void ConvertToVector2 (List<Vector2> list,
byte[] bytes)
{

list. Add (new
Vector2(ConvertBytesToFloat(bytes),
ConvertBytesToFloat(bytes)));
¥

private static void ConvertToVector3 (List<Vector3> list,
byte[] bytes)
{

list. Add (new
Vector3(ConvertBytesToFloat(bytes), ConvertBytesToFloat(bytes),
ConvertBytesToFloat(bytes)));
}

private static void ConvertToQuaternion
(List<Quaternion> list,byte[] bytes)



list. Add (new
Quaternion(ConvertBytesToFloat(bytes),
ConvertBytesToFloat(bytes), ConvertBytesToFloat(bytes),
ConvertBytesToFloat(bytes)));

H

private static void ConvertToColor (List<Color> list,
byte[] bytes)

{
list. Add (new
Color(ConvertBytesToFloat(bytes), ConvertBytesToFloat(bytes),
ConvertBytesToFloat(bytes), ConvertBytesToFloat(bytes)));
}

public static void ShowArrayType (String key)

{
var bytes = System.Convert.FromBase64String
(PlayerPrefs.GetString(key));
if (bytes.Length > 0)
{
ArrayType arrayType =
(ArrayType)bytes[0];
Debug.Log (key +"isa" +
arrayType.ToString() + " array");
}

}
private static void Initialize ()
{
if (System.BitConverter.IsLittleEndian)
{
endianDiff1 = 0;
endianDiff2 = 0;
}
else
{
endianDiff1 = 3;
endianDiff2 = 1;
i
if (byteBlock == null)
{
byteBlock = new byte[4];
}
idx =1;
¥
private static bool SaveBytes (String key, byte[] bytes)
{
try
{

PlayerPrefs.SetString (key,
System.Convert. ToBase64String (bytes));

catch

{
i

return true;

return false;

H

private static void ConvertFloatToBytes (float f, byte[]
bytes)
{
byteBlock = System.BitConverter.GetBytes

()
ConvertTo4Bytes (bytes);
}

private static float ConvertBytesToFloat (byte[] bytes)

{
ConvertFrom4Bytes (bytes);

return System.BitConverter.ToSingle
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(byteBlock, 0);
}
private static void ConvertInt32ToBytes (int i, byte[]
bytes)
{
byteBlock = System.BitConverter.GetBytes
(@;
ConvertTo4Bytes (bytes);
¥
private static int ConvertBytesToInt32 (byte[] bytes)
{
ConvertFrom4Bytes (bytes);
return System.BitConverter.Tolnt32
(byteBlock, 0);
}
private static void ConvertTo4Bytes (byte[] bytes)
{
bytes[idx ]=byteBlock[ endianDiffl1];
bytes[idx+1] = byteBlock[1 + endianDiff2];
bytes[idx+2] = byteBlock[2 - endianDiff2];
bytes[idx+3] = byteBlock[3 - endianDiff1];
idx +=4;
}
private static void ConvertFrom4Bytes (byte[] bytes)
{
byteBlock[ endianDiff1] = bytes[idx ];
byteBlock[1 + endianDiff2] = bytes[idx+1];
byteBlock[2 - endianDiff2] = bytes[idx+2];
byteBlock[3 - endianDiff1] = bytes[idx+3];
idx +=4;
¥
}

RCC_Dashboard

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

[AddComponentMenu("BoneCracker Games/Realistic Car
Controller/Misc/Truck Trailer")]
public class RCC_TruckTrailer : MonoBehaviour {

private RCC_CarControllerV3 carController;
private Rigidbody rigid,;
public Transform COM,;

//Extra Wheels.

public WheelCollider[] wheelColliders;

private List<WheelCollider> leftWheelColliders = new
List<WheelCollider>();

private List<WheelCollider> rightWheelColliders = new
List<WheelCollider>();

public float antiRoll = 50000f;
void Start () {

rigid = GetComponent<Rigidbody>();
carController =
transform.GetComponentInParent<RCC CarControllerV3>();

GetComponent<Rigidbody>().interpolation =
RigidbodylInterpolation.None;

GetComponent<Rigidbody>().interpolation =
RigidbodyInterpolation.Interpolate;

GetComponent<Rigidbody>().centerOfMass =
transform.Inverse TransformPoint(COM.transform.position);



antiRoll =
carController.antiRollFrontHorizontal;

for (int i = 0; i < wheelColliders.Length; i++) {

if(wheelColliders[i].transform.localPosition.x < 0f)

leftWheelColliders.Add(wheelColliders[i]);
else

rightWheelColliders. Add(wheelColliders[i]);

}

gameObject.SetActive (false);
gameObject.SetActive (true);

}
void FixedUpdate() {
AntiRollBars();

//Applying Small Torque For Preventing Stuck
Issue. Unity 5 WheelColliders Are Weird :/
foreach(WheelCollider we in wheelColliders){
wc.motorTorque =
carController._gasInput * (carController.engineTorque / 10f);

}
public void AntiRollBars (){

for (int i = 0; i < leftWheelColliders.Count;
i++) {

WheelHit hit;

float travelL = 1.0f;
float travelR = 1.0f;

bool groundedL=
leftWheelColliders[i]. GetGroundHit(out hit);

if (groundedL)
travell = (-
leftWheelColliders[i].transform.InverseTransformPoint(hit.point).y -
leftWheelColliders[i].radius) /
leftWheelColliders[i].suspensionDistance;

bool groundedR=
rightWheelColliders[i].GetGroundHit(out hit);

if (groundedR)
travelR = (-
rightWheelColliders[i].transform.Inverse TransformPoint(hit.point).y
- rightWheelColliders[i].radius) /
rightWheelColliders[i].suspensionDistance;

float antiRollForce= (travelL -
travelR) * antiRoll;

if (groundedL)
rigid. AddForceAtPosition(leftWheelColliders|[i].transform
.up * -antiRollForce, leftWheelColliders[i].transform.position);

if (groundedR)

rigid. AddForceAtPosition(right WheelColliders[i].transfor
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m.up * antiRollForce, rightWheelColliders[i].transform.position);

}

}

RCC_WheelCollider

using UnityEngine;

using System.Ling;

using System.Collections;

using System.Collections.Generic;

[AddComponentMenu("BoneCracker Games/Realistic Car
Controller/Wheel Collider")]

[RequireComponent (typeof(WheelCollider))]

public class RCC_WheelCollider : MonoBehaviour {

private RCC_CarControllerV3 carController;
private Rigidbody rigid;

private WheelCollider _wheelCollider;
public WheelCollider wheelCollider{
get{
if(_wheelCollider == null)
_wheelCollider =
GetComponent<WheelCollider>();
return _wheelCollider;
}set{

}

_wheelCollider = value;

H

private List <RCC_WheelCollider> allWheelColliders =
new List<RCC_WheelCollider>() ;
public Transform wheelModel;

private float wheelRotation = 0f;
public float camber = 0f;
private PhysicMaterial groundMaterial;

internal bool isGrounded = false;
internal float totalSlip = 0f;

internal float rpm = 0f;

internal float wheelRPMToSpeed = 0f;
internal float wheelTemparature = 0f;

private RCC_GroundMaterials
physicsMaterials {get {return RCC_GroundMaterials.Instance;} }
private RCC_GroundMaterials.GroundMaterialFrictions|[ ]
physicsFrictions{get{return
RCC_GroundMaterials.Instance.frictions; } }

private RCC_Skidmarks skidmarks;
private float startSlipValue = .25f;
private int lastSkidmark = -1;

private float wheelSlipAmountSideways;
private float wheelSlipAmountForward;

private float orgSidewaysStiffness = 1f;
private float orgForwardStiffness = 1f;

//WheelFriction Curves and Stiffness.
public WheelFrictionCurve forwardFrictionCurve;
public WheelFrictionCurve sidewaysFrictionCurve;

private AudioSource audioSource;
private AudioClip audioClip;



private List<ParticleSystem> allWheelParticles = new
List<ParticleSystem>();
private ParticleSystem.EmissionModule emission;

internal float tractionHelpedSidewaysStiffness = 1f;
void Awake (){
carController =
GetComponentInParent<RCC_CarControllerV3>();
rigid = GetComponentInParent<Rigidbody>();
wheelCollider =
GetComponent<WheelCollider>();

if ('RCC_Settings.Instance.dontUseSkidmarks)

{
if (FindObjectOfType
(typeof(RCC_Skidmarks))) {
skidmarks =
FindObjectOfType (typeof(RCC_Skidmarks)) as RCC_Skidmarks;
}else {

Debug.Log ("No
skidmarks object found. Creating new one...");
skidmarks =
(RCC_Skidmarks)Instantiate
(RCC_Settings.Instance.skidmarksManager, Vector3.zero,
Quaternion.identity);
}

}

wheelCollider.mass = rigid.mass / 15f;

forwardFrictionCurve =
wheelCollider.forwardFriction;

sidewaysFrictionCurve =
wheelCollider.sidewaysFriction;

camber = this ==
carController.FrontLeftWheelCollider || this ==
carController.FrontRightWheelCollider ? carController.frontCamber
: carController.rearCamber;

switch(RCC_Settings.Instance.behaviorType){

case
RCC_Settings.BehaviorType.HighwayRacer:
forwardFrictionCurve =
SetFrictionCurves(forwardFrictionCurve, .25f, 1f, .8f, 1f);
sidewaysFrictionCurve =
SetFrictionCurves(sidewaysFrictionCurve, .25f, 1.5f, 1f, 11);

wheelCollider.forceAppPointDistance =
Mathf.Clamp(wheelCollider.forceAppPointDistance, .2f, 1f);
break;

}

orgForwardStiffness =
forwardFrictionCurve.stiffness;

orgSidewaysStiffness =
sidewaysFrictionCurve.stiffness;

wheelCollider.forwardFriction =
forwardFrictionCurve;

wheelCollider.sidewaysFriction =
sidewaysFrictionCurve;

if(RCC_Settings.Instance.useShared AudioSources) {

if(!carController.transform.Find("All Audio Sources/Skid
Sound AudioSource"))
audioSource =
RCC_CreateAudioSource.NewAudioSource(carController.gameObje
ct, "Skid Sound AudioSource", 5, 50, 0, audioClip, true, true, false);
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else
audioSource =
carController.transform.Find("All Audio Sources/Skid Sound
AudioSource").GetComponent<AudioSource>();
telse{
audioSource =
RCC_CreateAudioSource.NewAudioSource(carController.gameObje
ct, "Skid Sound AudioSource", 5, 50, 0, audioClip, true, true, false);
audioSource.transform.position =
transform.position;
1
s

if
('RCC_Settings.Instance.dontUseAnyParticleEffects) {

for (inti=0;i<
RCC_GroundMaterials.Instance.frictions.Length; i++) {

GameObject ps =
(GameObject)Instantiate (RCC_GroundMaterials.Instance. frictions
[1].groundParticles, transform.position, transform.rotation) as
GameObject;

emission =
ps.GetComponent<ParticleSystem> ().emission;

emission.enabled = false;

ps.transform.SetParent
(transform, false);

ps.transform.localPosition = Vector3.zero;
ps.transform.localRotation = Quaternion.identity;

allWheelParticles.Add
(ps.GetComponent<ParticleSystem> ());

H

}
void Start(){
allWheelColliders =

carController.allWheelColliders. ToList();
allWheelColliders.Remove(this);

¥
WheelFrictionCurve
SetFrictionCurves(WheelFrictionCurve curve, float extremumSlip,
float extremumValue, float asymptoteSlip, float asymptoteValue){
WheelFrictionCurve newCurve = curve;
newCurve.extremumSlip = extremumSlip;
newCurve.extremumValue = extremumValue;
newCurve.asymptoteSlip = asymptoteSlip;
newCurve.asymptoteValue = asymptoteValue;

return newCurve;

H

void Update(){

if (!carController.enabled)
return;

if(!carController.sleepingRigid) {

WheelAlign();
WheelCamber();



H

void FixedUpdate (){

if (!carController.enabled)
return;

WheelHit hit;
isGrounded =
wheelCollider.GetGroundHit(out hit);

rpm = wheelCollider.rpm;

wheelRPMToSpeed = (((wheelCollider.rpm *
wheelCollider.radius) / 2.8f) * Mathf.Lerp(1f, .75f, hit.forwardSlip))
* rigid.transform.lossyScale.y;

SkidMarks();
Frictions();
Audio();

}
public void WheelAlign () {

if(!lwheelModel) {
Debug.LogError(transform.name +
" wheel of the " + carController.transform.name + " is missing wheel
model. This wheel is disabled");
enabled = false;
return;

}

RaycastHit hit;
WheelHit CorrespondingGroundHit;

Vector3 ColliderCenterPoint =
wheelCollider.transform. TransformPoint(wheelCollider.center);

wheelCollider.GetGroundHit(out
CorrespondingGroundHit);

if(Physics.Raycast(ColliderCenterPoint, -

wheelCollider.transform.up, out hit,
(wheelCollider.suspensionDistance + wheelCollider.radius) *
transform.localScale.y) && hit.transform.gameObject.layer !=
(int)Mathf.Log(RCC_Settings.Instance.vehicleLayer.value, 2) &&
thit.collider.isTrigger) {

wheelModel.transform.position =
hit.point + (wheelCollider.transform.up * wheelCollider.radius) *
transform.localScale.y;

float extension = (-
wheelCollider.transform.InverseTransformPoint(CorrespondingGrou
ndHit.point).y - wheelCollider.radius) /
wheelCollider.suspensionDistance;

Debug.DrawLine(CorrespondingGroundHit.point,
CorrespondingGroundHit.point + wheelCollider.transform.up *
(CorrespondingGroundHit.force / rigid.mass), extension <= 0.0 ?
Color.magenta : Color.white);

Debug.DrawLine(CorrespondingGroundHit.point,
CorrespondingGroundHit.point - wheelCollider.transform.forward *
CorrespondingGroundHit.forwardSlip * 2f, Color.green);

Debug.DrawLine(CorrespondingGroundHit.point,
CorrespondingGroundHit.point - wheelCollider.transform.right *
CorrespondingGroundHit.sidewaysSlip * 2f, Color.red);

yelse{
wheelModel.transform.position =
Vector3.Lerp(wheelModel.transform.position, ColliderCenterPoint -
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(wheelCollider.transform.up * wheelCollider.suspensionDistance) *
transform.localScale.y, Time.deltaTime * 10f);

}

wheelRotation += wheelCollider.rpm * 6 *
Time.deltaTime;

wheelModel.transform.rotation =
wheelCollider.transform.rotation * Quaternion.Euler(wheelRotation,
wheelCollider.steerAngle, wheelCollider.transform.rotation.z);

}
public void WheelCamber (){
Vector3 wheelLocalEuler;

if(wheelCollider.transform.localPosition.x < 0)
wheelLocalEuler = new
Vector3(wheelCollider.transform.localEulerAngles.x,
wheelCollider.transform.localEulerAngles.y, (-camber));
else
wheelLocalEuler = new
Vector3(wheelCollider.transform.localEulerAngles.x,
wheelCollider.transform.localEulerAngles.y, (camber));

Quaternion wheelCamber =
Quaternion.Euler(wheelLocalEuler);

wheelCollider.transform.localRotation =
wheelCamber;

H

void SkidMarks() {

WheelHit GroundHit;
wheelCollider.GetGroundHit(out GroundHit);

wheelSlipAmountSideways =
Mathf.Abs(GroundHit.sidewaysSlip);

wheelSlipAmountForward =
Mathf.Abs(GroundHit.forwardSlip);

totalSlip = (wheelSlipAmountSideways / 1f) +
(wheelSlipAmountForward / 1f);

if(skidmarks) {

if (wheelSlipAmountSideways >
startSlipValue || wheelSlipAmountForward > startSlipValue * 2f){

Vector3 skidPoint =
GroundHit.point + 2f * (rigid.velocity) * Time.deltaTime;

if(rigid.velocity.magnitude > 1f){
lastSkidmark
= skidmarks.AddSkidMark(skidPoint, GroundHit.normal,
(wheelSlipAmountSideways / 2f) + (wheelSlipAmountForward / 2f),
lastSkidmark);

wheelTemparature += ((wheelSlipAmountSideways / 2f)
+ (wheelSlipAmountForward / 2f)) / ((Time.fixedDeltaTime * 100f)
* Mathf.Lerp(1f, 5f, wheelTemparature / 150¢));
telse{
lastSkidmark

wheelTemparature -= Time.fixedDeltaTime * 5f;

}

telse{

lastSkidmark = -1;



wheel Temparature -=
Time.fixedDeltaTime * 5f;

H

wheelTemparature =
Mathf.Clamp(wheel Temparature, 0f, 150f);

}
§

void Frictions(){

WheelHit GroundHit;
wheelCollider.GetGroundHit(out GroundHit);
bool contacted = false;

for (int i = 0; 1 < physicsFrictions.Length; i++)

if(GroundHit.point != Vector3.zero
&& GroundHit.collider.sharedMaterial ==
physicsFrictions[i].groundMaterial) {

contacted = true;

forwardFrictionCurve.stiffness =
physicsFrictions[i].forwardStiffness;

sidewaysFrictionCurve.stiffness =
(physicsFrictions[i].sidewaysStiffness *
tractionHelpedSidewaysStiffness);

wheelCollider.forwardFriction = forwardFrictionCurve;

wheelCollider.sidewaysFriction = sidewaysFrictionCurve;

wheelCollider.wheelDampingRate =
physicsFrictions[i].damp;

if
('RCC_Settings.Instance.dontUseAnyParticleEffects)

emission =
allWheelParticles[i].emission;

audioClip =
physicsFrictions[i].groundSound;

if
(wheelSlipAmountSideways > physicsFrictions[i].slip ||
wheelSlipAmountForward > physicsFrictions[i].slip * 2f){

emission.enabled = true;
yelse{

emission.enabled = false;

}

if(!contacted &&
physicsMaterials.useTerrainSplatMapForGroundFrictions) {

for (intk=0;k <
physicsMaterials.terrainSplatMapIndex.Length; k++) {
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if(GroundHit.point !=
Vector3.zero && GroundHit.collider.sharedMaterial ==
physicsMaterials.terrainPhysicMaterial) {

if(TerrainSurface.GetTextureMix(transform.position) !=
null && TerrainSurface.GetTextureMix(transform.position)[k] >

56
contacted = true;

forwardFrictionCurve.stiffness =
physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].forward
Stiffness;

sidewaysFrictionCurve.stiffness =
(physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].sidewa
ysStiffness * tractionHelpedSidewaysStiffness);

wheelCollider.forwardFriction = forwardFrictionCurve;

wheelCollider.sidewaysFriction = sidewaysFrictionCurve;

wheelCollider.wheelDampingRate =
physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].damp;

if
('RCC_Settings.Instance.dontUseAnyParticleEffects)

emission =
allWheelParticles[physicsMaterials.terrainSplatMapIndex[k]].emissi
on;

audioClip =
physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].groundS
ound;

if
(wheelSlipAmountSideways >
physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].slip ||
wheelSlipAmountForward >

physicsFrictions[physicsMaterials.terrainSplatMapIndex[k]].slip *
20){

emission.enabled = true;
telse{

emission.enabled = false;

}

if(!contacted){

forwardFrictionCurve.stiffness =
orgForwardStiffness;

sidewaysFrictionCurve.stiffness =
orgSidewaysStiffness * tractionHelpedSidewaysStiffness;



wheelCollider.forwardFriction =
forwardFrictionCurve;

wheelCollider.sidewaysFriction =
sidewaysFrictionCurve;

wheelCollider.wheelDampingRate
= physicsFrictions[0].damp;

if
('RCC_Settings.Instance.dontUseAnyParticleEffects)
emission =
allWheelParticles[0].emission;
audioClip =

physicsFrictions[0].groundSound;

if (wheelSlipAmountSideways >
physicsFrictions[0].slip || wheelSlipAmountForward >
physicsFrictions[0].slip * 2f){
emission.enabled = true;
telse{
emission.enabled = false;

H
}

if (!contacted &&
IRCC_Settings.Instance.dontUseAnyParticleEffects) {

for (inti=0;1<
allWheelParticles.Count; i++) {

if
(wheelSlipAmountSideways > startSlipValue ||
wheelSlipAmountForward > startSlipValue * 2f) {

} else {
emission =
allWheelParticles [i].emission;

emission.enabled = false;

¥

}
}

¥
void Audio(){

if(RCC_Settings.Instance.useShared AudioSources &&
isSkidding())
return;

if(totalSlip > startSlipValue){

if(audioSource.clip != audioClip)
audioSource.clip =
audioClip;

if(!audioSource.isPlaying)
audioSource.Play();

if(rigid.velocity.magnitude > 1f){
audioSource.volume =
Mathf.Lerp(audioSource.volume, Mathf.Lerp(0f, 1f, totalSlip -
startSlipValue), Time.deltaTime * 5f);
audioSource.pitch =
Mathf.Lerp(1f, .9f, audioSource.volume);
telse{
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audioSource.volume =
Mathf.Lerp(audioSource.volume, 0f, Time.deltaTime * 5f);
}

telse{

audioSource.volume =
Mathf.Lerp(audioSource.volume, Of, Time.deltaTime * 5f);

if(audioSource.volume <= .05f)
audioSource.Stop();

-

)
bool isSkidding(){
for (int 1 = 0; 1 < allWheelColliders.Count; i++)
{
if(allWheelColliders[i].totalSlip >
totalSlip)
return true;
}
return false;
)
}

HR_GamePlayHandler

using UnityEngine;

using UnityEngine.UI;

using System;

using System.Collections;

using UnityEngine.SceneManagement;

using DG.Tweening;

using UnityEngine.Analytics;

using GoogleMobileAds.Api;

public class HR GamePlayHandler : MonoBehaviour {

public AdInterstatial adInterstatial;
public GameObject[] playerCars;
public GameObject playerCar;
public GameObject countDown;
public AudioSource completeSound;
public AdBanner _adBanner;
HR PlayerHandler handler;
#region SINGLETON PATTERN
public static HR_GamePlayHandler _instance;
public static HR_GamePlayHandler Instance
{
get
{
if (_instance == null){
_instance =
GameObject.FindObjectOfType<HR GamePlayHandler>();

return _instance;

}
}

#endregion

[Header("Time Of The Scene")]

public DayOrNight dayOrNight;

public enum DayOrNight{Day, Night, Rainy, Snowy}

[Header(""Current Mode")]



Bomb}

internal Mode mode;
internal enum Mode {OneWay, TwoWay, TimeAttack,

[Header("UI Canvases For GamePlay and GameOver")]
public Canvas gameplayCanvas;

public Canvas gameoverCanvas;

public GameObject[] gameOverAnimBtns;

public GameObject completeDialog;

public GameObject camera;

[Header("Spawn Location Of The Cars")]
public Transform spawnLocation;

public GameObject player;

private int selectedCarIndex = 0;
private int selectedModelndex = 0;
private float minimumSpeed = 20f;

internal bool gameStarted = false;
internal bool paused = false;

public int totalPlayedCount = 0;

public delegate void onPlayerSpawned(GameObject p);
public static event onPlayerSpawned OnPlayerSpawned;

public delegate void onPlayerEnabled();
public static event onPlayerEnabled OnPlayerEnabled;

public delegate void onPlayerDisabled();
public static event onPlayerDisabled OnPlayerDisabled;

public delegate void onPlayerCrashed();
public static event onPlayerCrashed OnPlayerCrashed;

public delegate void onPaused();
public static event onPaused OnPaused;

public delegate void onResumed();

public static event onResumed OnResumed;
Image NosImage;

CarController carController;

bool SpeedRefresh = true;
public static bool ShareButtons = false,isCheckPoint;

public static int highwayNumber;

public GameObject startDemoPanel,levelsChallange;
public int checkpointIndex;

public LevelsData levelDescription;

Coroutine highwayStatsRoutine=null;

void Awake(){

SpawnCar();
Time.timeScale = 1;
Scriptt.levelDone = false;
if (MenuScript.day) {
dayOrNight = DayOrNight.Day;
}

else {

}

dayOrNight = DayOrNight.Night;

if(HR HighwayRacerProperties.Instance.gameplayClips

1=null &&
HR_HighwayRacerProperties.Instance.gameplayClips.Length > 0)

RCC_CreateAudioSource.NewAudioSource(gameObject,

"GamePlay Soundtrack", 0f, 0f, .35f,

HR_ HighwayRacerProperties.Instance.gameplayClips[UnityEngine.

132

Random.Range(0,
HR_ HighwayRacerProperties.Instance.gameplayClips.Length)], true,
true, false);

selectedCarlndex =
PlayerPrefs.GetInt("SelectedPlayerCarlndex",0);

selectedModelndex =
PlayerPrefs.GetInt("SelectedModelndex",0);

totalPlayedCount =
PlayerPrefs.GetInt("TotalPlayedCount",0);

switch(selectedModelndex){

case 0:
mode = Mode.OneWay;
break;

case 1:
mode = Mode. TwoWay;
break;

case 2:
mode = Mode.TimeAttack;
break;

case 3:
mode = Mode.Bomb;
break;

}

/ highwayNumber = 2;
if(startDemoPanel)

startDemoPanel.SetActive (true);
if (highwayNumber > 0) {

isCheckPoint = true;

levelsChallange.SetActive (false);

}else {
levelsChallange.SetActive (true);
if (LevelChallange. level ==9) {
isCheckPoint = false; /
me change
else {
isCheckPoint = false;
}
}
}
public void reSetTrafficMode()
{
selectedModelndex =

PlayerPrefs.GetInt("SelectedModeIndex",0);
switch(selectedModeIndex) {

case 0:
mode = Mode.OneWay;
break;

case 1:
mode = Mode.TwoWay;
break;

case 2:
mode = Mode.TimeAttack;
break;

case 3:
mode = Mode.Bomb;
break;

}

)
void Start () {
gameplayCanvas.enabled = true;
gameoverCanvas.enabled = false;
Screen.sleepTimeout =
SleepTimeout.NeverSleep;

StartCoroutine(WaitForGameStart());
if(GameObject.FindGameObjectWithTag
("NosImage"))
NosImage =



GameObject.FindGameObjectWithTag
("NosImage").GetComponent<Image> ();
CollectableControl.isShield = false;
ShareButtons = false;
checkpointIndex = 1;

IEnumerator WaitForGameStart() {
yield return new WaitForSeconds(6);
gameStarted = true;
startDemoPanel.SetActive (false);
CarController.GameSatart = true;
//CarController.canControl = true;
//CarController.ins.rb.velocity = new Vector3(0, 0, 40);
}
IEnumerator setHighWayPlayerpref()

{

yield return new WaitForSeconds

(1D);
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") < handler.distance) {
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") <
levelDescription.highwayDistance [highwayNumber - 1]) {

PlayerPrefs.SetFloat (("HighWay" + highwayNumber +
"Stats"), handler.distance);
}

if (highwayStatsRoutine != null)
highwayStatsRoutine =
StartCoroutine (setHighWayPlayerpref ());

public bool checkHighwayDistanceComplete()
{
if (highwayNumber > 0) {
if (PlayerPrefs.GetFloat
("HighWay" + highwayNumber + "Stats") >=
levelDescription.highwayDistance [highwayNumber - 1]) {

stopCar ();
General.Instance.highwayCompleted ();
StopCoroutine
(highwayStatsRoutine);
highwayStatsRoutine =

null;

PlayerPrefs.SetFloat
(("HighWay" + highwayNumber +
"Stats"),(levelDescription.highwayDistance [highwayNumber - 1]));

if(!PlayerPrefs.HasKey("HighwayAchievement"+highwa
yNumber))
{

if(highwayNumber==1)

General.Instance.callAchievement (16); //highway
achievement starts from 16-19

PlayerPrefs.SetInt("HighwayAchievement"+highwayNum

ber,1);
)
return true;
}
)
return false;
public void stopCar()
!
1
carController.stopOnComplete ();
if
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(player.GetComponent<CarStats>().shieldParticle.activeInHierarchy)

player.GetComponent<CarStats>().shieldParticle.SetActive(false);
if
(player.GetComponent<CarStats>().shield Truck.activeInHierarchy)

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
0).gameObject.SetActive(false);

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
2).gameObject.SetActive(false);

player.GetComponent<CarStats>().shieldTruck.transform.GetChild(
3).gameObject.SetActive(false);

}

public void countDownAnim()

{
countDown.SetActive (false);
countDown.SetActive (true);

)
public void SpawnCar () {

if (mode != Mode.Bomb) {
player = (GameObject)Instantiate
(playerCars [MenuScript.selectedCar]);
player.SetActive (false);
1
I
player.transform.position =
spawnLocation.transform.position;
OnPlayerSpawned (player);
player.transform.rotation =
Quaternion.identity;
carController =
player.GetComponent<CarController> ();
player.SetActive (true);
player.GetComponent<CarStats>
().setCarControllerValues ();
SmoothFollow.target=player.transform;
SmoothFollow.hoodCam =
player.transform.GetChild(0).transform;
_handler =
player.GetComponent<HR_PlayerHandler> ();
if (highwayNumber > 0) {
highwayStatsRoutine =
StartCoroutine (setHighWayPlayerpref ());

H

public IEnumerator OnGameOver(float delayTime){
_adBanner.DisableBanner();
_adInterstatial. ShowAd();
if (General.levelComplete) {
delayTime = 3f;
Time.timeScale = 1.0f;
Time.fixedDeltaTime = 0.0167f;
yield return new WaitForSeconds(2);
completeDialog.SetActive (true);

else {

}

yield return new WaitForSeconds(delayTime);
completeDialog.SetActive (false);
gameplayCanvas.enabled = false;
OnPaused ();
gameoverCanvas.enabled = true;
//foreach (GameObject btn in
gameOverAnimBtns) {
1
btn.GetComponent<DOTweenAnimation> ().DORestart

delayTime = 2f;



0;
1}
ShareButtons = true;

GameObject.FindObjectOfType<HR _Scoreboard>().Disp
layResults();
switch(mode){

case Mode.OneWay:

PlayerPrefs.SetInt("bestScoreOneWay",
(int)player.GetComponent<HR PlayerHandler>().score);
break;
case Mode. TwoWay:

PlayerPrefs.SetInt("bestScoreTwoWay",
(int)player.GetComponent<HR_PlayerHandler>().score);
break;
case Mode.TimeAttack:

PlayerPrefs.SetInt("bestScoreTimeAttack",
(int)player.GetComponent<HR_PlayerHandler>().score);
break;
case Mode.Bomb:

PlayerPrefs.SetInt("bestScoreBomb",
(int)player.GetComponent<HR_PlayerHandler>().score);

break;
}
totalPlayedCount++;
PlayerPrefs.SetInt("TotalPlayedCount",
totalPlayedCount);
H

void OnLevelWasLoaded() {
Time.timeScale = 1;
AudioListener.pause = false;

}

public void MainMenu()

{
if (Scriptt.levelDone)
{

SceneManager.LoadScene(SceneManager.GetActiveScen
e().buildIndex);

}

else

{
LoadingScript.leveltoload = 1;
General NextLevelAd = true;
Application.LoadLevel (8);

¥

H

public void RestartGame(){
/l #if ITUNITY_EDITOR

/ if (Ads_Manager.Instance) {
/l if (PlayerPrefs.GetInt
("ADSUNLOCK") I=1) {
1

Ads_Manager.Instance.HideLargeAdmobBanner ();
1

Ads_Manager.Instance.HideLargeAdmobBanner! ();
1 }
1 }
/[#endif

if (Scriptt.levelDone) { //next level
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LoadingScript.leveltoload = 1;
General.NextLevelAd = true;
Application.LoadLevel (1);

} else { //restart level

SceneManager.LoadScene(SceneManager.GetActiveScen
e().buildIndex);

public void nextLevel()

{

if (LevelChallange.instance) {
if (LevelChallange. level <
MenuScript.totalLevels) {
LevelChallange. level
+=1;

SceneManager.LoadScene
(SceneManager.GetActiveScene ().buildIndex);

else {

LoadingScript.leveltoload = 1;

General.NextLevelAd =
true;
Application.LoadLevel
(05
)
}
//#if 'UNITY EDITOR
/l if (Ads_Manager.Instance) {
/ if (PlayerPrefs.GetInt
("ADSUNLOCK") I=1) {
1
Ads_Manager.Instance.HideLargeAdmobBanner ();
1
Ads_Manager.Instance.HideLargeAdmobBanner! ();

1 }
1 }
/[#endif

}

public void RestartGame2()

{

if (PlayerPrefs.GetInt ("ADSUNLOCK") !=1)

{
/[#if 'UNITY_EDITOR
1

Ads_Manager.Instance.HideLargeAdmobBanner ();
1

Ads_Manager.Instance.HideLargeAdmobBanner1 ();
/[#endif

!

s
if (Scriptt.levelDone) //next level
LoadingScript.leveltoload = 1;
General NextLevelAd = true;
Application.LoadLevel(1);

else //restart level

// SceneManager.LoadScene("11-Levels");



public void GotoLevelSelection()

{

if (PlayerPrefs.GetInt ("ADSUNLOCK") !=1)

{
//#if TUNITY_EDITOR

/

I

/[#endif

Ads_Manager.Instance.HideLargeAdmobBanner ();

Ads_Manager.Instance.HideLargeAdmobBanner1 ();

¥
LoadingScript.leveltoload = 1;
General NextLevel Ad = true;

Application.LoadLevel(1);

PlayerPrefs.SetInt("GotoLevels", 1);

}
public void Paused(){
paused = !paused,
if(paused)
OnPaused ();
else
OnResumed ();
}

#region free cash

public GameObject freeCashPanel;
public void openCashPanel()

{
freeCashPanel.SetActive (true);

}
public void closeCashPanel()

{
General.Instance.playClickSound ();

freeCashPanel.SetActive (false);

#endregion

}

HR_ModificationColor

using UnityEngine;

using UnityEngine.UT;

using System;

using System.Collections;

using System.Collections.Generic;

public class HR ModificationColor : MonoBehaviour {

public pickedColor _pickedColor;

public enum pickedColor{Orange, Red, Green, Blue,

Yellow, Black, White, Cyan, Magenta, Pink}

public int colorPrice;

public bool unlocked = false;
private Text priceLabel;
private Image pricelmage;

void Start(){

priceLabel =

GetComponentInChildren<Text>();

pricelmage =
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priceLabel. GetComponentInParent<Image>();

H

public void OnClick () {

if(!unlocked){
BuyColor();
return;

}

HR_ModHandler handler =

GameObject.FindObjectOfType<HR ModHandler>();

(Color.green / 2f);

.51);

H

Color selectedColor = new Color();
switch(_pickedColor){

case pickedColor.Orange:
selectedColor = Color.red +

break;

case pickedColor.Red:
selectedColor = Color.red;
break;

case pickedColor.Green:
selectedColor = Color.green;
break;

case pickedColor.Blue:
selectedColor = Color.blue;
break;

case pickedColor.Yellow:
selectedColor = Color.yellow;
break;

case pickedColor.Black:
selectedColor = Color.black;
break;

case pickedColor.White:
selectedColor = Color.white;
break;

case pickedColor.Cyan:
selectedColor = Color.cyan;
break;

case pickedColor.Magenta:
selectedColor = Color.magenta;

break;

case pickedColor.Pink:
selectedColor = new Color(1, Of,

break;

}

handler.ChangeChassisColor(selectedColor);

void Update(){

string currentColorString =

_pickedColor.ToString();

if(colorPrice <= 0 && 'unlocked){



PlayerPrefs.SetInt(GameObject.FindObjectOf Type<RCC
_CarControllerV3>().transform.name + "OwnedColor" +
currentColorString, 1);

unlocked = true;

}

if(PlayerPrefs.HasKey(GameObject. FindObjectOf Type<
RCC_CarControllerV3>().transform.name + "OwnedColor" +
currentColorString))
unlocked = true;
else
unlocked = false;

if('unlocked){
if(!pricelmage.gameObject.activeSelf)
pricelmage.gameObject.SetActive(true);
if(priceLabel.text !=
colorPrice.ToString())
priceLabel.text =
colorPrice. ToString();
yelse{
if(pricelmage.gameObject.activeSelf)

pricelmage.gameObject.SetActive(false);

if(priceLabel.text !=
"UNLOCKED")
priceLabel.text =
"UNLOCKED";
}
H
void BuyColor(){
int playerCoins =

PlayerPrefs.GetInt("Currency");
string currentColorString =
_pickedColor.ToString();

if(playerCoins >= colorPrice){
HR_ModHandler handler =
GameObject.FindObjectOfType<HR ModHandler>();
handler.BuyProperty(colorPrice,
GameObject.FindObjectOfType<RCC_CarControllerV3>().transfor
m.name + "OwnedColor" + currentColorString);

}

}

HR ModificationUpgrade

using UnityEngine;
using UnityEngine.UT;
using System.Collections;

public class HR_ModitficationUpgrade : MonoBehaviour {

public UpgradeClass upgradeClass;

public enum UpgradeClass{Speed, Handling, Brake,
Siren}

public HR_ModApplier applier;

public int upgradePrice;

public bool fullyUpgraded = false;

public Text priceLabel;

private Image pricelmage;
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void Awake () {

pricelmage =
priceLabel. GetComponentInParent<Image>();

H

void OnEnable(){

applier =
GameObject.FindObjectOfType<HR_ModApplier>();

)
public void OnClick () {

int playerCoins =
PlayerPrefs.GetInt("Currency");

if(fullyUpgraded && upgradeClass ==
UpgradeClass.Siren){

GameObject.FindObjectOfType<HR ModHandler>().Up
gradeSiren();
¥

if(playerCoins < upgradePrice)
return;

if(!fullyUpgraded)
BuyUpgrade();

H

void Update() {
switch(upgradeClass){

case UpgradeClass.Speed:
if(applier.speedLevel >= 5){
fullyUpgraded = true;
telse{
fullyUpgraded = false;
}
break;
case UpgradeClass.Handling:
if(applier.handlingLevel >= 5){
fullyUpgraded = true;
telse{

)
break;
case UpgradeClass.Brake:
if(applier.brakeLevel >= 5){
fullyUpgraded = true;

fullyUpgraded = false;

telse{

}
break;

case UpgradeClass.Siren:
if(applier.isSirenPurchased ==

fullyUpgraded = false;

true) {
fullyUpgraded = true;
telse{
fullyUpgraded = false;
h
break;

}

if(!fullyUpgraded){



if(!pricelmage.gameObject.activeSelf)

pricelmage.gameObject.SetActive(true);
if(priceLabel.text |=
upgradePrice. ToString())
priceLabel.text =
upgradePrice. ToString();
yelse{

if(pricelmage.gameObject.activeSelf)

pricelmage.gameObject.SetActive(false);
if(priceLabel.text !=

"UPGRADED")
priceLabel.text =
"UPGRADED";
}
}
void BuyUpgrade(){

int playerCoins =
PlayerPrefs.GetInt("Currency");

HR_ModApplier applier =
GameObject.FindObjectOfType<HR_ModApplier>();

HR_ModHandler handler =
GameObject.FindObjectOfType<HR ModHandler>();

if(playerCoins >= upgradePrice) {
switch(upgradeClass){

case UpgradeClass.Speed:
if(applier.speedLevel <
S

handler.UpgradeSpeed();

PlayerPrefs.SetInt("Currency", playerCoins -
upgradePrice);

}
break;

case UpgradeClass.Handling:
if(applier.handlingLevel
<5){

handler.UpgradeHandling();

PlayerPrefs.SetInt("Currency", playerCoins -
upgradePrice);

}
break;

case UpgradeClass.Brake:
if(applier.brakeLevel <

S
handler.UpgradeBrake();

PlayerPrefs.SetInt("Currency", playerCoins -
upgradePrice);
)

break;
case UpgradeClass.Siren:

if(applier.isSirenPurchased == false){
handler.UpgradeSiren();

PlayerPrefs.SetInt("Currency", playerCoins -
upgradePrice);
)
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break;

HR_ModificationWheel

using UnityEngine;
using UnityEngine.UT;
using System.Collections;

public class HR ModificationWheel : MonoBehaviour {

public int wheellndex;

public int wheelPrice {get {return
HR_Wheels.Instance.wheels[wheellndex].price; } }

public bool unlocked;

private Text priceLabel;

private Image pricelmage;

void Start () {

priceLabel =
GetComponentInChildren<Text>();

pricelmage =
priceLabel.GetComponentInParent<Image>();

unlocked =
HR_Wheels.Instance.wheels[wheellndex].unlocked;

}
public void OnClick () {

if('unlocked){
BuyWheel();

return;
}

HR ModHandler handler =
GameObject.FindObjectOfType<HR_ModHandler>();

handler.ChangeWheels(wheellndex);

)
void Update(){

string currentWheelString =
wheellndex. ToString();

if(wheelPrice <= 0 && !unlocked){

PlayerPrefs.SetInt(GameObject. FindObjectOf Type<RCC
_CarControllerV3>().transform.name + "OwnedWheel" +
currentWheelString, 1);

unlocked = true;

}

if(PlayerPrefs.HasKey(GameObject.FindObjectOfType<
RCC_CarControllerV3>().transform.name + "OwnedWheel" +
currentWheelString) ||
HR_Wheels.Instance.wheels[wheellndex].unlocked)
unlocked = true;
else



unlocked = false;
if('unlocked){
if(!pricelmage.gameObject.activeSelf)
pricelmage.gameObject.SetActive(true);
if(priceLabel.text !=
wheelPrice.ToString())
priceLabel.text =
wheelPrice.ToString();
yelse{
if(pricelmage.gameObject.activeSelf)

pricelmage.gameObject.SetActive(false);

if(priceLabel.text !=
"UNLOCKED")
priceLabel.text =
"UNLOCKED";
}
h
void BuyWheel() {

int playerCoins =
PlayerPrefs.GetInt("Currency");

string currentWheelString =
wheellndex.ToString();

if(playerCoins >= wheelPrice) {
HR_ModHandler handler =
GameObject.FindObjectOfType<HR ModHandler>();
handler.BuyProperty(wheelPrice,
GameObject.FindObjectOfType<RCC_CarControllerV3>().transfor
m.name + "OwnedWheel" + currentWheelString);

}

}
HR_PlayerCars

using UnityEngine;
using System.Collections;

[System.Serializable]
public class HR PlayerCars : ScriptableObject {

public static HR _PlayerCars instance;
public static HR_PlayerCars Instance

{

get
{
if(instance == null)
instance =
Resources.Load("HR _Assets/HR PlayerCars") as HR PlayerCars;
return instance;
}

}
[Space(10f)]

public GameObject bombedVehicleForBombMode;

[System.Serializable]
public class Cars {
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public GameObject playerCar;

public float maxSpeed;
public float maxHandling;
public float maxBraking;

public bool unlocked = false;
public int price = 25000;

H

public Cars[] cars;

HR_PlayerHandler

using UnityEngine;

using UnityEngine.UI,

using System.Collections;
using UnityEngine.Analytics;

[RequireComponent (typeof(Rigidbody))]
//[RequireComponent (typeof(RCC_CarControllerV3))]
[RequireComponent (typeof(HR _ModApplier))]

public class HR PlayerHandler : MonoBehaviour {

public static HR _PlayerHandler Instance;
private CarController carController;

private bool gameOver = false;
private bool gameStarted {get{return
HR GamePlayHandler.Instance.gameStarted; } }

public float score;

internal float timeLeft = 100f;
internal int combo;

internal int wrongWayScore;
internal int maxCombo;

internal float speed = 0f,speedOriginal=0f;
internal float distance = 0f;,
internal float highSpeedCurrent = 0f;
internal float highSpeedTotal = Of;
internal float opposideDirectionCurrent = 0f;
internal float opposideDirectionTotal = Of;
[HidelnInspector] public float level Time;
bool fist = true;
int temp = 0;
int Collide = 1000000000
private int minimumSpeedForGainScore
{
get
{
return
HR_HighwayRacerProperties.Instance. minimumSpeedForGainScor
e;
}

)
private int minimumSpeedForHighSpeed
{

get

{

return
HR_HighwayRacerProperties.Instance._minimumSpeedForHighSpe
ed;
}

}

private Vector3 previousPosition;



private string currentTrafficCarNameLeft;
private string currentTrafficCarNameRight;

public GameObject nearMissText;
public int nearMisses;

public static float comboTime;
internal bool bombTriggered = false;
internal float bombHealth = 100f;
public float timer WrongWay=0;

public bool Isonce;

void Awake () {

1
if(!GameObject.FindObjectOfType<RCC_UlDashboardD

isplay>()){
// enabled = false;
// return;
1

carController =
GetComponentInParent<CarController>();

nearMissText =

GameObject.FindGameObjectWithTag ("NearMiss");
nearMissText.SetActive(false);
Instance = this;

void Start()

{
speedRoutine=null;

previousPosition = transform.position;

Isonce = false;
wrongWayScore = 0;
combo = 0;
maxCombo = 0;

void ChangeLanes()
{

HR_TrafficCar[] cars =
FindObjectsOfType<HR_TrafficCar> ();
for (int i = 0; i < cars.Length; i++) {
if (!cars [i].changingLanes) {
cars [i].ChangeLanes ();
temp++;

}

}
if (temp >=15) {

fist = false;
}

Coroutine speedRoutine;
IEnumerator normalizeSpeed()
{
if (carController.currentSpeed < 100) {
speed = 50;
} else if (carController.currentSpeed > 100 &&
carController.currentSpeed <= 800) {
/ speed = Random.Range (80, 80);
//speed = 70;
} else if (carController.currentSpeed > 800 &&
carController.currentSpeed <= 1200) {
speed = 100;
} else if (carController.currentSpeed > 1200
&& carController.currentSpeed <= 1600) {
speed = 110;
} else if (carController.currentSpeed > 1600
&& carController.currentSpeed <= 2000) {
speed = 120;
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} else if (carController.currentSpeed > 2000
&& carController.currentSpeed <= 2400) {
speed = 130;
} else if (carController.currentSpeed > 2400
&& carController.currentSpeed <= 2800) {
speed = 140;
} else if (carController.currentSpeed > 2800
&& carController.currentSpeed <= 3200) {
speed = 150;
} else if (carController.currentSpeed > 3200
&& carController.currentSpeed <= 3600){
speed = 160;
}
else if (carController.currentSpeed > 3600 &&
carController.currentSpeed <= 4000){
speed = 170;

}
else if (carController.currentSpeed > 4000 &&
carController.currentSpeed <= 4400){
speed = 180;

else if (carController.currentSpeed > 4400 &&
carController.currentSpeed <= 4800) {
speed = 190;

}
else if (carController.currentSpeed > 5200 &&
carController.currentSpeed <= 5600){
speed = 200;

}
else if (carController.currentSpeed > 5600 &&
carController.currentSpeed <= 6000) {
speed = 210;

else{

}

yield return new WaitForSeconds (0.3f);
speedRoutine = null;

speed = 220;

)
void Update () {

if (gameOver || !gameStarted)
return;
if (CarController.canControl) {
if(speedRoutine==null)

// speed =carController.currentSpeed;
/!
speedRoutine=StartCoroutine(normalizeSpeed());

speedOriginal =
carController.currentSpeed;
// normalizeSpeed();
distance += Vector3.Distance
(previousPosition, transform.position) / 2200f;
previousPosition =
transform.position;
if (distance >= 6.8f && fist)
ChangeLanes ();
if (speedOriginal >= minimumSpeedForGainScore &&
LevelChallange. level < 13)//nos score ad in collect level therefore
tis _level condition apply

if (LevelChallange.instance)
if (LevelChallange.instance.isWrongWayLevel)

if (LevelChallange.instance.isWrongWay)
{
score += carController.currentSpeed *
(Time.deltaTime * .15f) * 1.5f;

}
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else
{
score += carController.currentSpeed *
(Time.deltaTime * .15f) * 1.5f;
}
b
else
{
score += carController.currentSpeed * (Time.deltaTime
* 15f) * 1.5f;

}
)
if (speedOriginal >= minimumSpeedForHighSpeed) {
highSpeedCurrent +=
Time.deltaTime;
highSpeedTotal +=
Time.deltaTime;
}else {
highSpeedCurrent = 0f;
}
if (/*speedOriginal >=

(minimumSpeedForHighSpeed / 2f) &&*/transform.position.x <= 0f
&& HR_GamePlayHandler.Instance.mode ==
HR_GamePlayHandler.Mode. TwoWay) {

if
(LevelChallange.instance) {

LevelChallange.instance.isWrongWay = true;

¥
timer WrongWay +=
Time.deltaTime;

opposideDirectionCurrent += Time.deltaTime;
opposideDirectionTotal
+= Time.deltaTime;

//timer_WrongWay =
opposideDirectionCurrent;

//print(timer WrongWay
+" timer ");

if (timer WrongWay >=

{

10 && !Isonce )

wrongWayScore ++;

//print(wrongWayScore +" Dinero ");
Isonce = true;

H

else if(Isonce)

{

Isonce =
false;

timer WrongWay = 0;

)

}else {

opposideDirectionCurrent = 0f;

if

(LevelChallange.instance) {
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LevelChallange.instance.isWrongWay = false;
}

Isonce = false;
//timer WrongWay = 0;
}

if
(HR_GamePlayHandler.Instance.mode ==
HR_GamePlayHandler.Mode.TimeAttack) {
timeLeft -=
Time.deltaTime;
if (timeLeft < 0) {
timeLeft = 0;
OnGameOver

(0f);
}
comboTime += Time.deltaTime;
if

(HR_GamePlayHandler.Instance.mode ==
HR_GamePlayHandler.Mode.Bomb) {

if (speedOriginal > 80f)
{
if
('bombTriggered)
bombTriggered = true;
else

bombHealth += Time.deltaTime * 5f;
} else if
(bombTriggered) {
bombHealth -

= Time.deltaTime * 10f;
1
s

bombHealth =
Mathf.Clamp (bombHealth, 0f, 100f);

if (bombHealth <= 0f) {
GameObject
explosion = (GameObject)Instantiate
(HR_HighwayRacerProperties.Instance.explosionEffect,
transform.position, transform.rotation);

explosion.transform.SetParent (null);

GetComponent<Rigidbody> ().isKinematic = true;
OnGameOver

(29);
}

if(comboTime >= 5)
combo = 0;

if (General.level Complete) {
OnGameOver (11);
}
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public void AnimateNearMiss()
{
nearMisses ++;
combo ++;
comboTime = 0;
if(maxCombo <= combo)
maxCombo = combo;



RCC_CreateAudioSource.NewAudioSource(gameObject,
HR_HighwayRacerProperties.Instance.nearMissAudioClip.name, 0f,
0f, 1f, HR_HighwayRacerProperties.Instance.nearMissAudioClip,
false, true, true);

nearMissText.SetActive(true);

nearMissText.GetComponentInChildren<Animator>().Pla

y(0);
if (LevelChallange.instance) {
if
(LevelChallange.instance.isWrongWayLevel) {

if
(LevelChallange.instance.isWrongWay) {
score += (100f * Mathf.Clamp(combo, 1f, 200f));
print(" WRONG WAY"+ score);
}
}else {
score += 100f *
Mathf.Clamp (combo, 1f, 200f);

b
}else {
score += 100f * Mathf.Clamp

(combo, 1f, 2001);

v

s

// print("near missobject name = "+ nearMissText);

nearMissText.transform.GetChild(0).GetComponent<Tex

t>().text = "Risk +"+ (100f * Mathf.Clamp(combo, 1f,

200f)).ToString("FO0");
if (combo == 50 && PlayerPrefs.GetInt("Achievement20")!=1)

{

General.Instance.callAchievement(20);
PlayerPrefs.SetInt(" Achievement20", 1);

if (combo == 100 && PlayerPrefs.GetInt("Achievement21") |=

1y

{
General.Instance.callAchievement(21);
PlayerPrefs.SetInt(" Achievement21", 1);

h

}
void CheckNearMiss(){
RaycastHit hit;

if(Physics.Raycast(carController.centreofmass.position, (-
transform.right), out hit, 2f,
HR_HighwayRacerProperties.Instance.trafficCarsLayer) &&
thit.collider.isTrigger) {
currentTrafficCarNameLeft =
hit.transform.name;
telse{

if(currentTrafficCarNameLeft !=
null && speedOriginal >
HR_HighwayRacerProperties.Instance. minimumSpeedForGainScor

ot

nearMisses ++;
combo ++;
comboTime = 0;
if(maxCombo <=
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combo)
maxCombo =
combo;

RCC_CreateAudioSource.NewAudioSource(gameObject,
HR HighwayRacerProperties.Instance.nearMissAudioClip.name, Of,
0f, 1f, HR _HighwayRacerProperties.Instance.nearMissAudioClip,
false, true, true);

nearMissText.SetActive(true);

nearMissText.GetComponentInChildren<Animator>().Pla

y(0);
if
(LevelChallange.instance) {
if
(LevelChallange.instance.isWrongWayLevel) {
if
(LevelChallange.instance.isWrongWay) {
score += 100f * Mathf.Clamp(combo, 1f, 201);
Debug.Log ("13");
}

}else {

score += 100f * Mathf.Clamp(combo, 1f, 20f);
Debug.Log ("12");
)

score += 100f

}else {

* Mathf.Clamp(combo, 1f, 20f); Debug.Log ("11");

nearMissText.GetComponentInChildren<Text>().text =
"Risk +" + (100f * Mathf.Clamp(combo , 1f, 20f)).ToString("FO0");

currentTrafficCarNameLeft = null;

telse{

currentTrafficCarNameLeft = null;

H

if(Physics.Raycast(carController.centreofmass.position,
(transform.right), out hit, 2f,
HR_HighwayRacerProperties.Instance.trafficCarsLayer) &&
thit.collider.isTrigger) {
currentTrafficCarNameRight =
hit.transform.name;
telse{

if(currentTrafficCarNameRight !=
null && speedOriginal >
HR_HighwayRacerProperties.Instance. minimumSpeedForGainScor

ot

nearMisses ++;
combo ++;
comboTime = 0;
if(maxCombo <=
combo)
maxCombo =
combo;



RCC_CreateAudioSource.NewAudioSource(gameObject,
HR_HighwayRacerProperties.Instance.nearMissAudioClip.name, 0f,
0f, 1f, HR_HighwayRacerProperties.Instance.nearMissAudioClip,
false, true, true);

nearMissText.SetActive(true);

nearMissText.GetComponentInChildren<Animator>().Pla

y(0);
if

(LevelChallange.instance) { .
(LevelChallange.instance.isWrongWayLevel) { " -
(LevelChallange.instance.isWrongWay) { !

score += 100f * Mathf.Clamp(combo / 1.5f, 1f, 20f);

}else { :
score += 100f * Mathf.Clamp(combo / 1.5f, 1f, 20f);
} e}ise {

score += 100f
* Mathf.Clamp(combo / 1.5f, 1f, 20f);

}

nearMissText.GetComponentInChildren<Text>().text =
"Risk +" + (100f * Mathf.Clamp(combo / 1.5f, 1f,
20f)).ToString("F0");

currentTrafficCarNameRight = null;

yelse{

currentTrafficCarNameRight = null;

i

if(Physics.Raycast(carController.centreofmass.position,
(transform.forward), out hit, 40f,
HR_HighwayRacerProperties.Instance.trafficCarsLayer) &&
thit.collider.isTrigger){ //change lane on horn

1

1
if(carController.highBeamHeadLightsOn)

1
hit.transform.SendMessage(" ChangeLines");

}
}
void Hit()
Collide = 0;

public void OnGameOver(float delayTime){
fist = false;
gameOver = true;
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HR_GamePlayHandler.Instance.StartCoroutine
("OnGameOver", delayTime);

HR_RoadPooling

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

//using VacuumShaders.CurvedWorld;

public class HR_RoadPooling : MonoBehaviour {

public GameObject[] CheckPoint;

public Camera mainCamera;
public GameObject wrongWayCollider;
internal Transform reference;
private bool animateNow = true;

[System.Serializable]
public class RoadObjects {

public GameObject roadObject;
}

public int road AmountInPool = 10;

private float[] roadLength;

[Header("Use This Layer On Road For Calculating Road
Length")] public LayerMask asphaltLayer;

[Header("Pooling Road Objects. Select Them While They
Are On Your Scene")] public RoadObjects[] roadObjects;

internal List<GameObject> roads = new
List<GameObject>();

public float roadWidth = 13.5f;

public bool automaticRoadLength = true;
public float manualRoadLength = 60f;
private int index = 0;

public GameObject roadLl;

public GameObject curvedController;
void Awake () {

reference = mainCamera.transform;
roadLength = new float[roadObjects.Length];

for (int i = 0; 1 < roadObjects.Length; i++) {

//roadLength[i] =
GetRoadLength(i);
if(automaticRoadLength)
roadLength[i] =
GetRoadLength(i);
else
roadLength[i] =
manualRoadLength;

v
s
Invoke("CreateRoads",0.2f);

void Start()
{
if (HR_GamePlayHandler.isCheckPoint) {
foreach (GameObject _checkpoint
in CheckPoint) {
// _checkpoint.SetActive
(true);
¥
}
else {
foreach (GameObject _checkpoint



in CheckPoint) {
//_checkpoint.SetActive
(false);

protected float GetRoadLength (int roadIndex){

GameObject roadReference =
(GameObject)GameObject.Instantiate(roadObjects[roadIndex].roadO
bject, Vector3.zero, Quaternion.identity);

Bounds combinedBounds =
roadReference.GetComponentInChildren<Renderer>().bounds;

Renderer[] renderers =
roadReference.GetComponentsInChildren<Renderer>();

foreach (Renderer render in renderers) {
if (render !=
roadReference.GetComponent<Renderer>() && 1 <<
render.gameObject.layer == asphaltLayer)

combinedBounds.Encapsulate(render.bounds);

}

Destroy(roadReference);
return combinedBounds.size.z;

}
void CreateRoads () {

GameObject allRoads = new GameObject("All
Roads");

allRoads.transform.position = Vector3.zero;

allRoads.transform.rotation =
Quaternion.identity;

for (int i = 0; i < roadAmountInPool; i++) {

for (intk=0;k <
roadObjects.Length; k++) {

GameObject go =
(GameObject)GameObject.Instantiate(roadObjects[k].roadObject,
roadObjects[k].roadObject.transform.position,
roadObjects[k].roadObject.transform.rotation);

go.isStatic = false;

roads.Add(go);

HR_SetLightmapsManually.Instance.AlignLightmaps(roa
dObjects[k].roadObject, go);

go.transform.SetParent(allRoads.transform);

}
}
for (int i = 0; i < roads.Count; i++) {
if(i I=0)
roads[i].transform.position = new Vector3(0f, 0, roads[i -
1].transform.position.z + roadLength[(index <= 0) ?
roadObjects.Length - 1 : index - 1]);

index ++;

if(index >= roadObjects.Length)
index = 0;
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}

for (int j = 0; j < roadObjects.Length; j++) {

if(roadObjects[j].roadObject.activeSelf)

roadObjects[j].roadObject.SetActive(false);

}
index = 0;
)
void Update(){
if(animateNow)
} AnimateRoads();

void AnimateRoads () {
for (int i = 0; i < roads.Count; i++) {

if(reference.transform.position.z >
(roads[i].transform.position.z + (roadLength[index] * 21))){

roads[i].transform.position = new Vector3(0f, 0,
(roads[i].transform.position.z + (roadLength[index] * roads.Count)));

index ++;

if(index >= roadObjects.Length)
index = 0;

}

int currentRoad,i;

public static bool isChangeCurveRoad;
Transform referenceNext;

void assignRows()

isChangeCurveRoad = false;
/!
curvedController.GetComponent<CurvedWorld_Controll
er> ().pivotPoint = roads [currentRoad].transform;
if (currentRoad < roadAmountInPool - 1) {
currentRoad-++;
} else if (currentRoad == road AmountInPool-1

)

currentRoad = 0;

H

void OnDrawGizmos(){

Gizmos.color = new Color(0f, 1f, 0f, .75f);

if(roadLl)

Gizmos.DrawCube(new
Vector3(roadLl.transform.position.x,0f,0f), new Vector3(roadWidth
* 31, 1f, 101));

else

Gizmos.DrawCube(Vector3.zero,
new Vector3(roadWidth * 3f, 1f, 10f));

H



HR_Scoreboard

using UnityEngine;

using UnityEngine.UI;

using System.Collections;

using UnityEngine.Advertisements;

public class HR Scoreboard : MonoBehaviour {

public GameObject doubleMoneyButton;
public GameObject doubleScoreLabel;

[Header("UI Texts On Scoreboard")]
public Text totalScore;
public Text subTotalMoney;
public Text totalMoney;
//public static bool endSound = true;
public Text totalDistance;
public Text totalNearMiss;
public Text totalOverspeed;
public Text totalOppositeDirection;
public Text totalPuzzle;
public Text totalDistanceMoney;
public Text totalNearMissMoney;
public Text totalOverspeedMoney;
public Text totalOppositeDirectionMoney;
public Text totalPuzzleMoney;
public Text comboCount;
public Text TotalCombo;
public Text
TotalOppositeDineros, TotalOppositeCountDinero, TotalDineros;

public int totalDineroScore;

bool heyzaponce;
bool hello;
int puzzleReward;
int scoretemp;
int tempGold;
public static AudioSource DingSound;
public bool isVideoWatched = false;
public GameObject AdButton;
public void Start()
{
puzzleReward = 100;
//endSound = true;
DingSound =
GameObject.FindGameObjectWithTag
("Menu").GetComponent<AudioSource>();

}
public void Update()
{
if (PlayerPrefs.GetInt ("SHARE") == 1) {
totalMoney.text = (tempGold +
tempGold).ToString ();

PlayerPrefs.SetInt
("Currency",PlayerPrefs.GetInt("Currency") + tempGold +
tempGold);

tempGold += tempGold;

PlayerPrefs.SetInt ("SHARE", 0);

)
if (isVideoWatched == true)

{
isVideoWatched = false;

totalMoney.text = (Mathf.Floor(tempGold +
tempGold)).ToString ();
PlayerPrefs.SetInt
("Currency",PlayerPrefs.GetInt("Currency") + tempGold );
tempGold += tempGold;
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}
)
public int totalDistanceMoneyMP
{

get

{

return
HR_ HighwayRacerProperties.Instance. _totalDistanceMoneyMP;

public int totalNearMissMoneyMP {
get
{

return
HR_HighwayRacerProperties.Instance._totalNearMissMoneyMP;
}

public int totalOverspeedMoneyMP {
get
{

return
HR HighwayRacerProperties.Instance. totalOverspeedMoneyMP;
1
5

public int totalOppositeDirectionMP {

get
{
return
HR_HighwayRacerProperties.Instance._totalOppositeDirectionMP;
}

int puzzleCharacters;
public void DisplayResults(){

DingSound.Play ();
HR_PlayerHandler playerHandler =
GameObject.FindObjectOfType<HR_PlayerHandler>();
if (playerHandler != null)

totalScore.text =
Mathf.Floor(playerHandler.score). ToString("FO0");
totalDistance.text = (playerHandler.distance). ToString("F2");
totalNearMiss.text =
(playerHandler.nearMisses). ToString("F0");
totalOverspeed.text =
(playerHandler.highSpeedTotal). ToString("F1");
totalOppositeDirection.text =
(playerHandler.opposideDirectionTotal). ToString("F1");

if (LevelChallange.instance) {
if (LevelChallange.DailyEvent > 0)
puzzleCharacters =
LevelChallange.instance.totalPuzzleCharacters;// meChange
}else {
puzzleCharacters = 0;

}

totalPuzzle.text = puzzleCharacters.ToString

(05
totalDistanceMoney.text = Mathf.Floor(playerHandler.distance
* totalDistanceMoneyMP).ToString("F0");
totalNearMissMoney.text =
Mathf.Floor(playerHandler.nearMisses *
totalNearMissMoneyMP).ToString("F0");
totalOverspeedMoney.text =
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP).ToString("F0");
totalOppositeDirectionMoney.text =
Mathf.Floor(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP).ToString("F0");
if (LevelChallange.instance) {



totalPuzzleMoney.text = (puzzleCharacters *
puzzleReward).ToString ();
}

else {
totalPuzzleMoney.text =
totalPuzzle.text = puzzleCharacters. ToString ();

H

tempGold = Mathf.FloorTolInt((Mathf.Floor
(playerHandler.distance * totalDistanceMoneyMP) +
(playerHandler.nearMisses * totalNearMissMoneyMP) +
Mathf.Floor (playerHandler.highSpeedTotal *
totalOverspeedMoneyMP) + Mathf.Floor
(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP))+(puzzleCharacters*puzzleReward));

totalMoney.text =
(Mathf.Floor(playerHandler.distance * totalDistanceMoneyMP) +
(playerHandler.nearMisses * totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP) +
Mathf.Floor(playerHandler.opposideDirectionTotal *
totalOppositeDirectionMP)+(puzzleCharacters*puzzleReward)). ToSt
ring("F0");

PlayerPrefs.SetInt("Currency",
PlayerPrefs.GetInt("Currency", 0) +
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)+(puzzleCharacters*puzzleReward)));

scoretemp =
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)+(puzzleCharacters*puzzleReward));

comboCount.text =
HR_PlayerHandler.Instance.maxCombo.ToString("F0");

TotalCombo.text =
HR_PlayerHandler.Instance.maxCombo.ToString("F0");

TotalOppositeDineros.text =
HR_PlayerHandler.Instance.wrongWayScore.ToString("F0");

TotalOppositeCountDinero.text =
HR_PlayerHandler.Instance.wrongWayScore. ToString("F0");

totalDineroScore =
HR_PlayerHandler.Instance.maxCombo +
HR_PlayerHandler.Instance.wrongWayScore;

TotalDineros.text =
totalDineroScore. ToString("F0");

PlayerPrefs.SetInt("combo",PlayerPrefs.GetInt("combo")
+totalDineroScore);
/ comboCount.text =
PlayerPrefs.GetInt("combo").ToString("F0");

if (PlayerPrefs.GetInt ("DOUBLESCORE") ==

DA

PlayerPrefs.SetInt("Currency",
PlayerPrefs.GetInt("Currency", 0) +
Mathf.FloorTolnt(Mathf.Floor(playerHandler.distance *
totalDistanceMoneyMP) + (playerHandler.nearMisses *
totalNearMissMoneyMP) +
Mathf.Floor(playerHandler.highSpeedTotal *
totalOverspeedMoneyMP)));

doubleMoneyButton.SetActive
(false);
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PlayerPrefs.SetInt ("TEMPSCORE",
scoretemp);

gameObject.BroadcastMessage("Animate");
gameObject.BroadcastMessage("GetNumber");
playerHandler.gameObject.SetActive (false);
)
public void ViewVideoAd()
/I#if !UNIT{Y_EDITOR

//'ShowOptions options = new ShowOptions();
/I options.resultCallback = HandleShowResult;

//if (Advertisement.IsReady("rewardedVideo"))
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/I Advertisement.Show("rewardedVideo", options);
I}

/ private void HandleShowResult(ShowResult result)

/! switch (result)

/l {

// case ShowResult.Finished:
/! isVideoWatched = true;
/l

AdButton.GetComponent<Button>().interactable=false;
/! break;

/ case ShowResult.Skipped:
// isVideoWatched = true;
1

AdButton.GetComponent<Button>().interactable=false;
// break;

/! case ShowResult.Failed:
// break;

// }

////#endif

/I

public void ShowAD(string zone =
"rewardedVideoZone")

//ShowOptions options = new ShowOptions();
//options.resultCallback = AdCallbackhanler;
//Advertisement.Show (zone, options);

}
void endAudio()
{
DingSound.Stop ();
}

HR_TrafficCar

using UnityEngine;
using System.Collections;
//using VacuumShaders.CurvedWorld;

[RequireComponent(typeof(Rigidbody))]
public class HR_TrafficCar : MonoBehaviour



private Rigidbody rigid;

public bool changingLanes = false;
public bool immobilized = false;
public BoxCollider bodyCollider;
internal BoxCollider triggerCollider;

public ChangingLines changingLines;
public enum ChangingLines { Straight, Right, Left }
internal int currentLine = 0;

public float maximumSpeed = 10f;

private float _maximumSpeed = 10f;

private float desiredSpeed;

public float distance = 0f;

private Quaternion steeringAngle = Quaternion.identity;

public Transform[] wheelModels;
private float wheelRotation = 0f;

[Header("Just Lights. All of them will work on "NOT Important"
Render Mode.")]

public LensFlare[] headLights;

public Light[] brakeLights;

public LensFlare[] signalLights;

private bool headlightsOn = false;

private bool brakingOn = false;

private SignalsOn signalsOn;

private enum SignalsOn { Off, Right, Left, All }
private float signal Timer = 0f;

private float spawnProtection = 0f;

public bool allowNearMiss = true;

public bool isAnimating;

[Space(10)]

public AudioClip engineSound;
private AudioSource engineSoundSource;

void Awake()
{

rigid = GetComponent<Rigidbody>();
rigid.drag = 1f;

rigid.angularDrag = 4f;
rigid.maxAngularVelocity = 2.5f;

Light[] allLights = GetComponentsInChildren<Light>();

foreach (Light | in allLights)

{
L.renderMode = LightRenderMode.ForceVertex;
l.cullingMask = 0;

}

distance = 50f;
if (!bodyCollider)

//Debug.LogWarning (transform.name + "is missing collider
in HR TrafficCar script. Select your vehicle collider. Assigning
collider automatically now, but it may select wrong collider...");

bodyCollider = GetComponentInChildren<BoxCollider>();

}

GameObject triggerColliderGO = new
GameObject("TriggerVolume");

triggerColliderGO.transform.position =
bodyCollider.bounds.center;

triggerColliderGO.transform.rotation =
bodyCollider.transform.rotation;
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triggerColliderGO.transform.SetParent(transform, true);

triggerColliderGO.transform.localScale =
bodyCollider.transform.localScale;

triggerColliderGO.AddComponent<BoxCollider>();

triggerColliderGO.GetComponent<BoxCollider>().isTrigger =
true;

triggerColliderGO.GetComponent<BoxCollider>().size =
bodyCollider.size;

triggerColliderGO.GetComponent<BoxCollider>().center =
bodyCollider.center;

triggerCollider =
triggerColliderGO.GetComponent<BoxCollider>();
triggerCollider.size = new Vector3(bodyCollider.size.x * 1.5f,
bodyCollider.size.y, bodyCollider.size.z + (bodyCollider.size.z *
30);
triggerCollider.center = new Vector3(bodyCollider.center.x, Of,
bodyCollider.center.z + (triggerCollider.size.z / 2f) -
(bodyCollider.size.z / 2f));
if (HR_GamePlayHandler.Instance.dayOrNight ==
HR_GamePlayHandler.DayOrNight.Night ||
HR_GamePlayHandler.Instance.dayOrNight ==
HR_GamePlayHandler.DayOrNight.Rainy)
headlightsOn = true;
else
headlightsOn = false;

engineSoundSource =
RCC_CreateAudioSource.NewAudioSource(gameObject, "Engine
Sound", 2f, 51, 1f, engineSound, true, true, false);
engineSoundSource.transform.localPosition = new
Vector3(engineSoundSource.transform.localPosition.x,
GameObject.FindObjectOfType<SmoothFollow>().topHeight, -
GameObject.FindObjectOfType<SmoothFollow>().topDistance);
engineSoundSource.pitch = 1.5f;

rigid.constraints = RigidbodyConstraints.FreezeRotationX |
RigidbodyConstraints.FreezeRotationZ |
RigidbodyConstraints.FreezePositionY’;

_maximumSpeed = maximumSpeed;

Transform([] allTransforms =
GetComponentsInChildren<Transform>();

//foreach (Transform t in allTransforms) {

/ t.gameObject.layer = (int)Mathf.Log
(HR_HighwayRacerProperties.Instance.trafficCarsLayer.value, 2);

I}

// triggerCollider.gameObject.layer =
LayerMask.NameToLayer("TrafficCarVolume");

triggerCollider.gameObject.layer =
LayerMask.NameToLayer("TransparentFX");

void Start()

{
/ for (int i = 0; 1 < headLights.Length; i++) {
/l
/I headLights [i].renderMode =
LightRenderMode.ForceVertex;
//
1 }

for (int i = 0; i < brakeLights.Length; i++)
{

brakeLights[i].renderMode = LightRenderMode.ForceVertex;



/l for (int i = 0; i < signalLights.Length; i++) {
/! signalLights[i].renderMode =
LightRenderMode.ForceVertex;
/ }
}
void Update()

if (CarController.canControl)

{

spawnProtection += Time.deltaTime;

Lights();
Wheels();
if (General.levelComplete || General.gameOver)
{
engineSoundSource.volume = 0f;
}
}
void Lights()
{

signalTimer += Time.deltaTime;

for (int i = 0; 1 < signalLights.Length; i++)
{

if (signalsOn == SignalsOn.Off)

signalLights[i].brightness = 0f;

if (signalsOn == SignalsOn.Left)
{
if (signal Timer >= .5%)
if (signalLights[i].transform.localPosition.x < 0f)
signalLights[i].brightness = 0f;
}
}
else

if (signalLights[i].transform.localPosition.x < 0f)

signalLights[i].brightness = 0.5f; //1f
¥

if (signal Timer >= 1f)
signalTimer = 0f;
)
if (signalsOn == SignalsOn.Right)
if (signal Timer >= .5f)
if (signalLights[i].transform.localPosition.x > 0f)
signalLights[i].brightness = 0f;
)
}
else

if (signalLights[i].transform.localPosition.x > 0f)

signalLights[i].brightness = 0.5f; //1f

}
}
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if (signalTimer >= 1f)
signalTimer = 0f;

}
if (signalsOn == SignalsOn.All)

if (signalTimer >= .5f)
{

signalLights[i].brightness = 0f;
}

else

{
signalLights[i].brightness = 0.5f; //1f

if (signalTimer >= 1f)
signalTimer = 0f;

H

for (int i = 0; i < headLights.Length; i++)
{

if ('headlightsOn)
headLights[i].brightness =
Mathf.Lerp(headLights[i].brightness, Of, Time.deltaTime * 101);
else
headLights[i].brightness =
Mathf.Lerp(headLights[i].brightness, 0.5f, Time.deltaTime * 10f);

)
for (int i = 0; i < brakeLights.Length; i++)
{

if (brakingOn)

brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, 1f, Time.deltaTime * 10f);
}

else

if (headlightsOn)
brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, Of, Time.deltaTime * 10f);
else
brakeLights[i].intensity =
Mathf.Lerp(brakeLights[i].intensity, .3f, Time.deltaTime * 10f);

)

}

void Wheels()

{
for (int i = 0; i < wheelModels.Length; i++)
{

wheelRotation += desiredSpeed * 20 * Time.deltaTime;
wheelModels[i].transform.localRotation =
Quaternion.Euler(wheelRotation, 0f, 0f);

H
}

void FixedUpdate()
{

if (CarController.canControl)



{

if (!{immobilized)
desiredSpeed = Mathf.Clamp(maximumSpeed -
Mathf.Lerp(maximumSpeed, 0f, (distance - 10f) / 50f), Of,
maximumSpeed);

else

desiredSpeed = Mathf.Lerp(desiredSpeed, Of,
Time.fixedDeltaTime);

)

if (distance < 50)
brakingOn = true;

else

brakingOn = false;
distance = Mathf.Lerp(distance, 50, 0.2f);

if (!immobilized && HR GamePlayHandler.Instance.mode
!=HR_GamePlayHandler.Mode. TwoWay)

transform.rotation = Quaternion.Lerp(transform.rotation,
steeringAngle, Time.fixedDeltaTime * 3f);

rigid.velocity = Vector3.Lerp(rigid.velocity,
transform.forward * desiredSpeed, Time.fixedDeltaTime * 3f);

rigid.angularVelocity = Vector3.Lerp(rigid.angularVelocity,
Vector3.zero, Time.fixedDeltaTime * 10f);

if (!immobilized && HR GamePlayHandler.Instance.mode
!=HR_GamePlayHandler.Mode.TwoWay)

{

switch (changingLines)
{
case ChangingLines.Straight:
steeringAngle = Quaternion.identity;
transform.position = new
Vector3(Mathf.Lerp(transform.position.x,
HR_TrafficPooling.Instance.lines[currentLine].position.x, 0.1f),
transform.position.y, transform.position.z);
rigid.velocity = Vector3.Lerp(rigid.velocity,
transform.forward * maximumSpeed, Time.fixedDeltaTime * 3f);
break;

case ChangingLines.Left:

if (currentLine == 0)

{
changingLines = ChangingLines.Straight;
break;

if (transform.position.x <=
HR_TrafficPooling.Instance.lines[currentLine - 1].position.x + .6f)
{
currentLine--;
signalsOn = SignalsOn.Off;
changingLines = ChangingLines.Straight;
steeringAngle = Quaternion.identity;
//SetSpeed();
}
else
{
steeringAngle = Quaternion.identity *
Quaternion.Euler(0f, -5f, 0f);
signalsOn = SignalsOn.Left;

}
break;

case ChangingLines.Right:

if (currentLine ==
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(HR_TrafficPooling.Instance.lines.Length - 1))

changingLines = ChangingLines.Straight;
break;
}

if (transform.position.x >=
HR_TrafficPooling.Instance.lines[currentLine + 1].position.x - .5f)
{
currentLine++;
signalsOn = SignalsOn.Off;
changingLines = ChangingLines.Straight;
steeringAngle = Quaternion.identity;
//SetSpeed();
}
else
{
steeringAngle = Quaternion.identity *
Quaternion.Euler(0f, 5f, 0f);
signalsOn = SignalsOn.Right;

}
break;

1
I
void OnTriggerStay(Collider col)
{

if (1 << col.gameObject.layer) !=
HR_HighwayRacerProperties.Instance.trafficCarsLayer.value ||
col.isTrigger)
return;

distance = Vector3.Distance(transform.position,
col.transform.position);

}

void OnTriggerExit(Collider col)
{

if ((1 << col.gameObject.layer) !=
HR_HighwayRacerProperties.Instance.trafficCarsLayer.value)
return;

}
void OnCollisionEnter(Collision col)

if (immobilized || spawnProtection < .5f || col.collider.tag !=
"Player")
return;

immobilized = true;

signalsOn = SignalsOn.All;

InvokeRepeating("immobiliz", 1f, 5f);
}

void immobiliz()

immobilized = false;

}

public void OnReAligned()
{
//SetSpeed();
immobilized = false;
spawnProtection = 0f;
rigid.velocity = transform.forward * maximumSpeed,;



rigid.angularVelocity = Vector3.zero;
signalsOn = SignalsOn.OfT;
changinglLines = ChangingLines.Straight;
distance = 50f;

}

void SpeedUp()
{

distance = 50f;
}

public void ChangeLines()
{

if (changingLines == ChangingLines.Left || changingLines ==
ChangingLines.Right)
return;
int randomNumber = Random.Range(0, 2);
changingLines = randomNumber == 0 ? ChangingLines.Left :
ChangingLines.Right;
}
void SetSpeed()

if (MenuScript.selectedCar == 0 && MenuScript.selectedCar
<=2)

{
if (currentLine == 0 || currentLine == 2)
{
maximumSpeed = 40;
// Debug.Log ("fast lane");
)
else
{
maximumSpeed = 30f;
/ Debug.Log ("slow
lane");
)

if (MenuScript.selectedCar >= 3 && MenuScript.selectedCar
<= 5)
{

if (currentLine == 0 || currentLine == 2)

f
I8

maximumSpeed = 45;
/I Debug.Log("fast lane");
}
else

maximumSpeed = 35f;
//Debug.Log("slow lane");

}
if (MenuScript.selectedCar >= 6)

if (currentLine == 0 || currentLine == 2)

maximumSpeed = 50;

// Debug.Log("fast lane");
}
else
{
maximumSpeed = 40f;
/ Debug.Log("slow lane");
}

//else if (transform.position.x < -1.7f && transform.position.x >
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// maximumSpeed = 37.5f;

/ Debug.Log ("2th lane slow");

1/ }else {

/I maximumSpeed = 51;

/ Debug.Log ("1st lane fast");
)

_maximumSpeed = maximumSpeed;
//maximumSpeed = Random.Range(_maximumSpeed,
_maximumSpeed * 1.5f);

}
public void ChangeLanes()

{

changingLanes = true;
InvokeRepeating("ChangeLines", 10, 25);
!
s

-

HR_ Wheels

using UnityEngine;
using System.Collections;

[System.Serializable]
public class HR_Wheels : ScriptableObject {

public static HR Wheels instance;
public static HR_Wheels Instance
{
get
{
if(instance == null)
instance =
Resources.Load("HR Assets/HR Wheels") as HR. Wheels;
return instance;
}

H

[System.Serializable]
public class Wheels {

public GameObject wheel;
public bool unlocked;
public int price;

H

public Wheels[] wheels;
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