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‘Unity Asset’ Exploration
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RP PS4Controller
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‘Unity Asset’ Exploration
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Car Implementation
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Car Implementation
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mplementation of Car Control

. AMN=9O 4+

=9 22 Soll 2T 42 285t

= XSA2| fX[Z translation
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turnlnput = knob., value;
turnéngle = Mathf Lerp(-1.0f,1.0f, turnlnput) * turnSpeed = Tine.deltaTine;

turndngle = Mathf.Clamp(turndngle, -90.0f, 90.0f);

transform.Rotate(Yector3. up, turndnglel;

< Unity Script >




Implementation of Car Control
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Implementation of Car Control
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currentSpeed += acceleration = Time.deltaTine = (lever.value © 0 ¢ 1);

current speed —= sidebrak e * [leverZ.value 2 0 ¢ 1) = Tine. deltaTl

r3. forward * currentSpeed = Tine.deltaTime);

« Time. deltaTine;

3. U, rotat iondmount )

< XF= X9 Unity Script >




Implementation of Car Control
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Implementation of Car Control
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al &% brakeScriptZ.val)

di oSource. cl ip = brakeSound:

currentSpeed -

< Brake®| Unity Script>

= brakeForce = Tine. deltaTime;




Implementation of Car Control
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Implementation of Manual Scene
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Implementation of Main Menu Scene
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Implementation of ‘Back to Main Menu UI’

« Zt scene W M2 O O|= Ul
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# Scene o® Game > Animator

Game v Display1 ~ Free Aspect v Scale 2x Play Focused v ¥ " B8 Stats Gizmos ¥

Press 'B(Right)’ to exit

< Back to Main >
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SUA(Sudden Unintended Acceleration) Experience Scene
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Manual Scene

< Manual Scene >



SUA(Sudden Unintended Acceleration) COping Pl‘aCtiCG Scene
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Improvements
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