- All of the scripts are down below. scestats script

pullOverCanvas;
infoPanel;
CURRENTSTOPPEDCAR;
InfoCanvas;
SpawnCanvas;
boost;
increaseSpeed =60000;
timeforBoost = 0.2f;
CE@SEs
RotationSpeed = 50f;
raycastObject;

mainCamera;

InfoCanvas.

pullOverCanvas.

raycastObject.
hit,




CURRENTSTOPPEDCAR = hit.

newPosition.

= newPosition;

= increaseSpeed;

- newPosition.z;

"EndBoost", 0);

infoPanel.

infoPanel.

infoPanel.

pullOverCanvas.

InfoCanvas.

pullOverCanvas.

CURRENTSTOPPEDCAR.

carMoveComponent

pullOverCanvas.
InfoCanvas.

carMoveComponent.




raycastObject. . 0, -RotationSpeed,

raycastObject. . 0, RotationSpeed,

infoPanel Script

canStart = g
currentHandcuffs;
handcuffs;
firstStage;
currentPlayer;
players;
pullOverCanvas;
seeStats;
test;
Firstnames;
Lastnames;
CharacterImages;
BadGoodThings;
NameText;

CharacterImage;




BadGoodThing;
BadGoodThing2;

NameText. . 0, Firstnames.
0, Lastnames. g

NameText. g

CharacterImage.

0,CharacterImages.

BadGoodThing.
BadGoodThings. 5
BadGoodThing2.
BadGoodThings. g

seeStats.
firstStage.

test.




canStart =

canStart

canStart =
pullOverCanvas.
seeStats.
firstStage.

pullOverCanvas.

canStart =

canStart

canStart =
pullOverCanvas.
firstStage.
currentPlayer =

4

"HumanSpawn"

"HumanSpawn"




canStart =

canStart ==

canStart =

pullOverCanvas. . "moneyl"

pullOverCanvas.

’

"FineEnd", 1.2f);

currentPlayer

pullOverCanvas.

pullOverCanvas.

canStart =

canStart

canStart




pullOverCanvas.
currentHandcuffs
,currentPlayer.
Holder"
Holder"

handcuffs
"Handcuff
,currentPlayer.

Iz

currentHandcuffs, 1f);

currentPlayer, 1f);

seeStats.

pullOverCanvas.

"EndArrest", 1f);

StartScreen Script

"Handcuff




canvas =

canvas.

Interact Script

Dialouge;

text;

"Dialouge"

0
Uy,

Test Script

Dialouge.

"Text"




isspawning = 5
spawnersInRadius;
SpawnerRadiusActivate;
gizmoColor = 1£, 0f, Of,
radius = 3;
spawn;
movespeed;

rb;

0, 0, —-movespeed *

= movement;

spawn. . .X, Sspawn.

other. . "Teleport"

= TeleportLocation;

gizmoColor;

SpawnerRadiusActivate.

spawnersInRadius) ;




SpawnerRadiusActivate.

colliders
collider. . "Spawners"
! spawnersInRadius. collider.

spawnersInRadius. collider.

spawnersToRemove. collider.

spawnersToRemove

spawnersInRadius. spawnerToRemove) ;

spawnersInRadius

isspawning && spawnersInRadius.

spawnersInRadius) ;

= 0; 1 < shuffledSpawners.

randomIndex

randomIndex

isspawning = g

"startSpawning", 16f);
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isspawning

CarSpawner Script

using System.Collections;

carInstance;
carToSpawn;

CarsThatICanSpawn;

carToSpawn =

carToSpawn

carInstance =

carToSpawn == 1

carInstance =

carToSpawn == 2

carInstance =

carToSpawn == 3

carInstance =




carToSpawn == 4

carInstance =

CarMove Script

spawn;
movespeed;

iEl9) 2

0, 0O,

movement;

-movespeed *




