RACE
A community favorite, Race returns in H5 via Minigame scripting. Players race through the map scoring points at each gate.
· Laps & Score: Gates are worth points. Laps are calculated by adding points/gates. 
· Win: The first player to reach the Game Mode setting’s “Score to Win” value wins the match. For example, Alpine Rally map with Rally Hog/Alpine Rally Race game mode is set for 2 Laps / 40 points.
· Vehicle Destroyed: In Alpine Rally, destroyed vehicles are respawned near the player’s most recent Gate/Checkpoint.
· Exit Vehicle: In Alpine Rally, players that exit a vehicle are destroyed and will respawn in a vehicle near their most recent Gate/Checkpoint.
 
REVISIONS
	VERSION
	NOTES

	1.0
	First version of the doc
· Supports FFA racing
· Builders can use have different objects for where it puts the Nav Marker for a Gate vs. the object that controls the Gate logic
· When the Leader crosses a gate it will objectify them for a little bit for other players
· There is a “countdown” to start the sequence that can be tied to scripting events  


MODE SETTINGS
· n/a
REFERENCES
In the designs rather than refer to specific channels, labels, etc. we found it easier to sometimes reference them by a more descriptive name. Additionally, having this matrix let us work out what each channel was to prevent them from getting used differently in multiple places and creating conflict.
[bookmark: _GoBack]KEY
· Hardcoded value – Script must be updated in some instances for this behavior to work correctly
CHANNELS
These are the channels referenced in the rest of the document. Generally, we try to use the same first letter for the {REFERENCE NAME} as the Channel so it generally isn’t too hard to reference what it is when setting up scripts below.
	
	MESSAGE
	POWER
	NUMBER: GLOBAL
	NUMBER: TEAM
	NUMBER: PLAYER
	LABEL
	TRAIT

	Alpha
	
	
	
	
	
	
	

	Bravo
	
	
	
	
	
	
	

	Charlie
	
	
	
	
	{CURRENT GATE}
	
	

	Delta
	
	
	{DIRECTION}
	
	{DESIRED GATE}
	
	

	Echo
	
	
	
	
	
	
	

	Foxtrot
	
	
	{FIRST GATE}
	
	
	
	

	Golf
	
	{GAME}
	{GO SEQUENCE}
	
	
	
	

	Hotel
	
	
	
	
	
	
	

	India
	{INIT}
	
	
	
	
	
	

	Juliet
	
	
	
	
	
	
	

	Kilo
	
	
	
	
	
	
	

	Lima
	
	
	{LAST GATE}
	
	
	{LEADER}
	

	Mike
	
	
	
	
	
	{MESSAGE}
	

	November
	
	
	
	
	{NEXT GATE}
	
	

	Oscar
	
	
	
	
	
	
	

	Papa
	
	
	{PLAYER GATE VAL}
	
	
	{PLAYER}
	

	Quebec
	
	
	
	
	
	
	

	Romeo
	
	
	
	
	
	
	

	Sierra
	
	
	{START GATE}
	
	{SCORE}
	
	

	Tango
	
	
	
	
	{TRAVELED}
	
	

	Uniform
	
	
	{ULTIMATE TRAVELED}
	
	
	
	

	Victor
	
	
	
	
	
	
	

	Whiskey
	
	
	{WIN SCORE}
	
	
	
	

	Xray
	
	
	
	
	
	
	

	Yankee
	
	
	
	
	
	
	

	Zulu
	
	
	
	
	
	
	


COLORS
Reference colors setup for easy global tuning.
	
	REFERENCE
	COLOR
	USE

	{PRIMARY}
	Objective: Primary
	White
	

	{TEXT}
	Objective: Secondary
	Neon Yellow
	



OBJECTS/GAME SCRIPTS
[image: ]Located near the start/finish of the Alpine Rally and Jungle Rush maps are the core objects that provide the majority of the logic for Race.
These 9 Script Brains include logic for:
· Game Manager
· Mode Manager
· First Gate Manager
· Last Gate Manager
· Direction Manager
· Go Manager
· Player Manager
· Player Gate Nav Manager
· Player Leader Nav Manager




Additionally, each Gate/Checkpoint includes one Script Brain object with Gate Manager logic.
[image: ]
Script Brain objects located to the left and right of each Gate Manager brain indicate where Gate Nav Markers appear.
[bookmark: _GAME_MANAGER]

GAME MANAGER
Manages general game events. This is general and reusable between game modes.
	

		OBJECT TYPE

	Script Brain [colorable] – 1x

	· Handles generic Match and Round Start events
· Sends the {HEARTBEAT} message



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	COLORS
	

	PRIMARY
	White

	SECONDARY
	White



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	MATCH
	ROUND
	GAME: OFF
	GAME: ON

	Match is starting; initialize
· Turn {GAME} Off
· Send {INIT} Message to tell other scripts to initialize
	Starts the game mode
· Turn {GAME} On
	Init/{GAME} Off; General
· Clear all Nav Markers
· Clear all Player Traits
· Reset Screen FX
	{GAME} has been turned On
· Spawn to enable scripting

	CONDITION
	
	
	

	MATCH: START
	ROUND: START
	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On

	ACTION 1
	
	
	

	POWER: SET
· Channel: {GAME}
· State: Off
	POWER: SET
· Channel: {GAME}
· State: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· [NOTHING]
	POWER: SET
· Force: On

	ACTION 2
	
	
	

	MESSAGE: SEND
· {INIT}
	<none>
	TRAITS: CLEAR
· PLAYERS
· Players [add]
	<none>

	ACTION 3
	
	
	

	<none>
	<none>
	SCREEN EFFECTS: SET
· PLAYERS
· Players [add]
· Filter: Default
· FX: Default
	<none>

	ACTION 4
	
	
	

	<none>
	<none>
	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	<none>

	OPTIONS
	
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On

	

	SCRIPT 5

	HEARTBEAT: SEND

	Send heartbeat message to trigger synchronized events across the other script
· Send {HEARTBEAT} Message

	CONDITION

	TIMER
· Initial: 0
· Repeat: 0.1

	ACTION 1

	MESSAGE: RECEIVED
· {HEARTBEAT}

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off



[bookmark: _MODE_MANAGER]MODE MANAGER
Manages mode specific settings, etc. specific to the game mode.
	

		OBJECT TYPE

	Script Brain [colorable]



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	COLORS
	

	PRIMARY
	White

	SECONDARY
	Black Light



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	GAME: OFF
	GAME: ON
	TRAVELED: ULTIMATE

	Init/Game Off
· Set initial player Spawn Order
· Hard code the score to win
· Despawn to disable scripting
	Start the race already
· Spawn to enable scripting
· Init the {ULTIMATE TRAVELED}
· Set the value of each gate for a player (generally 1)
· Set Spawn Order again since all players should have now spawned
	Show the Leader (ultimate traveled!)
· Clear old Leader Nav Marker
· Remove any one labeled Leader
· Assign Label to new Leader
· Set {ULTIMATE TRAVELED} with Leaders {TRAVELED}

	CONDITION
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Player
· Channel: {TRAVELED}
· Offset: 0
· Operator: Greater Than
· Source: Number
· Scope: Global
· Channel: {ULTIMATE TRAVELED}

	ACTION 1
	
	

	SPAWN ORDER: CHANGE
· OBJECTS
· Players [add]
· Source: Constant
· Value: 0
· Randomize: Off
	SPAWN
· Force: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· Players [add]
· Label [include]
· {LEADER}

	ACTION 2
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {WIN SCORE}
· Operation: Set
· Scope: Constant
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Global
· Channel: {ULTIMATE TRAVELED}
· Operation: Set
· Scope: Constant
· Value: 0
· Randomize: Off
	LABEL: CHANGE
· OBJECT
· Players [add]
· Change: Remove
· Label: {LEADER}

	ACTION 3
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	NUMBER: CHANGE
· Scope: Global
· Channel: {PLAYER GATE VAL}
· Operation: Set
· Scope: Constant
· Value: 1
· Randomize: Off
	LABEL: CHANGE
· OBJECT
· EXTRA [add]
· Dead [exclude]
· Change: Add
· Label: {LEADER}

	ACTION 4
	
	

	<none>
	SPAWN ORDER: CHANGE
· OBJECTS
· Players [add]
· Source: Constant
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Global
· Channel: {ULTIMATE TRAVELED}
· Operation: Set
· Source: Number
· Scope: Object
· Object: ACTIVATOR
· Number: Player
· Channel: {TRAVELED}
· Value: 0
· Randomize: Off

	OPTIONS
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On
	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off



[bookmark: _FIRST_GATE_MANAGER]
FIRST GATE MANAGER
Sets the global Number to track the First Gate of the race.
	

		OBJECT TYPE

	Script Brain [colorable]



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	SPAWNING
	

	ORDER
	<Spawn Order of First Gate>; Must be greater than 0

	COLORS
	

	PRIMARY
	White

	SECONDARY
	Neon Green



	NUMBER: OBJECT

	n/a






	SCRIPT 1

	GATE: FIRST

	Sets the first Gate of the Race
· Set {FIRST GATE} with the Spawn Order of THIS

	CONDITION

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}

	ACTION 1

	NUMBER: CHANGE
· Scope: Global
· Channel: {FIRST GATE}
· Operation: Set
· Source: Game Value
· Game Value: Spawn: Order
· Value: 0
· Randomize: Off

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On



[bookmark: _LAST_GATE_MANAGER]LAST GATE MANAGER
Sets the global values to track the last gate of the race track.
	

		OBJECT TYPE

	Script Brain [colorable]



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	SPAWNING
	

	ORDER
	<Spawn Order of Last Gate>; Must be greater than 0

	COLORS
	

	PRIMARY
	White

	SECONDARY
	Neon Red



	NUMBER: OBJECT

	n/a






	SCRIPT 1

	FIRST GAME: INIT

	Sets the last Gate of the Race
· Set {LAST GATE} with the Spawn Order of THIS

	CONDITION

	NUMBER: CHANGE
· Scope: Global
· Channel: {LAST GATE}
· Operation: Set
· Source: Game Value
· Game Value: Spawn: Order
· Value: 0
· Randomize: Off

	ACTION 1

	<none>

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On



[bookmark: _DIRECTION_MANAGER]DIRECTION MANAGER
Sets the direction of the race and which is the first gate to objectify at the start.
	

		OBJECT TYPE

	Script Brain [colorable]

	· {DIRECTION} can be 1 (forward) or -1 (reverse)



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	SPAWNING
	

	ORDER
	<FIRST GATE ORDER TO OBJECTIFY>

	COLORS
	

	PRIMARY
	Black

	SECONDARY
	Black



	NUMBER: OBJECT

	n/a






	SCRIPT 1

	FIRST GAME: INIT

	Initialize the Direction Number variable
· Set {DIRECTION} to +1
· Sets the {START GATE} Number with the Spawn Order value

	CONDITION

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}

	ACTION 1

	NUMBER: CHANGE
· Scope: Global
· Channel: {DIRECTION}
· Operation: Set
· Source: Constant
· Value: 1
· Randomize: Off

	ACTION 2

	NUMBER: CHANGE
· Scope: Global
· Channel: {START GATE}
· Operation: Set
· Source: Game Value
· Game Value: Spawn: Order
· Value: 0
· Randomize: Off

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On



[bookmark: _GO_MANAGER]GO MANAGER
Triggers and manages the GO sequence. 
	

		OBJECT TYPE

	Script Brain [colorable]

	· When setting up a race you can tap into the {GO SEQUENCE} to script starting lights and removing the initial start barriers; see Alpine Rally and Jungle Rush for examples to script starts



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	SPAWNING
	

	ORDER
	<GATE TO DISPLAY THE COUNTDOWN ON>

	COLORS
	

	PRIMARY
	Neon Green

	SECONDARY
	Neon Green



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	

	GO: INIT
	GO: READY
	GO: GO; CLEANUP
	GO: COUNTDOWN: 1

	Init/Game Off
· Initialize Object Number
· Despawn to disable scripting 
	Starts the game mode
· Spawn to enable scripting
· Delay a to let other scripting happen before initiating the sequence
· Trigger the GO sequence
	Finish and cleanup the GO sequence
· Display “GO” message for Players who have not hit a checkpoint
· Wait
· Cleanup Nav Marker
	1…
· Display countdown 1 message for Players who have not hit a checkpoint
· Wait
· Change the number to trigger the next message

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {GO SEQUENCE}
· Offset: 0
· Operator: Equal
· Scope: Constant
· Value: 0
	NUMBER: CHECK
· Scope: Global
· Channel: {GO SEQUENCE}
· Offset: 0
· Operator: Equal
· Scope: Constant
· Value: 1

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {GO SEQUENCE}
· Operation: Set
· Source: Constant
· Value: -1
· Randomize: Off
	SPAWN
· Force: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Add
· TARGETS
· Label [add]
· {MESSAGE}
· Order: THIS [include]
· Color: {TEXT}
· Text: GO
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Add
· TARGETS
· Label [add]
· {MESSAGE}
· Order: THIS [include]
· Color: {TEXT}
· Text: 1

	ACTION 2
	
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	WAIT
· Time: 0.1
	WAIT
· Time: 3.0
	WAIT
· Time: 1.0

	ACTION 3
	
	
	

	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {GO SEQUENCE}
· Operation: Set
· Source: Constant
· Value: 3
· Randomize: Off
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· Label [add]
· {MESSAGE}
· Order: THIS [include]
	NUMBER: CHANGE
· Scope: Global
· Channel: {GO SEQUENCE}
· Operation: Set
· Source: Constant
· Value: 0
· Randomize: Off

	ACTION 4
	
	
	

	<none>
	<none>
	<none>
	<none>

	OPTIONS
	
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off
	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off

	
	

	SCRIPT 5
	SCRIPT 6

	GO: COUNTDOWN: 2
	GO: COUNTDOWN: 3

	2…
· Display countdown 2 message for Players who have not hit a checkpoint
· Wait
· Change the number to trigger the next message
	3…
· Display countdown 3 message for Players who have not hit a checkpoint
· Wait
· Change the number to trigger the next message

	CONDITION
	

	NUMBER: CHECK
· Scope: Global
· Channel: {GO SEQUENCE}
· Offset: 0
· Operator: Equal
· Scope: Constant
· Value: 2
	NUMBER: CHECK
· Scope: Global
· Channel: {GO SEQUENCE}
· Offset: 0
· Operator: Equal
· Scope: Constant
· Value: 3

	ACTION 1
	

	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Add
· TARGETS
· Label [add]
· {MESSAGE}
· Order: THIS [include]
· Color: {TEXT}
· Text: 2
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Add
· TARGETS
· Label [add]
· {MESSAGE}
· Order: THIS [include]
· Color: {TEXT}
· Text: 3

	ACTION 2
	

	WAIT
· Time: 1.0
	WAIT
· Time: 1.0

	ACTION 3
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {GO SEQUENCE}
· Operation: Set
· Source: Constant
· Value: 1
· Randomize: Off
	NUMBER: CHANGE
· Scope: Global
· Channel: {GO SEQUENCE}
· Operation: Set
· Source: Constant
· Value: 2
· Randomize: Off

	ACTION 4
	

	<none>
	<none>

	OPTIONS
	

	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off
	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off





[bookmark: _GATE_MANAGER]GATE MANAGER
The race gate manages the logic of the players crossing through them. 
	

		OBJECT TYPE

	Script Brain [colorable] – 1 or more/gate location

	· For building our gates we built them out of 3 objects
· One gate for the actual boundary that the players cross to trigger the checkpoint
· Two points for the gate posts that get nav markers for the players to drive through
· These can be the same objects but the nav points might not behave properly
· The GATE TRIGGER can be any type of object really, Script Brains just help make them more general purpose and easy to move in the level
· You can use multiple GATE TRIGGERs at a location to cover the area, corners, etc.
· Including the LABEL {PLAYER} denotes the object is a GATE MARKER and will get a Nav Point on it for this checkpoint. You can use separate objects without the scripting on them with just {PLAYER} and a matching Spawning Order for check point Markers.



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· {MESSAGE} – [option] The gate component that displays messages (GO, etc)
· {PLAYER} – [option] The gate objects that get nav markers for players

	SPAWNING
	

	ORDER
	# – Orders of GATES is sequential and starting at 1 with a max of 64; script will manage looping

	COLORS
	

	PRIMARY
	Neon Blue

	SECONDARY
	Neon Blue



	NUMBER: OBJECT

	n/a






	SCRIPT 1

	ENTERED

	Manages what happens when a player hits a race gate
· Set the Player {CURRENT GATE} with the current gate Spawn Order

	CONDITION

	BOUNDARY: CHECK
· Check: Enter
· Filter: Players
· Repeat: 0.0

	ACTION 1

	NUMBER: CHANGE
· Scope: Player
· NUMBER
· ACTIVATOR [add]
· Dead [exclude]
· Channel: {CURRENT GATE}
· Operation: Set
· Source: Game Value
· Game Value: Spawn: Order
· Object: THIS
· Value: 0
· Randomize: Off

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off



[bookmark: _PLAYER_MANAGER]PLAYER MANAGER
Manages player states; position, checkpoint scoring, etc.
	

		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	COLORS
	

	PRIMARY
	Brown

	SECONDARY
	Neon Pink



	NUMBER: OBJECT

	Temp; scratch variable






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	GATE: HIT
	GATE: NEXT

	Init/Game Off
· Set initial player Spawn Order
· Despawn to disable scripting
	Start the race already
· Spawn to enable scripting
· Initialize {DESIRED GATE} & {NEXT GATE}
· Initialize the {TRAVELED}
	Player has hit the checkpoint they need…
· Update their spawn order to respawn at the Gate they hit
· Set Gate {DESIRED} with {NEXT}
· Increment the {TRAVELED} Gates
	The Desired Gate is the same as the Next Gate; update
· Temporarily cache the {DESIRED GATE} in Spawn Order for Filtering
· Set the Nav Marker to the {DESIRED GATE} (cached in Spawn Order)
· “Increment” the Next Gate so it’s ready for when the player hits their Desired Gate

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Player
· Channel: {CURRENT GATE}
· Offset: 0
· Operator: Equal
· Source: Number
· Scope: Player
· Channel: {DESIRED GATE}
	NUMBER: CHECK
· Scope: Player
· Channel: {NEXT GATE}
· Offset: 0
· Operator: Equal
· Source: Number
· Scope: Player
· Channel: {DESIRED GATE}

	ACTION 1
	
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	SPAWN ORDER: CHANGE
· NUMBER
· EXTRAS [add]
· Source: Number
· Scope: Object
· Object: ACTIVATOR
· Number: Player
· Channel: {CURRENT GATE}
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {NEXT GATE}
· Operation: Increment
· Source: Number
· Scope: Global
· Channel: {DIRECTION}
· Value: 0
· Randomize: Off

	ACTION 2
	
	
	

	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {CURRENT GATE}
· Operation: Set
· Source: Constant
· Value: -1
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {DESIRED GATE}
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {START GATE}
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {DESIRED GATE}
· Operation: Set
· Source: Number
· Scope: Object
· Object: ACTIVATOR
· Number: Player
· Channel: {NEXT GATE}
· Value: 0
· Randomize: Off
	<none>

	ACTION 3
	
	
	

	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {DESIRED GATE}
· Operation: Set
· Source: Constant
· Value: -1
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {NEXT GATE}
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {START GATE}
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {TRAVELED}
· Operation: Increment
· Source: Constant
· Value: 1
· Randomize: Off
	<none>


	ACTION 4
	
	
	

	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {NEXT GATE}
· Operation: Set
· Source: Constant
· Value: -1
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· Players [add]
· Channel: {TRAVELED}
· Operation: Set
· Value: 0
· Randomize: Off
	<none>
	<none>

	OPTIONS
	
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off

	
	
	

	SCRIPT 5
	SCRIPT 6
	SCRIPT 7

	PLAYER: SCORE
	LOOP: FIRST
	LOOP: LAST

	Increments the player score when they they’ve traveled further (i.e., hit their gate)
· Increment the players score
· Set the players score value
	Check to see if it should loop back around from the first gate to the last
· Set the {NEXT GATE} with the {LAST GATE}
	Check if the player should loop around from the last to the first gate
· Set the {NEXT GATE} with the {FIRST GATE}

	CONDITION
	
	

	NUMBER: CHECK
· Scope: Player
· Channel: {TRAVELED}
· Offset: 0
· Operator: Greater Than
· Source: Constant
· Value: 0
	NUMBER: CHECK
· Scope: Player
· Channel: {NEXT GATE}
· Offset: 0
· Operator: Less Than
· Source: Number
· Scope: Global
· Channel: {FIRST GATE}
	NUMBER: CHECK
· Scope: Player
· Channel: {NEXT GATE}
· Offset: 0
· Operator: Greater Than
· Source: Number
· Scope: Global
· Channel: {LAST GATE}

	ACTION 1
	
	

	SCORE: CHANGE
· Type: Player
· SCORER
· EXTRA [add]
· Operator: Increment
· Source: Number
· Scope: Global
· Channel: {PLAYER GATE VAL}
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {NEXT GATE}
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {LAST GATE}
· Value: 0
· Randomize: Off
	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {NEXT GATE}
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {FIRST GATE}
· Value: 0
· Randomize: Off

	ACTION 2
	
	

	NUMBER: CHANGE
· Scope: Player
· NUMBER
· EXTRAS [add]
· Channel: {SCORE}
· Operation: Set
· Source: Game Value
· Game Value: Player [score]
· Object: ACTIVATOR
· Value: 0
· Randomize: Off
	<none>
	<none>

	ACTION 3
	
	

	<none>
	<none>
	<none>

	ACTION 4
	
	

	<none>
	<none>
	<none>

	OPTIONS
	
	

	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off



[bookmark: _PLAYER_GATE_NAV]PLAYER GATE NAV MANAGER
Manages individual Player Nav Markers around the track.
	

		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	COLORS
	

	PRIMARY
	Brown

	SECONDARY
	Neon Yellow



	NUMBER: OBJECT

	Temp; scratch variable






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	GAME: OFF
	GAME: ON
	GATE: MARK

	Init/Game Off
· Despawn to disable scripting
	Start the race already
· Spawn to enable scripting
	Player has hit the checkpoint they need…
· Cache the players {DESIRED GATE} in the Object Number for filtering
· Remove old gate nav markers
· Update the new nav markers

	CONDITION
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Player
· Channel: {DESIRED GATE}
· Offset: 0
· Operator: Equal
· Source: Number
· Scope: Player
· Channel: {DESIRED GATE}

	ACTION 1
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Number
· Scope: Object
· Object: AVTIVATOR
· Number: Player
· Channel: {DESIRED GATE}
· Value: 0
· Randomize: Off

	ACTION 2
	
	

	<none>
	<none>
	NAV MARKER: CHANGE
· PLAYERS
· EXTRAS [add]
· Change: Remove
· TARGETS
· Label [add]
· {PLAYER}
· Order: THIS: Number [exclude]
· Label [add]
· {MESSAGE}
· Order: THIS: Number [exclude]

	ACTION 3
	
	

	<none>
	<none>
	NAV MARKER: CHANGE
· PLAYERS
· EXTRAS [add]
· Change: Add
· TARGETS
· Label [add]
· {PLAYER}
· Order: THIS: Number [include]
· Color: {PLAYER MARKER}
· Text: <none>
· Distance: 500.0

	ACTION 4
	
	

	<none>
	<none>
	<none>

	OPTIONS
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: Off



[bookmark: _PLAYER_LEADER_NAV]PLAYER LEADER NAV MANAGER
Manages individual Player Leader Markers that triggers when the player in the lead crosses a gate.
	

		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:1:object

	COLORS
	

	PRIMARY
	Brown

	SECONDARY
	Neon Blue



	NUMBER: OBJECT

	Temp; scratch variable






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	GAME: OFF
	GAME: ON
	LEADER: MARK

	Init/Game Off
· Despawn to disable scripting
	Start the race already
· Spawn to enable scripting
	Show the Leader
· Clear Leader Nav Marker just in case
· Remove any one labeled Leader
· Assign Label to new Leader

	CONDITION
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {ULTIMATE TRAVELED}
· Offset: 0
· Operator: Greater Than
· Source: Constant
· Value: 0

	ACTION 1
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Add
· TARGETS
· Players [add]
· Label [include]
· {LEADER}
· Dead [exclude]
· Color: {TEXT}
· Text: LEADER
· Distance: 500.0

	ACTION 2
	
	

	<none>
	<none>
	WAIT
· Time: 5.0

	ACTION 3
	
	

	<none>
	<none>
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· Players [add]
· Label [include]
· {LEADER}

	ACTION 4
	
	

	<none>
	<none>
	<none>

	OPTIONS
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: On
· Always Run: On
	· Condition Interrupt: On
· Round Interrupt: On
· Always Run: Off





TEST TERMINAL
Terminal used for testing the mode when playing in Forge. 
	

		OBJECT TYPE

	Interactive: Switch [4x3x6; Terminal] – 1x

	· Really any Switch object will do since this is just for debugging
· Toggles Game On when interacted with
· Changes color to show {GAME} state



	PROPERTIES
	

	LABELS
	· forge:include



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	INTERACT
	COLOR: ON
	COLOR: OFF

	Toggles game on/off
	Change color to reflect {GAME} On
	Change color to reflect {GAME} Off

	CONDITION
	
	

	INTERACTED
	POWER: CHECK
· Channel: {GAME}
· State: On
	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}

	ACTION 1
	
	

	POWER: SET
· Channel: {GAME}
· State: Toggle
	COLOR: SET
· OBJECTS
· THIS [add]
· Primary: Neon Green
· Secondary: Neon Green
· Tertiary: Neon Green
	COLOR: SET
· OBJECTS
· THIS [add]
· Primary: Neon Red
· Secondary: Neon Red
· Tertiary: Neon Red

	ACTION 2
	
	

	<none>
	<none>
	<none>

	ACTION 3
	
	

	<none>
	<none>
	<none>

	ACTION 4
	
	

	<none>
	<none>
	<none>

	OPTIONS
	
	

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: Off




· END      -
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