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Abstract 

Our interest to create a new game in such a competitive market took the 

shape of this project. We knew that gaming industry is growing rapidly so 

we are creating a game which is in 3D and we selected a tool which can 

also be used for physics simulation. We have created a game in which car 

can fly and user has to catch points in game and it’s a combination of 

physics and cartoonish game. We have tried our best to maintain latest 

technology ,excellent graphics and all what a standard game requires. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



        
 

 

TABLE OF CONTENT 

1 INTRODUCTION…………………………………………………………………………………1 

1.1 ABSTRACT IDEA………………………………………………………………………………………1 

1.2 FIRST IDEA………………………………………………………………………………………………1 

1.3 SECOND IDEA……………………………………………………………………….………………….1 

1.4 FINAL IDEA……………………………………………………………..……………………………….1 

2 GAME DESIGN……………………………………………………………………………………2 

2.1 PLATFORM AND TOOLS……………………………………………………………………………3 

2.2 UNITY 3D (PLATFORM).…………………………………………………………………………..3 

2.3 3DMAX (DESIGNING TOOL) ……………………………………………………………………..3 

3 GAMEPLAY FEATURES……………………………..………………………………………..4 

3.1 RUNNING CAR……………………………..……………………………………….…………………..4 

3.2 JUMPING CAR……………………………..…………………………………………..………………..4 

3.3 TRAFIC CONTROL SYSTEM……………………………..………………………………………..5 

3.4 ADDICTIVE CONTROLS……………………………..……………………………………………..5 

4 DEVELOPMENT……………………………..…………………………………………………..6 

4.1 SYSTEM REQUIREMENTS……………………………..…………………………………………6 
 



        
 

 

4.2 IMPORTING ASSERTS IN UNITY 3D……………………………..……………………………7 

4.3 CREATING SCENE IN UNITY 3D……………………………..………………………………10 

4.4 APPLYING SCRIPTS……………………………..…………………………………………………13 

5 TECHNICAL DOCUMENTATION……………………………..…………………………16 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



        
 

 

• INTRODUCTION 

• ABSTRACT IDEA 

 

In this project, we were left free to decide what type of game we wanted to develop. The 

suggestion was that a racing game would be suitable, since such a game usually do not depend 

on advanced assets, e.g. animated models. After some brainstorming, it was decided that a 

racing game should be developed. However, there were two different racing game ideas, which 

will be described below. 

 

• FIRST IDEA 

In our project after an abstract idea of car game or racing car we first thought to create a 

game like need for speed and thought to implement complete physics with all our game but 

after few days research on it we concluded that there are many such games in market with very 

high class graphics and we can’t compete with them so we started thinking again for new idea. 

 

• SECOND IDEA 

After rejection of our first idea we started thinking to create a cartoonish car game like HILL 

CLIMB or HIGHWAY RUN in which we can create car with physics and implement that idea with 

several changes in it like HILL CLIMB in 3d but we found that this type of games are also existing 

in market with huge graphics and with all features we were thinking to include in our game. 

 

• FINAL IDEA 

After rejection of second idea we are again at that point where we started from and mixed 

different ideas and created a new idea of a car game in which a car can jump and has cartoonish 

style with physics involved in jump only and no physics in car movement and we started our 

research platform to create such game. 


