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Place all obstacles in the 
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visible box

This section is to ensure 
once an obstacle is chosen 

it does not change with each 
checkpoint restart

JaminBen007

This shows how to have random obstacle generation at a checkpoint (with 4 possibilities, 
but more or less can be used).

If the obstacles are too close to the checkpoint the player will see it appear, so if this is a 
problem place the obstacles further away, or use the checkpoint before to decide the next 

checkpoint's obstacles.

Alternatively, use a trigger at the beginning (in place of the checkpoint above) to set the 
random values in all obstacles in your track right from the start.

There are much more complicated ways to change the obstacles (using OPEs etc) which 
are arguably better but this should be the most simple.
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