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2. s:uuﬁ1u3tumsaiuuuuﬁ1nunﬁ1nd‘n (Weighted Random System)

as$1o Script 8o ItemData.cs Walhudpyalothuua:lomaasou

using UnityEngine;

[System.Serializable]
public class ItemData

{

public string itemName;

public Sprite itemIcon;

[Range(0f, 100f)]

public float dropChance; // Ianwaduld‘UUaédﬁth§aJﬁhGn)
}

3. Script AduAUDVaD (WheelController.cs)

WU Script KantuNsAUDUDYALLa:AdUAN Smooth Rotation

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class WheelController : MonoBehaviour

{
[Header ("UI Components")]

[SerializeField] private RectTransform wheelTransform;
[SerializeField] private Button spinButton;

[Header("Wheel Settings")]
[SerializeField] private List<ItemData> itemlList;




[SerializeField] private float spinDuration = 4f;
// szozoatumskyu (3uin)

[SerializeField] private int baseTurns = 5;
// SususoududhRkUUnDUKEQ

private bool isSpinning = false;

public void OnClickSpin()

{

if (isSpinning) return;
StartCoroutine(SpinRoutine());

private IEnumerator SpinRoutine()

{

isSpinning = true;
spinButton.interactable = false;

// 1. duloiuuuu Weighted Random

int selectedIndex = GetRandomItemIndex();

// 2. Audtuyu (Angle) dmsusovnduld
float totalItems = itemList.Count;
float anglePerItem = 360f / totalltems;

// ryuabuUITEM: AMudtupvILUIKLEY
// (+ anglePerItem / 2 wWoalkiuBasvna1vsoowad)
float targetAngle = (selectedIndex * anglePerItem) +

(anglePerItem / 2f);

// AUDTUDVAISOU (KUSDUCADLDY baseTurns sau + dOANWUNKUNE)
float totalRotation = (360f * baseTurns) + targetAngle;

// 3.1§Uhqu63£lAnimation Curve (Ease-0Out)

float elapsedTime = ©of;
float startRotation = wheelTransform.eulerAngles.z;

while (elapsedTime < spinDuration)

{

elapsedTime += Time.deltaTime;
float t = elapsedTime / spinDuration;




// 15 Ease-Out 1WalAovdaADYa B:apnoukeQ
float easeOutT = Mathf.SmoothStep(ef, 1f, t);

float currentAngle = Mathf.Lerp(startRotation,
totalRotation, easeOutT);

wheelTransform.eulerAngles = new Vector3(oe, o,
currentAngle);

yield return null;

// donyuaomethujuen
wheelTransform.eulerAngles = new Vector3(9, 0, totalRotation
% 360f);

// 4. udaowalblAiuRld

Debug.Log($"1dsulotiu: {itemList[selectedIndex].itemName}");

isSpinning = false;
spinButton.interactable = true;

private int GetRandomItemIndex()
{
float totalChance = of;
foreach (var item in itemList)
totalChance += item.dropChance;

float randomValue = Random.Range(©f, totalChance);
float currentSum = of;

for (int i = 9; i < itemList.Count; i++)
{
currentSum += itemList[i].dropChance;
if (randomValue <= currentSum)
return i;

}

return 0;

}
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using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

using TMPro; // uwdn TextMeshPro Namespace

public class WheelController : MonoBehaviour

{
[Header ("UI Components")]

[SerializeField]
private RectTransform wheelTransform;

[SerializeField]
private Button spinButton;

[SerializeField]
private TextMeshProUGUI resultText;

[Header("Wheel Settings")]
[SerializeField]

private List<ItemData> itemList;
[SerializeField]

private float spinDuration = 4f; // szgzdaitumiskyu (3uin)

[SerializeField]
private int baseTurns = 5; // $1UDUSDUUUNKUUNDUKEQ

private bool isSpinning = false;

public void OnClickSpin()

{
if (isSpinning)
return;
StartCoroutine(SpinRoutine());
}

private IEnumerator SpinRoutine()

{
isSpinning = true;
spinButton.interactable = false;

// @wvoanuimKSoudaavaniu:rMavkyu
if (resultText != null)
{

}

resultText.text = "Spinning...";

// 1. duldinuuuu Weighted Random
int selectedIndex = GetRandomItemIndex();




// 2. Mmudtuyu (Angle) dnsusoonguld
float totalltems = itemList.Count;
float anglePerItem = 360f / totalltems;

// AUAUGUUTHM: AMudtupvAmILUKLNE

// (+ anglePerItem / 2 wWolkiuBasvna1vsoowad)
float targetAngle = (selectedIndex * anglePerItem) +
(anglePerItem / 2f);

// AUDTUDYAISOU (KUJUSDUCADLDY baseTurns sou + poFLUKUIY)
float totalRotation = (360f * baseTurns) + targetAngle;

// 3. \BUKYUADY Animation Curve (Ease-Out)

float elapsedTime = ©of;
float startRotation = wheelTransform.eulerAngles.z;

while (elapsedTime < spinDuration)

{

elapsedTime += Time.deltaTime;
float t = elapsedTime / spinDuration;

// W5 Ease-Out 1WolKovaDADYN B:aDnoUKEQ
float easeOutT = Mathf.SmoothStep(of, 1f, t);

float currentAngle = Mathf.Lerp(startRotation,
totalRotation, easeOutT);

wheelTransform.eulerAngles = new Vector3(o, o,
currentAngle);

yield return null;

}

// donyudamethuuen
wheelTransform.eulerAngles = new Vector3(@, 0, totalRotation
% 360T);

// 4. uaavwaloiiunldavuu UI Text
string wonItemName = itemList[selectedIndex].itemName;

if (resultText != null)
{

}

resultText.text = $"You Got: {wonItemName}!";

Debug.Log($"TaSuloinu: {wonItemName}");

isSpinning = false;
spinButton.interactable = true;




private int GetRandomItemIndex()
{
float totalChance = of;
foreach (var item in itemList)
totalChance += item.dropChance;

float randomValue = Random.Range(@f, totalChance);
float currentSum = ©of;

for (int i = @; i < itemList.Count; i++)
{
currentSum += itemList[i].dropChance;
if (randomvValue <= currentSum)
return i;

}

return 0;




