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1. Best Practises in OOP For Software Desing 

Object Oriented Programming 

Object-Oriented Programming con2nues to be an essen2al component of current 
so8ware development. Its key a?ributes allow for modular, easily maintained, and 
scalable system development. This overview summarises the published research on 
recommenda2ons for designing and implemen2ng OOP features in Java, specifically 
the use of inheritance, interfaces, abstract classes, polymorphism, virtual methods, 
storage structures, and generics. 

Inheritance 

Inheritance promotes the reuse of code and classifica2on hierarchy through the ability 
of subclasses or child classes to inherit a?ributes and behaviour from their superclass 
the parent classes. A famous example is a basic class named animal, that specifies 
generic behaviours like make a sound. A subclass, such as dog, may inherit from animal 
and overwrite its sound behaviour to be bark. This design encourages reuse of code 
while maintaining a coherent class structure. However, research has highlighted the 
poten2al risks of extensive or highly rigid inheritance hierarchies, that may lead to 
instability and 2ght coupling among parent and child classes [1]. To prevent this, 
so8ware engineers should favour shallow hierarchy and differen2ate among the right 
implementa2on, good use of inheritance and interface inheritance, with the former 
used only when strict behaviour sharing is necessary [2]. 

Composi2on is frequently suggested as a be?er alterna2ve to inheritance, par2cularly 
when designed for flexibility or extensibility [3]. Inheritance should only be used when 
there is a clear is a connec2on and child class's truly must extend the parent class's 
behaviour rather than simply reusing its structure, according to best prac2ces. 

Interfaces 

Interfaces are contracts which may be implemented through mul2ple classes, enabling 
decoupling and polymorphism. They are essen2al for a?aining design abstrac2on and 
improving reliability.[4], interfaces are par2cularly helpful in big structures since they 
enable components to vary independently, facilita2ng dependency injec2on and 
separa2on of responsibili2es. For instance, consider an interface named Payable, 
which has a method such as process payment. This interface's func2onality can be 
implemented by a variety of independent classes, including credit card, PayPal, and 
bank transfer. This method allows objects to be treated polymorphically using shared 
behaviour, enabling modular and testable code. 

Interfaces, unlike classes that are abstract, provide mul2ple levels of inheritance, 
which makes them excellent for cases where cross cuTng func2onality such as logging 
and serialisa2on can be shared across unrelated class hierarchies. Interfaces that been 
designed perfectly have strong cohesion and small method sets, which are consistent 
with the interface segrega2on principle. 



 

Abstract  

Abstract classes serve as partly implemented templates whereby specific classes are 
derived. They support the inser2on using both defined and undefined abstract 
methods. [5] for example a class called Shapes could consist of a common field named 
area with an abstract method called calculate area. Child classes such as a circle and 
rectangle may then inherit this parent class and apply their own area calcula2on 
accordingly. This method discourages code duplica2on and promotes uniform 
interfaces. As outlined recommenda2ons for using abstract classes when several 
subclasses have common behaviour as well as when state or par2al implementa2on 
should be inheritable. However, developers should avoid relying too heavily on 
abstract core classes, as this may give rise to rigidity and restrict composi2on. Abstract 
classes are best used to extend func2onality rather than for basic contract defini2on, 
which would be more suited to interfaces. 
 

Virtual methods  

Polymorphism enables things to be treated according to shared types rather than their 
actual implementa2ons. This is made possible in Java by using virtual method calls, 
which resolves method calls at run2me by considering the actual object type. Virtual 
methods enable dynamic dispatch and extension, but their use necessitates careful 
considera2on of method overriding and behaviour predictability [6].  Studies 
emphasise the necessity of the Liskov Subs2tu2on Principle when using polymorphism 
subclasses must be subs2tutable for their base types without affec2ng program 
correctness. Viola2ng LSP weakens the very abstrac2on that polymorphism is 
designed to give [7]. 

 

Storage structure 

Performance, memory use, and adaptability are all directly affected by the storage 
structures used. In Java, dynamic structures like ArrayList, HashMap, and LinkedList 
provide flexibility of memory alloca2on and are commonly used for collec2ng 
data where the size is unknown in advance. Pheng [8] support for picking storage 
structures depending on actual level of complexi2es, such as HashMap for rapid key-
value lookup, ArrayList for indexed access, and LinkedList for regular entries 
and removals. When efficiency is essen2al, the best technique is to minimise resizing 
and provide proper star2ng capacity. 
 

 



Generics 

Generics in Java enable type safe opera2ons while reducing the requirement for 
explicit type cas2ng. They improve code reuse and compile 2me type checking. The 
addi2on of generics to Java resulted in considerable gains in so8ware safety, notably 
in API development. an op2mal prac2ce for generics is keeping the type parameters 
descrip2ve for example using T, E etc. using bounded wildcards for flexibility [9]. To 
make sure type safety is enforced the use of raw types must be avoided. Generics 
support the Don't Repeat Yourself concept by allowing container and u2lity classes to 
be reused across many kinds. 
 

  



2. How my application adheres to these best practice  
The following part demonstrates how each of the previously stated object-oriented 
characteris2cs have been successfully implemented in the Car Park applica2on. Each 
code snippet demonstrates adherence to an appropriate principle and is taken straight 
from the system that was put in place. 
 

Inheritance  

Inheritance is employed to create hierarchical structures. For instance, IDReader is a 
parent class that gives a similar structure for several types of reader subclasses 
available such as Barcode Reader, QR Code Reader, Number Plate Reader and Ticket 
Reader all extend ID Reader and implement the read method defined in the superclass 
in their own way. 
 

 

 

 

 

 

 

 

  



Interfaces 

The Fare Strategy interface provides a consistent payment contract throughout the 
various fare categories such as hourly, weekly and monthly payment that provides 
concrete implementa2ons and allow specialised behaviours for each which is 
compa2ble with the concepts men2oned earlier. 

 
 
 

 
 
 

 
 
 

 
 



Abstract Classes 

The sign class is an example of abstract classes it’s a superclass for displaying all related 
components and subclasses such as the Full Sign, the Fare Display and Opening Hours 
override available methods while inheri2ng a common structure the parent class 
provides. 

 
 

 
 

 
 

 
 

 
 

 

 



Virtual methods 

Polymorphism is performed via sharing interfaces and overriding methods. For 
example, the Fare payment references can refer to various specific implementa2ons. 
The right calculates Fare method is called dynamically according to the present object. 
 

 

 

Storage structure 

Run2me data is efficiently managed with dynamic collec2ons like HashMap and 
ArrayList. Such structures enable the effec2ve search and monitoring of vehicles as 
they arrive and leave the car park. 
 

 

 

ArrayList 

The applica2on stores vehicle entries in ArrayList because of its effec2ve dynamic 
scaling and index access, both of which are required for tracking vehicle order as they 
arrive and leave the car park. ArrayList was chosen expressly to ensure that vehicle 
objects could be stored and retrieved in a reliable and efficient manner. 
 

 

 

  



3. Class attributes and methods and relationships with other 
classes 

Sign 

Key a?ributes: 

 

Id indicates the id of the sign, loca2on indicates the loca2on of the sign for instance 
entrance and exit. Is clean indicates whether the sign is clean, is faulty indicates if the 
sign is faulty, is broken indicates whether the sign is broken, last inspected indicates 
last 2me the sign was inspected for any damage and status notes given on the sign. 
This class has many methods that just print the status of the sign which includes. 
Inspect method that records the present date as the last check date and adds a 
message with the inspector’s name and 2me to the sign's status notes. 

Deac2vate which deac2vates the sign and writes the cause in the state comments as 
an incident. 

 
Ac2vate method that marks the sign as being opera2onal and writes a message to the 
status notes sta2ng the date of reac2va2on. 

 
Clean method that declares the sign as clean and marks the cleaning event, with the 
date in the status note. 

 



 
mark Rusty method that marks the sign as rusty and adds a note containing the 
detected date to the status notes. 

 
Mark broken marks the sign broken and write down the occurrence in the status notes, 
including the current date. 

 
Show status methods that combines all the methods and indicates the status of the 
sign. 

 
This class is related to other classes as it passes behaviour and a?ributes to the 
subclasses, and it is used in the car park for display. 
 

 

 

 

 

 

 

 



Opening Hours  

The opening hours class has 5 a?ributes weekdays, Saturday, Sunday, holiday mode, 
and emergency mode, and it inherits all the a?ributes from the super class sign. There 
is one method show which print the opening hours and special holiday hours and if 
there is an emergency. The opening hours is used in the car park class to inform the 
users of opera2ng 2mes and any special schedules. 

 

 

Fare Display  

This class has the following a?ributes, hourly, weekly, monthly and holiday rate to 
reflect the rates for different passes and it inherits all the a?ributes from the sign 
class.  This class has one method called show that display the parking fares. The fare 
display is used primarily in car park class to display current parking fees for customers 
before entering the car park. 

 

 



Full Sign  

The class inherits a?ributes from the superclass and has two a?ributes light on and off 
which indicates whether the full light is on. There are few methods switch on and off 
and light on and off to toggle the current car park status. This class is used in the car 
park to indicate if the car par is full or spaces available.  

 

 

 

 

 

 

 

 

 

 

 



Fare interface 

There are no a?ributes defined in this interface as these won’t be constant variables 
and need to define in subclasses based on hourly, weekly and monthly payments. This 
has one method called calculate fare that takes the number of parked hours as a 
parameter it defines how a fare is calculated based on the number of hours parked. 
this interface is then implemented by other classes such as hourly, weekly, and 
Monthly payment which allows polymorphic behaviour for payment calcula2on. 

 
 

Hourly payment 

This class has only one Private a?ribute hourly rate which defines the fee for parking 
for each hour parked.it has one method that calculates the cost of parking per hour 
called calculate Fare that takes in number of hours as a parameter.  The price is 
calculated and returned based on the number of hours parked, with a minimum charge 
of one hour. This class implements the superclass Fare superclass. Also, the Vehicle 
class uses this to determine short term parking prices. 

 

 
 

Weekly payment  

This class has only one a?ribute weekly rate which defines the fee for parking for a 
week.it has one method that calculates the cost of parking per week. The price is 
calculated and returned based on a weekly basis regardless of hours parked. This class 
implements the fare class. Also, the Vehicle class uses this for vehicles with weekly 
subscrip2on pass. 

 
 

 



 

Monthly payment 

The monthly fare has one a?ributes monthly rate for the fixed cost of monthly parking 
pass subscrip2on. One method is defined calculate fare that returns the monthly cost 
of parking regardless of the number of hours parked. This class implements the fare 
strategy class. Also, the Vehicle class uses this for vehicles with monthly subscrip2on 
pass. 

 

 

Barrier  

This class has many a?ributes like loca2on which indicates the physical loca2on of the 
barrier for example, entry or exit. Is ac2ve which determines whether the barrier is at 
present func2onal as expected. Is locked indicates if the barrier has been locked and 
shouldn't be raised or lowered for any reason. Is faulty indicates whether the barrier 
is broken or needs repair. Is manual mode on indicates whether the barrier's manual 
override mode is ac2vated. 

There are several methods such as raise that mimic li8ing the barrier at its current 
loca2on and prints an associated message.  Lower which mimics lowering the barrier 
and prints a message. Update returns an update message reflec2ng that the barrier's 
state has been updated. Lock which locks the barrier and informs that user. Unlock 
which unlocks the barrier and displays a message. Enable Manual override which 
allows manual control of the barrier and displays a status message. disable manual 
override indicated turning off manual override and publishes the modifica2on made.  

The barrier class is used in the car park system to control entry and exits points of 
vehicles from the car park. It also works with other classes such as sensor in the car 
park class. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 



Sensor 

This includes a?ributes like loca2on which indicates the physical loca2on of the sensor 
for example, entry or exit. The sensi2vity level indicates the effec2veness the sensor 
is at detec2ng vehicles. Is opera2onal determines whether the sensor is ac2ve and 
func2onal. Is faulty indicates whether the sensor is faulty, or it requires maintenance. 
Requires checkup indicates whether the sensor require repair or examina2on. Trigger 
count counts the total amount of 2mes the sensor was successfully triggered. Last 
checkup is data in which the sensor was last checked up.  

The sensor has methods like car present which asks the consumer for confirma2on 
whether a car is present at the sensor's loca2on, mimicking detec2on of a vehicle. 
update returns a message indica2ng that the sensor's state has been updated. Set 
sensi2vity changes the sensi2vity degree of the sensor and returns the new value. 
Increment trigger count calculates and presents the overall number of 2mes a sensor 
has been triggered. Deac2vate turns the sensor off and no2fies a state change. 
Ac2vate reinstates the sensor and returns confirma2on. The sensor class is used in the 
car park class along the barrier in entry and exit to mimic the detec2on of a vehicle. 

 

 

 

 

 



ID Reader 

Serial number is a unique device reader iden2fier. Retry a?empts counts the number 
of read tries allowed. Is invalid indicates whether the reader has failed valida2on 
process. The brightness level indicates the current scanning brightness seTng level. Is 
connected indicates whether the reader is connected to the system. 

Retry increments and tracks the number of retry tries for reading. adjust Brightness 
determines the brightness level and records what was changed. mark Invalid marks 
the reader as faulty and displays the status. check Connec2on indicates and confirms 
that the reader is connected. read subclasses implement this abstract method to do 
actual reading logic. update indicates that the reader's status has been changed. 

This class is the abstract superclass for all ID Readers such as Number Plate Reader, 
Ticket Reader, Barcode Reader and QR Code Reader. Each subclass customises the 
read logic using realis2c restric2ons and enhances I Reader behaviour to support 
numerous input types. 
 

 

 

 

 



 

 

Numberplate Reader 

 simulates license plate iden2fica2on; may be affected by dirt or bad illumina2on. 

 

 

 
 
Ticket Reader 

Accepts 2cket codes and has logic for jammed or invalid 2ckets. 

 
 

 
 



 
 
Barcode Reader 

Validates codes using a certain format and handles difficul2es such as poor scan 
distance.  

 
 



 
 

 
 

 

 

 

 

 



QR Code Reader 

 simulates QR scanning circumstances such as glare and out-of-focus scans. 

 

 
 

Vehicle  

This class represents one vehicle in the car park, encapsula2ng every important 
iden2fying, 2ming, and payment informa2on. It has a?ributes such as number plate, 
make, model, colour and type to dis2nguish vehicles in the car park and makes it easier 
to read logs. Entry 2me uses local 2mestamp for entries. Fare payment reference for 
fare calcula2ons. Subscrip2on expiry and the end date and 2me of monthly and weekly 
passes. 

The class contains methods like has valid subscrip2on which returns true if the vehicle 
has a valid subscrip2on for weekly or monthly payment. Calculates Fare assigns the 
designated fare payment to determine fare. To string method gives a forma?ed string 
illustra2ng the car and its key features. 

 

 

Vehicle type 

Outlines the range of vehicle types that are allowed in the parking system. Simplifies 
valida2on and logic in classes like vehicle and car park and ensures type safety by 
limi2ng vehicle classifica2on to recognised categories. 

 



Car park  

This class controls the parking system centrally. It manages vehicle entering and 
leaving, tracks parking availability, maintains subscrip2ons passes, and keeps 
administra2on records. It works with different system components to imitate real-
world parking procedures. It includes a?ributes like capacity and frees spaces to keep 
track of the overall number of parking spaces that are available. Ac2ve vehicles 
organise parked vehicles by plate number. Subscrip2on records track vehicles with 
ac2ve weekly or monthly subscrip2ons passes Entry order logs vehicles in the order 
they arrived. logs stores system events like entries, exits, and rejec2ons. 
 
The scanner takes input from users for simula2on. Ini2ated components such as senor 
and barrier at entrance and exit and display signs like full sign, fares and opera2ng 
hours. 

This class has methods such as run which runs main loop that asks the user to enter, 
exit, or view the admin. Handle Entry that controls ID reading, fare type handling, 
number plate valida2on, and vehicle entry. Handle exit clears space, processes vehicle 
exits, and computes payments if necessary. Simulate payment models how a user 
would interact with a contactless or credit card payment. Also get validated plate, get 
fare payment, get vehicle type, and get ID reader methods that gather and verify data. 

This class Interacts with all major applica2on components: payment, vehicle types, 
readers, display signs, sensor, and barrier. 

 

 
 

 
 
 

 



 

 

 

 

  



4. Static Memory Allocation and Dynamic Memory Allocation  
In Java, memory alloca2on is a cri2cal factor that determines applica2on speed as well 
as adaptability. Knowing the difference between dynamic and sta2c memory 
alloca2on is essen2al to crea2ng effec2ve data structures, par2cularly in systems such 
as a parking management system. 
 

Static Memory Allocation 

Sta2c memory alloca2on happens during compile 2me and ensures that the memory 
size remains unchanged during the execu2on of the program. Arrays of data in Java 
serve as an excellent illustra2on once an array is declared with a fixed size, it cannot 
hold more elements than its ini2ally declared size at the beginning. Another example 
is the usage of primi2ve variables or constants and sta2c variable, which memory is 
assigned at compile 2me and remains constant during the program's execu2on. 
consider this constant sta2c variable below that holds the car park max numbers of 
vehicles allowed in the parking area. Because it is marked as final, the value it holds 
cannot be changed once assigned, and memory is allocated sta2cally when the class is 
loaded. This predictability can lead to improved performance due to lower overhead. 
nevertheless, it lacks adaptability, leaving it unsuitable for applica2ons with data that 
has variable sizes. Reference  

 
 

Dynamic Memory Allocation 

In contrast with sta2c memory alloca2on, dynamic memory alloca2on happens during 
run2me. Java accomplishes dynamic memory alloca2on using the new keyword, which 
generates an object on the heap of memory and provides the reference held on the 
stack. This makes it possible for an even more adaptable usage of memory, allowing 
the program to react to modifica2ons in the amount of data or system state. 
 
The heap memory area manages Java's dynamic alloca2on, and the garbage collector 
constantly cleans it up, reclaiming memory used by no longer referenced objects. This 
helps developers to concentrate on logic rather than manual memory management, 
while nevertheless making op2mal use of resources. 
 
In Java, dynamic memory alloca2on is demonstrated by the use of adjustable data 
structures like ArrayList, HashMap, LinkedList, HashSet, TreeMap and many more, 
which can allocate memory on the heap at run2me to handle variable data sizes. 
Dynamic memory is very beneficial for coping with user generated input with unknown 
data size, collec2ons that vary over 2me and object instan2a2on according to program 
flow. 
 



Below code is a demonstra2on of dynamic memory alloca2on with Java's integrated 
data structures. With this example, the list of ci2es in the array list can expand or 
contract dynamically throughout the execu2on of the applica2on. Unlike fixed-size 
arrays as shown earlier in the car park example, it responds to modifica2ons in the 
amount of data without needing previous understanding of the total amount of 
elements in list of ci2es. 

 

 

Comparison table 

feature Static allocation Dynamic Allocation 
Timing Compile time Run time 
Memory allocation Method area, stack Heap 
Sizing Fixed Flexible allows resizing 
Allocation method With static final Using the new key word 

Best for Constants Collections, object 
instantiation 

Examples int [ numbers = new int[2] List<Integer> numbers = new 
ArrayList<> (); 

 

Java memory management architecture depends significantly upon both sta2c and 
dynamic memory alloca2on. Sta2c alloca2on is predictable and efficient for fixed size 
and unchangeable data, whereas dynamic alloca2on gives the adaptability required 
for working with variable sized or changing sets of data. The decision among the two 
is largely dictated by the demands of the applica2on and the type of the data 
structures concerned. Understanding these dis2nc2ons is crucial in determining the 
best data format for a par2cular issue. 
 

 

 

 

 

 

 



 

5. Best data structures approach for the Car Park 
The choice of suitable structures for data is an important design considera2on for 
developing a reliable and effec2ve Car Park Management Solu2on. The applica2on's 
dynamic nature managing vehicles entry and exits, tracking subscrip2ons, recording 
ac2vity, and managing parking capacity needs adaptable, memory efficient structures 
that can expand at run2me. This sec2on assesses numerous key Java data structures 
and explains the decision to choose ones according to func2onality, 2me complexity, 
and design fit. 
These key requirements behind the selec2on of data structure, the Car Park 
applica2on must track vehicles coming and exi2ng in real 2me, prevent repeated 
vehicles entries, enable quick searches by the license plate or 2cket ID etc. Track the 
sequence of vehicle entry for possible audit, allow adjustable scaling as the vehicle 
count changes, following these circumstances, these structures were chosen. 
 

Hash map  

A HashMap is currently used to keep track of vehicles that are currently parked in the 
parking area and vehicles that holds an ac2ve subscrip2on weekly or monthly so that 
these vehicles enter and exit the car park seamlessly without having to go through the 
payment process upon entries and exits. 
This use of HashMap provides a quick search by license plate, which is a vital 
component for verifying vehicle presence or re-entry. According to Sedgewick and 
Wayne (2011), hash-based structures are ideal when quick key-based access is 
required, par2cularly in applica2ons where the key field (for example, license plates) 
is non-numeric and unique. 

 

Array List  

The applica2on u2lises an ArrayList for keeping the order of when vehicles enter the 
car park. This is essen2al for traceability admin views can view full logs easily in a 
sequence order. 
An ArrayList is preferred over a LinkedList because it has be?er cache performance 
and faster indexed access. Although inser2ons at random loca2ons are more 
expensive, in this situa2on, vehicles are added at the end, making it ideal.  Bengtsson 
and Karlsson (2015) showed that ArrayList outperformed LinkedList in cases based on 
sequen2al addi2ons and retrieves, which is compa2ble with Car park applica2on's 
requirements of entry recording func2onality. 

 



Other Data Structures Considered but not use: 

LinkedList intended for vehicle log storage but eliminated because of inadequate 
random-access effec2veness and increased memory overhead. Tree Map to provides 
sorted order, although it is irrelevant in this case because neither license plate nor ID 
ordering is not necessary. HashSet not u2lised because duplica2on avoidance has 
been handled by HashMap keys. 
 

  



6. Unit Testing 
A comprehensive set of unit tests was created to guarantee the accuracy, 
dependability, and resilience of the Car Park system. Junit was used to create the 
unit tests. Every class has a specific test file that verifies error handling, boundary 
cases, and expected behaviour. 

Vehicle type Enum 

• Tested that only “CAR” and “VAN” are accepted vehicle types. 
• A?empted to parse an invalid type (e.g., “LORRY”) and confirmed that an 

excep2on is thrown. 

Payment classes 

• confirmed that the fare calcula2ons for different hours and dura2ons were 
accurate. 

• claimed that the minimum charge was applied correctly. 
• Verified that invalid scenarios either produce the right results or throw 

excep2ons. 

Barrier  

• Barrier raising and lowering techniques were tested to guarantee proper 
output and state. 

• Lock, unlock and manual override func2onality were confirmed. 

Sensor  

• used simulated input to test the detec2on of cars. 
• Methods for trigger coun2ng and sensi2vity adjustment were tested. 

Sign classes  

• Confirmed show, display methods provide accurate data. 
• tested state transi2ons, including cleaning, deac2va2on, and ac2va2on. 

Vehicle 

• verified that the fields were valid, and the instan2a2on was correct. 
• confirmed the weekly/monthly subscrip2on logic. 
• Fare calcula2on and string representa2on were tested. 

ID Readers 

• confirmed proper format valida2on and input handling. 
• Addi2onal logic for error scenarios was tested. 

  



7. Screenshots of working application 
Main men: 

 

Exit application: 

 

Enter vehicle: 

 

Vehicle details: 

 

  



Weekly payment: 

Test using contactless payment. 

 

Monthly payment: 

Test using card & PIN. 

 

 

Car entry: 

Hourly payment due upon vehicle exit. 

  



Entering another vehicle when car park is full. 

 

Admin View: 

 

  



Exit: 

 

 

  



User Guide 

Launch the application: 

• Launch the applica2on by running main it will display the main menu. 
 

Choices on the main menu: 

• Enter the car park: Enter the vehicle's informa2on, pick a payment op2on, and 
select an iden2fica2on method by following the instruc2ons provided. 

• Exit the car park: Enter the hours parked, if necessary, provide proof of vehicle 
iden2fica2on such as a code or number plate, and process payment if 
necessary. 

• Admin View: See details about available spots, ac2vity logs, parked cars, and 
entry order. 

• Exit Program: Closes the program. 
 

When entering: 

• Enter your vehicle number plate, make, model, colour, and type of vehicle. 
• Choose a payment op2on hourly, weekly, or monthly and make the required 

payment. 
• Enter the appropriate code a8er selec2ng an iden2fica2on method such as a 

2cket, barcode, QR code, or license plate. 
 

While Leaving: 

• Choose the method of iden2fica2on and enter your code or license plate. 
• Enter the number of hours parked and make the calculated payment if you are 

not a weekly or monthly payment. 
 

General: 

• Type answers precisely as instructed for example, car or van for vehicle type. 
• To guarantee a seamless entry and exit, adhere to the direc2ons for each step.  
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