URBAN TRAFFIC SYSTEM PRO 2020

Tutorial - Prefab Transport Setup.

So, we have a car model.

It should include in itself:

=  Dummy for Box Collider.

= Wheels, each as a separate part of the car.

= Dummy for wheel colliders. It is important that the center of the collider is
in the center of the wheel model.

Box_Caollider
Car_4_LODO
Car_4_LoD1
P Wheels_FL
Wheels_FL_Collider
P Wheels_FR
Wheels_FR_Collider
b Wheels_RL
Wheels_RL_Collider
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Now select the layers named "Car".
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Change Layer

Do you want to set layer to car for all child objects as
well?

| Yes, change chidren 3| | No, this objectonly | |

We need to create colliders for the wheels. Select all Dummy

Find and add a script Wheel Collider

™ - | [ static =
Tag | Untagged ) Layer [ear ]
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Add Component

Wheel Collider




For all wheels, | use these settings.

Now we need to add for the car RigidBody and script Car Wheels.

Tag|Car ¢|layerlear ¢
I

Model | Selact Revert I

Rigidbody




We transfer objects to the script. And set up the center of mass

car, the lower the center of mass, the machine will be stable on corners of the road.

4 [] Static «
Tag(Car i|Layer[car i
Model | Select |  Rewet [  Open |




Most likely your wheel colliders will not match the model of the wheels.

| Create ~| GrAl
v le-Controlled Truck
Main Camera
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Box_Collider
Car_4_LODO
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P Wheels_FL
Whesls_FL_Collider

» Wheels_FR
Wheels_FR_Collider
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v € Example-Controlled Truck
Main Camera
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Box_Collider
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Whesls_FL_Collider
» Wheels_FR
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Wheels RL_Collider
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Directional Light
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It remains to configure two more parameters:

1. Box Collider - It is necessary that the machine does not pass through the objects.

2. Checking Box - Thanks to him, other cars and people see your car. ©

Select Box Collider

Main Camera
¥ Car_ 4

Car_4_LODO
Car_4_LOD1
- Wheels_FL



Find the script Box Collider

8 Inspector

¥ Box_Collider | [] static =

Tag [ Untagged t] Layer[ car t]
Model | Select | Revert | Cpen |
¥ A Transform i,
Position ¥ -0.00792¢ ¥ 0.603122: Z -0.369837
Rotation ¥ [-89.0000: Y 0 [Z0 |
Scale ¥ 4,771521 ¥ 11.13971 Z 1.5031 |

add Component
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We adjust it, according to the dimensions of the body of the car.

1ag | untaggea 7| Layer) car ]
Model | Select | Revert 1 Open |
| ¥ .~ Transform g
| Position X -0.00792( ¥ 0.958 | Z -0.335
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Edit Collider
Is Trigger o
Material ‘None (Physic Material) | e
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Using the CTRL + D keys, duplicate our collider to make a Checking Box. And rename it.

Y Car 4
Box_ Collider

Box_Collider (1)
Car_4_LODO
Car_4_LOD1
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For him, | changed the size of the box.

vg le-Controlled Truck* |
Main Camera
VCar_ 4

Box_Collider
Checking Box
Car_4_LODO
Car_4_LOD1

» Wheels_FL
Wheels_FL_Collider

» Wheels_FR
Wheels_FR_Collider

> Wheels_RL
Wheels_RL_Collider

» Wheels_RR
Wheels_RR_Collider
» Big_Road
Directional Light
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» StandardCrossroad(Clone)
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© Inspector | S5lighting d.=|
¥ Checking Box [ static =
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Now you can drag the car into the Project window to make it prefab.
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In this version, there may be some errors. But we are working on them. In the near future we will
release a completely new asset. Where will we make city traffic even more realistic. You will be

pleasantly surprised! Thank you!

That's all' If you have any questions, please write to us by e-mail: aglobex3d@gmail.com

And we will be happy to answer your questions!

GOOD LOOK! ©
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