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1.1

Getting Started

How does it work?.

PROMETEQ is a car controller that uses the wheel colliders inside the Unity 3D game
engine in order to set up drivable vehicles. The driving style of this tool is semi-arcade.

You can set up your car in the following aspects:
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2.1

Maximum speed of the car.

Maximum reverse speed of the car.

Car’s acceleration.

Maximum steering angle.

Steering speed.

Brake force.

Drifting multiplier.

Car’s mass center.

Engine and driftfing sounds.

Particle systems and trail renderers for the smoke and skid of ftires.

Ul text that shows the car’s speed.

Tutorial (How to implement this controller on your cars?)

Step 1. Organizing the parts of your car.

First of all, all the parts of your car (body, wheels, spaoiler, etc.) must be within an
empty game object.

Add Component

Figure 1: All the parts of the car are within an empty game object.



Now we are going to create an empty game object inside the "My Car’ game ob-
ject in order to group all the wheels. You can do this with Right Click (with the root of
the car’s game object selected) > Create Empty. Make sure the position of this new
empty game object is set to 0 in all directions. Then, rename it to "Wheels'.

After that, create another empty game object inside "Wheels” and call it ‘Meshes'.
You will drag and drop all the wheels of your car inside this game object called
‘Meshes'. After doing this, you will get a hierarchy like the next one:

Figure 2: All the wheels of the car are within a game object called ’Meshes’ and ’Meshes’ is a
child game object of "Wheels’. Notice that the position of "Meshes” and "Wheels’ is 0.

2.2 Step 2. Setting up the colliders.

Now we are going to set up the rigidbody of the car and also its colliders. First of all,
you must select the root of the car’s game object (the object that contains all the
parts of your car). Then, you must go to Inspector > Add Component > Rigidbody. |
recomment you to set the mass of your car’s rigidbody in range from 700 kg to 1200

kg.

Figure 3: We added a rigidbody to our car and set its mass to 960 kg.



Now we are going to start adding colliders. First, select the ‘Body’ component
of your car and then go to Inspector > Add Component > Box Collider. Now you
should see that a green box is surrounding your car’s body.

Lastly, we are going to add wheel colliders. For this, | recomment you to select the
"Meshes’ game object (the object that contains all the car wheels), press Ctrl + C
and then press Ctrl + V. Now rename this copied element to ‘Colliders’.

After that, select all the wheels inside the object called "Colliders” and go to Inspec-
tor > Add Component > Wheel Collider. This will add wheel colliders to all the 4
wheels. Now, under the wheel collider settings, go to Wheel Collider > Center >y =
0.15. Then, adjust the radius of the wheels collider until it matches the radius of the
wheel meshes.

IMPORTANT: It is necessary that both the wheel colliders and wheel meshes are in
different gameObijects, otherwise the controller will not work correctly.

Finally, delete the MeshFilter and MeshRenderer components from the wheels inside
the ‘Colliders’ game object.

You will get something like this:

Figure 4: Green arrow: Collider of the body (it is a box sorrounding the car). Orange arrow:
If you look closely, you will notice that a circle is sorrounding the wheels of the car (these circles
are the wheel colliders).

2.3 Step 3. Adding the car controller.

This is the last step. Select the car container (the game object that has the rigidbody
component) and go to Inspector > Add Component > Prometeo Car Controller.
Now you just have to set up the features of your car such as the maximum speed,
the maximum steering angle, the drifting multiplier and so on. If you need more infor-
mation about these parameters you can check the Public Variables section within
this document.
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Below these settings you will need to drag and drop the wheel (meshes) gameob-
jects and the wheel collider components of your car.

If you need help to set up the ‘PrometeoCarController’ component you can check
the demo scene inside this asset and compare the setup of the car in the demo with
yours.

My Car

None

Discrete

B  Prometeo Car Controller {Scrip!

CAR SETUP

X Sp

Figure 5: The root gameObject of the car has the Prometeo Car Controller component on it.

3 Tutorial (How to add touch controls?)

You can find a complete tutorial video (4 minutes) on how to use touch controls with
this car conftroller. You can find it here: https://youtu.be/EiHQ88jYnlA.

4 Scripting

4.1 Public Variables.

Each one of the following variables can be edited from another script using a similar
structure to the following code:

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MyScript : MonoBehaviour{

public PrometeoCarController PCC;

void Start()
{
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12 PCC.variableName = value;

Name

maxSpeed

maxReverseSpeed

accelerationMultiplier

maxSteeringAngle

steeringSpeed

brakeForce

decelerationMultiplier

handbrakeDriftMultiplier

bodyMassCenter

frontLeftMesh

Type

int

int

int

int

float

int

int

int

Vector3

GameObject

Description

The maximum speed that the car can
reach in km/h. Its value goes from 20 to
250.

The maximum speed that the car can
reach while going on reverse in km/h.
Its value goes from 10 to 120.

How fast the car can accelerate. 1isa
slow acceleration and 10 is the fastest.
Its value goes from 1 to 10.

The maximum angle that the tires can
reach while rotating the steering wheel.
Its value goes from 10 to 45 degrees.

How fast the steering wheel turns. |Its
value goes from 0.1f to 1f,

The force of the wheel brakes. Its value
goes from 100 to 600.

How fast the car decelerates when the
user is not using the throtftle. Its value
goes from 1 1o 10.

How much grip the car loses when the
user hit the handbrake. Ifs value goes
from 1 to 10.

This is a vector that contains the center
of mass of the car. | recommend to set
this value in the points x =0 and z=0
of your car. You can select the value
that you want in the y axis, however, you
must notice that the higher this value
is, the more unstable the car becomes.
Usually the y value goes from 0 to 1.5.

This variable will store the game object
that contains the front left wheel of your
car. Itisthe same case for the other vari-
ables of the wheel meshes.



frontLeftCollider WheelCollider

RLWParticleSystem ParticleSystem

RLWTireSkid TrailRenderer

carSpeed float

isDrifting bool

isTractionLocked bool
carkEngineSound AudioSource
fireScreechSound AudioSource

This variable will store the wheels collider
of the front left wheel of your car. Itisthe
same case for the other variables of the
wheel colliders.

This variable is used 1o store the particle
systems of your car that emulate the tire
smoke when the car drifts. It is the same
case for the another variable RRWParti-
cleSystem.

This variable is used to store the trail ren-
derers of your car that emulate the ftire
skid when the car loses traction.

This variable gives you the actual speed
of the car. This value should not be
changed manually and must be used
only to get the information of the car’s
speed.

This variable tells you if the car is driffing.
This value should not be changed man-
ually.

This variable fells you if the car has
locked its traction. This value should not
be changed manually.

This variable is used to store the sound of
the car’s engine.

This variable is used fo store the sound
of the car losing its fraction. It will be
played the the car starts to drift.
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4.2 Public Methods.

4.2.1 GoForward ()

This function applies positive torque to the wheels in order to go forward. It will apply
positive torque in all wheels if maxSpeed has not been reached (previously set by
user), otherwise it will stop applying forque fo the wheels.

If the car is going in reverse, then it will automatically apply brakes before apply-
iNng positive torque to the wheels.

The next script calls this method whenever the user presses the W key.
using System.Collections;
using System.Collections.Generic;
using UnityEngine;
public class MyScript : MonoBehaviour{
public PrometeoCarController PCC;

void Update()
{

if (Input.GetKey (KeyCode.W)){
PCC.GoForward() ;
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4.2.2 GoReverse ()

This function applies forque to the wheels in order to go in reverse. It will apply torque
in all wheels if maxReverseSpeed has not been reached (previously set by user), oth-
erwise it will stop applying tforque to the wheels.

If the car is going forward, then it will automatically apply brakes before applying
negative torque to the wheels.

The next script calls this method whenever the user presses the S key.
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class MyScript : MonoBehaviour{

public PrometeoCarController PCC;

void Update()
{
if (Input.GetKey (KeyCode.S)){
PCC.GoReverse();
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4.2.3 DecelerateCar ()

This function decelerates the speed of the car according to the decelerationMulti-
plier variable, where 1 is the slowest and 10 is the fastest deceleration. This method is
called by the function InvokeRepeating, usually every 0.1f when the user is not press-
ing W (throttle), S (reverse) or Space bar (handbrake).

The next script calls this method repeatedly every 0.1 seconds after the user is not
pressing W (throttle), S (brakes/reverse) or Space (handbrake) until the car stops.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MyScript : MonoBehaviour{
public PrometeoCarController PCC;

void Update()

{
if ((!Input.GetKey(KeyCode.S) && !Input.GetKey(KeyCode.W)) &&
I Input . GetKey (KeyCode.Space) && !PCC.deceleratingCar){

PCC.InvokeRepeating("DecelerateCar", 0f, 0.1f);
PCC.deceleratingCar = true;

10



4.2.4 Brakes ()

This function applies brake torque to the wheels according to the brake force given
by the user (brakeForce variable).

The next script calls this method when the user presses the B key.

il using System.Collections;
Il using System.Collections.Generic;
tll using UnityEngine;

Sl public class MyScript : MonoBehaviour{

7 public PrometeoCarController PCC;

10 void Update()

11 {

12 if (Input.GetKey (KeyCode.B)){
13 PCC.Brakes() ;

14

15

16

17

11
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4.2.5 Handbrake ()

This function is used to make the car lose traction. By using this, the car will start drift-
ing. The amount of traction lost will depend on the handbrakeDriftMultiplier variable.
If this value is small, then the car will not drift too much, but if it is high, then you could
make the car to feel like going on ice.

The next script calls this method when the user presses the Space key.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class MyScript : MonoBehaviour{

public PrometeoCarController PCC;

void Update()
{
if (Input.GetKey (KeyCode.Space)){
PCC.CancelInvoke("DecelerateCar") ;
PCC.deceleratingCar = false;
PCC.Handbrake () ;

12
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4.2.6 RecoverTraction ()

This function is used to recover the traction of the car when the user has stopped
using the car’s handbrake. Basically what it does is to reset the extfremumSlip values
of the wheels o their original state.

The next script calls this method when the user stops pressing the Space (handbrake)
key.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MyScript : MonoBehaviour{
public PrometeoCarController PCC;

void Update()
{

if (Input.GetKeyUp (KeyCode.Space)){
PCC.RecoverTraction() ;

13



4.2.7 TurnLeft () and TurnRight()

These functions turn the front car wheels either to left or right. The speed of this move-
ment will depend on the steeringSpeed variable.

The next script calls these methods when the user presses either A (turn left) key or D
(turn right) key.

il using System.Collections;
Il using System.Collections.Generic;
Il using UnityEngine;

Sl public class MyScript : MonoBehaviour{

7 public PrometeoCarController PCC;

10 void Update()

11 {

12 if (Input.GetKey (KeyCode.A)){
13 PCC.TurnLeft () ;

14 }

15 if (Input.GetKey(KeyCode.D)){
16 PCC.TurnRight () ;

17

18

19

20

14
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4.2.8 ResetSteeringAngle()

This function takes the front car wheels to their default position (rotation = 0). The
speed of this movement will depend on the steeringSpeed variable.

The next script calls these methods when the user has stopped pressing both A (turn
left) key and D (turn right) key and the steeringAxis variable is not O (which means
that the rotation of the wheels is not 0).

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MyScript : MonoBehaviour{

public PrometeoCarController PCC;

void Update()
{

if (! Input.GetKey(KeyCode.A) && !Input.GetKey(KeyCode.D) &&
PCC.steeringAxis != 0){
PCC.ResetSteeringAngle() ;

15



5 Full Script (With Comments)

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class PrometeoCarController : MonoBehaviour

{

[Space(20)]

[Header ("CAR SETUP")]
[Space(10)]

[Range (20, 250)]

public int maxSpeed = 90;

[Range (10, 120)]
public int maxReverseSpeed = 45;

[Range (1, 10)]
public int accelerationMultiplier = 2;

[Space(10)]
[Range (10, 45)]
public int maxSteeringAngle = 27;

[Range (0.1f, 1f)]
public float steeringSpeed = 0.5f;

[Space(10)]

[Range (100, 600)]

public int brakeForce = 350;
[Range (1, 10)]




public int decelerationMultiplier = 2;

[Range (1, 10)]
public int handbrakeDriftMultiplier = 5;

[Space(10)]
public Vector3 bodyMassCenter;

[Space (20)]
[Header ("WHEELS")]
[Space(10)]

public GameObject frontLeftMesh;

public WheelCollider frontLeftCollider;
[Space(10)]

public GameObject frontRightMesh;
public WheelCollider frontRightCollider;
[Space(10)]

public GameObject rearLeftMesh;

public WheelCollider rearLeftCollider;
[Space(10)]

public GameObject rearRightMesh;

public WheelCollider rearRightCollider;

[Space(20)]
[Header ("EFFECTS") ]
[Space(10)]

public ParticleSystem RLWParticleSystem;




public ParticleSystem RRWParticleSystem;

[Space(10)]

public TrailRenderer RLWTireSkid;
public TrailRenderer RRWTireSkid;

[HideInInspector]
public float carSpeed;
[HideInInspector]
public bool isDrifting;

[HideInInspector]
public bool isTractionlLocked;

[Space(20)]

[Header ("UI")]

[Space(10)]

public Text carSpeedText;

[Space(20)]

[Header ("Sounds")]

[Space(10)]

public AudioSource carEngineSound;

public AudioSource tireScreechSound;

float initialCarEngineSoundPitch;

Rigidbody carRigidbody;
float steeringAxis;

float throttleAxis;




float driftingAxis;

float localVelocityZ;
float localVelocityX;
bool deceleratingCar;

WheelFrictionCurve FLwheelFriction;
float FLWextremumSlip;
WheelFrictionCurve FRwheelFriction;
float FRWextremumSlip;
WheelFrictionCurve RLwheelFriction;
float RLWextremumSlip;
WheelFrictionCurve RRwheelFriction;
float RRWextremumSlip;

void Start()
{

carRigidbody = gameObject.GetComponent<Rigidbody>() ;
carRigidbody.centerOfMass = bodyMassCenter;

FLwheelFriction = new WheelFrictionCurve ();
FLwheelFriction.extremumSlip =
frontLeftCollider.sidewaysFriction.extremumSlip;
FLWextremumSlip = frontLeftCollider.sidewaysFriction.extremumSlip;
FLwheelFriction.extremumValue =
frontLeftCollider.sidewaysFriction.extremumValue;
FLwheelFriction.asymptoteSlip =
frontLeftCollider.sidewaysFriction.asymptoteSlip;
FLwheelFriction.asymptoteValue =
frontLeftCollider.sidewaysFriction.asymptoteValue;
FLwheelFriction.stiffness =
frontLeftCollider.sidewaysFriction.stiffness;




FRwheelFriction = new WheelFrictionCurve ();
FRwheelFriction.extremumSlip =
frontRightCollider.sidewaysFriction.extremumSlip;
FRWextremumSlip = frontRightCollider.sidewaysFriction.extremumSlip;
FRwheelFriction.extremumValue =
frontRightCollider.sidewaysFriction.extremumValue;
FRwheelFriction.asymptoteSlip =
frontRightCollider.sidewaysFriction.asymptoteSlip;
FRwheelFriction.asymptoteValue =
frontRightCollider.sidewaysFriction.asymptoteValue;
FRwheelFriction.stiffness =
frontRightCollider.sidewaysFriction.stiffness;
RLwheelFriction = new WheelFrictionCurve ();
RLwheelFriction.extremumSlip =
rearLeftCollider.sidewaysFriction.extremumSlip;
RLWextremumSlip = rearLeftCollider.sidewaysFriction.extremumSlip;
RLwheelFriction.extremumValue =
rearLeftCollider.sidewaysFriction.extremumValue;
RLwheelFriction.asymptoteSlip =
rearLeftCollider.sidewaysFriction.asymptoteSlip;
RLwheelFriction.asymptoteValue =
rearLeftCollider.sidewaysFriction.asymptoteValue;
RLwheelFriction.stiffness =
rearLeftCollider.sidewaysFriction.stiffness;
RRwheelFriction = new WheelFrictionCurve ();
RRwheelFriction.extremumSlip =
rearRightCollider.sidewaysFriction.extremumSlip;
RRWextremumSlip = rearRightCollider.sidewaysFriction.extremumSlip;
RRwheelFriction.extremumValue =
rearRightCollider.sidewaysFriction.extremumValue;
RRwheelFriction.asymptoteSlip =
rearRightCollider.sidewaysFriction.asymptoteSlip;
RRwheelFriction.asymptoteValue =
rearRightCollider.sidewaysFriction.asymptoteValue;
RRwheelFriction.stiffness =
rearRightCollider.sidewaysFriction.stiffness;

initialCarEngineSoundPitch = carEngineSound.pitch;

InvokeRepeating("CarSpeedUI", 0f, 0.1f);
InvokeRepeating("CarSounds", 0f, 0.1f);




void Update()
{

carSpeed = (2 * Mathf.PI * frontLeftCollider.radius *
frontLeftCollider.rpm * 60) / 1000;

localVelocityX =
transform. InverseTransformDirection(carRigidbody.velocity) .x;

localVelocityZ =
transform. InverseTransformDirection(carRigidbody.velocity) .z;

if (Input .GetKey (KeyCode . W) ) {
CancellInvoke ("DecelerateCar") ;
deceleratingCar = false;
GoForward() ;

+

if (Input .GetKey (KeyCode.S)){
CancellInvoke ("DecelerateCar") ;
deceleratingCar = false;
GoReverse() ;

}

if (Input.GetKey (KeyCode.A)){
TurnLeft () ;

}

if (Input.GetKey (KeyCode.D)){
TurnRight Q) ;

}

if (Input.GetKey (KeyCode.Space)){
CancellInvoke ("DecelerateCar") ;




deceleratingCar = false;
Handbrake () ;
}
if (Input.GetKeyUp (KeyCode. Space)){
RecoverTraction() ;
}
if ((!Input.GetKey(KeyCode.S) && !Input.GetKey(KeyCode.W)) &&
I Input . GetKey (KeyCode.Space) && !deceleratingCar){
InvokeRepeating("DecelerateCar", 0f, 0.1f);
deceleratingCar = true;
}
if (!Input.GetKey(KeyCode.A) && !Input.GetKey(KeyCode.D) && steeringAxis
= 0){
ResetSteeringAngle();
}

AnimateWheelMeshes () ;

public void CarSpeedUI(){

3

float absoluteCarSpeed = Mathf.Abs(carSpeed) ;
carSpeedText.text = Mathf.RoundToInt (absoluteCarSpeed) .ToString();

public void CarSounds(){

}

float engineSoundPitch = initialCarEngineSoundPitch +
(Mathf.Abs(carSpeed) / 100f);

carEngineSound.pitch = engineSoundPitch;

if ((isDrifting || isTractionLocked) && !tireScreechSound.isPlaying){
tireScreechSound.Play();

Yelse if(!isDrifting && !'isTractionLocked){
tireScreechSound.Stop();

}




public void TurnLeft(){
steeringAxis = steeringAxis - (Time.deltaTime * 10f * steeringSpeed) ;
if (steeringAxis < -1f){
steeringAxis = -1f;

+

var steeringAngle = steeringAxis * maxSteeringAngle;

frontLeftCollider.steerAngle = Mathf.Lerp(frontLeftCollider.steerAngle,
steeringAngle, 0.5f);

frontRightCollider.steerAngle =
Mathf.Lerp(frontRightCollider.steerAngle, steeringAngle, 0.5f);

public void TurnRight(){
steeringAxis = steeringAxis + (Time.deltaTime * 10f * steeringSpeed);
if (steeringAxis > 1f){
steeringhAxis = 1f;

b

var steeringAngle = steeringAxis * maxSteeringAngle;

frontLeftCollider.steerAngle = Mathf.Lerp(frontLeftCollider.steerAngle,
steeringAngle, 0.5f);

frontRightCollider.steerAngle =
Mathf.Lerp(frontRightCollider.steerAngle, steeringAngle, 0.5f);

public void ResetSteeringAngle(){

steeringAxis = Input.GetAxis("Horizontal");

var steeringAngle = steeringAxis;

frontLeftCollider.steerAngle = Mathf.Lerp(frontLeftCollider.steerAngle,
steeringAngle, steeringSpeed);

frontRightCollider.steerAngle =
Mathf .Lerp(frontRightCollider.steerAngle, steeringAngle,
steeringSpeed) ;

void AnimateWheelMeshes(){
try{
Quaternion FLWRotation;




Vector3 FLWPosition;

frontLeftCollider.GetWorldPose(out FLWPosition, out FLWRotation);
frontLeftMesh.transform.position = FLWPosition;
frontLeftMesh.transform.rotation = FLWRotation;

Quaternion FRWRotation;

Vector3 FRWPosition;

frontRightCollider.GetWorldPose(out FRWPosition, out FRWRotation);
frontRightMesh.transform.position = FRWPosition;
frontRightMesh.transform.rotation = FRWRotation;

Quaternion RLWRotation;

Vector3 RLWPosition;

rearLeftCollider.GetWorldPose(out RLWPosition, out RLWRotation);
rearLeftMesh.transform.position = RLWPosition;
rearlLeftMesh.transform.rotation RLWRotation;

Quaternion RRWRotation;
Vector3 RRWPosition;
rearRightCollider.GetWorldPose (out RRWPosition, out RRWRotation);
rearRightMesh.transform.position = RRWPosition;
rearRightMesh.transform.rotation = RRWRotation;

}catch(Exception ex){
Debug.LogWarning(ex) ;

b

b

void GoForward(){

if (Mathf.Abs(localVelocityX) > 2.5f){
isDrifting = true;
DriftCarPS();
Yelse{
isDrifting = false;
DriftCarPS();

}

throttleAxis = throttleAxis + (Time.deltaTime * 3f);
if (throttleAxis > 1f){
throttleAxis = 1f;




if (localVelocityZ < -1£){
Brakes() ;
}elseq{
if (Mathf .RoundToInt (carSpeed) < maxSpeed){

frontLeftCollider.brakeTorque = O;

frontLeftCollider.motorTorque = (accelerationMultiplier * 50f) x*
throttleAxis;

frontRightCollider.brakeTorque = O;

frontRightCollider .motorTorque (accelerationMultiplier * 50f) *
throttleAxis;

rearLeftCollider.brakeTorque = 0;

rearLeftCollider.motorTorque = (accelerationMultiplier * 50f) *
throttleAxis;

rearRightCollider.brakeTorque = O;

rearRightCollider .motorTorque (accelerationMultiplier * 50f) *
throttleAxis;

telse {

frontLeftCollider.motorTorque = 0;

frontRightCollider .motorTorque = O;
rearLeftCollider.motorTorque = 0;

rearRightCollider.motorTorque = O;

}

public void GoReverse(){

if (Mathf.Abs(localVelocityX) > 2.5f){
isDrifting = true;
DriftCarPS();

Yelsed{




isDrifting = false;
DriftCarPS();
b

throttleAxis = throttleAxis - (Time.deltaTime * 3f);
if (throttleAxis < -1f){
throttleAxis = -1f;

if (localVelocityZ > 1f){
Brakes() ;
Yelse{
if (Mathf.Abs(Mathf.RoundToInt (carSpeed)) < maxReverseSpeed){

frontLeftCollider.brakeTorque = O;

frontLeftCollider.motorTorque (accelerationMultiplier * 50f)
throttleAxis;

frontRightCollider.brakeTorque = O;

frontRightCollider .motorTorque (accelerationMultiplier * 50f) x*
throttleAxis;

rearLeftCollider.brakeTorque 0;

rearLeftCollider .motorTorque (accelerationMultiplier * 50f) *
throttleAxis;

rearRightCollider.brakeTorque = O;

rearRightCollider.motorTorque = (accelerationMultiplier * 50f) x*
throttleAxis;

telse {

frontLeftCollider .motorTorque = 0;

frontRightCollider .motorTorque = O;
rearLeftCollider.motorTorque = 0;

rearRightCollider.motorTorque = O;

3




public void DecelerateCar(){

if (Mathf.Abs(localVelocityX) > 2.5f){
isDrifting = true;
DriftCarPSQ);

Yelsed{
isDrifting = false;
DriftCarPS();

b

if (throttleAxis != 0f){
if (throttleAxis > 0f){
throttleAxis = throttleAxis - (Time.deltaTime * 10f);
}else if (throttleAxis < 0f){
throttleAxis = throttleAxis + (Time.deltaTime * 10f);
+
if (Mathf.Abs (throttleAxis) < 0.15f){
throttleAxis = Of;
+
}
carRigidbody.velocity = carRigidbody.velocity * (1f / (1f + (0.025f *
decelerationMultiplier)));

frontLeftCollider .motorTorque = O;
frontRightCollider .motorTorque = O;
rearLeftCollider.motorTorque = O;

rearRightCollider.motorTorque = O;

if (carRigidbody.velocity.magnitude < 0.25f){
carRigidbody.velocity = Vector3.zero;
CancellInvoke("DecelerateCar") ;

}

public void Brakes(){
frontLeftCollider.brakeTorque = brakeForce;
frontRightCollider.brakeTorque = brakeForce;
rearLeftCollider.brakeTorque = brakeForce;
rearRightCollider.brakeTorque = brakeForce;




public void Handbrake(){
CancellInvoke ("RecoverTraction") ;

driftingAxis = driftingAxis + (Time.deltaTime);
float secureStartingPoint = driftingAxis * FLWextremumSlip *
handbrakeDriftMultiplier;

if (secureStartingPoint < FLWextremumSlip){
driftingAxis = FLWextremumSlip / (FLWextremumSlip *
handbrakeDriftMultiplier);
}
if (driftingAxis > 1f){
driftingAxis = 1f;
}

if (Mathf.Abs(localVelocityX) > 2.5f){
isDrifting = true;

Yelse{
isDrifting = false;

by

if (driftingAxis < 1f){
FLwheelFriction.extremumSlip = FLWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
frontLeftCollider.sidewaysFriction = FLwheelFriction;

FRwheelFriction.extremumSlip = FRWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
frontRightCollider.sidewaysFriction = FRwheelFriction;

RLwheelFriction.extremumSlip = RLWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
rearLeftCollider.sidewaysFriction = RLwheelFriction;




RRwheelFriction.extremumSlip = RRWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
rearRightCollider.sidewaysFriction = RRwheelFriction;

}

isTractionLocked = true;
DriftCarPS();

public void DriftCarPS(){
try{
if (isDrifting){
RLWParticleSystem.Play() ;
RRWParticleSystem.Play();
Yelse if(!isDrifting){
RLWParticleSystem.Stop();
RRWParticleSystem.Stop() ;
+
}catch(Exception ex){
Debug.LogWarning(ex) ;
}

try{
if (isTractionLocked || Mathf.Abs(localVelocityX) > 8f){
RLWTireSkid.emitting = true;
RRWTireSkid.emitting = true;
telse {
RLWTireSkid.emitting false;
RRWTireSkid.emitting = false;
b
}catch(Exception ex){
Debug.LogWarning(ex) ;
}

public void RecoverTraction(){
isTractionLocked = false;




driftingAxis = driftingAxis - (Time.deltaTime / 1.5f);
if (driftingAxis < 0f){

driftingAxis = Of;
}

if (FLwheelFriction.extremumSlip > FLWextremumSlip){
FLwheelFriction.extremumSlip = FLWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
frontLeftCollider.sidewaysFriction = FLwheelFriction;

FRwheelFriction.extremumSlip = FRWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
frontRightCollider.sidewaysFriction = FRwheelFriction;

RLwheelFriction.extremumSlip = RLWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;
rearLeftCollider.sidewaysFriction = RLwheelFriction;

RRwheelFriction.extremumSlip = RRWextremumSlip *
handbrakeDriftMultiplier * driftingAxis;

rearRightCollider.sidewaysFriction = RRwheelFriction;

Invoke ("RecoverTraction", Time.deltaTime) ;

telse if (FLwheelFriction.extremumSlip < FLWextremumSlip){
FLwheelFriction.extremumSlip = FLWextremumSlip;
frontLeftCollider.sidewaysFriction = FLwheelFriction;

FRwheelFriction.extremumSlip = FRWextremumSlip;
frontRightCollider.sidewaysFriction = FRwheelFriction;

RLwheelFriction.extremumSlip = RLWextremumSlip;
rearLeftCollider.sidewaysFriction = RLwheelFriction;

RRwheelFriction.extremumSlip = RRWextremumSlip;
rearRightCollider.sidewaysFriction = RRwheelFriction;

driftingAxis = Of;
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