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=ame force small mass: large acceleration

large mass: small acceleration

Force = mass x acceleration
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Target [self]

_ Force
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Twist Limit Stiffness

Twist Limit Damping
Angular Breakable 2]

4 Linear Motor
Linear Position Drive [ ]
Linear Vi [ ]

4 Angular Motor
>

ha\dALTloralale‘liplhvafarencafrah;e_s /'

Angular Orientation Drive | [}
Anguiar Velocity Drive | [l

W e

File Edit Asset Window Help Search For Help

E@ '1‘- Ir \:- Ull

Findin CB = Simulate Selected Simulation  Body Mode Translation [HOIAGGNY Scale Animation Record

== Tenport 5 Detaile *I2 Hieraroly

SIDERED_FOR_BOUNDS 1 Ratio 8 CONSTRAINTS E o~ Bones With Bodies v

4 Body Setup B “4Root
4pelvis
4spine_01

Body Mode 0 Consider for Bounds | Aips\:‘ey;gia

: 4 Physics clavicle_|
L o e et clavicle_r

Bone Name

he:
thigh_|

Override Mass [ ] thigh_r

Mass in Kg
Locked Axis

b custom Locked Axis | ERCCIINSD CACCINS) ECRENS)
sck Axis Translation
Lock Axis Rotation
Physics Type
Double Sided Geometry | [l]

Simple Collision Physical None

Enable Gravity
Use Async Scene ]

Override Walkable Sope ¢ [}
Override Max Depenetrati [}

Center 0f Mass Offset | RGNS GO CGONSD
Sleen Fr=:1,

Mass Scale

Angular Damping

Linear Damping

Velosity Solver teration ¢ ([ HNSD

D Walkable Slope Dverride

4 collision




== Hierarchy

All Bones

Aspine_ui
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CHAPTER 3

4 Collision
Simulation Generates Hit Evi [Jj

Generate Overlap Events

4 Collizion Presets BlockAllDynamic
Object Type

Collision Responses
Trace Responses
Wisibility

Camera

Object Responses

Worl
WorldDynamic

Pawn

Destructible

Can Character Step Up On ECB Yes -

-




Edit | Window

Change the settings of the currently loaded project.

Project Engine - Collision

Description
Ta These settings are saved in DefaultEngine.ini, which is currently writable.

T - [ © -

4 Object Channels

You can have up to 18 biect and trace channel of object type for your project. I you del d by game, it will o back to WorldStatic New Object Channel.

Default Response
Block

Supported Platforms

Target Hardware

Engine

Name

Projectile

race Channels

New Trace Channel

note that if you modify profil, i can change callision behavior. Please be careful

NoCollision Nocall

Blockall WorldStatic object that blockes all actors by default. All new custom channels will

Overlapal WorldStatic object that overlaps al actors by default. Al ne

BlockAl Dynamic WorldDynamic WorldDynamic object that blocks all ac
WorldDynamic WorldDynamic object that overlaps al actors by default. All ne

WorldDynamic

Platforms Worldbynamic
Android
Anroid SDK
HTMLS PrysicsBody
ios Destructivie

——

Linux

InvisibleWallDynamic WorldDynamic
Windows fr— WorldDynamic WorldDynamic object that is used fortrigger. Allother channels will be set to defaut.
Ragdoll PhysicsBody Simulating Skeletal Mesh Component. All other channels il be set to default

Plugins T : eicle

WorldDynamic

Vehicie object that blocks Vehicle, WorldStatic, and WorldDynamic. Al other channels vill be set to defaut.

u atic object that overlaps all actors by default. All new custom channels will default response.

& Protie

aper 20
Slate Remote Projectile

UDP Messaging




4 Collision

Simulation Generates Hit Events [JJjj

Generate Overlap Events

on Pre

Type of Collision Enabled

Mo Collision
Mo Physics Collision
Collision Enabled

WorldStatic

WorldDynamic

Destructible
Pro

Can Character Step Up On

: Mo collision is performed against this neither trace or physics
: This body is only used for collision raycasts, sweeps and overlaps

: This body is used for physics simulation and collision queries

ECE Yes -

-




4 Collision

Simulation Generates Hit Events

Collision Responses

Cabe]

WaorldDynamic
Pawn

Phys

Projectile

Can Charac p Up On ECE Yes -

-

4 Lighting




4 Collision
Simulation Generates Hit Events [}

Generate Overlap Events

4 Collision Presets OwerlapAll

WorldStatic object that overlaps all actors by default. All new custom channels will use its own default response.

Object Type

Collizion Responses

Camera

Object Rezponses

Wo tatic

WaorldDynamic

Vehicle
Destructible
Proj

Can Character Step Up On ECB Yes -

-




4 Collision

Simulation Generates Hit Events [

Object Type

Collizion Responses

Camera

Object Responses
World
WorldDynamic

Pawn

Can Character Step Up On ECE Yes -

-




4 Collision

Simulation Generates Hit Events [JJj

Generate Overlap Events

4 Collision Presets .:,

Simulating actors

Object Type

Collision Responses
Trace Responses
bility
Camera
Object Responses
WorldStatic
WorldDynamic
Pawn

PhysicsBody




v,
\ J X

Concave

Convex


















LOD: D
Current Screen Size: 0.109602
Triangles: 346

Vertices: 355

UV channels: 2

Approx Size: 50%50%20

Num Primitives: 1

LOD: 0

Current Screen Size: 0.123266
Triangles: 346

Vertices: 355

UV Channels: 2
Approx Size: 50x50x20
MNum Primitives: 1




Static Mesh Settings

Simple Collision Physical M: Mone

Collision Complexity Default




T+

g o0 : C EAOH - -

FindinCBE  Realtime JSOGEEISY | 1 Colors el E..:.ﬁ.j:; collizion BRI [  Mormals




























Convex Decompositiol

Max Hulls 4

Max Hull Verts 12













4 Collision
Simulation Generates Hit | [JJj

Generate Overlap Events | [

PhysicsActor

Collizion Responses
Trace Responses
sibility

Camera

Object Responses

Wo tic

WorldDynamic

Phys
Vehicle

structible




tw Retum Value
Hit Lo«
Hit Normal O
Normal impulse T

Hit

iion

False

| Addimpulze at Location

one Name




+ Add Component ~

2 Components 3& @ ﬂ"-‘*

: P Compile va FII|I‘| inCB
FirstPersonProjectile(self)

- =2 Viewport f Construction Seript
iy Sphere . .
+‘!,.,F,mlm sile CollisionComponent (Sphere Collision)

A sphere generally used for simple collision. Bounds are rendered as
lines in the editor.
Source: This Blueprint
Mobility: <> Movable
held (Ctrl + Alt) for more

> OnComponentBeginOverlap (CollisionComponent)

Other Actor

Other Comp
Other Body Index O

From Sweep

Sweep Result




_{ OnComponentBeginOverlap (CollisionComponent) )
» : True [
Other Actor Condition False [

Other Comp

" [ Is Simulating Physics

Other Body I
From Sweep 1 Target Return Value

i g O Bone Name [N

> OnComponentBeginOverlap (CollisionComponent)




n DefaultEngine ini, which s currently

Of = B3

cbjct type tht : : | tewobjectchannel || eoit || oeere |
u New P
Name _
onEnable
G vicisiaic~ |

can modify any of your project profiles. P — ) collision profile
lgnore  Overlap Blocl

b Trace Channels

4 Preset

Name ollis
; i LI

o Type

biity

Camera

&
s
a

lgnore0nly Pave
Object Type

Pawn atic

Spectator
WorldDynamic

Characterh

P

Pavn

a@a

&

a

EeEEEBEDN
<] a

a

No Phys /m defauit respo

No Physi




AL Edit Channel [z

Name Projectile
Default Response m
Accep

4 Collision
Simulation Generates Hit Events [JJj

Generate Overlap Events B-

4 Collision Presets Projectile -

Object Type

Collizion Responses
Trace Responses
Visibility
Camera
Object Rezponses
Waorl

WorldDynamic

Projectile

Can Character Step Up On ECB Yes -

-
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Click here ‘
max mize or restore-view port:-

* AR YD D -

x D ¥ IEENSD < SRS
X [ o5 Bl os RS

4 Lighting



j‘ Maodes

AP I

Bearch Classes
Recently Placed
Basic

- Pain Causine
Lights

Visual Effects -, Paper Charactel

Volumes

All Classes

Player Start

Point Light

Post Proces

Precompute

Precompute




2 J-“iiv.ﬁvbv"_ﬂ

Marketplace | Settings i M Build lay Launch

Recently Placed

Basic

Empty Charact

Lights

Visual Effects
Empty Pawn
Bsp
Wolnes Point Ligft 30 actors (1 selected)
Allclasses -
Player Start T Detarls
il Cubeos ‘o
T - ] < -
+Add Component~ a2 Blueprint/Add Script
StaticMeshComponent (inherited)

Cylindes

Cone ’ 4 Transform
ot * 3D YD 2 KEE
s * S YIS S
—— -~ * (D Y 2

Mability e sutic [&)

ere Trigge!

4 Static Mesh

T o)
‘Select - RS « o

&= Content Browser,

WAGENEWS Limpot [SaveAll € 5 | & Content » FirstPersonBP »
4 Materials

oy« o

e e o G G G G G P middle mouse click '
5 : then press F key —

Ferson
Simulate Py

View Options~
= P 4 Lighting

r;(; .
Matine

Cube03
y Cubeoa
Recently Placed o Y Cube0s
Cube0s. StatichieshActol
Cube07
Empty Charact } Cubeos
% Cubeos

| asie
Visual Effects o Cubel0
- distance el
Volumes Point Light 30 actors (] selected) € View Options =
5 9
I =) ] < -
+ Add Component - o2 Blueprint/Add Script
[fii CubeO6(instance)

eMeshCamp:

Allclasses

sphere

Cylinder
4 Transform
Lo 8% 767174 4578 F2 683.00]
Box Trigger Rotation = £ 00 ~F2 zz00 ]
s [ o5 [Fios Fics JME
sphere Trigger Mobility B
4 Static Mesh

Level: FirstPersonExampleMap (Persi

B AddNEWS] 2 import [ Save All & B= Content » FirstPersonBP »

= EE | - -
oD - o -

S e Ger G G G G G

B StarterContent

Locked Axis

View Options =
© View Optior S Croreira




Recently Placed

| Basic

Volumes

All Classes

I Add New =

&, Import

5.8 . p .o

Matinee

Bu

Dt

]

I =) ] -
+Add Component = o3 Blueprint/Add Script

aterials




j‘ Maodes

AP I

Bearch Classes
Recently Placed
Basic

- Pain Causine
Lights

Visual Effects -, Paper Charactel

Volumes

All Classes

Player Start

Point Light

Post Proces

Precompute

Precompute




1 [Details
’ o
Elo-
+ Add Component~  «f Blueprint/Add Scripi

/% PhysicsConstraintActors(Instance)

J ConstraintComp (Inherited)

4 Transform
Location xvﬂz
Rotation . B‘l’BZB
Scale "l"z'h

4 Constraint

Constraint Actor 1 None ~ O *

> Component Name 1 Pick Actor from scene

traint Actor 2 Mone - J:]' y
» Component Name 2
Joint Name
Fenstrant Bone | [None
constraint one 2 [None
Disable C
4 Projection

Enable Projection

4 Joint Presets

inge [ Prismai J sl and socket

4 Linear Limits
Free
Linear o Limited
® | ocked




Recently Placed

Basic = -
Lights = : oo i Cube07 ‘StaticMeshA
- & ibe0s
Visual Effects J' X & Cube0d
BSP ibe10
ibell

e Paper2D Tile Mz
olumes 31 actors (1 selected)

AllClasses

Physics C % D 3
(Cube07
E— ] o -

‘ move up
Vo —’ ] +Add Component~ a2 Blueprint/Add Script
‘ ™ |

EVRIE -
BVBIN
*xDVEZR L -

Mobility e st [ o

Post Proces

Precompute
- 4 Static Mesh
Precompute
Static Mesh
Goritent Browser

W AddNew = & Import [ SaveAll & B Content » FirstPersonBP »
4@ Content - - - - . . . w

! Physics

4 Materials

© View Options~ Enable Cravity

AL FTeI e EonERa M Ay
File it Window  Help
K Mode e

T eY®

Recently Placed T

Basic

= Werd o

Lights

VieustErects eper i physics constraint actor

® oo is here

Volumes 42 actors

All Classes 2 4
| sics Const . T Details

Select an abject to view def

Point Light
recompute

= Comtent By

B AddNew s~ & Import [2) Save All & 2= Content » FirstPersonBP »
Content
- e e S S G -y

Content

> View Options ~




1) Details

-- n
Heo-

4 Add Component ~ &2 Blueprint/Add Scripi

StaticMeshComponent (Inherited)

4 Physics

Simulate Pt

Start Av
Override Mass
M in Kg

Lo

Enable Gravity
Owverride Walkable
Override Max Depenetration

» Center Of Ma
Sleep Family

Mass Scale 1000.0

Angular Damping ] ]
Per-instance scaling of mass
Linear Damping

Max Angular Velocity 399999939 O ke

ver |teration Count _

er [teratiocn Count 1 Py

4 Lighting
|

Enable Gravity




o=

ol Content A &
Recently Placed

Basic

Lights

Visual Effects

BSP

Volumes

All Classes

E B,
E AddNew > & Import [ SaveAll & E Content » FirstPersonBP »

4@ Content
- e G B B S G G

. StarterContent

’ ®
E— ] -
+Add Component - © Blueprint/Add Scripi

4 Projection

Enable Projection

4 Joint Presets

nge [ pramase  gatan socket

4 Linear Limi

4 Angular Limits




4 Angular Limits

Angula

Twist Limit Angle
ng 2Limit Angle
Angular Rotation OFf
Rall
Pitch

Yaw

ng Limit
wing Limit Stiffn
ing Limit Damping
Twist Limi
Twist Limit Stiffn
Twist Limit Damping

Angular Breakable

A | inear Matnr




L ey = gl
File  Edit

F Modes H ) * ) (({S y

i" '/ & : E ave 2 ce Setfings  Blueprints  Matinee Build

[SeacchClimes D) =

RecentyPlaced (@

Empty Charact

Empty Pawn

Box Trigger

Sphere Trigger

"
Point Light

=¥ Content Browser

B AddNew~ L Import [BSaveAll ¢ I Content » FirstPersonBP »
4w Content
= e G e G b S w

tarter Content
8 items

Empty Actor

Lights. Empty Charact
Visual Effects
BSP

Volumes

Al Classes

Point Light |

K AddNew= & Import [5)Save All € & Content » FirstPersonBP »
e Mo @ S S S B G B

uncheck Visible

Global PostProcess
€ SphereReflectionCapture
} FirstPersonCha
A FirstPersonExampleMap
workPlayerStart
sConstraintActor] 5

le 'y PointLight PointLight
skysphereBlueprint dit .
TemplateLabel

35 actors (1 selected) © View Options =

D Details

PointLight '

T —) ] o -
4+ AddComponent~ &3 Blueprint/Add Script

® PointLightComponent (Inherited)

4 Transform
B reoo N ool
poien = % ISV 2 EENS)
* D G 2 EEI
Mobility ®  Static 5] 3 Mova
4 Light
ExampleMap (Persistent) b Light Color
Attenuati
urce Radius

Indirect Lighting In

4 Light Profiles

IES Texture

4 Lightmass

Indire

atliner

Physicst
© '\, PointLight PontLight

® skySph

35 actors (1 selected)
o Details
' o
EE— ] o -
4 Add Component - of Blueprint/Add Scripi

L a—y—

4 Light Function
ight Function ha
b Light Function Scal
Disasied Brightnes

4 Distance Field Shadows

4 Rendering

Ociements + @

tial Life Span

@ view Options~ | |, op




5

type toggle

ing aln)

“Rendering

il L / A - ! f T85- - —
# PointLight g # PomiLight o e Vi * PomtLight

of the component

Targetis Scene Companent

y(PointLLightComponent)
small blue hollow circle from the list

ns for this Blu

4Add Event for Cube 07
4Collision

& OnActorHit (Cube07)

»

self Actor re— e —
Add On Actor Hit etis PoiniLight (PoiniLigl - f Toggle Visibility
Other Actor - T Po

all Function on Cube 07 =

Normal Impul i |
Target E »

Target
Propagate to Children arget

, D Add Component Propagate to Children
© Add Event
Al
b Animation
> Audio
anvas Render Target 2D
I Components
I Data Table

b nahun




'© OnActorHit (Cube07) L
»
If Actor
Other Actor
Normal Impulst
Hit Target

Propagate to Children

f Break Constraint
OnActorHit (Cube8) Target is PhysicsCe

» —m—™———-»"
f Actor Target

Other Actor

e

Lt T £ / PhysicsConstraintActor16

Hit
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Start Awake
Override Mass
Mass in Kg

Lo d A

Simulate Physics =]

Start Awake
Override Mass ‘Z'
Mass in Kg 100.0

Locked Axis

Enable Gravity

Owerride Walka
4 Walkable Slope Override
Walkable Slope Behavio
Walkable Slope Angle _

Override Max Depenetrati [Jj

Sleep Family SF Normal -

Ma ale 1.0 N

Angular Damping T

Linear Damping 0.01 N

Max Angular ® ity 399 999939 w ]

Position Solver [teration ¢ _

Iver lteration O







4 Physics

Simulate Phy

Start Awake
Override M

Mass in Kg

Enable Gravity

Owerride Walkabl

> Center Of Mass
Sleep Family
Ma
Angular Damping
Linear Damping
Max Angular by
Solver Iteration Count

ver lteration Gount




This car is speeding up

This car is slowing down

Velocity
—
Velocity Acceleration
A —

Acceleration



here or right click to create content

Physical materials are used to define the response of a physical object when interacting dynamically with the world.
held (Ctrl + Alt) for more

Search

4 Physical Material
Fricti

4 Destruction

ible Damage Thr

4 Physical Properties

Surface Type

25




1 Details
Search
4 Physical Material

Phys Material [Hone

T Details

Y <) ] © -

4 General

Phys Material - 4= O

Parent Mone

[+ Lightmass Settings

[» Material Property Overrides




Physics

Override Mass
M in Kg
Locked Axis

» Custom Locked A

Double Sided Geometry

Simple Collision Physical Material | Mone

Component Mame 1

Component Name Stable Mesh

>omponent Name 2 =

Component Name Constrained Mesh

Joint Mame
raint Bone 1
raint Bone 2

Disable Collision
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[seachousses aE‘EH:.."!
cently Placed .

-
T — ] -
4 Add Compeonent~  ©f Blueprint/Add Scripi

fault (Persisiar)

K AddNew ~ X Import [ Save All & B Content » StarterContent » Props »

WAGANEWS) & impot [DSaveAll & 5 | & Content » StarterContent » Materials »

WAddNew» & impot [ESaveAl & 5 | % Content » StarterContent » Materials »

5 - newmaterial
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NNNTAENTO NN

[} Texiwon
B AddNew - & import [£SaveAll 4 5 % Content » StarterContent » Materials »
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-
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Content » StarterContent » Materials »
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mymaterial

4 Translhucs




3- connect to Base Color
1- double click here

“ymateral [ 7.0.307,0

4 Material Expre

RGB values

=l
s
8 oo 0]
4 Material Expr 4 Material Expr n

o




=

no light reflections
. e

i1 a mymatersal
. .. =
"
)
Normal
L
"
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ave  Saurc ¢ Marketplace 95 Bluep Matinee B Flay Launch e =me e

~mymaterial

— @ Base Color

©» Narmal

© World Position Offset

4 Material Expression Constant

| e N | /

< 4 Material Expression

O Ambient Dcclusion

1,0.469,0 A ‘mymaterial

» ————— @ Base Coby ";';. qh - ’ - M:] -

Builc Play L

1,0.468,0 a mymaterial

—— @ Base Color

— @ Roughness

i | o] -]
O Emissive Colo .\‘-.

O Mormal O Normal

: O World Passtion Offset
/| O World Position Offset

©» Ambient Ceclusion

with low reflections

®-. ‘ : Level: ininmal_Dafalt (Persis

9’,' » StanerContent » Materials »

REEEEL LRLLELEELT

p) 'l e ldle da ke Lk L e Gl e le e
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Lights

1al Effe

All Classes

i Add New ~

& Import

[ Save All

€

Content

StarterContent

¢ Textures

0.4,0.50.5

Texture Sample




water waves
speed and directions




pe = 00X

Search For Help D

All Classes

~1®
H-
L "
'

I AddNew - X Import [O) SaveAll & = Content » StarterContent » Materials »

T Filters ~ |




Find in CB

CubeMaterial

mymaterial (Physical Material)

Game/ StarterContent/Mate

Cr Emissive Colo

select

O Hormal
O Wiorld P
4 Physical Mate

Nome

4 Material

Phys Material

ceFadefmaurt
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e C
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EF":? Devin Sherry v

Launch
Unreal Engine 4.8.1

Community

[ Oouniont 45+
Learn
Marketplace

Library

Unreal Engir@

Launch
Unreal Engine 4.

TopDownProject

Community
Learn
Marketplace

Library

= ’ :
ryie: Wl Add toproject | ~ | 1 Create Project | ~ |

Open World Demo Collectio ial Impac e e Tappy Chicken

.
oot | -  zmmp E% grrmo

Un k Figur

Create Project n




| wiceae __J

Import LOD R Physics Asset Create related assets

Skeleton p Anim
1o

## Reimport z Anim Composite

Anim Monta ge

Aim Offset

Aim Offset 1D

View Documentation

0 Connect To Source Control




12 BODIES 12 CONSIDERED_FOR_BOUNDS 1 Ratio 11 CONSTRAINTS







Translation  Rotation

J 5 CONSTRAINTS

Constraint Editing Mode
hold (Ctrl + Alt) for more




= ] < -

4 Anim
Phy

4 Drawing

SIM: Crri+RightMouse to interact with bodies Phys Blend: 100 pet



u Pick Parent Class

4 Common CI

x

ject that can be plac wned in the
8 — iF that can be 'poss d' and receieve
ller.
., Character \ C is a type of Pawn that includes the abili
. Player Controller
& Game Mode

+ Actor Component

. Scene Component

WheeledVehicle is the base wheeled vehicle pawn actor.

By default it uses UwheeledVehicleMovementComponentd4W for its simulation, but this can be overridden by inheriting from the class and modifying its constructor like so:
Super(Objectlnitializer.SetDefautSubobjectClass<UMyMovement=(VehicleMovementComponentName))

Where UMyMovement is the new movement type that inherits from UwheeledVehicleMovementComponent

hold (Ctrl + Alt) for more




4 New Folder

4 Commor

4 AIC

BlackboardData
T PaperTerrainMaterial
iUl TireType
T vehicleDu: T Tyoe

Select Cancel

Data Ta

Data

An Anim Blueprint is essentially a specialized Blueprint whose graphs control the animation of a Skeletal Mesh.
o Bl It can perform blending of animations, directly control the bones of the skeleton, and output a final pose
L for a Skeletal Mesh each frame.

hold (Ctrl + Alt) for more




+ Perapeciive | (% Lit | Show | (10D Auto | (x1.0
'3 8P_Vehicleanimation_c

Drag Off Pins to Create/Connect New Nodes.

Edit Detautts

e in the dsset

T — - ] - -

— tion Mode Floot Molion fioan. Montages Only =

4 Body Setup




Previewing BP VehicleAnimation_C

Drag Off Pins to Create/Connect New Nodes.

Preview out ofdate
Click to recompile

e

Edit Defaults

4 Root Motion

Root Motion from Montages Only =

Aim

An Anim Blueprint is essentially a specialized Blueprint whose graphs control the animation of a Skeletal Mesh.
It can perform blending of animations, directly control the bones of the skeleton, and output a final pose
for a Skeletal Mesh each frame.

hold (Ctrl + Alt) for more




All Actions for thi

mesh

Aldentity
B Mesh

4 Utilities Returns mesh space reference pose.
4Casting hold (Ctrl # Alt) for more

1

Blueprint

1131313311313 3313

nation

Final Animation Pose
a
" Mesh Space Ref Pose  Wheel Handler /’.\,{"\

. =
Companent Pose — * Component Pose fk} Result ﬁ

Alpha [T, > g

i




Final Animation Poce

[ Component To Local

s § -

T -] )

4 skeletal Control

B_L_Suspension  fel
ntGraph B_L_wheelJNT ~
vent Blueprint Update Animation ! a Z 0.0

Dispatchers




20 N
Scale the tire friction for this tire type

Search

D Cylinder: -~ & D
|

ape Radiu
ape Width
Mass
Damping Rate
d by Hand

Wheels Setup
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>
o
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=
o

2
=

B

How far the wheel can go above the resting position

i

5

ﬁ

g

File | Edit

I Hist

N |
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I Set Throttle Input

InputAxis MoveForward
P— >

Value @ Target

@ Throttle

hicle Movement




| set Throttle Input
& InputAxis MoveForward Tangetis Wheeled Veh

Target

@ Throttle

Vehicle Movement

" f set Steering Input

» Inpu.t;ﬂ;:.:.is r'.ﬁwéﬁight angel

P
Target

@ Steenng

Vehicle Moverment




I Set Thottle input
£ Inputixis MoveRorward }
r— P
s Vake i | Tamget

M

e,

& Thoiie

L "
Vieacle Mowerment

: _ I Set Steering input
€ Inputisis MoveRight ¥

P —

Axis Value @ Tanget

i

~ @ Sieedng

- .
Wenche Movement

" Set Handbrake input

»
Target
Mew Handoreke

Tamget
Hew Handureke

-

Vo Movement

-
Vefeche Movement







Vehicle Setup

Wheel Setups
40
Wheel Class
Bone Mame
[+ Additional Offset
41
Wheel Class
Bone Mame
[ Additional C
437
Wheel Class
Bone Mame
[+ Additional C
43
Wheel Class
Bone Name
[ Additional Offset
Mass
Drag Coefficient
Chassis Width
Cha {eight

+ @

—

4 elements

3 members -

IR ¢ © + x>
3 members
DT - o + x-

3 members

EEEm e o + x -
3 members
Dm0 + x -
ORI -

1500.0




4 Bindings
Action and Axis Mappings provide a mechanism to conveniently map keys and axes to in

4 Action Mappings 4= @
Bl BackOnTrack
BN InGamehenu
F § Handbrake
shift [ ctri [ At [ cmd [l X
Jdappings 4 @

F B MoveForward

4 Collision
Simulation Generates Hit Events v =
Phys Material Override Hone

on Reponse Enabled
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