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First of all, thank you for purchasing and using Realistic Car Controller! This documentation will guide

you to;
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You can find more updated details on

http://www.bonecrackergames.com/realisticar-controller

https://www.youtube.com/playlist?list=PLRXTgAVrLDpoW58IKI8XA1AWD6kDkoKb1

(You can zoom in with CTRL + ScrollUp for enlarge PDF pages)

First to Do

Always backup your project before updating any asset or Unity Editor. Keep your own assets outside
from RealisticCarControllerV3 folder. Delete the entire folder, and import updated version.

This version of the RCC isngg_ayerMaskfor avoidunwanted ra/cast hits and ign@unnecessary
projector layers Just create onealer for vehicles, and select ititCC Settings

l,‘;‘ Tags & Layers @ %,
> Tags

> Sorting Layers
¥ Layers

Default
TransparentFx

Builtin Layer 0
Builtin Layer
Builtin Layer
Builtin Layer

Builtin Layer

Ignore Raycast

Water

Builtin Layer Ul
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Builtin Layer
Builtin Layer
User Layer 8 RCC
User Layer 9

User Layer 10

User Layer 11
User Layer 12
User Layer 13
User Layer 14

User Layer 13
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RCC_Settings ##,

RCC Asset Settings Editor Window

This editer will keep update necessary .assetfiles in your project for RCC, Don't change directory of the
"Resources/RCCAssets",

| i only 1 Audio Source. |

FY
Do Mot Use Any Particle Effects o
Do Mot Use Skidmarks (]
Do Mot Use Chassis Joint ||

Chassis Jaintis a main Configurable Joint for realistic body movements, Script is getting all
71 colliders attached to chassis, and moves them outside to jaint, It can be trauble if you are
*/ making game about interacting objects inside the car. If you don't want to use it, chassis will
be simulated based on rigid velocity and angular velocity, like alder versions of RCC,

¥ Tags & Layers

Tags & Layers

Set Tags And Layers Auto 4
Vehicle Layer RCC
Vehicle Tag Player
Tag All Children Gameobjects 4

‘ & Be sure you have that tag and layer in your Tags & Layers ‘

., Allvehicles powered by Realistic Car Contraller are using this layer. What does this layer do?
iJ/ It was used for masking wheel rays, light masks, and prejector masks, Just create a new layer
far wehicles fram Edit --> Project Settings --> Tags & Layers, and select the layer here.

(ToolsA BoneCracker Gamey Realistic Car Controlley RCC Settings)

Script Execution Order
This version of the RCC is usifgiptExecution Ordefor avoid unexpected event conflictS8hisshouldbe
imported successfully when RCCinstalled/ R R2 Say Qi  NXugt dzakdlEire oy BavelthSi A 2
order. You can check it [aditA Project Settings, Script Execution Order

U Script Execution Order o

Add scripts to the custom order and drag them to reorder.

Scripts in the custom arder can execute before or aftar the default time and are sxecuted from top to

bottom. All ather scripts execute at the default time in the order they are loaded.

{Changing the arder of a script may modify the meta data for more than ene script.)

— UnityStandardAssets.CrossPlatformInput. TikInput -1001 -

— RCC_SceneManager -1000 -

— BCG_EnterExitManager -800 -
Default Time

— RCC_Camera 400 -

= RCC_CarControllerv3 470 -

— RCC_AICarCaontraller 450 -

— BCG_EnterExitPlayer 700 -

— BCG_EnterExitWehicle g0 -

— BCG_EnterExitCharacterUICanvas ann -

EX

| Revert || Apply




General Information about RCC

Each vehicle haks loRrsRCCCarControllerVZsscript. Each vehicle is responsible for own
RCCCarController\3.cs

¥ = [ RCC_Car Controller V3 (Script) ﬁ SR

e | ® | ® | @
6 | ¢ | o | X

| Systam Overall Check

[ Add Component ]

8 Main Categoriefor easily andunderstandablecreating-configuratingvehicles.

Wheels Steering SuspensionsMechanicConfiguration Stability, Lights Sounds andDamage

All vehicles are sharing global settings, sounds, configuratiorisi/aSettings



File Edit Assets GameObject ComponentETooIs Window Help
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@3 Project

BoneCracker Games Edit RCC Settings

Add Main Controller To Vehicle

| create - (@ )| &% [* ||| 1320x1080
¥ 7 Favorites Assets » RealisticCarControllerV3 » Prefabs Configure Ground Materials
©LAll Materials > W E36 Configure Changable Wheels
) All Models » i Model_Bus
@AII Prefabs P L Model_Cars_suv Create
@AII Scripts ¥ Ly Model_Cars_Wan_Deliver
¥ ¢ Model_Misc_Buggy Al Controller
v55 Assets P bd Model Sedan

Changing ground materials physics, particles, damps, sounds, Etcli®® BoneCracker Game#,
Realistic Car Controlle®, Configure Ground Materials

File Edit Assets GameObject Component[TooIs Window Help

m 4*; E E BoneCracker Games Realistic Car Controller 4 Edit RCC Settings )
3 Project € Game Add Main Controller To Vehicle
| create -/ @ )| & | % | * | ||| 1320x1080
YﬁFavoritei Assets » RealisticCarControllerv3 » Prefabs Configure Ground Materials
@A” Materials Configure Changable Wheels
© All Models ¥ i Model_Bus
©1 Al Prefabs F I Model_Cars_SUV Create 3
@A” Scripts P L Model_Cars_Van_Deliver
» i Model_Misc_Buggy Al Controller 3
wES Accatc S T

Creating lights, exhausts, mirrocgmerasgtcin ToolsA BoneCracker Game% Realistic Car Controller
A Create

File Edit Assets GameObject Componenthdow Help

(OKA S [ El

3 Project
| creats = = )| & || & | ||| 192011080

BoneCracker Games Realistic Car Contreller 3 Edit RCC Settings

#1 Pivot

€ Game Add Main Controller To Vehicle

¥ 7 Favorites ‘ Assets » RealisticCarControllerVd » Prefabs Configure Ground Materials
@AH Materials P W E36 Configure Changable Wheels
©1 Al Models P i Model_Bus
©, Al Prefabs » g Model_Cars_SUV Create Lo
(©1 Al Seripts ¥ i Model_Cars_Van_Deliver Lights
¥ L Model_Misc_Bugay Al Controller
V5 Assets ¥ g Model_Sedan u
PAmer_lcanSnor‘csCar i Model_Sofie@Driving by BUMSTRUM Misc
» &5 AmplifyColor P Ld Model Truck

Making vehicles controlled by Al'imolsA BoneCracker Game Realistic Car Controllefy Al
Controller.

Tools | UFPS  NGUI  MeobileInput  Window Help

Realistic Car Controller

Game
16:10 Landscape (16:10) =

BoneCracker Games

Edit Asset Settings
Add Main Controller To Vehicle

Configure Ground Materials Maximize on P,

Al Controller
Misc

Add Al Controller To Vehicle

Add Waypeints Container Te Scene
Add BrakeZones Container To Scene




RCC Settings

altAy w// {SGiAay3Tasd LGQaA aKbIWE Rone@racker Gan@s ReulGicSar L2 g
ControllerA RCC Settings
RCC_Settings #, RCC_Sattings “,
| Open | [©pen)

G213 St Cififiogs Bt Liulan RCC Asset Settings Editor Window

This edicar will keep update necessary .asset files in your project far RCC, Dan't change directory of the

Resources/RCCARsts", ‘ ‘ ;i!ss:s:;;;ri(\!g;zsu&iﬁte necessary .assetfiles in your project for RCC. Don't change directary of the |
a
¥ General Settings Main Controller Settings ‘
General Settings Units [kMH gl
Override FixedTimeStep " Use Automatic Gear
Fixed Timestep = 0.02 Engines Are Running At Awake
Maximum Angular Velocity - ) keep Engines Alive When Player Get In-ifof
Behavior Type | Custam = Auto Reverse
Auto Reset "4
7 Using behavior preset will override wheelcallider settings, chassis joint, antirolls, and other
Qa) stuff, Using "' Custom" mode will not override anything. Contact Particles On Collision ' Contact Sparkles ©
Use Fixed WheelColliders ™4 ¥ Ul Settings
¥ Controller Settings UI Dashboard Settings
Main Controller Type Ul Type lut 4
Mobile Custom ] e T o
Keyboard Settings ¥ Wheel Physics Settings
Gas/Reverse Input Axis Vertical Ground Physic Materials
Steering Input Axis Harizental | Ground Physic Materials 0 _sRCCAsphaltPhysics [} |
(1) Vou can edit your vertical and horizoneal input axis in Edit --> Project Setings --> Input, | [ Ground physic materials 1 iRCCGrassPhysics o]
Start/Stop Engine Key i i) | Ground Physic Materials 2 =£RCCSandPhysics =] |
Low Beam Headlights T i - - =
High Beam Headiights B = | Configure Ground Physic Materials J
Change Camera (e Al ¥ SFX Settings
Indicator Right LE 3]
Indicator Left [a 3] Sound FX
z =
Indicator Hazard L J [ Configure Wheel Slip Sounds ]
Gear Shift Up | Left Shift ]
Gear Shift Down | Left Cantral ] # Crashing Sounds
Boost LE 4+ # Gear Shifting Sounds
Slow Motion |6 4+ Indicator Clip & Indicator ]
Get In & Get Out Of The Vehicle | Return 4] ¥ Exhaust Flame Clips
NOS Clip #NOS (o]
-
- e - ‘ Turbo Clio S Turbo o||™
[ Reset To Defaults e Reset To Defaults ]
[ Open POF Documentation J [ Open PDF Documentation J
Realistic Car Controller V3.0f Realistic Car Controller V3.0f
BoneCrackerGames BoneCrackerGames
Created by Bugra Gzdoganlar Created by Bugra Ozdoganlar
- insputiyl i ———— ot i e
RCC_Settings hid RCC_Settings
| open | -
RCC Asset Settings Editor Window RCC Asset Settings Editor Window
T;w!ssssL(::;;glck‘;:‘:su;d;‘t‘! necessary .assetfiles in your project for RCC. Don't change directory of the | ‘T;ifs:ﬂ‘::;;,Q!:l::';:s"ft?-“ i D o o e e Donfe A dhoatn; dhes |
NOS Clip S NOS Q| &« | “i only 1 Audio Source, | F.
Turbao Cli # Turbo @ .
~E n g‘ Do Not Use Any Particle Effects (™|
awout Cli
P Do Not Use Skidmarks o
Reverse Transmission Sound # Reverse o Do Not Use Chassis Joint (]
Wind Sound “ Wind @ Chassis Joint is & main Configurable Joint for realistic body movements, Script is gatting all
= “™ colliders attached to chassis, and moves them outside to joint. It can be trouble if you are
Brake Sound W Brakes @ 1) making gams abaut interacting objects side tha car. If you don's want 1o use i, chassis will
" ) N be simulated based on rigid velacity and angular velocity, like older versions of RCC.
Max Gear Shifting Sound Volume 0.25
Max Crash Sound Volume - 0.5 ¥ Tags & Layers
Max Wind Sound Volume — 0.1
Max Brake Sound Wolume —C 0.1 Tags & Layers
Set Tags And Layers Auto
¥ Optimization Vehicle Layer RCC
Optimization Vehicle Tag Player
Tag All Children Gameobjects "4

Use Lights As Vertex Lights On Vehicles []

| & Be sure you have thattag and layer in your Tags & Layers |

@ Always use vertex lights for mobile platform, Even only one pixel light will drop your
7 perfarmance dramaticaly!

_ Allvzhicles powered by Realistic Car Controller are using this layer. What does this layer da?
(1) Itwas used for masking wheel rays, light masks, and projector masks, Just create a new laye:
~ " far vehicles fram Edit --> Project Settings --> Tags & Layers, and select the layer here,

Use Light Projector For Lighting Effect

Unity's Projector will be used for lighting effect. Be sure it effects to your road only. Select
A ignored layers belaw this section, Don't let projectars hits the vehicle itself. It may increase

your drawcalls if it hits unnecessary high numbered materials. It should just hit the road, Resources
nothing else.

Head Lights i HeadLight o]
Light Projector Ignore Layer | Mothing ™|
Brake Lights \w BrakeLight o
Use Shared Audio Sources 4
Reverse Lights ¢ ReverseLight @
@ For ex, 4 Audio Sources will be created for each wheelslip SFX. This option merges them to Indicator Lights ¢ IndicatorLight (=]
=+ anly 1 Audio Source,
Mirrors W Mirrors o]
Do Not Use Any Particle Effects o Skidmarks Manager [@ SkidmarksManager (RCC_Skidmarks) o
Do Mot Use Skidmarks [l Light Projector i\ HeadlightProjector ©
Do Mot Use Chassis Jeint [l Exhaust Gas ¢ RCCExhaust ]
Chassis Jaint is a main Configurable Jaint for reslistic bady movements. Script is getting all Chassis Joint ' ChassisJoint °
colliders attached to chassis, and moves them outside to joint, It can be trouble if you are Car Camera [ RCC_Car Camera (RCC_Camera) [)
./ making game about interacting sbjects inside the car, If you don't want to use ir, chassis will = =
be simulated based on rigid velocity and angular velocity, like older versions of RCC. Hood Camera oodCamera @
RCC UI Canvas WRCCCanvas o
¥ Tags & Layers - -
( Reset To Defaults J (| Reset To Defaults J
| Open PDF Documentation J | Open PDF Documentation J
Realistic Car Controller V2.0f Realistic Car Controller W3,0f
BoneCrackerGames BoneCrackerGames

Created by Bufra Ozdojanlar Created by Bugra Dzdoganlar




Configurable Ground Materials

Changingr adding newground materials physics, particles, damps, sounds, etoinsA BoneCracker
GamesA Realistic Car Controlle4 Configure Ground Materials

RCC_GroundMaterials G = %
| ©pen |

Wheels Editor

This editor will keep update necessary .assetfiles in your preject. Don't change
directory of the "Resources/RCC Assets',

Ground Materials

RCCAsphaltPhysics (Default) -
Physic Material ~LRCCAsphaltPhysic @ Forward Stiffness |1

Wheel Sound « AsphaltSkid2 @ Sideways Stiffness 1

Volume .—;}_ 0.5

Wheel Particles WRCCWhety @ Wheel Skidmarks |« RCCSkidr @
Slip 0,25 | Damp ]

RCCGrassPhysics -
Physic Material =LRCCGrassPhysics @ Forward Stiffness 0.8
Wheel Sound « Grassskid @ Sideways Stiffness|0.8
Volume —— —| 0,5

Wheel Particles WRCCWhet @ Wheel Skidmarks |« RCCSkidr @
Slip 0.0 | Damp z

RCCSandPhysics -
Physic Material «fRCCSandPhysics | @ Forward Stiffness 0.5
Wheel Sound ~sandskid 2 Sideways Stiffness|1

vulume —:‘;—. U.S

Wheel Particles WRCCWhee¢ @ Wheel Skidmarks | « RCCSkidi| @
Slip 0.02  Damp 2

Terrain Ground Materials
IITerrain Physic Material

| Create New Ground Material |
. -<RetunToAssetSettings |

Created by Budra Gzdodanlar
BoneCrackerGames

How does it work? If WheelCollider hits a collider with one of the physic matetisd,inhanges will be
appliedto WheelColliderYou can check out denszenes.



RCC Scene Manhager

Every scene will have this managef-C Scene Manageontainscurrent player vehicle, current player

camera, current player Ul, current player character, recording / replay mechaninathedvehicles as

well. Instead of finding current car controllesr cameraon scene, RCC Scene Manager will find it and
manage it only. All other scripts depending on player vehicle will take reference of the RCC Scene Manag

CUSTOMIZE MENU OPTIONS MENU

3
885 1
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Main Controllers

RCC supports 3 controller types ready to use. Keyboard, Mobile, and Xbox. Each controller has unique
settings in RCC Settings. Also you can use your own inputs in Custom mode.

Mobile Controller
Package containslobile Controllerreadytousew G K | L® b2¢g fSiQa YIS 2dzN
Mobile Controller. Just open URCC Settingsom ToolsA BoneCracker Game% Realistic Car Controller
A RCC Setting¥ou can change your inputs féeyboard Mobile Controllers Xbox andCustom

Controllershere.

File Edit Assets GameObject Component Tools UFPS NGUI Mobilelnput Window Help

o + AN
= hy |

E Hierarcl

0> it v e e
W= #Scene € Game h §

: o= BProject | O inspector |\ Lighting v s
|| shaded -||20 || % 40| & - Gizmos | (AT | RCC_Settings. Qe

- | Layout - |

Open

y of
an_Deliver

Driving by BUMSTRUM
_Flatbed

= » ovemide g
1) other stufl Using "Custom" mods will not override anyching.

Use Fixed WheelColliders ¥

¥ Controller Settings

Main Controller Type
Keyboard Custom

Mobile Settings

l Reset To Defaults ]
! Open PDF |

L No skidmarks object found.

A

5SFlLdzZ G az2o0Af SUl/CanYdicdRDt | @NF EREIDVENAINRB F& 6 dzy RS
RealisticCarControllerV3/Prefab®rag and drop to your Hierarchy.



File Edit Assets GomeObject Component Tools UFPS NGUI Mobilelnput Window Help

Ceiriet [ Sial] ICIC] (& [accoun ] Lavers Jiarow ]
= Hherarchy | 4. #Scene | €Game | SBAni s “= @project | © Inspector | Silighting M Ocelus e
. o V2 Can:

16:10 Landscape (16:10)

Layer | UL N
et by
e
Pos X Pos ¥ Pos 2
443 277 o
Width Height
1280 800.3612 iil R
x0 Yo
X0 Yo
X 0.5 Y o5
OPRTIONS MENU
x0 Yo 20
- o.8921 21675 2/0.6921875
s
ay. :
play i
Scaler (Script) = Q=
e With Screen s
X 1280 Y 800
LExpand
i 100
v (5 M Graphic Raycaster (Script) Qe
Saript & GraphicRaycaster o
Ignore Reversed Graphics
Blocking Objects [1ione. .
[ Everything .
_Dashboard Inputs (Script) we.
Ser RCC_Dashboar o
Current Car Controller None (RCC_Car Controller V3) o
RPM Needle W RPM Needle °
KMH Needle w KMH Needle °
Turbo Gauge s Boost o
NOS Gauge hos o
Boost Needle wBoost Needle e
No S Needle U NoS Needie °
RPM 0
KMH 0
¥ -/ MRCC_ul Dashboard Display (Script) ue
Seript RCC_UlDashboardDisplay o
RPM Label RPM Label (Text) o
KMH Label KMH Label (Text) °
Gear Label Gear Label (Text) -3
ABS *4ABS (Image) °
ESP #.ESP (Image) o
Park FuPark (Image) o
linhte. _ Maadlinhtr (1, a2

(N0 skidmarks object found. Creating new one...

91 OK 'L O2y{ NP tHCSNICALKVS.806 &S KR LIKThéBebiittods yekddana ®
controller with normalized float values. You can adjust Ul buttons sensitivity and gravity from RCC Setting

About Mobile Usement On City Scene
City scene has lot of specular maps with alpha channels. Textures with alpha Isheneneeavy for mobile
devices. In Demo APK from my website is not using any texture with alpha channels. Also all standard
shaders are replaced with mobile shader®RiGC City Mobilscene. If you build an APK without editing
materials, you wilget perbrmance loss.





















































































