Cared Tuturial

V. 1.0

Required 

-Cared 

-Paint Program with tiff support (preferably Photoshop or paint shop pro)

-Time

-Java Runtime

-Java 3d 0penGl

-Video card for Java 3D opengl???

-Plaything 2 (Optional)

Layout
Part 1 – The Basics

-Step 1Plan car Layout

-Step 2 Point, components, triangles

-Plotting Points



-Defining Triangles

Part 2 - The Model


-Step 3 Starting the model


-Step 4 Grouping separating components


-Step 5 Applying Textures


-Step 6 Smashable Textures Part 1


-Step 7 Compiling


-Step 8 Testing


-Step 9 Editing the Wam File



-Detachable parts



-Parts involving hinges

-Smashable textures Part 2


-Smashable Windows


-Step 10 Editing the <car_name>.txt


-Step 11 Create a simple model


-Step 12 Edit textures


-Step 13 Car Testing


-Step 14 Menu images


-Step 14 Read me

Other


Trouble Shooting


Tips


Future Tutorials


Information


Disclaimer

Before Starting…

You have must already read/done or now how to:

-Read the entire readme before starting

-Cared tutorial from cared version 1.13

-Now how to make simple objects, i.e a box

-How to make a simple car model

-Some experience in car skining

Part 1

Step 1- 


Decide what car you gonna make, and what will it be based on, as in a real car.  Then get or draw the side, front, and top view.  (this will help you layout the car in cared) Then plot vertices on the side, front and side view, as it would appear in cared.
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Step 2 – Plotting the points, Creating components, and defining Triangles 


First of all create a new component (Note: Components allows you to apply one texture only.  Also create the amount of components need to make each part of the car, and separate the textures when the part of the car is consider just as a component. I.e. Frlight, frfender, Frfendback, frfendund, = Front Right Fender (when all these components are grouped together (explained later in tuturail))


-Plotting Points


Now put some points (by pressing alt and mouse click) in the side view of cared in a general shape of the car you making. (be sure to put the points in the right component your making). I.e component -> Carbody, and plot the points in cared that would make up the car body.


-Defining Triangles


To define a triangle, simply select 3 points and press define triangle in the component window.  Keep on defining triangles until it’s starts to look like something you making. (don’t worry if it doesn’t look right yet..)  Then Select the Points and right-click to move the points to the right areas as it would be back in the side view you made, and keep on moving the points in cared so it would look similar/same as it would be in the side view.
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Part 2

Step 3 – Starting a new model


Start up Cared and Create a new car.


First of all Import the Front right/left and rear right/left wheel, and driver body using the import option in cared (This will help scale the car to the right side using the wheel side and the size of the driver body, in relation of a real car), also NEVER PUT ANY WHEEL COMPONENT ON TOP OF THE COMPENENT LIST!!!!  I won’t even bother what will happen when you do. Now plot some points around the driver bod, which will define the car body, now move the points in the right positions until it looks right.  Now select all the points and move them out Left/right in the top view until it’s the right width.  Now define the triangles.  Now select all points of the body, now copy those points and paste them, then move them to the other side of the car, and invert each triangle, this should form the other side of the car.


After you feel the base of the car looks right, create a new component, and start on the other parts of the car.  Most cars would have these types of components, engine, FR-FL-RR-RL fender, carframe, seat, hood, and Left/right door.


I not gonna get involved in telling you how to build on the rest of the car, since this tutorial would go on and on.  And it’s up to you how to build up on a basic structure and go on from there.  Also it be to complicated to explain.


Step 4 – Grouping and separating components


It is important to read this part, because this is gonna create separate objects that will be used for detachable objects, base structure, wheels, doors, hoods, and so on.


First of all to create a object the will detachable you must group the components involved with the object.  For Instance if I were to make a detachable object, say the front Right fender, I’d create a new group called Frfender, and add components that would be affiliated with it, I.e. frfend, frlite, frwhlwell.



Another thing with grouping is that you must define a master Group (Main object where the other ones is connected to it) Master group should always be the car structure.


Also if you would like to make a new group I.e. the hood, which only uses one component, just leave it in the ungrouped components.  Should also leave the wheels in the ungrouped components

Step 5 – applying textures (ignore this if your gonna use playting2 to do this)


First of all create a whole bunch of tiff, and name them as the appropriate place it would be used on the car.  Also put the first 2 initials of the car name in FRONT OF THE TIFF NAME!!!!!! This will prevent texture swapping between car models using the same texture name on that car,  And be sure the initials aren’t used, if so put something else in the front.


Now import all the textures that would be required for the car into cared, then select the component to be textured, then go down to the texture drop down box and select the appropriate texture for the component.  Now select the right aliment of the texture that would most look right on the car.  Then your done texturing that component!!!  Great now you have to do it for ever other component!!!! Yeah it takes awhile but you must have patience.

Step 6 – Making smashable Textures PART 1


First of all you must create a separate material in the textures list for each smashable texture!!! Then use each individual materials you created on one part of THECAR!!! Go back to applying textures to apply the material that will be smashable on that part of the component.  If this is confusing you I give a short example to make smashable windows.

-Component: Front Window     Material: Fwin     Texture Used: Scrn

Component: Back Window     Material: Bwin     Texture Used: Scrn

Step 7 – Compiling


If you group all the components, applied textures/materials to every component, and applied separate materials for the smashable textures. You are now ready to compile it…. So DO IT!!!!

Step 8 – Testing


Once the model has compiled first just make a test run of the model in C2 to see if works, so create a new folder under cars, which would be same name of the compiled car, and add the following info in the opponents text, and add 1 to the top number on top the text:

// Opponent <#>

<Full Driver Name> 

<Driver Name>

<Car Name>

2                               // Strength rating (1-5)

867333                       // Cost to buy it

all                     // Network availability ('eagle', or 'all')

<Car Name>.TXT        // vehicle filename

//vehicle description

TOP SPEED: 200 MPH

WEIGHT: 2.5 Tonnes

0-60MPH: ???

<Car Info>

Now run C2 and select the new car, If it runs, everything is ok, if not. I have no way what went wrong with your computer.

Step 9 – Editing the Wam File


Open the wam file using the text editor that came with windows.

Defining Detachable Parts


To define a detachable part is fairly simple just make object definitions something like this:

(front Right Fender)

//entry 2

FRfender          // actor

normal        // softness

detach      // Crush type  

normal      // Ease of detachment  

stubborn    // Type  "normal","stubborn","fully_detach" 

box         // shape

0 // number of smashable textures

Defining Parts with hindges

(right Door)

// entry 3

RDOOR          // actor

normal        // softness

flap          // Crush type                       

6             // Hinge point 0 (index of the vertex from the model)  ( Pivot Point 1
7            // Hinge point 1 (index of the vertex from the model)   ( Pivot Point 2

8            // Hinge point 2 (index of the vertex from the model)   ( Close Point/ shut point

1             // Kev-o-flap?   ([ Determines if it opens by pressing enter i.e. a door, if 0 is in place of the 1 it will not open by pressing enter]

hard          // Ease of flap "hard","normal" 

box           // shape

0 // number of smashable textures

Defining Smashable textures Part 2

Use this example, this is pretty much self explanitory

(Front Left Fender with smashable Head light)

// entry 7

FLFENDER          // actor

normal        // softness

detach      // Crush type  

normal      // Ease of detachment  

stubborn    // Type  "normal","stubborn","fully_detach" 

box         // shape

1             // number of smashable textures

BSHLL       // name of material                           ( [Material Name, remember when you created separate materials]

Bslite        // pixelmap to use when intact                

1



// Number of levels

0.002



// trigger threshold (default if zero)

0



// flags


// Connotations:


1



// number of possible sounds


4520


// sound ID


1



// Shrapnel count


shards


// Shrapnel type


0,0



// Min,max speed towards car


1.0



// Impactee velocity factor


10.0


// Random velocity (max)


2.0



// Random up velocity (max)


0



// Random normal velocity (max)


100.0


// Random spin rate (max)


0.75,1.25

// Min time, Max time


0.005


// Min cut length


0x01


// flags


RLFRAG.MAT

// name of shrapnel material


0









// Explosion size


none








// Slick material


0



// Number of non-cars activated


0



// Radius of side-effect smashes


0



// Extensions flags


0



// Room turn on code


none


// Award code


0



// No run-time variable changes

1



// Number of pixelmaps

BSlitebrk
// pixelmap to use when smashed

Smashable Windows

This has smashable levels, if you know what that means.  Also when you use this example, you must have the Scrn4.mat for this to work, or it will crash carmageddon2

(Front Window on Car body)

// entry 1

BAJASTREET.ACT       // actor

normal        // softness

boring        // crush type "boring" only dent,"detach" falls off, "flap" has a hinge

4             // number of smashable textures

Fwind
// name of material

SCRN
// pixelmap to use when intact

2



// Number of levels

0.0005


// trigger threshold (default if zero)

1



// flags


// Connotations:


1



// number of possible sounds


4530


// sound ID


0



// Shrapnel count


0









// Explosion size


none








// Slick material


0



// Number of non-cars activated


0



// Radius of side-effect smashes


0



// Extensions flags


0



// Room turn on code


none


// Award code


0



// No run-time variable changes

1



// Number of pixelmaps

SCRN2
// pixelmap to use when smashed level 1

0.002


// trigger threshold (default if zero)

0



// flags


// Connotations:


1



// number of possible sounds


4500


// sound ID


1



// Shrapnel count


shards


// Shrapnel type


0,0



// Min,max speed towards car


1.0



// Impactee velocity factor


10.0


// Random velocity (max)


2.0



// Random up velocity (max)


0



// Random normal velocity (max)


100.0


// Random spin rate (max)


0.75,1.25

// Min time, Max time


0.005


// Min cut length


0



// flags


SCRN4

// name of shrapnel material


0









// Explosion size


none








// Slick material


0



// Number of non-cars activated


0



// Radius of side-effect smashes


0



// Extensions flags


0



// Room turn on code


none


// Award code


0



// No run-time variable changes

1



// Number of pixelmaps

SCRN3


// pixelmap to use when smashed level 2

This just about covers it for smashable textures

Part 10 – editing the <Car_name>.txt


This is self-explanitory too (if you used cared to compile the model) Just look into the text and you see why!!!

Part 11 – Creating a simple model


This is other wise the distance view of the model.  To do this basically make a simpled model of the on you just made, except for far less amount of polygons.

Note: find the X, Y, Z location by using plaything2 or Cared to outline the car. Basically take down the location of the points put them in cared, and move them to the right spot where you took down the location.


K, Now start a new model with the name Simple_<Car_name>​ Now make these following Components and textures:

Front

<car name>_front

Back

<car name>_Back

Side

<car name>_Side

Top 

<car name>_top

Under

Under

Once you finished making the simple model group all components as on with this group name:  <Car_name>.1

Now Compile it and put the files into the You car model directory

Part 12 – Edit those textures!!!!


Design the textures for the cars.

Part 13 – Test your  car


Actually you should do this after editing the wam and car.txt 


Also test to make sure every thing works to your liking 

Part 14 – Creating Menu images


Refer to the Cared 1.13 tuturial

Note you must put the menu pixes like so:

C2

----Data

----------Intrface

--------------------Carimage

--------------------------------<Car_name>CI

--------------------------------------------------Pix16

Part 15 –Create readme

After that zip it up, and  upload to a webpage  

Troubleshooting

I’m not getting into this, but check out the tips to do it right the first time.

Tips

-To prevent unknown reasons why C2 is crashing when editing the wam file, or the car.txt, edit each part at once and test, i.e. make one smashable texture and test, or edit one part of the car bounderies in the car.txt then test.  This may be a slow tedious process and it works.

-Never Edit the Car.txt or the wam file all at once!!! I tried it and ended up doing every thing again.

-Don’t worry if you car is gonna turn out like a piece of SH_T it takes practice, and time to get use to modeling using C2.  It just happens that I learn fast and I made a Kick ass Truck on my second model.

-Use Plaything 2 if you want to texture you car properly.  You got to Street Of Carmageddon to get a tutorial on plaything2.

Future Tutorials – may or may not consider to make on

-Novelty moving parts, i.e. moving steering wheel on JM Dodge Viper Gts, spinning propellers on the mustang.

-Moving Suspension, -looking into it (with my upcoming Baja Off-Road)

Information

Http://members.xoom.com/vcgarage
Icq# 22459279

E-mail: Vbg76@hotmail.com
Disclaimer:

If you follow this tutorial and something goes horribly wrong with you computer it’s not my FAULT!!!!

© Copyright Trevor Tang AKA Dark Knight and the TNT Motors Co.

Please don’t plagiarize this!!! I spent Hours typing this up, and I don’t want to be ripped off!!!!

Credits

Dark Knight

Ben Beard – I borrowed a picture off his tutorial, and of course cared, if it weren’t for him I’d never have written this tutorial.

Also if you feel I need to add something to this tutorial please e-mail me

Start By making a base structure of the car





Press Define triangle to make a triangle… Duh!!!





Use invert triangle to change the face of the traigle in our out





Materials that will be contained in the model and what textures it will use.  You must make a new Material for each smashable texture!!! 





� EMBED Word.Picture.8  ���





These Red button deletes components, material, triangles, and points/verticies





Import Pre-Fabricated objects to help start up your car modeling, like wheels, seats, and the driver





Component that will have a smashable texture





Material used for the Component





Texture used with the material





Objects that do not have more than one component





Objects containing several components 





Components of the object





Object set to Master
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