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How to change the skin on the car.

To change the skin of the car hit the ‘M’ key in your keyboard. The material editor
will open; in here you will see several sample spheres with different materials on
the top. On the lower half of the editor, are the parameters for each sample
sphere. Make sure that the very first sphere is selected (top-left). This sphere is
named “Multimaterial”; it looks like a sphere made up of different squares, almost
as if it was tiled. As the name states it is made of several materials and each
material is assigned to a different part of the car, that is, everything about the car
is adjusted from this sphere. To change the car skin, you need to find the
material named “WCCARBODY?”. It is a shellac material and the square to the
right of it usually is colored white.
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Click on its button, this will change the sphere and the material’'s parameters.
You will see two buttons, click on the top one, the base material. Search for
“Basic Surface Properties” rollout, in here look for “Color (Cs)”, to the right of this
there’s a button with a map, click on it.
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Now look for the “Bitmap Parameters” rollout, here there’s a button with the name
of the skin in the car.
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Click on this button and from the recently opened window search for your skin.
After you’'ve opened the skin of your preference you may go ahead and render.
You can also do this for the window; look for the “WCWINDOW” material. The
car and window materials were done almost alike so just follow the same steps.
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In order to change the skin of the helmet or the driver, you must search for the
respective material usually name “WCDRIVER” or “WCHELMET”, once you
clicked on the material button, look for the “Basic Parameters” rollout. Look for
the diffuse option and click on the button to the right of it, it should have an ‘M’ in
it, now look for the “Bitmap Parameters” rollout as you did before and follow the
same steps as then.
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How to render

To render you can simply hit the ‘F9’ key on your keyboard, this will generally
render from the ‘CameraOl’ view. In the case you want to render from another
view, hit you ‘F10’ this will open the render dialog. At the bottom look for an
option named ‘Viewport’ with the name of one of the views, in here select the
view that you prefer and hit the ‘render’ button to the right of the viewport option.
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How to change the tires or another part of the car

To change the tires select them, you can do this by click on each tire while
holding the ‘ctrl’ key, or by hitting the ‘H’ key on your keyboard, this will open the
‘Select Objects’ panel.
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In this panel the tires may be named something like “RC_Alum_tr_If Ivl4™ select
the four materials with the similar name and click the select button. After the
selection has been made, right click on the viewport, this will open the quad

menu.
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In here select ‘Hide Selection’. If done correctly your car shouldn’t have any tires.
In the case that something that something in the case disappeared that shouldn’t
have, click on the undo button on the top left, or hit ‘ctrl+z’ in your keyboard and
repeat the mentioned steps.

Right click on the viewport to open the quad menu again, now select the option
name “Unhide by name”, look for the tires you want and select them, then click
on the unhide button. This should give your car another set of tires. Render &
enjoy.
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This process can be used to change things like the hood, wing, bumpers, etc. To
do so, do the same steps, but instead of the tires, select another part of the car,
i.e. the hood. Or you can unhide things like the cloth or the ropes or driver and
helmet; with the same steps you must follow to unhide any part of the car. Not all
scenes come with different parts, or with the cloth. In case that you wish to have
a cloth for a car that doesn’t have one please request it.
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*The name of the tires may vary depending on the scene, usually the first two
letters will be unique to each scene, that is no two scenes of different cars will
have the same first two letters, in the case of the final part this is the level of the
tires, just like in the game, in the case of the level 1 tires in the scene will be
named “Ivl1”. And in the case of the second part of the name, that will be different
depending on the material of the tires. In the case of aluminum tires, it will be
“Alum”, graphite will be “Grap”, and gold will remain “Gold”. Not all of the scenes
come with this format for naming tires.

How to change the color of the cloth

To change the color of the cloth hit the ‘M’ on your keyboard, to open the material
editor. Select the cloth sphere usually it should be at the top right.
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Click on the top material, the base material. In the next screen look for the “Oren-
Nayar Shader Parameters” rollout, in here look for “Ambient” and “Diffuse (Cs)”,
change their respective swatches to whatever color you wish. Try to keep the
color value at 150; it may be possible to go up to 200, although this hasn’t been
tested.
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How to add a Phantom Graphic or Pearlescent Color

This will give you instructions to give the car any of the effects just mentioned or
even to give a certain decal, such as the number decal, a highlight or the
appearance as if it is glowing more than other parts of the car.
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First of all you need paint a second skin for your car; this will serve as the color of
the pearlescent effect, or the graphic to be highlighted. For example, if you want
to add a phantom flame, this skin will only be composed of the flame, nothing
else. In the case of a pearlescent effect, let's say that you want your car to have
an orange look, all the skin should be orange. In both cases anything that
shouldn’t have the pearlescent or ghostly effect should be entirely black. So if
you want to add a phantom flame, the flame should be of the color you wish, but
the car, and especially the layer that has the things like headlights and such,
should be colored black. This is to prevent those parts to have a stronger glow
than the necessary.

Now that the effect skin is done, open the render scene that you want to add the
effect to. Go into the material of the car. If you don’t know how to do this look into
the part "How to change the skin on the car”. Click on the shellac material, the
lower of the two buttons in the ‘WCCARBODY’ material.

Once in the shellac material, click on the diffuse material and on the
Material/Map Browser select ‘Mask'’.



If up to here everything has been done right you should have a screen similar to
the shellac material, with two buttons ordered vertically. The top one is a Map
and the bottom one is a Mask.

Click on the top button, the Material/Map Browser will appear again, this time
select ‘Bitmap’. One of those windows to open up files will appear. In here go to
were you saved your effect skin and open it up. Now click on the Go to Parent

button () to return to the mask screen. This time click on the mask button. In
the Material/Map Browser select Falloff. Now in the Falloff screen, click on the
top swatch on the left, and make it gray, set the value of it at 200. Don’t change
anything else in this part, close the color selector, is important to leave all this in
a grayscale for best results with the effect skin.

Make sure that your Falloff Parameters are the same as the ones in the image
above. Still on the Falloff screen, scroll down until you see Mix Curve rollout. This
needs to be set like this. Although it doesn’t have to exactly like it, it should be
close.



To set the mix curve like that, you need to add a point. This is done with the third
button from left to right or the third button from right to left, from the ones shown
in the image. Just make sure to change back to the cross before continuing so
that you can manipulate the point. If the point doesn’t have the lines that allow
you to set curves, right click on the point and select ‘Bezier-Corner’ then using
the tip of each line set them as they are above. Remember it doesn’t have to be
exactly the same, but it should be close. Now your scene is ready to render.
Note: If you find that from certain angles your car looks to have too much glow
you can reduce value in the swatch to 160, in my opinion the value should be
between 160 & 200, but this can change depending on your car, scene, model
and effect skin.

If you wish to mess with the settings that | provided, it can help you to visualize
how your car will react to your changes by keeping in mind that in the swatches
(the colors in top of the falloff screen), the white or clearer gray, stands for the
strength of the effect skin, that is the whiter it is the more your effect skin will be
visible, and the darker it is the less you’ll be able to see the effect skin. On the
other hand, the black or darker gray, is your car skin, so the darker this is the car
skin will be more visible. In the case of the Curve, things are the other way
around. The black stands for the effect skin, while white is for the base skin. The
amounts of each color and its transition stand for how you effect skin will be
visualized in the car and how it will transition from one to the other, that is if you
have more black you will have more of the effect skin than the base skin, and the
way it transitions from black to white, will be how it changes from the effect skin
to the base skin. Hope you understand this cause | don't.



