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Physics joint
Type: Rotational hinge
Preset: Single axis
Properties: Simple
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Front axle

Type: Turning hinge
Preset: Single axis
Properties: Advanced

o

A
/ \

)

If the turning circle
needs to be changed,
adjust this value. A
higher number means a
tighter turning circle
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The Left stick horizontal value runs
from -3 to 3. The Two input operator
increases this value to -21 to 21, giving
an arc of 43 degrees (including 0).
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In order to match these up correctly, set
the min X angle to 0 and line the edge
of the pivot point up with the forward
direction.

The two yellow boxes in the pivot points
should be in the same place for each ‘
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Physics joint
Type: Turning hinge
Preset: Single axis
Properties: Advanced
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Physics joint
Type: Rotational hinge
Preset: Single axis
Properties: Simple
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