| got this tractor from your
store and | would like to
attach a trailer to it.

You mean the satyr
farm tractor |
modified to attach a
trailer to it.




You need to do a
number of steps to
define the trailer to

tractor rotation
position

Oh sound like its
complex.

Well its similar to what fred did for animator. See here :
Fred animator script



https://www.outworldz.com/Secondlife/Posts/Prim-Compiler/

So what do | need to do.

white cube with a

| provide you with a

lts the base of the tractor with
the pin where | attach the
trailer!




Add position

When | do that It says : {ec_lord_er SCftlpt In
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Ok | copy the position of
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the trailer to the pin position




Touch the trailer
hitch ball.
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So we intend to
rotate the jig around

Ok to so do that | select the the traller hltch ball
jig then the hitch ball
| toghether . In rotation mode
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How much do | rotate it?

| found that for this
trailer size 2 snap
point will do good.

| use the snap point by
. positioning my mouse
2, outside the white circle.




Done what | do next.
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Like we did for
recordLocation 00 we touch
the central hitch ball and we
record a new notecard and
rename it recordLocation 1R




How much do | rotate it?

And other two so the
4th snap point.




| do same for next snap
position
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Yes like we just did for
recordLocation 1R we touch
the central hitch ball and we ,.3’32&
il record a new notecard and g
& rename it recordLocation 2R




How many do we do like
that?

| have planned for
5R and 5L.

But | only use 5,3
and 2 at the moment
of writing this tuto.




So on till position 5R
right?.
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new notecard and rename it
recordLocation 5R




At this point | have the [ ‘«\ @] % }'
following inventory in

Drag to move, shif-drag to

hitch ball. . Stretch Both Sides
(Crl) B3 Stretch Textures

ExaCﬂy . 5 |’|ght positions - Limit drag distance

. ~elect Face Edit Axis at Root
IR to 5R and the 00 straight 4 Show Highlight
record plus the position Edit linked parts Use Grid NORtONSS
recorder Script' fuler | QT o F'|'i|'|'|iL%-_!-EE:I1ILIIE]|:jT!':Z";_;
General | Object | Features Textlure m

Doing the same for left New'Seript PErmIissions...

side now. v I Contents

E.-."‘-—- positionRecorder_ 190715
® recordLocation 1R
2 recordlocation 2R
© recordLocation 3R
@ recordLocation 4R

'ﬂ' recordLocation SR

'ﬂ' recardLocation 00




So we now have 5 left
rotation added for a total
of 11 notecards created.

arity  Advanced
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Ys lets look at

Inventory of our hitch
ball.




So what do | need to do.
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| move my trailer a bit to
see if | did ok .
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Now that | have recorded all 10 MNew Script Permissionse.
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~ [ RAILER~

RESET the script to make
sure it all set properly.

Done with the pie menu.
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We now need to copy that
trailer and work some more
with the copy.

%

Ok I slide the trailer and
made a copy. What next .

ey
Then copy the right side one * _
In you inventory and put it

back in inventory of the left
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Edit the tractor pin prim and
copy position and rotation .
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Dragt e - il Z to copy
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While the trailer is still
selected Shift Clic on the
tractor and make a linkset

tractor trailer with tractor as
root.

So | create a new object Make 151
and | renamed it tractor
and hay trailer linkset.

I Make Mono

Dont forget to use the
pie chart Reset to reset
all scrips in the linkset .
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| sit on the tractor and use hookON menu. |
had to adjust to be within 0.2m from the tractor
pin to the trailer hitch and it worked fine.

It will work fine on opensim 09. | did my best for
opensim 08 but vehicule are not as evolved on that
version. Also in 08 you need opensim notecard
reading function not available to everyone
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SUMMARY G R e N |
-Rez your trailer its root prim shall be a trailer ball hitch.

-Add position recorder script from the tractor box.

-Rez the tractor jig, edit the jig red pin and paste to move trailer.

-Link the trailer to the tractor jig.

-Touch the trailer hitch ball and record the “recordPosition 00” notecard.

-Rotate clockwise and record 5 Right trailer rotations, “recordPosition 1R” to “....5R”.

-Rotate anti-clockwise and record 5 Left trailer rotations, “recordPosition 1L” to “....5L".

-Remove the position recorder script...
-Unlink the jig root prim and red pin. S o o
-Make sure the root prim is now the trailer hicth ball.

-Add the position controler and the unhook linkset script in trailer inventory.

-Drag right the trailer to make a trailer copy. Make a copy of the right side on and put in left side trailer inventory.
-Copy the tractor and put a copy in the left side trailer inventory.

-Last fit the trailer to the tractor and link them together so the tractor is the root.

-Give a hame reset the set and copy that to the left side trailer.

-You now have 3 object in the final trailer. The tractor, the trailer and the tractor trailer link.

Please note that this trailer project has been tested with opensim 0901 . Some effort has been put into making
this project compatible with 0821 . The “hook trailer ” “on or off” needs opensim notecard reading feature that is
not necessarly available to all.
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