Seperation of launcher (settings) and system (runtime)

audio.ini
gameplay.ini
— race.ini C—
Assetto Corsa Assetto Corsa
Launcher System
Assetto Corsa.exe o acs.exe
> replay.ini nil

triple_screen.ini

The launcher shows the content The system is seperated from the launcher.
and configures race parameters. video.ini It reads all settings from files.

Launcher and system can be developed seperately.



Seperation of launcher (settings) and system (runtime)
Content Manager replaces Assetto Corsa standard launcher

audio.ini
gameplay.ini
b race.ini —
Assetto Corsa
Content Manager System
. acs.exe
> replay.ini <«

triple_screen.ini
Rename ,,Content Manager.exe” to
,Assetto Corsa“.exe for a better Steam integration

video.ini

| different launcher (Content Manager) replaced the original launcher and so it was possible to add more functions and features.



Content Manager + Custom Shaders Patch

AC basic system

Content Manager

Assetto Corsa

System

Onf/
SUrag all Csp e s exe
modU/s Custom Shaders Patch injection

dwrite.dll

New shaders (CSP) replacing the original shaders. CM is listing them and is able to configure them via their config files



Custom Shaders Patch

EXTRA FX

LIGHTING FX

RAIN FX

PARTICLES FX

WEATHER FX

Assetto Corsa

acs.exe

dwrite.dll

makes materials
look like litten
by light

material changes, textures,
particles and physic changes.

LUA script interface to access lighting, sky shader, fog shader, etc...
The weatherFX interface has many accesses to other CSP moduls, like rainFX.
It is able to control rain via rain intensity, wetness and water amount.




Custom Shaders Patch injection

config files
/extension/config/tracks, /extension/config/cars,
/content/tracks/xxxxx/extension/ext_config.ini, /content/cars/xxxxx/extension/ext_config.ini

EXTRA FX
Tracks and cars can be configured to track config Assetto Corsa
use certain moduls of CSP. The LIGHTING FX System
. . . . [LIGHTING] acs.exe
conflguratlon |s-do.ne in the [MATERIAL ADJUSTMENT]
associated config files. [GRASS_FX]
[EXTRA_FX] RAIN FX
Those are created by the community [RAIN_FX]
or by the content modders itself.

PARTICLES FX
They can be downloaded

automatically in CM or they are
placed by the modders in the

, WEATHER FX
content’s folder.
car config
[LIGHTING] > TYRES FX
[TYRES_FX]

[SHADOWED_WHEELS]
[EXTRA_FX]




graphics

Sky shaders

Fog shaders

Light source

Ambient light

content
cars
materials

physics

tracks

materials

Custom Shaders Patch

Sol Python apps

Sol Config

graphics Sol Planner
Custom Weather

Sky shaders

Define how things
look with different
weather.

Set global emissive Sol

and bounced light
levels.

G

Set rain intensity, road
wetness, puddles
amount

lightingFX weather script

+
controller script

CSP LUA interface

Rain shaders

Sol Custom config
(LUA script)

PPFilter



WEATHER FX when Driving

WEATHER FX WEATHER FX
controller script weather script
Define how weather ID looks,
Currer.mt weather (ID) Interpolates weather
Upcoming weather (ID)
Transition @ = "LightThunderstorm"
Humidity 1 = "Thunderstorm"
Replay Buffer : ' ' 2 = "HeavyThunderstorm"
Wind (direction, speed) 3 = "LightDrizzle"
Temperatures (ambient, road) 4 = Drizzle’
5 = "HeavyDrizzle"
6 = "LightRain"
Rain (intensity, wettness, water) 7 = "Rain®
8 = "HeavyRain"
9 = "LightSnow"
10 = "Snow"
11 = "HeavySnow"
12 = "LightSleet"”
13 = "Sleet”
: 14 = "HeavySleet"
rainFX 15 = "Clear"
16 = "FewClouds"
17 = "ScatteredClouds"
18 = "BrokenClouds"
19 = "OvercastClouds"
20 = "Fog"
21 = "Mist"
22 = "Smoke"
23 = "Haze"
. L. . ) 24 = "Sand"
While driving, the controller script sets the parameters for weather and rain. The weather 25 = "Dust”
script reads those parameters and builds the weather graphics. RAIN FX reads the rain 23 = ?g:z;}ji
parameters and generates the rain graphics and physics. 28 = "Hurricane"
29 = "Cold"
, 30 = "Hot"
The controller data are also stored in the replay buffer. 31 = "Windy"
32 = "Hail"
100 = "NoClouds"




WEATHER FX in Replay mode

WEATHER FX
VWEATRIERIEA Replay Buffer e o
controller script weather script
is bypassed UCurrer.lt weatf;re]r (“?I)D Define how weather ID looks,
pcoming V\{e.a =7 ilel Interpolates weather
Transition
Fthnidity @ = "LightThunderstorm"
Wind (direction, speed) 1 = "Thunderstorm”
. 2 = "HeavyThunderstorm"
Temperatures (ambient, road) 3 = "LightDrizzle"
4 = "Drizzle"
o e . 5 = "HeavyDrizzle"
Rain (intensity, wettness, water) 6 = "LightRain"
7 = "Rain"
8 = "HeavyRain"
9 = "LightSnow"
10 = "Snow"

11 = "HeavySnow"
12 = "LightSleet"

13 = "Sleet"
: 14 = "HeavySleet"
rainFX 15 = "Clear"

16 = "FewClouds"

17 = "ScatteredClouds"
18 = "BrokenClouds"

19 = "OvercastClouds"

20 = "Fog"

21 = "Mist"

22 = "Smoke"

23 = "Haze"

24 = "Sand"

25 = "Dust"
While replay, the controller data are taken from the replay buffer. The controller script is 26 = "Squalls"

27 = "Tornado"
bypassed' 28 = "Hurricane"

29 = "Cold"

30 = "Hot"

31 = "Windy"

32 = "Hail"

100 = "NoClouds"




