


Navigation & movement controls
* How to use your inventory & hotbar
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* How to place, rotate and remove parts
e Scale base materials and change scaling direction

1. Adjust position 2. Place Parts ReEmove Parts Rotate Parts
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e Learn about Scrap Mechanic’s materials and parts.

Blocks

The most common building components, these
material blocks can be made out of stone, wood,
plastic or mefal and can be scaled with a simple
drag and release action. Ideal for building large
structures with speed and comfort. Able fo be delet-
ed by holding the right mouse button and dragging.
Blocks are marked with a blue line in your inventory.

Interactive Parts

All interactive parts have a special function that
will bring your creations to life by making them
move, spin, drive, fly and more. It can be any-
thing from a gas engine to a fully functioning

radio, and are marked with an orange line in
your inventory.

Rarts

Building parts with a unique shape and look,
perfect for personalizing your creations. Parts
can be anything from industrial steel support
frames to a friendly litfle duck figurine, and are
marked with a green line in your inventory.

Consumables

Coming soon...




e All about Scrap Mechanic’s tools




Arrow Keys
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to the correct rotation and start the engine.

Make sure all connections are exactly as shown.

e Set all bearings
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* Anything you attach to a bearing will rotate.
e Can be powered by an engine or when linked to a controller using the connect tool.
e When connected to a driver’s seat, bearings can be controlled with the keyboard.
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e Allows you to connect interactive parts by dragging from one connect point to another as shown.
* If you connect an engine to a bearing, you can right click to change its rotation.

Hold and Drag













Used to activate other interactive parts like engines, thrusters or the controller and more.
* There are 3 types of triggers that work in different ways.

Switch Button Sensar

Toggles connected ; ) Activates connected ./ Activates connected
creations on and off. « " parts for as long as creations when some-
' | the button is held '~/ thing moves within its




® Enables the creation of transforming, moving machines.
* Program your bearings fo rotate at set degrees in a set sequence and activate it by using a trigger.
Let’s learn the basics by building a automatic door.
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* Hold the left mouse button and drag left or right to set the degrees on the dials as shown.
 Activate the door with the trigger that you connected to the controller.
The controller is an indispensable interactive part with endless possibilities.

CONTROLLER

(@106 0 0000000
fONONE| 0 0000000

NG A

X




SCRAP \
MEG! IANIC ‘= Axolot



