1.)   e.g. Abrams.xml // Seat01 and Seat02 both invisible 

<SEATS>                                     

    <SEAT_0                                 

        fCameraRotateYSpringForce="1.0"     

        bThirdPersonRubberBand="true"       

        fThirdPersonDistance="1.5"          

        sLinkedUseItem="CANNON_0"   ( linked with CANNON_0          

        sFrame="Seat01"                     

        bCameraRotateY="true"               

        sType="DriverInvisible"                 ( no driver appears (the state name) 

    >                                       

        <hud>                               

            <compass                        

                fX="0.5"                    

                bEnabled="true"             

                fY="0.05"                   

            />                              

            <dashboard                      

                fX="0.2"                    

                bEnabled="true"             

                fY="0.05"                   

            />                              

        </hud>                              

</SEAT_0>

<SEAT_1                             

    bCanEjectLinkedUser="true""            ( Seat01 user will be kicked from cannon0
    fCameraRotateYSpringForce="1.0" 

    bThirdPersonRubberBand="true"   

    fThirdPersonDistance="1.5"      

    sLinkedUseItem="CANNON_0"        ( linked with CANNON_0                 

    bAllowFirstPerson="false"       

    sFrame="Seat02"                 

    bCameraRotateY="true"           

    sType="Invisible"                                ( no driver appears (the state name)              

>                                   

    <hud>                           

        <compass                    

            fX="0.5"                

            bEnabled="true"         

            fY="0.05"               

        />                          

    </hud>                          

</SEAT_1>             

2.)   e.g. Landrover.xml // Seat01 and Seat02 both visible 

<SEAT_0                             

    fCameraRotateYSpringForce="0.5" 

    fThirdPersonSpringConst="2.6"   

    sPassengerAnimName="DriverFlat"   ( AnimName from the max mesh

    sFrame="Seat01"                 

    bCameraRotateY="true"           

    sType="Driver"                                   ( driver appears (the state name)              

    fThirdPersonDistance="1.5"      

>                                   

    <hud>                           

        <compass                    

            fX="0.5"                

            bEnabled="true"         

            fY="0.05"               

        />                          

        <dashboard                  

            fX="0.2"                

            bEnabled="true"         

            fY="0.05"               

        />                          

    </hud>                          

</SEAT_0>

<SEAT_1                            

    fCameraRotateYSpringForce="0.5"

    fThirdPersonSpringConst="2.6"  

    sPassengerAnimName="SeatFlat"      ( AnimName from the max mesh  

    bAllowFirstPerson="false"      

    sFrame="Seat02"                

    bCameraRotateY="true"          

    sType="SeatFlat"                                ( driver appears (the state name)                             

    fThirdPersonDistance="1.5"     

>                                  

    <hud>                          

        <compass                   

            fX="0.5"               

            bEnabled="true"        

            fY="0.05"              

        />                         

    </hud>                         

</SEAT_1>                                                     

!note

you only need a “sPassengerAnimName” if  the player / avatar  should be visible
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