Tree It

This pitiful attempt to create a tutorial is aimegdabsolute beginners in this area. | hope:
1. I have done nothing wrong

2. 1 got it across in a way that was easy to unideds

3. You can read this to some extent

4. see last sentence
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| am assuming that you have created your tree dowpto your own wishes and | will not go into
it further. So we are already at the finished model

Undo
Redo. X

Bark Texture...
Leaf Texture...
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We come to the processing of the textures. Herecgouchoose the existing textures.

By the way: If you want to use your own texturéss ieasiest to put them in the texture folder,
because you can then see them on the model witfaeurig to search for them. With the foliage
textures you have to pay attention to the corrigghaent. The flare texture is said to add
something like moss to the trunk. | haven't dedh w yet, | would leave out this texture for now.
If you have created a few trees, you can play atauth this function ...

xifree It fodih — & . .

Fie Edt View Tools Hel

i3
hEdl 9@ Fsled@lHB s S

Sine Z
Sine.
Sine Rate
)
Cosine X.
[ Cosine Y.
[ Cosine 2.
Cosie.

5}

Cosine Rate.

—0

Now we come to the union of the individual textut@she material. Open> TOOLS <and there>
Edit texture map ... <
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1. Click add, the bark texture is added
2. You can use this to change the position. In¢hae not necessary
3. Adds the foliage texture. It has to be movedhlie specified coordinates, simple (see 4.)
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optional

If a tree stump is to be created ...
5. adds the selected texture

6. sets the coordinates
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Some formats are now available for storing theuex{material). | don't know how GG processes

the different graphic information, I still use ttids format. PNG can GG too. This format is

suitable for post-processing since it actually savghout loss, whereas dds loses quality afteh eac
processing. But everyone has to decide for theraselv
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For the creation of the small preview picture
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1. These fields should be empty

2. Select white as the background color

3. Save the image in the model folder as (tree haonep

4. doesn't really matter. You have to bring thegmto 64X64 pixels
The fastest and easiest way is with MS paint oretbmg
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So, everything ready?

Now the finished model can be exported. Again,gtith using the classic x format. All required
files name.x, name.bmp, the textures (name_D.daeenN.dds, name_S.dds (name_S.dds is not
absolutely necessary)) and the name.fpe must alb@ays the same folder.

Now the tree can actually be used in GG. In theecthe field textured = should remain empty in
the fpe file, otherwise the object may not be digpt.
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-header »
desc = old_oak < /’ %

.visualinfo

textured = old_oak_D.png 1_ .

effect = effectbankireloaded\tree_basic fx * 3

castshadow =10
transparency =0

cullmode =1 O S L,_

-orientation

maodel = old_oak.x e 5
offx = :
offy =

offz =

rotx =

roty =

rotz =

defaultstatic = 1

materialindex = 3

collisionmode = 59

collisionscaling = 100

scale = 200) = 6 -

;statistics

strength =25
explodable =0
debrisshape =1

.ai
aimain = default.lua

1. Name of the object

2. the texture of the object (optional as descrileave)

3. Please use> tree_basic.fx <for DNS textures

4. To avoid irritation, cullmode = 1 should be used

5. The actual model

6. The size is variable. In this case 200 (butalan be changed in the editor

everything that is shown in red in this fpe fileedanot belong to the fpe file. That is the scraid o
prankster

The texture divorce from the model(separation of course)

In order to remain a little more flexible, perhapsimply exchange the textures, you can rework
the object with fragmotion, for example. This isixdayuickly and only takes a few steps:



The object looks strange at first, that's becafisieeotransparent material. So everything will be
fine.
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don' t worry ...
/ everything is fine
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Organisieren ~  Neuer Ordner
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4 Downloads | old oakix X-Datei
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Dateityp: | Direct X Files ()
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The fpe file must then of course look something likis:
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cullmode

model
offx
offy
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rotx
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‘header

desc = old_oak

.visualinfo

textured = old_oak_D.png =
effect = gffectbankireloaded\tree_basic fx

castshadow =10
transparency =0

= 1

:orientation

= old_oak.x

defaultstatic = 1
materialindex = 3
collisionmode = 59
collisionscaling = 100

scale = 200{

;statistics

strength =25
explodable =0
debrisshape =1

=]

aimain = default lua

Here a .png file was used .... But it also workihwids or something

ooaach ... I'm broken



