The Strange Way to Make Units

By Strangelet of TMBM mb

This tutorial will use Bryce 4, Poser 4, Photoshop 5.5, Fear, and amber 2.05b - excellent programs that are easily warezed from your fave criminal source (although amber is free - shamefully).

PART ONE - UNITS, AND WHY YOU SHOULD RUN AWAY NOW...

The difficult fing about making units is that it is possible to do ANYTHING you like, and so it is often hard to limit yourself and keep a straight course. Almost nothing is beyond your ability even with the simplest tools, as workarounds and fake processes can often yield perfectly acceptable results - 3D modelling is all about what you can get away with.......

the best possible thing joo can do is jot down a few notes  on what you're going to do - what does the unit do? what weapons/attacks does he have?  what kind of dude is he?  oftentimes, form follows function - so if you suddenly decide to give your android dorf a bazooka when you modelled him with a pea-shooter peeps are going to laff atchoo when that pea-shooter carrying dude starts firing off rockets. 

so make a basic plan.  in this tutorial we'll make a unit called Grover McWiener. he is a sadistic mass-murdering office worker gone berserk with a samurai sword after too many board meetings. 

Units are Sprites. a sprite is a sequence of bitmapped images animated to give the appearence of movement. because myth uses 2d sprites in a 3d environment, the sprites must have a set of images for all different angles of all animations. therefore is is much easier to use 3d animation to generate the 2d images, as a 3d model once made can be rendered from various different angles without redoing the animations. this is HARD WORK. with practice, a unit can take about 2 days to complete - my first took 2 weeks. 

PART TWO - PROPS

Because I intend to use a poser default model which will require no adjustments for our unit, we'll make the props first so that we'll have them prepared for when we get into the animation.

We'll start in bryce, making the weapon that grover will use to wreak havoc on the seattle streets (or gimble, which is set two blocks down). Bryce has a talent for Meshes.... now meshes are not maps, contrary to hOOr opinion - a mesh is a 3d modeling term used to describe series of polygons interconnected in one 3d object. Bryce calls them Terrains coz it's primarily a landscape generator.  Create a terrain in bryce (i'm not going to be giving you application specific commands - click here - select this from the so'n'so menu - and so on unless what im telling you to do is particularly obsure. i expect you to use common sense and have a manual at the ready. this is a unit tutorial not a bryce/poser/photoshop/amber tutorial...) and go into the terrain editor. 

here we can edit the height of the various points of the terrain using a greyscale image which we can either draw onto in bryce or import other pictures into.  have a screw around on the height-map editor - it's great fun watching the 3d terrain change as you stroke with the brush... ok enough fun - back to work mb...

I said we'd start in bryce but i lied. we're going to go into photoshop to create a height map to import into the terrain editor in bryce - you still with me? 

In photoshop, create a blank square document and make the size 512x512 pixels (it can be any multiple of 64 really but 512 is a good size for terrain work.)  make it entirely black - now i want you to draw a samurai sword. nice elegantly curved blade with an oblique tip, longish hilt and good solid crosspiece. of course it'd prolly be easier to draw a normal sword but the japanese have not spent 2000 years refining the sword just so you can ignore them. 

Bear in mind that in the Terrain editor in bryce, the lighter colors will translate into higher areas and the darker ones into lower areas - draw the sword using 50% grey on full opacity, so you end up with just a grey sillhouette. Nice... Really - i mean it. 

now use the magic wand tool to select only the grey areas, then use a black airbrush on about 10% opacity to darken the EDGES of the BLADE - this will mean that they will taper off to a nice point in bryce... now use a slightly lighter grey on the hilt and crosspiece, rounding the edges of the hilt and making sure that the crosspiece is the lightest color you use. the end result should be something like this - PIC

now save this image as a JPEG. call it something imaginative like katana.jpg

now create a new layer and do whatever you feel is aproprate to make that pic really look like a samurai sword. give the hilt some leather strips. make the blade look all shiny. color the crosspiece in so it looks like wood - mb even a lil blood on the blade if you're feeling sassy.  now flatten that image and save that image as anothe JPEG, calling it something liek katanaCOLOUR.jpg

now boot up bryce

Create a new DOUBLE-SIDED terrain (it's in the toolbar somewhere) and go into the terrain editor. select the grid size as 512x512 and go to the Pictures tab. select Load and import the first JPEG of the samurai sword you just made - the greyscale one. use the COPY/PASTE commands to copy the image from the first thumbnail into the second, and the third should change to look exactly like the first. Then click APPLY

Shazam, O Unit Creator - there appears as if by magic your sword pic in the height map window. also the 3d view should change to relfect this. 

OMG but it is just an embossed pic of a sword, right? the background is still a flat plane!... very easily remedied.  on the right hand side of the height map window there is what looks like a set of calipers. this is the CUTOFF scale. grab the lower end of the calipers and drag it up - the black area surrounding your sword should give way to red as the lower, blacker areas of your height map are cut off.  superb. 

OMG2 - the sword is VERY TALL in the 3d view - no matter we will fix this in a sec. 

exit the terrain editor. you will see your lovely TALL sword as a wireframe in the editor windo - simply resize it down on the Y axis now it is perfect mb. :)

But it is still grey. which is not a good fing. no matter. we cunningly prepared our texture map earlier in photoshop (unless you're the kind of sly devil who skips the boring or difficult bits of tutorials like me). select the terrain and go into the materials editor. 

whatever default material is there - choose image mode from the top element on the right hand side (there are 2 buttons marked T and P, choose P).  now select the Texture Source editor from the same element. this dialog works like the Pictures one in the terrain editor - load in your color pic of the sword, but instead of copying it to the second thumbnail, choose the white circle (clear selected alpha image to white). now the third thumbnail should look like the first. click the big TICK mark (apply), and exit the materials editor - 

do a test render... you should have a passble looking model of a sword right there. nice aint it. now to export it as a wavefront .OBJ file....

select the sword and go back into the terrain editor - now hit EXPORT.  You will be asked to choose a file format, filename and path for your model - make sure the format is wavefront obj.  now you are presented with the export dialog. in this dialog you can muck about with the settings of your model. try to get as low a polygon count as you can because high poly counts make for unwieldy models when animating (slow refresh rates) choose Adaptive triangulation - it works better most of the time.

Now export that model and HEY you just made a sword that we can import into poser. 

PART THREE - CHARACTER ANIMATION in POSER 4

omg this is going to be a nightmare to explain. I HOPE YOU're HAPPY TYRANT...

Boot up poser and witness the finery that is Casual Male (default). he will be our Grover unit. he has a shirt and pants, he has shoes and hair, arms and legs and a whole bunch o stuff that you'll have to model yourself if you want him to look any different. but that is way above the scope of this tutorial, and hopefullt it'll be a short step to picking these things up yourself after we've finished. (poser is also excellent for creating home-made porn using the remarkably life-like Nude Woman model, but that is also for another tutorial...) 

Play with Grover. move his arms and legs, twist his head about. make him dance and leap. aint it grand. get used to the ROTATE and MOVE tools coa they're the ones you'll be using the most. 

now once we have prepared Grover, that is, given him his Sword Of Vengance, we can save him and animate him in multiple sequences as we wish, so let's give him his sword. If, as i suspect, your messing with grover has left him looking like he's been in a road accident, then just create a new document and the Casual Male model should reappear as if nothing had happened.

now go and import your sword model. choose import-wavefront obj. from the file menu and ok the dialog (sometimes poser doesnt display imported models correctly, giving them a see-thru appearance, this can be corrected by re-importing the model and selecting "flip normals" from the import dialog) now scale the sword down (or up as the case may be), and select it using the selection pallette (the right hand one directly under the main view window) align it with Grover's right hand. when you have it aligned so it looks like he's holding it (fiddle with the hand parameters and you can get it looking like he's grasping the hilt),  select CHANGE PARENT from the OBJECT menu. scroll down the heirarchy in the dialog until you see the right hand, select it and hit ok. now the sword will move with the hand. mess about with the hand (but dont muck with it more than once so you can undo the changes) and you'll see what i mean.  now grover is armed, we can sort out his clothing. 

in myth, colors of units can be changed by the program which is alot more flexible and a necessity fro net play (you need to be able to see team colours). to do this, you assign hue changes in Amber (we'll get to that later) but amber needs basic colors to work on. so you'll need to color grover's shirt and pants in a bright primary color so that amber can change that color later on. use the paintbucket tool from the editing tools pallette, and make grover's shirt cyan and his pants green (when i say cyan and green i mean like BRIGHT cyan and green. dont worry that this looks stupid - it'll all be fixed later)

we'll save him in this state so we can animate him from this template.  save him as groverstands.pz3

ok.  now we need to generate those hateful images of him from all angles. we'll give him 2 standing frames so he doesnt look like a statue when he's not walking or fighting.  at the bottom of the screen is a cut-down animation pallette. there are two frame number boxes there, marked FRAME 001 of 030 or whatever. click on the 030 box and type in 2. now we have two frames to play with. use the slider to go between the two frames. nothing changes at the moment coz u havent animated him, so lets do that.

go to frame 2, and make him assume a SLIGHTLY DIFFERENT pose to his standard stance - dont animate the legs or feet coz that will look silly as he stands there doing a little dance. just mb twist his head or chest a lil. you know - waiting for a bus sort of thing.  Poser will record these movements in KEYFRAMES, and if your amination were more than two frames, he would gradually move between these two positions over the time (frames) between the keyframes. now switch between the two frames and he should animate between the two. thats great - now we have to set up the camera to capture this wonderful Grover Standing Animation. 

select the AUX camera by clicking and dragging on the big head in your control pallette (keep the main camera free for general editing work), and your view of grover will change.  Make sure that Camera Animation is switched OFF by clicking on the little key icon in the control pallette (it should be red) select this camera for editing using the secection pallette (like you did with the sword), and set the FOCAL length to 80 - because you'll be viewing grover from the equivalent of about fifty feet away in myth and the perspective gets a lil screwy if you dont have it just right). set the Y ORBIT to 0' and the X ORBIT to -25' , this ensures that the views you render of grover will match the views of the camera in myth.  

use the camera movement controls (the four pointing hands) to get grover nice and central in the main window, and resize the window to about 80 pixels high by 60 wide. (this is purely to taste. it's to your benefeit if you can get your unit sprites as small as possible to reduce the processing power that myth needs to draw them. most myth 2 units are about this size, unfortunately poser only has one edit window and this is linked to your render size, so when you do different sequences you'll have to get the rendered images all the same size by eye. a bit shit, but hey).

now grover looks a bit more like a myth unit. next we must make the background blue. this parameter is attached to the right hand side of the main view window. also, turn off shadows coz we don't want them. 

now your grover is almost render ready. all that remains is to make sure we get all 8 views (some units in myth have more views but 8 is pretty stadard) that are required for a usable sequence. we can do this 2 ways... either render the animation one view at a time, changing the camera angle each render, or my patent crafty way which requires a little more initial effort but is alot less time consuming in the long run. i'll tell you about my way since it's my tutorial. 

select the animation pallete from the WINDOWS menu. here you can see at a glance the layout of your animation with all of it's vast two frames.  there is an expanded heirarchy of Figure 1 (grover) with various keyframes on their respective tracks (you didnt move all the body parts so some parts have no keyframes, except on frame one which records all keyframes as the starting position). collapse this heirarchy using the small tab next to the FIGURE 1 legend. now drag a box around the two frames in the figure 1 track, and hit the ADD KEY FRAMES button (the one with the plus sign on it in the top centre of the animation pallette). this makes sure that the body parts we didnt move also have keyframes for frame 2, and dont decide to take on a life of their own when we start animating.

Since we need 8 views of a this frame sequence, change the number of frames to 16 by clicking on 002 box of the FRAME ... OF 002 thingy.  then copy the two frames you have on the figure 1 track by holding down ALT (or option as it's sometimes called) and dragging them. you're aiming to have 8 sets of the sequence one after the other, so you should end up with 16 frames filled in the figure 1 track.  ok. now cycle thru the animation using the locator tab at the top of the track display in the animation pallette (like you did with the slider in the main window), and he should switch back and forth between the two positions 8 times over the span of those 16 frames... he does - sweet. 

now we're going to spin him around by 45 degrees for every cycle of the animation. this is a lil complex but dont panic. 

expand the figure 1 heirarchy in the animation pallette and then expand the "body" heirarchy. this will display all the animatable parameters for the Body (i.e the whole Grover figure). now select all the keyframes on the Y ROTATE track and hit backpace. that's right, delete them.  now select the first frame of the 8th sequence on that track (this will be at frame 15, remember - 8 sets of 2?) and hit the add keyframe button. go back to the main window and select the Body object.  set the Y rotate parameter to -315. now cycle the animation. 

grover now does the 2 positions in each of the 8 views - but since movement between the keyframes is smoothed, he rotates by a little amount every single frame. we do not want this. we want him to complete a sequence at one angle, then move to the next, not continuously changing direction.... go back to the animation pallette and select all the frames in the BODY/YROTATE track up to frame 15 (should now be the last keyframe on that track).  now choose LINEAR SELECTION from the 4 buttons on the top righthand corner of the anim pallette. this makes the movement between keyframes linear as opposed to smoothed (speeding up and slowing down). this makes sure that he will rotate an equal amount for each frame, but this is still not what we want. 

we want him to change direction for each frame right? right. now that the movement for each frame is equal, and there are 16 frames from 0' to -315', it will follow that every second frame will be an increment of 45'. all you have to do is select the first frame of each sequence (1, 3, 5, 7, 9,11,13,15) , and hit the ADD KEYFRAME button, and you'll find that the BODY/YROTATE parameter on that frame will read an increment of 45' (45,90,135,180,225,270,315). now select all the keyframes up to 15 again and choose CONSTANT SELECTION from the 4 buttons on the top right hand of the anim pallette. this eliminates the "tweening" or inbetweening effect, and increments the parameter only at the next keyframe. cycle thru the animation and you'll find that grover now switches thru his 2 positions facing in the same direction for every direction he faces with no inbetween changes in direction. phew. (i started this section at 1am - it's now 7.AM and i've written more than i ever wrote in college. )

Adjust your view to make sure that grover is entirely visible throughout the animation (being sure to have that nasty camera animation switched off - that lil key in the control pallette should be red) , SAVE your grover (as grverstndRNDREDY.pz3 or something) and we can now render your images....

Select Document Window Size from the windows menu, and remember the height and width of your document. now select Animation setup from the Animation menu, and input those numbers into the Frame Size fields.  Select Render Options from the render menu and make sure that ANTI ALIAS is NOT checked. antialiasing is BAD with regard to myth units, as you end up with bits of blue all around the sprite from the blending.  unfortunate coz alot of myth units would look really nice with antialiasing enabled. never mind.

Now you can select Make Movie from the animation menu.  set the sequence type to IMAGE FILES, the resolution to FULL (it should read whatever dimensions you had in the document window size dialog) and the quality to CURRENT RENDER SETTINGS. 

with all this done, create a new folder in the save dialog ("grover stands seq" maybe), choose .BMP as the filetype, choose your filename (groverstands), and hit OK..... away goes poser, rendering those images. maybe crashing (with poser it's always a risk but its a great program so we dont care). lalalalaaaa. go away and make a cup of tea. you deserve it. and so do i. Have a fag as well. (here in england we call cigarettes "fags", and gay people "queers". just so you know.)

you now have a set of SEQUENCE BITMAPS! TADAAAA!

In practice it's probably better to render out all your animation sequences before processing all the bitmap images into a unit collection, but i'm going to skip ahead here and come back to the Walking/attacking sequences a bit latorz.

PART FOUR - COLOUR TABLES

yes, americans - COLOUR not colour. 

if fishes were wishes and wishes were fishes we'd fish for a wish and wish for an application that took away the headache of adjusting indexed colour tables for myth units. mb. Myth uses indexed colour bitmaps, meaning that not only do you have a mere 240 colours to play with, you also have to precisely designate those colour in a colour table and make sure that all your bitmaps use the same colour table. Photoshop 5.5 makes this pretty easy actually, but it's still a pain in the arse. 

Boot up photoshop and open the first pic of your freshly rendered Grover Standing sequence.  nice isnt it.  now we're going to record and action. we're going to record an action because you'll need to perform this tedious process on every single one of your unit bitmaps for every unit you make, and photoshop's batch processing functions will take a hell of alot of pain ou of it. create a new action in the actions pallette and call it "grover coltab". now select MODE/INDEXED COLOUR from the IMAGE menu. set the pallette to ADAPTIVE and make sure the number of COLOURS is set to 240. this will make photoshop look at the pic and work out a colour table that best suits it using only 240 colours.  now set the pallette to CUSTOM, which will bring up the colour table for your perusal. 

now you have to do some manual tweaking. the FIRST COLOUR should be 100% blue. that's R:0 G:0 B:255 or whatever. just max blue. (in actual fact it doesnt matter what colour this colour is so long as it's the colour of your background. this is because myth designates this colour as transparent, "keying out" the blue like in the movies where harrison ford has to run about in front of trains and doesnt want to spoin his hairdo - thats right, he does it using Amber.... mb) and there should be NO MORE BLUE in the WHOLE COLOUR TABLE. if there is more than one blue (DO NOT MISTAKE CYAN FOR BLUE - CYAN IS AN EQUAL MIXTURE OF BLUE AND GREEN. I AM TALKING ABOUT BLUE) then change that colour to something like black, or another nondescript colour that is in NO WAY BLUE.  you can check that you've done this right by then altering the single blue colour (the first colour in the table), and watching to make sure that the whole background changes to that colour.  next, change the SECOND colour to ANY COLOUR THAT DOES NOT ALREADY APPEAR ON YOUR COLOUR TABLE - probably yellow.... same thing as with blue - no other colour should be this colour.  im not sure why this second colour has to be isolated as well but all bungie's units have it that way so who am i to argue. the third colour is used for transparency but i have no idea how that works so i'll leave it for now. leave the third colour alone mb.

once you have finished with the colour table, hit OK from the colour table and OK from the indexed colour dialog, then stop recording your action.  you have now condensed that 3 minutes of tedium into a single click, and we're about to condense it way way down even further.  CLOSE your pic. do not save the changes.  now select AUTOMATE/BATCH from the FILE menu. 

In the batch dialog, make sure the action SET is the set in which your recorded action resides, and the ACTION is the one you just recorded - Grover Coltab. the SOURCE should be set to FOLDER, and you should specify the folder containing your groverstands.bmp pics. make sure the DESTINATION is set to SAVE AND CLOSE, and ERRORS is set to STOP FOR ERRORS... and hit OK.

watch in wonder and bemusement as photoshop tears through all 16 pics, converts them from RGB to indexed colour and assigns them that fab colour table you just made. Diamond. now you're ready for part 4.....

PART FIVE - CREATING A COLLECTION IN AMBER

Quit photoshop and boot up amber (beware, on some systems amber doesnt like being started up after photoshop has been running and weird things could happen. if weird things happen, genuflect once or twice then restart your computer. this will exorcise the amber demons... lick me.... lick me.... †)

Amber is your friendly UnitMaking Pal with absolutely Sod All documentation (there are loads of things about amber i havent figgered out yet.) Create a new file and name it "grover".  now go to the sequences page (using the tab in the mid left hand of the window) and select NEW SEQUENCE from the collection menu. name the sequence "standing". set the number of frames in the sequence to 2, and the number of views to 8, ready to accept the bitmaps from photoshop. now double click on the standing sequence to bring up the sequence window. it's - shock horror - all empty. not to worry. we'll fill it up now...

select IMPORT SEQUENCE BITMAPS from the collection menu, and go find your folder with your freshly converted bitmaps in it. hit the ADD ALL button, and all your bitmaps will jump to the "add" section of the dialog. hit ok.  UNCHECK the USE TRANSPARENT INDEX and CROP IMPORTED BITMAPS buttons and set the ASSIGN BITMAPS mode to FRAMES, THEN VIEWS (because we rendered them out that way and they're all numbered up frames first, then views). hit OK, and Ok the dialog which asks if you want to assign the colour table of the collection  to the one from the bitmaps. amber will chunder away for a minute and hey presto. all your grover standing bitmaps appear - minus the blue background - in the sequence window. this is one of life's more satisfying moments. but it gets better.  double click on one of the images in the sequence window, and a lil animation window comes up with just that image in it... hit ANIMATE and your lil grover wil cycle thru his standing animation! now use the left/righ arrow keys to rotate him around! OMG U MADE A UNIT!

it's now 8am and im off to bed because my typing is deterioratingbadly which is a sure sign of sleep deprivation........ (strange goes to sleep)... AHHH refreshed somewhat, i will continue.

Save the tag at this point (just name it "grover"), since the next part can be messed up easily and is dificult to correct once messed. amber is a jolly clever program but it isnt psychic. you need to specify a few more things.  the positioning of the bitmaps over the reference point that myth uses to calculate ground level is an important fing indeed.

In the animation window, stop the animation if it is running, and check the "show reg. point" button. a green dot will appear. now this dot is the registration point of your unit, situated dead center at ground level. essentially it's an imaginary dot on the ground that he's supposed to be standing on. you may find that your unit is some way above this mark. this is what we're here to fix. move your mouse over the animation window, over the unit image until you get an open hand icon, then hold down ALT+COMMAND and drag the pic so it appears to be standing directly on top of (not over) the green dot. the holding down of ALT+COMMAND moves ALL the pics in the sequence simultaneously, altho if you dont hold down those keys you can move the pics one at a time. lastly, you will have noticed that the standing sequence runs a little bit fast, and looks disturbingly like Grover has some sort of twitch, so you must set the TICKS/FRAME rate to something higher (more ticks per frame)like 80 or 100. experiment for desired results.

rotate Grover around and cycle thru his animation to be sure that he looks as though he's standing on the green dot. if it needs a little adjustment, do so - but remember to hold down ALT+COMMAND so that all the frames will be moved together and the position of only one or two frames will not go out of sync with the rest. once this is done we can draw the selection box - it's size must be specified for each sequence... 

check the SHOW SEL. RECTANGLE box, and a small stunted selection box will appear... simply drag the edges of this and resize it to taste...

this is all well and cool but grover still looks like he's standing in the Construct program from the matrix... no shadow.  In my experience fully animated shadows are not strictly neccesary and have caused me numerous problems in the past, so i'm going to show you how to pinch bungie's ones..... select OPEN from the file menu and navigate to the TAGS folder on the MYTH 2 CD (or if u have a full install, in your myth folder...)  now open the tag named  "Large Install". this tag contains most of the graphics from myth, and is an invaluable resource for nicking stuff. Scroll through the collections in the new "Large Install" window and find and open the one marked "arch bowman".  from the page tab on the Bowman collection window choose "shadows". we're going to export one of these to your hard disk and re-import it for our own unit. select the first shadow on the list and choose EXPORT SHADOW from the collection menu. ok the dialog and save the shadow to your hard disk.

Now to re-import (you can close the bowman windows and the large install windows). select the shadow page from the page tab, and select ADD SHADOWS from the collection window. find the shadow you just saved, OK the following dialog and PRESTO you now have a shadow that you can use in your sequence.  get the sequence window open and change the collection window back to the shadows page, then simply drag the shadow from the shadows page of the collection window into the empty column in the sequence window maked "shadow"

. now that you can see the shadow in the sequence, it's time to position it. open the animation window by double clicking on any image in the sequence window, and check the SHOW SHADOW button. now move your cursor over the shadow until you get a grey open hand cursor - now do like you did with the sequence images (only you dont need to hold down ALT+COMMAND coz there's only one shado frame at the moment). once you have it just right, go back to the sequence window and drag the shadow frame down onto the next shadow frame (when you have sequences with more than two frames you will have to copy shadows to all frames). that completes the shadow animations (on running sequences you can move individual shadow frames around to get a nice "jiggle" on your shadow - they animate like images do.

Now he's standing fairly respectably, but we still cant take his luminously coloured clothes seriously - it's time to introduce you to Hue Changes, which is the colour-changing method myth uses to "paint" teams in any colour their commander chooses. select the Hue Changes page from the collection window and create a new hue change from the collection menu. name this hue change - Pants.

now at the moment grover's pants are green. we want them... grey mb. ok. double click on the hue-change and you'll get a lil windo with a rainbow in it... how lovely... The rainbow is for choosing the source colour, or the colour you want to affect. we want to change all the greens. You'll notice a lil pair of black tabs and a thick black line on the left hand edge of the rainbow. this is your colour 

 selection box. grab the bottom tab and drag it to the right hand side of the green patch of the rainbow, just about where it starts to turn cyan. now grab the topmost tab and pull it over to where the yellow gives in to green, in other words, telling amber "all the greens please". lastly you need to change the MEDIAN source colour,  which is the center point of the hue change, deciding the minutest details in colour change (having the median source hue misadjusted can result in slightly different hues of the same colour being displayed when the hue changes are used, and it looks really nasty. imagine several diff types of unit, all on the same team, with the team colours as red - only some units have a pinky red and some an orangey red... clash city. ) to adjust the median source hue, drag from the CENTER of the left edge of the source hue selection box, and you'll find a lil bar appearing to mark the median. set this to the hue that BEST MATCHES your unit's pants. make sure the USE THIS HUE CHANGE button is selected and you can choose a new colour for Grover's pants from the REPLACEMENT colour box. (it doesnt matter what replacement colour you give it in amber, as Fear requires you to select a new colour anyway)

Now repeat this process with a new hue change named "shirt", and change the cyan of grover's shirt to a more favourable colour. Lastly, in upper right hand of the hue change page in the collection window, there is a USE AS tab, offering three choices, Primary, Secondary and Normal hue change. the Primary hue change is the hue change that adopts the primary colour  of the player or team that is playing it in multiplayer games, whereas the secondary colour is - you guessed it, the colour that becomes the secondary colour. Normal ensures that the hue changes will only be dictated by fear, not player's colours.

This concludes our processing in amber for now apart from two things. you'll have to give your collection tag a TAG ID - a four letter id so that myth will recognise it..... try "Grov" (but if this doesnt work, i.e. when we go into fear and you cant see the collection anywhere, go back and give it a new more exotic ID. i frequently use things like A!mR, but myth is picky about such matters). And also we must set the Collection Info, in the Collection window. just check the Monsters and Projectile boxes for now, indicating to Fear that this tag contains those two types of data

PART SIX - WALK/ATTACK ANIMATION IN POSER

This is surprisingly easy with poser's Walk Designer.  Go back into poser and load up the "blank" grover model. Make sure you have "figure one" selected and choose the walk designer from the Window menu.  here we have a lil dude who will test our walk before we apply it. hit the walk button and then muck about  with the sliders. his walking style changes drastically. mess about until you are happy with grover's walk ( i find that a mixture of run and sneak works for me quite well). when you are satisfied, hit the apply button, and set the number of frames to 9 (start 1 end 9). 8 frames is a goodly length for a fairly detailed walk animation, and because poser's walk designer always finishes up in the exact same position it starts, we want 9 frames and we'll clip off the end one.  check the WALK IN PLACE button, and make sure it's CYCLE REPEAT parameter is set to 1, then hit OK.

YEY grover walks. so now change the number of frames in the document to 8 (you remember how to do that dont you...) and set the frame rate to about 8-10 FPS in the animation pallette.  now you can watch grover walk in an 8 frame cycle. he may be doing some odd fings with his sword (like passing the tip thru his head), so go to those frames and use the Rotate and Twist and Move edit tools to manually sort it out. Poser will record those changes as keyframes. 

When you are happy with the walk animation, refer back to PART THREE and perform the same set-up processes to render grover's walk sequence from all 8 views. remember that that was a 2 frame sequence and this is an 8 framer, so DO YOUR MATHS when it comes to chucking stuff around on the animation pallette. you'll need to have a reference bitmap of your standing animation so you can get the walking renders the same size - try running PictureViewer alongside poser and switching apps with poser in the background.  BE WARNED sometimes different animations of the same model require more space, like walking as opposed to standing. be careful to get the image of the UNIT the same size as the other sequences, not the DOCUMENT SIZE the same size as the other sequences!

So like an HOUR LATER you've rendered out all 64 (did we do our maths correctly?) bitmaps of our walking sequence, SAVED the walking sequence, and now it's time to start thinking about an attack sequence. 

Load up the Blank Grover model. I think a goodly sword swipe animation would be about 8 frames, so give yourself 8 frames to work with. At the moment all you want to be concentrating on is the KEY FRAMES.  poser will INTERPOLATE between your keyframes creating a smooth(ish) transition from the one position to the next. so on frame one, the blank standing grover mb, frame 3 the sword is upraised for the attack (try and put some subtle whole body motion into things - just moving the guy's arm doesnt make for a good animation. get out of your swivel-chair and do the motions yourself. try and see how a real body moves before attempting to simulate one.) frame 6, the sword has been brought slashing down and is at the bottom of it's stroke, and 8, the blank grover again. 

now go and manually adjust it frame by frame until it looks JUST RIGHT - the key here is attention to detail. never leave anything that you KNOW is crap.

Then render it out using the techniques which by now should be familiar to you :)

You can use that action you created in photoshop to convert and colour-index the bitmaps, because they're all headed for the same collection and have the same colours in them. so do that, and go import them into amber in the aforementioned manner.  there is only one more thing i need to tell you about in amber and here it is - 

Key Points are the points which myth uses to define where an attacker attacks from on the bitmap - if you put the key point on some unit's ass and he attacks with a sword stroke, chances are the attack wont hit because the Key Point is too far away from the enemy. Go into the animation window of your Attack sequence and decide which on frame the attack is likely to hit home. mb half way down the sword strike.  Check the SHOW KEY POINT box, and a lil red dot appears. now drag that dot to the place where you think the sword would come into contact with the enemy, and then rotate the unit all round and do the same for every single view on THAT FRAME ONLY. now take note of the FRAME number, and go back to the sequence window and enter that number into the KEY FRAME box on the top left. this tells myth WHEN to apply the attack as well as where.

OK GOOD now save the tag and go into.... FEAR!!!!!!

PART SEVEN - CREATING A UNIT IN FEAR

This is where it all gets really technical, and i will only be describing the procedures required to get your unit into myth - not how to make him a wicked advanced unit... there are plenty Fear tutorials around for that kind'o'stuff.

 First off, quit amber and make sure you have a folder called "Local" in your myth2 folder - this is where myth stores all information edited by the user, and it's where your units and projects will live.  inside this Local folder, create a folder marked "Collections" , and move your freshly saved collection tag to this folder. now boot up Fear, and you're presented with a big window listing all the different types of tag. 

A unit consists of a number of different types of tag, most of which are heavily inter-dependant. to have a working unit you'll need the following tags (dont create any yet, we'll get to it in a minute)

A Collection (stores graphics and other graphic related data)

A Collection reference (deals with hue changes) - references Collection

An Object (defines various physical properties like size and vitality) 

A Monster (deals with most practical aspects including attacks, speed, type etc) - references Collection, sounds, Projectiles, Projectile groups, String Lists and Object

A Unit (creates a unit that can be accessed in loathing/myth) - references Monster and Collection reference

String Lists (text for such things as....)

 - Name ( a list of randomly chosen names )

 - Spelling (how to spell the singular and plural of a unit... i.e. Ghol/Ghols)

 - Flavour ( a short description of the unit for the control bar in the game)

Projectiles - (anything that is not animate or scenery really. from bombs and sword-thrusts to dead bodies and flying giblets) references Collection, sounds and Object

 - sword attack projectile 

 - soft death dead body projectile

 - soft/hard death dead bits and pieces (often leg/arm/torso/sword/head/)

 - blood projectile

Projectile Groups - (groups of projectiles taken from the projectile tag list) - references projectiles and sounds

 - soft death (deadbody /sword /blood )

 - Hard Death (deadbody /sword /blood /Dead leg/Dead arm/Dead torso/Dead head )

Sounds (various voice snippets and/or sfx)

 - sword swing

 - victory

 - taunt

 - movement

 - attack

 - orders

 - gasps of pain

Fortunately alot of this can be directly poached from bungie such as blood, attacks, basic tag setups etc. which makes our job much easier. let's make our basic unit.

A: MAKE A COLLECTION REFERENCE - Make a new collection reference by double-clicking on the Collection Reference legend in the main tag list display. a list of collection references will come up, and you can create a new one using the file menu. name it "grover cref". a new window will appear, so find and select your Grover collection from the Collection tab at the top center.  add a "permutation" and select it in the permutation list. you should see a pic of the first frame of your Grover Standing sequence, and you colours should look REALLY MESSED UP! fortunately they are available to edit in the righthand list, just double click on them to edit them. (permutations are there to add a lil variety to myth units. you can have them randomly selected, and have a variety of different hue changes, even within netplay forces whose colours are dictated by player selection - you can set the mode of the hue change to Normal in amber). once this is all cool, OK the collection reference dialog, taking you back to the main taglist.

B: MAKE AN OBJECT - we're going to simply duplicate the standard Warrior object for now, so find the WARRIOR OBJECT tag in the Objects list window, and choose DUPLICATE from the edit menu. Name it something like Grover Object.

i wont go thru the object dialog - just OK it, all the parameters are fine in there anyway.

C: MAKE STRING LISTS - go and create a new string list tag called "grover names"- you'll be presented with a blank window. type out "Grover McWiener".  you can add more nicknames for him if you like, but they must be on a seperate line each...

now create another string list tag called "grover spelling". this is what myth uses to display the name of your unit type when selected  - i.e. "1 ghol selected" or "23 ghols Selected". so just type "Sadistic mass murderer" and on the next line down, "Sadistic mass murderers". yey.

Last string list - called "grover flavour" this is a short description of grover, so mb something like "Grover McWiener was tired of his hum-drum existence. one day he snapped, shot his boss, bought a cheap fake samurai sword and took to the streets on a vendetta against the human race..."

again, you can have multiple flavours but they must be seperated by carriage returns.

D: MAKE A MONSTER - again we'll duplicate the warrior tag. find the warrior monster tag and duplicate it, naming it Grover Monst.

Here we need to make a few changes. 

set the collection to "grover"

the object tag to "grover obj"

hit the EDIT SEQUENCES key and choose one of your three sequences for all the available options.

IDLE seqs should be the standing anim

MOVING/RUNNING seqs should be the walking anim. it's up to you to choose what animations you want for the other sequences. you can add more and more sequences in amberlater until you have a seperate animation for each of all these different sequences. OK this dialog

set the STRING LISTS TO - 

 - SPELLING - grover spelling

 - NAMES - grover names

 - FLAVOUR - grover flavour

Double-click on the Warrior Sword Swing legend in the ATTACKS area of the monster dialog...

this is the ATTACKS editor and all we're going to do here is assign the animation that the attack sequence uses... the warrior's sword swing attack and all it's associated projectiles are perfectly adequate for grover to use.  you may notice that myth is displaying gibberish as the first attack sequence name. that's ok - it just means that we havent assigned a sequence for it. double click on the first sequence and you get a lil dialog up - change the sequence used to the attack sequence and ok your way out back to the monster dialog.

We're going to make grover a lil faster than your normal warrior, since he is a sadistic mass murderer and probably a lil agitated.

Hit the TERRAIN PARAMETERS button and set the base speed to 0.050 (doesnt sound like much but thats plenty fast.) and OK the dialog, then OK the entire monster dialog.

Now we are almost finished.

E: MAKE A UNIT!!!

Double click on Units from the main tag list.....Okayyy. now there are two ways you can do this depending on what you want to achieve with your final unit. the first is to simply create a new unit entirely seperate from myth's units, and which will only be accessable to play if you build a map and put him on. 

The second way is to substitute one of myth's unit types for your own, enabling your unit to replace a myth unit type - lets say we replace warriors with Grover McWieners, you'd start Willow Creek with 10 grovers instead of 10 warriors!

making unit tags is extremely easy. all it requires is for you to assign a monster, and a collection reference (you can have multiple units for the same monster, using different collection references)

its up to you which method you choose, i'll describe them both.

TO ADD A UNIT - create a new unit tag named "grover mcwiener", and set the monster parameter to "grover monst" , and set the collection reference to "grover cref".  there. all done. your grover unit should now be accessible in loathing!

TO SUBSTITUTE A UNIT - let's say you wanted to substitute grovers for warriors. doubleclick on the "warriors" unit tag, and simply set the parameters as above - monster "grover monst" and collection reference - "grover cref". now all warriors will be Grovers!

PART EIGHT - THOUGHTS ON UNITMAKING

i have only scratched the surface of what is possible do do with myth units, and i am sorry i am unable to explain things further. the truth is it would be like trying to explain the reactions of every molecule in the human mind. the only limits are your creativity and your ingenuity. we at TMBM are pulling some smart tricks with scripting and 3d modelling and such, and so are many other peeps. 

I rarely build 3d characters completely from scratch, i mostly just modify poser figures and i have become quite adept at that. full character modelling is a TASK and a half man. but like i say - 3d modelling is all about what you can get away with, and you dont have to own an sgi workstation and wavefront maya to produce great results. 

I have found that Cinema 4dxl is an excellent quality app for all modelling needs. i use bryce mainly for the features i have described in this document, but if i really want to BUILD something then i'm straight into 4d.  one can export as a wavefront obj.file and most of the time poser accepts the models!

If you really want to get into unitmaking or any other type of modelling then it pays to look at what others have done.  go to 3dcafe.com and download some free models. go to metatools.com and trawl thru their textures. get into your tools and be creative, dont sit back and think O shit that is complex mb.  read the manuals even when you're not using the programs (this will annoy your family) like at the dinner table and whilst taking a dump mb :). learn and become familiar with whatever you choose to work with, and above all ASK OTHERS - go to vista and post on the forums. get on hotline and ask tmbm sum stuff. find me and ask me stüf too! nobody is going to laff atchoo (unless it's extremely obvious that you have made no effort to find your answers yourself). Do something fabulous and get it up on the mill. we have a rich community in the MYTH world and you have a chance to make your mark on it. 3d modeling has never been so sociable mb.

Have fun, PLAY ALIEN - DARK TIDE LOTS, and Stinkie's Graveyard and Day Of The Ghols and Counterstrike and ... OO im not allowed to tell you about THAT project just yet.

Strangelet, J.J.G.10278 - Evilboy and Might Be A Mapmaker x x x
