Zmodeller Tutorial Part 1


HOW TO MAKE A HANGAR FOR FLY USING ZMODELER V1.1
Author: Harald Kraft
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Version 1.1
September 2002

This tutorial is freeware. 

Every reproduction for commercial use needs the written permission of the author

You need:

· A Paint Programm

· Zmodeler 1.06f from www.zmodeler.com . make sure, you have the latest version from 31 Aug. 2002. Oleg does not change the version if he makes only minor changes!!! So you may have an older 1.06f.

· FlyRawGui by Frank Racis from AVSIM

· About 1 hour time
1.) Make a new subdirectory “hangar” in your Zmodeler-directory
2.) Copy hangar.bmp into the hangar-directory

3.) Use FlyRawGui by Frank Racis to convert this .BMP to a .RAW-File
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3a) Press “Convert BMP to RAW”
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3b) Select Hangar.bmp and press open. FlyRawGui converts now this BMP to .RAW and .ACT. –file. If every thing is OK, this message is is displayed:
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3c) in your subdirectory “hangar” are now 3 files:
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4.) Start zmodeler

5.) How to make a texture

5a) Select the material editor (red ball)
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or View  … Material Editor
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5b) The material editor windows opens
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5c.) Enter “textured: LOABHANG.BMP” as Name

5d.) Move the sliders R, G, B to the right  and Shine to the left

5e.) press the Button “Cube”

5f.) mark the checkbox “Primary texture” with a mouseclick

5g.) select “Mix with Color” in the “Apply as”-field

5h.) press the button “Load map”. The “Select or load texture”-windows opens
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5i.) press add
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5j) select the file Hangar.bmp and press the button “Open”
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5k) The texture Hangar.bmp is displayed. Press the OK-Button.
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5l) The material editor returns. Press OK. The material editor window closes.

6) how to create a cube

6a) Select the Cube button

6b)Move your mouse to the cross in the center of the window “right” and click the left Mouse button.
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6c) move your mouse left and up to determine the size of the cube. [image: image14.jpg]S ®|Q0FER [ R A B
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6d) The future size of the cube is shown as dotted-line. Press the left mouse button again and the cube is drawn. Move your mouse in the 3D window. By holding the left mouse button and moving the mouse you can rotate the cube in the 3D-view
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6e) press again the cube button to turn this feature off.

7) how to save your file. You should save frequently, because sometime Zmodeler crashes.
7a) select “Save as” in the File-menu
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7b) The “Save As” Window opens
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7c) select your Subdirectory Hangar

7d) Enter Hangar as File name

7e) Type is Zanoza 3d Files (Should appear as default)

7f) Press the Save-Button

8) how to scale the model
8a) Select Modify …. Scale

8b) Move the Mouse to the center of the object. The Object will turn blue.
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8c) press and hold the left mouse button. Move the mouse down. The model shrinks. 
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9) how to move an object

9a) Select modify …. Move
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9b) Move the mouse-pointer to the center of the object. Press and hold the left mouse-button and move the object upwards.
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10) how to make the slope of the roof
10a) Press the “vertices”-Button
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10b) press Select  … Single
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10c) press MUL to select all vertices, if one ore more vertices are hidden by a vertex
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10d) make sure, only V is selected. We only want to move the vertices vertical. Move in the front-window your mouse pointer to the right upper corner of our object.

Click the right mouse button. The selected 2 points are marked with a green line.
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10e) make sure, that modify … move is selected. Hold the left mouse button and move your mouse pointer upwards. 
11) how to add and modify a background picture

11a) Click with the right mousebutton on the checkbox on the upper,left corner of the window, in which you want to use a background picture.

11b) select Background ….. Image ….Load Image
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11c) The “Choose Image to put as Background”-window opens. You can now select a new picture (.BMP, no JPEG) like a Blueprint  by pressing the Add-button (works like in 5h) or use your texture by pressing the OK-button.
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11d) You now see your picture in the background of the chosen window. Select the “Background image control). Holding the left mouse button, you can move the background image, holding the right mouse button, you can resize the background image,
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11e) If you do not like the fine grid, click with the right mouse button on the checkbox on the upper, left corner of the window, in which you want to use a larger grid. Select Background and uncheck Mini grid.
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11f) With the background picture proper aligned, its easy to give your object the right proportions. Move the appropriate vertices like described in chapter 10.
[image: image30.jpg]aLeft.

e, Illl!lllllli!liﬁﬁlllllll
R Y





12) how to rename our object
12a) select cube and click the right mouse button.
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 12b) A submenu opens. Select “rename” with your left mouse button. A dialog windows opens
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12c) Rename your object to hangar and press OK

13) how to add attributes to (texture, ….) a face. (You can use more than 1 texture for a model)
13a) press the faces-level button
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13b) press Select ….. All

[image: image34.jpg]



13c) move the mouse pointer in the center of the object. 

13d) press the left mouse button and then the right mouse button. All faces of the object turn red.

[image: image35.jpg]



13d) in the last line you see the number of the selected faces
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13e) press “CTRL-A” to open the attribute-window
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13f) select Hangar as material

13g) press OK

14) how to start the UV Mapper

14a) To start the UV-Mapper move your mouse pointer over the select-box of the TOP-Window and click the right mouse button. This window opens.
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14b) select the UV-Mapper with the left mouse button

15)how to apply a texture to the model
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15a) select faces-level with the marked button on the upper left corner of this screenshot

15b) press Select … Single

15c) move you mouse pointer into the object in the “Right”-window and click the left mouse button

15d) select the shown 2 faces by clicking the right mouse button. In every triangle there is red point. Move your mouse pointer near this point. As soon as the triangle turns blue, click the right mouse button. The 2 selected faces are now red.
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15e) press SEL. Make sure, that EXT and MUL are not selected

15f) press Surface …. Mapping …. Assign UV

15g) move your mouse pointer over the selected faces and click the left mouse button. 15h) Your UV-Mapper should look like this: Use the + an – key of the numeric keypad to resize this view. Use the x key on the numeric keypad to toggle the full screen view on/off Don’t forget: the mouse pointer has to be in this window
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15i) move your mousepointer into the 3D-window and move the mouse, until you see the surface with the texture
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16) how to resize the texture
16a) select the object-level with the marked button and click into the faces in the UV-Mapper window with the right mouse button.
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16b) select the faces level and select both faces ( 1 left click and then a right click in every face (triangle) with the right mouse button)
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16c) select the edges level 
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16d) select  Modify … Move
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16e) move your mouse pointer over the red faces in the UV-Mapper, hold the left mouse button and move the faces over the texture,
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16f) Select the H and V button
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16g) select Modify … Scale
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16e) move your mouse pointer over the red faces in the UV-Mapper, hold the left mouse button and scale the faces.

· Moving the mouse left <-> right, will scale them horizontal.

· Moving the mouse up <-> down, will scale them vertical.

If necessary, move the faces like in 20d and e. The result should look like this:
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16f) go to object-level and click on the faces in the “right”-window with your left mouse button
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16g) press select …. none
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16h) go to faces-level and click on the faces in the “right”-window with your right mouse button. All faces should now be unselected. 
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16i) you can check tis in the last line. It must read:
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If you forget this step, you will overwrite this 2 faces, when applying the texture to the next 2 faces.

16j) go to point 19 and start with the next 2 faces. With a right mouse on the check box of the windowname you can select the right view (i.e. top for making the roof) 
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17.) when finished, your object should look like this
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18.) how to export the finished model as SMF-file.
18a) select File …. Export
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18b) Filetype is .SMF

18c) File name is hangar

18d) press “Save”
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18e) select  EVO1-Format
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19) save your work an exit zmodeler.

20) how to make your model useable in Fly2
20a) copy the files  hangar.raw and hangar.act to your fly2\art – subdirectory

20b) copy the file hangar.smf to four fly2\models – subdirectory

20c) In the fly2\data subdirectory create the file hangar.mlf. You can copy the following lines:
//========================================================================================

//

//
Building/Models "catalog" file for the Fly! II Editor

//

//
Line format:

//

model.smf,"visible name",flags,category

//

//
Flags (case sensitive; lower case means flag is OFF; upper case is ON):

//

C = complex (scenery level)

//

G = snap to ground

//

H = distance hiding

//

L = force night lights (only needed for structures less than 100' tall)

//

N = normal (scenery level)

//

S = sparse (scenery level)

//

T = object considered a Tower for Tower-Cam

//

U = sink model underground by 8' (for office buildings/sidewalks)

//

//
Example:

//

bbg1000.smf,"Building (Black Granite) 10 story",LS,Office Buildings

//

//

model:

bbg1000.smf

//

name:

Building (Black Granite) 10 story

//

flags:

LS (force lights, sunken)

//

category:
Office Buildings

//

//========================================================================================

BEGIN

Hangar.smf,"my first Hangar",cGhlNstu,my models

END

21.) how to resize your model with the built in Fly2-Form-editor
21a)Start fly holding the Ctrl-key

21b) select Form-Editor
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21c) press 1 (Load model)
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21d) select “hangar.smf” and press OK
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21e) select 4 (view model)  or S (scale Model)
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this is what you see:
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21f) Our hangar has now a size of 6.6 x 6.6 x 2.9 (?? Feet). This is a little small to place an airplane in it.

21g) Select S. Scale model in the form editor

[image: image65.jpg]SIMpIS Thoola!, Hitor:
Clrrent made + HANGARSIE

1. Losd modet
2 <2 mosel
5 mpart S50
3 Vi model
-
b
"

Edt material propertos
Fart Stase st

Creste zhadow madsl aut of curent mads




21h) the rescale window opens.
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21i) to make it bigger select “Scale uniform by entering scale factor” and press OK.
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21j) enter the scale factor. Here its 10, that means 66 x 66 x 29

21k) press enter

21l) press 2 to save this model
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21m) select hangar.smf as File name and press enter
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21n) leave fly2

22) start fly2 and with CTRL-E start the scenery editor. Place the hangar. This is the result!
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enjoy

Harald

If you like this tutorial or if you find an error, please let me know via AVSIM Fly developer forum.

1 plan 3 more parts, covering the following topics:

· join objects, join vertices and opacity maps (or how to make a tree)

· night models

· low polygon models

If you only want to change textures or to make small modifications on one of my models, feel free to import the .BIN or .SMF file and start working.

22) how to import a Model
22a) copy the .bin or .smf-file and all necessary .act and .Raw-files to your working subdirectory of Zmodeler.
Use FlyRawGui to convert in this subdirectory the .act and .raw-files to an .bmp

22b) press the import-button
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or
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22c) select hangar.bin

[image: image73.jpg]Loskin: | £ Hangar -] « @ ef

Flename:  [pangattin [ =
Filesof pe: [BIN 3D meshes () 3 Concel





22d) press “open”

Known issues:

If you import a .bin-model with a texture >256x256, the zmodeler crashes

If you import a .smf-model, zmodeler brings the following error message:
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22e) press OK. You will see the object without textures.
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22f) Open the Material editor.
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22g) You will find the the material with the missing texture. Use the material editor (described in chapter 5) to add the primary texture (in this case hangar.bmp, which you have created by converting the .ACT and .RAW with FlyRawGui) by selecting  the “Primary texture” checkbox. For further details look chapter 5.
22h) save the new z3d-object.
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