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HOW TO CREATE YOUR OWN SKINS & TEXTURES V1.0

BY EJ WILL

STATEMENT:

Just to let you all know, this is version 1 of my tutorial so you may expect some questions unanswered. The reason for me not to answer all questions is because I wanted to see more of you out there creating your own textures as soon as possible. Many of the people who can’t do the skinning properly are probably world class graphic designers. So watch out addon designers I’m showing them how it’s done!!!

Right first things first you will need these programmes:

· Texview V1.1 (by BIS)

· P3D Texture Swap Utility (by Mikeshell)

· Unpack-SQM (Have no idea of who it was made by!!!)

· DePBO (by Cheesy)

· StuffPBO (by CheeseMeister, probably the same as cheesy!?)

· A good TGA editor (I use Paint Shop Pro 7, does the biz)

· Good old Notepad (This programme is the best there is, if you want a job done then use Notepad, it does allsorts, we will use it for making a cpp file)

STEP 1 – CHOOSING THE OBJECT YOU WANT TO EDIT

In this tutorial I will be showing you how to edit a normal side Civilian Civilian. In later versions I will show you how to do others!

With DePBO find the Data.pbo and Data3d.pbo in the ‘operationflashpoint/data/’ directory. Next I want you to extract all the files that have been packed in to them in to there own folder. So you should have a folder named ‘Data’ and a folder named ‘Data3d’. It doesn’t matter where you put these folders, just so long as you can see them.

If you don’t know how to use DePBO then here’s how it works.

[image: image7.jpg]Fie Mipmap View Help





In the ‘.PBO File:’ field, should say the location of your data.pbo or data3d.pbo. If it doesn’t then click browse and point to it’s directory (It’s the top browse button). Then in the second field ‘Save Directory:’ field, type in the location of where you want the files to be unpacked. (Don’t worry it will automatically make a folder named after the pbo. For e.g. if you chose ‘c:\’ then the files will be unpacked in ‘c:\data3d\’ or ‘c:\data\’ depending on what you unpacked. Once you have entered in the 2 fields press the ‘Extract Files’ button at the bottom. Do exactly the same for each file.

Right, now that we have our 2 folders up we can see that the Data3d folder contains files with the file extension ‘p3d’. These are your 3d files which will tell us what images are required for that model. In the Data folder we have 2 different file extensions ‘paa’ & ‘pac’. These are your image files which you will be editing (you can’t edit them yet as we will need to convert them in to tga first, this will be explained later).

For the Civilian model, we are going to choose the p3d file named           ‘mc Civil.p3d’. Make your own directory and name it whatever you like. But in the tutorial we will call it ‘Edited Civil’.

You should have unpack-sqm installed somewhere on your hard drive. Place the ‘mc civil.p3d’ in to the ‘unpack-sqm’ directory and rename it to ‘mission.sqm’, then dbl-click on unpack-sqm.exe. Now give the programme some time to work it’s magic as it can take well over a minute. Once it has completed a new file will have been created, ‘mission.txt’. Rename this file to what ever your p3d was called, in this case we used ‘mc civil.p3d’ so we rename it to this. If it asks are you sure you want to change it, click yes.

We have almost finished setting up a directory, which will contain all the relative files for creating a civilian.

Open up Mikeshell’s P3D Texture Swap Utility, then click open, and then point to where your p3d file is and open it. After a couple of minutes (so be patient, if it looks like it’s not doing anything, it is) a list with all the images relating to this model should appear on the left side of the programme. All these files listed are stored in the folder ‘data’ (the one you created earlier) copy each one said in the list from ‘data’ to ‘Edited Civil’. Be careful when copying them over as some are named almost exactly the same, and we don’t want some messed up model. Onve you have copied all the relevant paa and pac folders over to your directory, open up Texview, then point to each one of the pac and paa files and save them in tga format, by going to save as.
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When saving to tga make sure you have added the file extension to your filename and save as type should be ‘All files (*.*)’. Now you can edit the images to how you want them to be ready for the next step: 

STEP 2: CONVERTING IMAGES TO PAC AND PAA
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This is a very easy step but very vital that you get this correct otherwise your images will not appear in the game!

As shown in the above picture there is a drop down menu called mipmap, in this menu there will be a button named generate, click this and the image will be generated in to a series of different resolutions. To test this press up and down on the keyboard and you should see the resolution change. Now we can save the image as a PAA or PAC depending on what it was before.

The same way you did before with saving the pac and paa to tga, just this time add the file extension paa or pac (simple! ( ). There is however one small bug in the programming for Texview, if you save an image to pac then the filename will look like this ‘filename.pac.paa’, the extension paa adds itself to the end, remove this! Make sure you do this for each file you do. Now for the dreaded cpp file. It took me quite a while to get used to it so don’t worry if you don’t get it straight away.
STEP 3: MAKING THE CONFIG.CPP

Due to the fact some people would have no idea of where to start, I have made a cpp file which can be just copied and pasted so as to avoid confusion. If your looking for a tutorial on the config.cpp file check out snYpir’s tutorial. Open up notepad and copy this into it.

//start copy here

#define TEast 0 

#define TWest 1 

#define TGuerrila 2 

#define TCivilian 3 

#define TSideUnknown 4 

#define TEnemy 5 

#define TFriendly 6 

#define TLogic 7 

#define true 1 

#define false 0 

#define private 0 

#define protected 1 

#define public 2 

#define WeaponNoSlot 0// dummy weapons 

#define WeaponSlotPrimary 1// primary weapons 

#define WeaponSlotSecondary 16// secondary weapons 

#define WeaponSlotItem 256// items 

#define WeaponSlotBinocular 4096// binocular 

#define WeaponHardMounted 65536 

#define CanSeeRadar 1

#define CanSeeRye 2

#define CanSeeOptics 4

#define CanSeeEar 8

#define CanSeeCompass 16

#define CanSeeRadarC CanSeeRadar+CanSeeCompass

#define CanSeeAll 31

class CfgPatches

{


class TEXT1

     {

         units[] = {TEXT1};

         weapons[] = {};

         requiredVersion = 1.10;

     };

};

class CfgVehicles

{


class All{};


class AllVehicles:All{};


class Land:AllVehicles{};


class Man:Land{};


class Soldier:Man{};


class Civilian:Soldier{};


class TEXT1:Civilian


{



displayName="TEXT2";



weapons[]={"M16GrenadeLauncher"};



magazines[]={"M16","M16","M16","M16","M16","M16","M16","M16"};



model="\TEXT3\TEXT3";


};

};

//stop copying

right I have put TEXT1, TEXT2, TEXT3 for a reason so I can explain what to put there.

TEXT1: In this space type in what your unit name will be classed as, this will not show up in the mission editor, this is just to let the game know what it is in short term. They must all be the same and no spaces are allowed, but you can have underscores ‘_’.

TEXT2: This is what will be displayed in the dropdown menu in the mission editor (make sure leave the speech marks). You can have spaces in this area so you don’t have to put underscores.

TEXT3: This is what your addon pbo will be called (you know the files you put in your addon directory). So if you were going to call your addon file ‘myskin.pbo’ then put ‘\myskin\myskin’. (make sure you leave the speech marks!)

Once you have finished editing in notepad save the file as ‘config.cpp’ (make sure you change the ‘Save as type’ to ‘All files (*.*)’ like before.

STEP 4: MAKING THE P3D FILE

You’ll be pleased to know that this really is the final step towards creating your first skin or maybe your second, hey you could already know how to do this but you just feel like reading it anyway.

We will need to use Mikeshell’s P3D Texture Swap Utility again. So open the programme up and load the previous ‘mc civil.p3d’ file that you opened up before. You should now have the list on the left side and 3 fields on the right.
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The 3 fields are ‘Default File’: When you click on one of the images in the list it tells you were the original file is.

Replacement: This is were we change the route of the default file to your addon pbo file.

Texture folder: In here you must type what you typed in the config.cpp file in the TEXT3 area. Then follow this by a ‘\’ so it looks like this.
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Now when you have done this click on the file on the left list that you have changed and want to add to your addon. Then click on the button on the right of the replacement field. (In the above image I have chosen ‘00000mc_pilotw2.paa’, it’s highlighted in blue). Now when you click on the replacement button you get the usual navigation box, point to your new image that you have created and open it (make sure you click on your edited paa or pca file, not your tga!). Do this for every texture you have edited or created from scratch until you have replaced all the ones you want to replace. Once finished click on ‘File’, then ‘save as’ then save your p3d file in you own directory with all your edited pac, paa and config.cpp files, and name the p3d file as ‘TEXT3.p3d’ (TEXT3 obviously being what you typed in your cpp file). 

Now you should have a folder with all your edited Paa’s, Pac’s, Config.cpp and p3d. Make sure there is nothing else in this folder, if you have your edited tga in there then move them somewhere else.

FINAL STEP: MAKING YOUR PBO AND ENJOYING IT!

Run StuffPBO by Cheesy, this programme is much the same as PBOExtractor but it dose a different job, it packs all you files in to a pbo. 
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Click on ‘Set Input’ and point to your folder with your p3d file etc, then click on the ‘Set Output’ and name your pbo file to what ever you named TEXT3 in your config.cpp file. Then click stuff!

That’s it your done. In your folder you should have you pbo file, just copy this in your addons directory in Operation Flashpoint and enjoy. This tutorial was made to just get you lot started in creating addons, if you want to do other custom models read the other great tutorial’s by Abuu, SnYpir etc. Remember creating brilliant models is only limited by your imagination.

THANKS TO:

SnYpir and Sefe (Without them I wouldn’t of known what I know today)

Abuu and Navy Seal (Giving me the inspiration in creating this tutorial)

Zwader (For teaching me how to make my own island)

Lee Haines (For being a friend that like’s OFP as much as me ( )

And of course:

Tigershark (For carrying on the OFPEC even with all the horrible e-mails he has to put up with, Keep it up!)

BIS and CODEMASTERS (For giving us one of the best games in the world)

Any problems in creating your addon? Then you can contact me here: ejwill2k@hotmail.com
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