FPERMUTATION FOR

. BALOCE -
¥

v
<l

{




~ Program F Games alo imator = s ¢ = kest = hitmaps

Crganizar *  Incluir en biblickeca = Compattir con -

test_m test_n

ompile your textures

dministrador: 05 Tool

Microsoft Windows [Versidn 6.1.76811
Copyright (c» 2809 Microsoft Corporation. Reservados todos los derechos.

C:sProgram Files (x86>»-Microsoft GamessHalo Custom Edition>*0S5_tool hitmaps halon
imatorsscenerystest~hitmaps




1% Guerilla
File Edit Window Help Source Conkrol

halonimator' scenery' testh shaders' test.shader_model

flagz ||:| ho random phase

color source I none l I

animation function I ane ~ I

animation period IEI gecondz

animation color lower bound 1 IEI q IEI

animation color upper bound 1 IEI q IEI

‘Make-a-shader_model tag

[wing:
*RED: specular reflection maszk [mu:u:lulates refleu:tu:uns]

Igpe-ade-your bitmaps

Mote that when [T 1 compreszed colar-key textures are used for the mulipurpose map [az they should be
normally], the alpha channel iz 1-bit and any non-zero alpha pikels muzt have zero-color, therefore the
zecondany change color mazk cannot affect pixels already affected by any of the other channels.

Detail map affects diffuze map, and optionally affects reflection if <detail after reflection: flag iz zet.

map u-zcale

map w-2cale

baze map IhaIDnimatu:ur'xscener_l,I"-.test'xh I Open |
mullipurpose map IhaIl:nnimatl:ur"xscenery"mtest"xb I Cpen |

detail function I double/biazed multiply j

detail mask. Ir‘u:une j

detail map scale

detail map _I [pen |

detail map v-zcale




= » Halo Custom Edition = data = halonimator » = * Mo

Compartir con »  Mueva carpeta Create these files inside the models folder

Mornbre ~ Fecha de modificacidn Tamario

|| high.jrms 6 0N58 p...  Archivo M5 143 KB
2| high o Archiv

|| lew s 2 5 o Archivo

|Z] I = v Archiveg

|| medium.jms

& medium z oo Archivo

|| super high.ims ; Gp... Archivo

& super high 21042016 02:56 p...  Archiv

|| super low,jms 21042016 02:58 p...  Archivo JMS

|2 super law o Archivo MAK Z01 KB




3 v Comparkiv con Mueva carpeta

Mombre = Tamario

) bitmaps

) models

) pheysics 21042016 10:0Z p... Carpeta de archivos

Created a new scenery folder, open it and create three
folders called Bitmaps, Models, and Physics.




oteca +  Comparkircon * Muewva carpeta
Mombre « Tamario

|| collision_rmadel, M5 21/04/2016 10:02 p...  Archivo M5 24 KB

|B| callision_rnodel 21/04/2016 10:03 p...  Archivo Max 204 KB
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‘erzpective

(© Select Objects
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h pes Make
Irevert
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I Guardar er: IM j = i ) EEE

Mombre = |v| Fecha de mad... |v| Tipo |v| Tamarfio |v|
|| collision_rnodel, JM5 21/04/2016 10:0...  Archivo JMS 24 KB

Export your collision

Maombre: I j Guardar
=

Tipao: I Blitzkrieq kModel Exporter [*.JM5 % I8P

Cancelar

E pituse: ] |||
Specular:lZI ] Opacity: [100 2| |

> |
-5 lar Highlight
||||||||||||||||||||||4DII|||| pecular Highlights
- 20 < 40 L Specular Level: ||] ﬂ J




(@ select File ko Export

mediunm. jms

Blitzkrieg Model Exparter [*.J5 % JWP]




structure—lens—f lares hszp—name

tag—load-test <tag—namer <group’ <prompt—to—continue? <load-non—-resolving—refs
{print—size> <verhoszel

unicode—strings source—directory

wvindouws—font

zoners_mode 1_upgrade

»Program Fileszs ({x86>“Microsoft Games“Halo Custom Edition>05_tool model halonim
torsscenerystest
high. jms

wie.  Compile you models

super high. jms
super low.jms

detail worst—case worst—case
vertices triangles

superlow
low 188
medium 32@a
high 728
superhigh 274 588

wProgram Files (x86>~Microsoft Games“Halo Custom Edition

™ . | Eot.



windows—font
zoners_mode l_upgrade

sProgram Files <x86>“Microsoft Games“Halo Custom Edition>05_tool model halonim
tor~sscenerystest
high. jms

lowidns Then your collision
super high. jms
super low.jms

detail worst—case worst—case
vertices triangles

super low
low 188
medium 220
high 728
superhigh 274 Laa

:»Program Files <x86>“Microsoft Games~Hale Custom Edition>05_tool collision—geo
etry halonimatorsscenerystest
it collision_model.JHS
it created collision model *halonimatorsscenerysteststest’ .

sProgram Files (x86)“~Microsoft Games“Halo Custom Editionk
b | . L PR



halonimator', sceneryhtesth test.scenery

Ao

[ |brighter than ultlwa new .
. riot 3 pathfinding ghstgcle
biped, isg¢&tiely or .crate tag
bounding radius [04 woidunits
bounding offset wfor e 2o
arigin offset T O
acceleration scale o
model alonimatorscenerpiestits
animation graph nodel_anima I
colision model orhscenenhlestite _Open |
madifier shader I
creation effect [ ] e
render bounding radius [0 woddunits

export to functions



halonimator scenery* testh test2

1 (B . 0 ,-,
halonimatort scenery’ testh test.gbrmodel

t

default rotation i I:I i IZI k. |:| W I
node distance from parent |:|

m Inzert | Duplicate
Fiwp=1"

harme — thnamed

name
flags

super [ow

e 2. gbxmode|_geometry bl -
medium . ghemodel_geometry_bh -
high 0. ghxrmiodel_geometny_bh -+

zuper high . ghsmodel_geormetry_bl -

[mzert W Duplicate




halonimatorh scenery' testh test.gbxmodel

parent node index INEINE

default tranzlation W IEI

default ratation i IEI

hode diztance from parent IEI

T e T

I_unnamed

C— T I T

narne Itest

flags ||:||:ann|:|t be chosen randomly

super low |4. gl:n:-:mn:ndel_ge::-metry_l:nh;l

[ |2. gl:u:-:mu:udel_geu:-metry_l:ulnj ASi g n th e
:;::ium |:1 gb:-:mndel_genmetry_blnj mOd el for. eaCh
zuper high i n d e X

fanme

mode ndex

rotatian

tranzlation




halonimator' scenery’ testh test.gbxmodel

node lizt

super-high detail cutaff 400
high detail cutaff 280
mediurm detail cutaff 120
[ detail cutaff

super-low cutoff

super-high detail node count 0
high detail node count A
rediurm detal node count

laww detal node count

super-low detall node count

base map w-scale

baze map |e:

P

pixels

nodes .

this to your model tag

hodes

nodes
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[l Game window O] x

] N “
"4 VAW

Camera-ni-1.27 ¥ 1733 £ 1.67 Camera Speed: Sx




[l Game window

P

Camera Speed: 5




El Game window

Paointer - ¥ -2.60 ¥ 10,25 Z:0.03




£l Game window

Pointer - X : -1.09 Y : 12.63 Z: 0.74 Camera- X :-0.75 Y :8.40 Z: 1.40 Camera Speed: Sx 7



EN Game window

vPointer -X:-004 ¥:-1.98 Z2:0.,70 Camera-X:0.80 Y:-5.27 Z2:1.40 |Camera Speed: 5x




