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Preface

Welcome to my tutorial on making a full custom sky this tutorial will cover the
following: modeling, skinning, animating, and tagging. So get ready, grab a snack, and
sit down, were gonna make a sky.

Now we are going to make these folders in your sky folder in data
first make a folder called sky test(or whatever your sky is called)
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| Fis Edk Vew Fawrbes Toock Hep a
ok - - (F O sewch [ poders | [
! Adkdess | £ C\Program PilesiMicroscft Games|Helo Custom Edbondetslsylsky_best v B e

File and Folder Tasks & L____J anirnalions L-J birmaps

i Mk 5 e ook
gl Publish this Folder to the

ety L-J mrecedets
fod Shesre this folder

Other Flaces

o =

) My Doounents
3 Shared Docuvents
i My Computer

Nyl Py Mietwork Places

Layout and Notes

Ok, the first thing to do like every great moder is to think and plan
Things to think about:
What do [ want to animate?



What textures will 1 use?

Ok, so I'm assuming you have something in mind now like animating the clouds and
maybe having the planets rotate or the sun moving.

Notes and examples:

Lets say you want a planet to move but you do not want the rest of the sky to move,
what you would do is have more than one frames in the scene so the main frame would
be “frame sky” and the frame that will animate the planet will be “frame planet” so you
would attach the planet to “frame planet” and attach everything else to “frame
sky”.Finally you would attach “frame planet” to “frame sky”

Now if you want to animate your sun, simply animate the “#sun” marker and make sure
its linked to “frame sky”

Preparing Bitmaps

I'm assuming you already have your images chosen so make sure they are in the .tif
format, the next thing you have to do is make the alpha right if you don't do this your
sky will look bad with big black squares.

Here is one of my planets:

so you notice the black in the background, well we don't want that to show in game, we
just want the planet part to show, so we have to edit it in photoshop.

If you got this off the internet and it was a .jpg it won't have an alpha channel so we
have to make one.

1.open up photoshop



2.click the channels box

3.click one of the channels and click duplicate and call it “alpha”

4.but you notice that its still the same,so go to your magic wand tool and select the black
area on the outside and it will pick the the black part right click and click select inverse
5.now go to your brush tool and select white and paint over the whole selected area.
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6.You are now ready to save as .tif in your data\sky test\bitmaps folder
7.Repeat these steps for each of your textures

Modeling and Texturing

So we are now ready to model and texture the sky.

The first thing we are going to do is make half a sphere for the clouds you can do just
about anything you want but we are gonna do it this way for the tutorial. Also don't
worry about the size we will resize it later in the tutorial, the reason for that is that some
versions of max and gmax have problems with the viewports when the model gets too
big.



1.so the first thing we are going to do is drag out a sphere and make it 100 in radius and
move itto 0 0 0

2. make a box that covers half of the sphere

|

3.in the create tab go to compound objects, choose the sphere and click boolean, click
pick operand B and click the box.

4.you will notice that the box dissapears along with half the sphere leaving a hemisphere
5.the sphere moves a bit so move it back to 0 0 0

6.right click and convert to editable mesh, select ALL the faces and click flip

7.s0 now we will add the planets what we do is make a plane that is the same width and
length and move it to the position you want

So now it should look something like this



8.1f you want a sun make a sphere with radius of 2 call it “#sun” with no “ marks move
the “#sun” to where u want the sun to be

9. make a box 2 X 2 X 2 and call it “frame sky”

10.if you want the clouds or the planets to move ONLY one of the two make another
frame call it”frame clouds” or “frame planets” (doesn't really matter)

11. now move “frame sky” and “frame planets” (I assume you called it that) to 000,If
you want to move frame clouds up a bit to make it easier to select when you animate do
it.

Next it is time to apply the textures I am using the planet [ showed, and 3 other textures
that come with the HEK

1.put all your textures in the material editor(make sure the names in the material editor is
the same as the .tif)

2.drag them to your desired place

3.do your other texturing stuff UVW etc...

It should now looks something like this



I

4.make sure everything is linked right
5.save the file in your models folder,as sky test.max

Animating

Now we are ready too animate now you don't have to do this if your texture is tillable
like for example the stars you can just animate the shader, but if you want the planets to
move them keep following.

1.click the time configuration icon on the bottom and change the length to 3

2.s0 click the auto key button and click the key button to add a frame, the first frame is
the default position

3. for 2 rotate the “frame planets™ to the next position

4 for frame 3 rotate the “frame planets” to the next position

5.for the last frame it is recommended that you copy the second frame so it looks right,
select the first key hold shift and drag it to the 4" key.

6.you will notice that when you play it in max it will move fairly fast, don't worry about
that you will change it in guerrilla



Preparing for export

So now we are going to scale everything up to super size

1.select everything and scale it a lot if its not enough or too much it wont show in game
so you can fix it later until it works

2.select the “frame sky” and move it back to 0 0 0, as you can see it moved a lot

3.you are now ready to export so export as sky test.JMS in the models folder, export
again in the animations folder this time as sky test.JMO

Tagging

Now we are going to tag the sky so it will be ready to test in game

1.run tool type in “tool bitmaps sky\sky test\bitmaps” wait for them to compile,open
guerrilla and open all the .bitmap tags it compiled and change them to “compressed with
explicit alpha” you must to this or it will not work correctly.

2.recompile the bitmaps

3.in the tags folder create a folder named “shaders”

4.in guerrilla create 4 “.shader transparent chicago” tags(or more depending on how
many you made.

5.scroll down to maps, click “add” and where it says map select the bitmap for that
shader

6.do the same for all shaders and save them with the same name as their bitmap in the
“shaders” folder

Optional part:

now if you want to animate the texture so it moves vertically or horizontally or whatever
go down to 2d texture animation



2D texture animation
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mess with that until you get desired results.

7.now go back to tool and type “tool model sky\sky test” and press enter wait for it to
compile

8.type “tool animations sky\sky test” wait for it to compile if you get a warning just
ignore it

9.open your model animations tag in guerrilla and on “objects” click add and change it
to your animation where it says none




save your tag and close it
10.make a new “.lens flare” tag and put these settings
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save it as “sun.lens_flare” in the sky test folder and close it

11.now make a new “.sky” tag

12.put in your “.gbxmodel” and your “.model animations” tag at the top
13.change the colors to your preffered ones
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depending on your type of sky if its day put light colors if night put dark colors
14.under animations click add and leave animation index to 0 change the seconds to the

number of second you want your animation to be

15.under lights add the following

you should also add another light for radiosity just don't put a lens flare
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16.save your tag as sky test



Testing

Now you are ready to test
1.open your scenario in guerrilla and change the sky to sky_test

2.open sapien and open your map look at your sky check it through don't have all the
same settings I did if something is wrong go back and change it.

End and Credits

That's the end of the tutorial, if your sky didn't come out like you wanted go back and
change the settings mess with it until it works thats the way to learn

Special thanks to Tiamat for showing me how to make the animations part and helping
me out with other stuff

Special thanks to KiLLLa for helping me with some stuff when I'm stuck
If you need help with this tutorial email me or IM, PM or etc..

EMAIL:theguy2042000@gmail.com
MSN:theguy2042000@hotmail.com
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