Custom Health Bar tutorial

V1.0

By: Kirby 422

So, you will want to make a bitmap with that is to the power of 2 (2, 4, 8, 16, 32, 64,
128, 256, 512, 1024, 2048). Now build your icons, they need to be on a black
background.
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You place your health icons out (or if its a bar.. your bar out).
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Kirby health.tif @ 100% (Layer 1, RGB/B)

0o

®O

?7?&&&
CHPpous

S
P

Doc: 96.0K/132 0K

L

L)

€]
S

3
M

[w] Opaciy: | 1003 [»
Lock: L o b @ Fill:| 100% [» |

Now that you have the icons out, you will want to go into a image program that can
make alpha channels. make a alpha channel, and use the gradient tool (black and white),
go to the alpha channel, go across the health icons underneath, blackest over by the

lowest health, whitest by the highest.
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kirby health.tif @ 100% (Layer 1, alpha/8)
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Place the black and white over top of your bitmaps in your alpha channel, use the
center of the bar underneath it to pick each one(the center of each icon).
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If you are using a bar, you just place the gradient tool over all of the bar. Now you
should be able to run it threw tool, it will say it had a error with the alpha, you simple
open the new bitmap tag it made, go to format, make it 32 bit color, save it, recompile
the bitmap.
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Microzoft Windows BP [Uersion 5.1.268081]
(C>» Copyright 1985%-20801 Microsoft Corp.

C:=“Program Files“Microsoft games“Halo Custom Edition>tool bitmap “kirhy health"
fYUARNING?*Y bhitmap with greater than 1-bhit alpha being compressed as DHT1 <=

hitmap created: H256xH128,. compressed with color-key transparency,. 21K-bytes

C:~Program FilessMicrosoft games“Halo Custom Edition>_
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of piRels are reduced to £ colors and interpalated. alpha channel uses colar-key transparency inztead of alpha
from the plate [all zero-alpha pivel: also have zero-color].

*COMPRESSED WATH EXPLICIT ALPHA: DT 243 compression, uses 8 bits per pixel. Same az DT without
the color key tranzparency, alpha channel uses alpha from plate quantized down to 4 bits per pisel.
*COMPRESSED "WITH INTERPOLATED ALPHA: DT 445 compression, uses 3 bits per pixel. 5Same as

[T 243, except alpha iz smoother. Better for smooth alpha gradients, worze for noigy alpha.

*16-BIT COLOR: Uses 16 bitz per pinel. Depending an the alpha channel, bitmaps are quantized to either
150605 [no alpha), althgabh (1-bit alpha)l, or adrdgdbd [:1-bit alpha).

= 32BIT COLOR: Uses 32 bitz per pikel. Wery high quality, can have alpha at no added cost. This farmat takes
up the most mernory, howewer, Bitmap formats are xBr8g8b8 and a8iBgeb.

* MOMOCHROME: Uszes either 8 or 16 bitz per pisel. Bitmap formats are a8 [alpha). v8 [intensity), aw8 [combined
alpha-intensity] and afvd [zeparate alpha-intensity].

Maote: Height maps [a.k.a. bump maps] should use 32-bit colar; this iz internally converted to a palettized format
which takes lezs memon.

format comprezzed with colar-key transparsncy M

compregzed with color-key transparency
compreszed with explicit alpha
campressed with interpalated alpha
usage 16-bit color

. 32-bit calor
IJzage contrals how mipmaps are { onockrome

= ALPHA BLEMD: Pikels with zero alpha are ignared in mipmaps, to prevent bleeding the tranzparent calar.
*DERAILT: Downzampling works normally, as in Photoshop,

*HEIGHT MaP: The bitmap [normally gravecale] is & height map which gets converted to a bump map. Uzes
<bump heights below, Alpha iz paszed through unmodified.

*DETAIL MAP: Mipmap calar fades to aray, controlled by < detail fade Factor: belaw. Alpha fades ta white.
*LIGHT MAP: Generates no mipmaps. Do not ugel

*WECTOR MAF: Used mostly for special effects; pixels are treated as #vZ vectors and nommalized after
downzampling. Alpha iz paszed through unmodified,

Just use the tag I included with this tutorial, and place your health bitmap in the red
box.

i Korr 00 V2 = o! g

File Edit wWindow Help Source Conbrol

. uithuditutorial. unit_hud_interface ; E E

periodic functions

If you wze a periodic function az the zource, this letz pou tweak it
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Health panel meter

anchar offset
width scale

height zcale

scaling flags [Jdontt scale offset
[Jdon't scale size
use high res scale

meter bitmap | <inzert-bitmap-location-here:

caolor at meter minirmum T | 285

color at meter maimum T | 244

flash color T | 285

empty color a | 1]

flags uze min/max for state changes
[interpalate between min/max flash o
[[interpolate color along hsv space
[]...mare colars for hev interpalation
[[invert interpolation

i meter value




Now attach it to your biped, in the single player slot
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I11 get more Hud tuts out soon, like tuts that are more about the tags then the bitmaps, this
tutorial will be refured to with the setting up hud bitmaps

By: Kirby 422

Extra information:
the settings in the health in the tag with the colours, that will tint the bitmap, its ment
for when you have a bitmap that is white. If you are doing something like me, make it
white in that tag. I am not actually gonna use this hud, it was just for this tutorial, thats
why it doesnt look that good.

If there is any errors, contact me with a below, and if it is a big enough issue, I will make

a V2 of this tutorial

Contact Information:

E-mail: Kirby 422@hotmail.com

MSN: Kirby 422@hotmail.com
AIM: OrangegekoMaster
Xfire: orangegeko
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