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BBegeHue

Microsoft® Flight Simulator 2004 Bxirouaet gmax v 1.2, mporpammy 3-D MozempoBanus ot
discreet. Micrionb3yst gmax, Bbl MOXKETE CO3/1aTh MOJICIb 31aHusI, H IPUMEHUTh TEKCTYPHI K
CO3ZIaHHOM MOJIEIH, M 3aTeM SKCIIOPTUPOBATH MOJIEIH € IIOMOIIBI0 porpammbl MakeM DL, u
pasmecTuth Moaeib B Flight Simulator B 3a1aHHBIX BAMU KOOpIMHATAX.

The tutoria consists of the following three parts:
CO3)13HI/Ie MO/1€JIM A0MA. CO3JaHUuE l'IpOCTOI71 MOACIIN, COCTOHHIeﬁ U3 OAHOITAXHOTIO

ZoMa U rapaxa.
IIpuMeHeHHE TEKCTYP K MOJEIN: IPUMEHEHHE TEKCTYP K KOKIOMY MOJIHIOHY JJOMa
4TOOBI JOOABUTH pean3Ma.

Pa3zmemenune moxeau B Flight Smulator: sxcniopt monemu B nporpamme MakeMDL, u
npoepka mozaenu B Flight Simulator.

Hy>xHble uHcmpymeHmbi/haunbil.
MSXML4 noctynen Ha WWw.microsoft.com

YcTtaHoBuTL bglcomp .exe
Ckauatb u npountats bglComp SDK.
Ckonmposats bglcomp.exe B katanor C:\Program Files\Microsoft Games\Flight
Simulator 9\Addon Scenery\Scenery.


http://www.microsoft.com

Co3aaHue mogenun goma

B sTOM pazzaene o0yyasku, CO3AaUM MOJEIb I0Ma, BEIIABUM Trapax, U MPUOaBUM KPBIILY U
KAapHU3 K JAHHOMY CTPOEHHIO.

Explanation Steps

B Flight Simulator 1. B mento Customize, maxxmure Units Setup.
2004, Bce enuHALLI

U3MEPSIFOTCS B METPAX,
TaK YTO BbI JIOJDKHEI
YCTaHOBHUTH B gMaX
METPOBYIO CHCTEMY 4. Ha Briagke General B System Unit Scale, mposepsre, 4ToOBI

2. B nuanoroBom okue Units Setup, maxmure M etric, Beioepute
M eter sus nosa Metric, u 3arem Haxxmute OK .

3. B menro Customize, saxxmurte Preferences.

W3MEpEHUM. crosio 1 Unit = 1.0 M, u 3arem Haxats OK .
Brawane coszaiire 3x 1. Ha sxiuanke “Creat€” ¢ npaBoii cTopoHsl gmax uHrepgeiica
MEpHBIii OJIOK. (Ul), maxxmute BoX.

Object Type

B Cone

Sphere GeoSphers

Cylinder Tube

Tornus Teapiot

Flane

Mame and Colar

2. B mro6om u3 OKOH, HaXXaTb U JIBUT'aTb KypPCOp i1 CO3AaHUA
MpsAMOYT'OJIbHHKA.

3. UYtoOsbI co3aaTh TPETHhIO CTOPOHY OJI0KA, IBUTAWTE MBIIIb BHU3,
U 3aT€M Ha)KMUTE, YTOOBI YCTAHOBHUTH BBICOTY OJIOKA.




Explanation

Steps

3aTeM, ornpenenuTe
pasMepsl OJI0Ka TakK,
YTOOBI OH
MIPEACTABISLI
MAaJICHBKHI I0M C
JBYMsI OTMETKaMH
TP HUHBI.
Hcnonb3yiiTe BTOPYIO
OTMETKY IIUPHHBI, IS
CO3aHMs Tapaxa.

4. lllenxuyth Ha BKiaake “Modify tab” (na mpasoii cropone Ul
MOKa3aHHBIN Ha CJIE/I. CXeME).

5. Ha sriagke “Modify” , penakrupyiite cBoiicTBa 010Ka YTOOBI
COOTBETCTBOBAJIO CJICTYIOLIHM 3HAYCHUSIM:

Length: 6.0

Width: 12.0

Height: 4.0

Length Segments: 1
Width Segments: 2

Height Segments: 1

LenTpupyiite 6J0K B
Havaie KOOpIUHAT
(0,0,0) utoOBI
pa3MeCTUTh €ro B
LICHTpE.

6. Ha toolbar, Bri6epuTte kHONKY “ Select and Move” E
(kHOMKa cTaHET OPAHXKEBOM KOr1a BhIOpaHa), U 3aTeM
[IEJIKaTh TPABOM KHOTMKOM MBIIIIH 110 HEWU.

7. B 6moke nquanora Move Transform Type-In npu Absolute:
World, tun O 17151 X, Y, ¥ Z KOOPAMHAT, U 3aTEM 3aKPBITh OJIOK
auaiora.

Teneps, korga Ber
3HaeTe MeIJICHHBIN
croco0 co3aaTh U
peIaKTHPOBATh OJIOK,
BOT - OoJree JIETKUH
METO/.

Ha ceii pa3, co3naiite
610K 6 X 12 X 4-meTpa,
B riertpe (0,0,0).

8. Ha Bxuagxke “Creat€” npasee gmax Ul, naxxmure BOX.
9. Ha Bruazake “Create”, otkpoiite pazsopot Keyboard Entry.

10. Y noctoBepbTech, 4To TOpP 001aCTh MPOCMOTPA aKTUBHA
(tmenkast Ha Hel), ¥ 3aTeM BBECTH THITOBBIC BEJIMUMHBI B
passopote Keyboard Entry cienyromiim oOpazom:

X:0

Y:0

Z:0

Jlimuna: 6.0
Mupuna: 12.0
Bricora: 4.0

11. Ha paszBopote Parameters, yoenutech, uto 6ok Width Segs
ompeeseH 2; eCii 3TO He JICNAeT, TUIT 2.

12. Ha pa3Bopote Keyboard Entry, naxats Create.

KprOp - B HACTOAICC BPpCMA 0oJIBIIIOE NEPCKPECTUEC, KOTOPOEC
0O3Ha4acT, Bbl HAXOAUTECh B PCIKUMC CO3TaHUA 070Ka. UT0OBI
MaHUITYJIMPOBATb 6J'IOKOM, BbI JOJIXKHBI BBIMTH U3 3TOTO peKuMa.

13. HlenkHUTE TPaBOW KHOIKOM MBIIIH 110 OTHOMY HJIH OoJiee pa3




Ha 1000 06J1aCTH MPOCMOTPA, TOKA HE YBUIHUTE KYypCop
CTPEJIKH.

Explanation Steps
Bawm Hy»xeH ToibKo 14. B nmro0oit 06acTy MpocMOTpa, BIOEPUTE U TIHUTE OJIOK, TIOKa
OIIMH U3 JIBYX 0JIOKOB YBHUJIUTE MEPBBIi 0JIOK, KOTOPBIH CO3/1aBaH.
JUJIS1 OCTAIBHOM YacTH —
00yYasKu, ylaiuTe ) R?
BTOPO OJIOK, 15. Ha toolbar, Beioepute kaomky “Select Object” Eassd, u 3aTtem
KOTOPBIX BbI HICJIKHUTE OJIOK, KOTOPBIN BbI TOJIKO CO3aTH, YTOOBI
Co3zlaBaliu. BBIOpATH €T0.
16. B menro Edit, naxxats Delete.
IIpesxne, uem BbI 17. BeiOpaTh cOXpaHEHHBIH OJIOK.
MPOJIOJKUTE
18. YtoObI yBeTMIMBATH €IUHCTBEHHYIO 00J1aCTh IPOCMOTPA,
co37aBaTh MOJEIb
0Ma, 3TO - XOpoIlas " " n
FOMd, p HIEJIKHUTE KHOMIKY "Z00Mm B HIKHEM TpaBoM yriy Ul, u
uzest, 9To0bl Y3HATB, . .
3aTeM Kyaa-HUOyIb B OJHOHM M3 00JIacTe# MpocMoTpa,
Kak yBEIHIHTD, HICJIKHYTh M TSAHYTh WM BHU3 JUIS YBEJIIMUCHHS BUIA
MaHOpaMHUPOBAHUE, U yr yr yB
BpalllaTh B Pa3HbIX 19. UToOb!I 0AHOBPEMEHHO YBETHUNUBATh 00JIaCTH IPOCMOTPA,
BHUJIOBBIX OKHaX. -
HaKMHTE KHOTIKY “Z0oom Extents All” &=,
20. B maHopaMHOi#1 00J1acTH MPOCMOTpA, MISTKHUTE KHOTIKY "Pan"
, ¥ 3aTeM IIEIKHUTE U TSHUTE Kyla-HHOYIb B TIpeaeax
00JacTH MPOCMOTPA, YTOOBI IEPEMECTHTD BUI.
21. YToOsI BpamaTh 00JIaCTh MPOCMOTPA, MISIKHATE HA

=
Perspective u Haxxmute Ha kHOTIKY “Arc Rotate” .

XKentslit Kpyr 0XBaTUT 3X MEPHYIO MOJIEIb IOMA.

22.

HasxaTh 1 TSHYTH B TIpe/ieiiax JKeJITOro Kpyra, 4ToObl Bpanarh
obmacTh mpocmoTpa Perspective.




Explanation

Steps

BBbI 10JDKHBI TETIEph
"cBepHYTH" OJIOK,
KOTOPBIH BbI CO3AITH
TaK, YT00BI CMOTJIN
PEllaKTUPOBATH €To
BEPIINHBI, TPaHHU, U
JIMLIEBBIE CTOPOHBI.

23. Ha Bruazke “Modify”, menkauTte nmpaBoM B MyCTON 00JIaCTH
okxHa Box, u 3arem menkuure Editable M esh.

Hwxe obnactu okHa BOX, MEHIO M3MEHSETCST Ha PEKUM CYO-
00beKTa, TOKa3aHHBIA HUXKE:

Selection

CrneBa HarpaBoO, MKOHKHU MMOKAa3bIBAIOT CJIICAYIONIUC IIATh pe)KI/IMOB:
Vertex, Edge, Face, Polygon, u Element. Uto6s!I BoiiTH B
OJIUH U3 3TUX IIATHU PEIKUMOB, IICJIKHUTC COOTBeTCTByIOIIIeﬁ
HUKOHKOM.

24. TlepeximrounTech B pexum Vertex.

B pexxume Vertex, mects BepinH 0J10Ka TOSBIAIOTCS KaK CHHUE
METKHU OTMETKH.

OO6mnacTh rapaxa
3aHMMAaeT TIOJIOBUHY
JIOMa, CIIBUHBTE ATY
00J1aCTb, YTOOBI
Jenath 310 OoJee
PEATUCTHIHBIM.

25. Ha toolbar, Beioepute xnomky "Select and Move".

26. B o0acti mpocmoTpa TOp, co3naiite (HAKMHUTE U TSHUTE),
BBIOpaHHBIH OJIOK BOKPYT CPEeTHEr0 Habopa CHHUX BEPIINH
(BepLIMHBI CTAaHYT KPaCHBIMHU, KOTJIa OHU BBIOPAHBbI).

[TpeoOpazoBanubiii Gizmo nosBisieTcs (310 X- U Y- 0Ch ¢ KpacHOM
CTpenKoi Ha KoHIle oc X). Eciii BBl 3TO He BUAMTE, HAKMUTE
X, 4TOOBI IEPEKITFOYUTCS Ha 3TO.




Explanation

Steps

27. Ilepetamute och X HaMpaBo, OKA PACCTOSTHUE MEXKAY
CpeZIHEN M KpaiHel NpaBoil BEPIIMHON MIMpUHA rapaka
(oTHOCHTEJIBHO JIOMa) KaK MOKa3aHO Ha CIIEAYIOIICH CXeMe.

3atem, BeIOEpUTE
MOJIMTOH TapaXka u
ClIeIaliTe ero ApyrumM
LIBETOM, UL OoJiee
BHIMMOTIO U JIETKOTO
pEIaK THPOBAHUS.

28. B BcruibiBaronem okHe Selection skimaaku “Modify”,
HOKMHTE 3HaYOK peskuma Polygon, 4To0sl BOWTH B pesKUM
Polygon.

29. B oGactu mpocmoTpa Perspective, menkHuTte npaBoi
KHOTIKOW MBIIIN Ha cJioBe “ Perspective, ” 1 Bo BCILTBIBAIOIIEM
MEHI0, yOeMTeCh, 4T0 CTOUT ImpoBepka Smooth + Highlights.
Ecmu 310 He Tak T0, To Haxkmute Smooth + Highlights.

30. Bo BcmuibiBaroleM MeHto, yoeaurecs, uro Edged Faces
npoBepeH. Eciu 310 He Tak, To Haxkmute Edged Faces.

31. B obmactu mpocmoTtpa Perspective, HaxxmuTte
MHOTOYTOJIHHK, KOTOPBIN MPEICTABISET MEPESTHIOI0 CTOPOHY
rapaxa, YTo0bl BEIOPATh €To.




Explanation

Steps

32. Haxatb F2, 4T00BI OTTEHHUTH BBIOpAHHBIN MHOTOYTOTBHHUK B
JPYrOM IIBETE.

Bam By Oynet tenepsb BBITISACTH TOJOOHO CIIETYIOICH CXeMe:

Jlanee BbITaBUTE
rapax Ha 3 MeTpa ot
OCTaJIbHOM YacTu
JoMa.

33. B Edit Geometry sxnagku M odify, maxmure Extrude.
34. B 6noke Extrude, Beenute 3 1 Haxxmute ENTER.

IToce Toro, KaK BbI
BBIJIaBUTE TapaK,
J00aBbTE KPBIITY K
nomy. UtoObl 310
clenarth , BeIOepuTe
BCE JIUIIEBBIC CTOPOHBI
top moma U BBIIaBUTE
UX TPUOJIU3UTEITIHHO
Ha 1.5 metpa.

35. B obacti mpocmoTpa Perspective, BeiOepute Tpu MoJIMroHa
KOTOPBIE COCTABIISIFOT KPBIITY.

Ipumeuanue YToOBI BEIOPATh OAMH MOJIUIOH, HAKMHTE €r0.
Y1006l BEIOpATh MHOTO MOJUTOHOB, HAKMHUTE OJUH U
yaepxwuBas kinapuiry CTRL BeiOepuTe ocTaabHbIE MTOJIUTOHBI.

36. B onoke Extrude, Beenute 1.5 u naxxmure ENTER.




Explanation Steps

Bama monens 6yz[eT BBITJISIICTh KaK Ha 3TOM cXeMe:

Hanee ckonarcure 37. Ilepexmounteck B pexxum Vertex. (Cm. mar 26.)
BEPIIUHBI IOMA,

9TOOBI CHOPMUPOBATH
KPBIITY

38. B o6mactu npocmoTpa Front, Beibepute B BEIOpaHHOM OJIOKE
BEPXHHUE JICBOCTOPOHHUE BEPIIHHBI.

[TockonbKy ecTh BepIIKHA 103311 3TOH BEpIIMHEI, BBl OyaeTe
(bakTHUECKH BHIOMPATH /IBE BEPIIHMHBI.

39. B oGactu mpocMmoTpa Perspective nmposepbTe, 4TO €CTh JBE
BbIOpaHHBIC BEpIIUHBI (KPACHBIM IIBETOM) KaK IMOKa3aHO Ha
CJICAYIOLICH CXeMe.




Explanation

Steps

40. Ha passopote Edit Geometry kiaaku M odify, menkuute
Collapse.

/IBe BhIOpaHHBIE BEPIIMHBI COTBIOTCS B OAHY BEPIIMHY, KOTOpas
COCPEOTOYCHA MEXKIY IBYMS BEIOPAHHBIMH paHee Kak
MOKa3aHo Ha CJEAYIOIIEeH cxeme:

41. B o6nactu npocmotpa L eft, BeiOepute B BHIOpaHHOM OJIOKE
BEPIIMHBI BEPXHHE MPaBhIC.

42. CmotpuTe B obacTu mpocMoTpa Per spective, nis nposepkw,
YTO JIBE BEPIINHBI BBIJICJICHBI, M €CITH TaK, IIEIKHUTE
Collapse.

43. B obiactu mpocmoTpa Front, BeiOepute B BEIOpaHHOM OJIOKE
BEPXHIOIO BEPIINHY, KOTOpas SIBJISIETCSI BTOPOU CJIEBa, U 3aTEM
Haxats Collapse.




Explanation

Steps

44. B obnactu mpocMoTpa Front, BeraenuTe B BEIOpaHOM OJIOKE
BEpXHHUE MpaBbIe BEPIIMHEL, U 3aTeM Hakmute Collapse.

Bam qom 6yz[eT BBIIIAACTb KAK Ha CJ'ICI[}’IOIIIeﬁ cXeMme.

3ameTbTe, YTO rapax
HE UMEET PE3IKOI
KpBIILH, & CKOpee
IIPUCOEIUHACTCS K
OCTaJIbHOM YacTH JOMa
C INIOCKOH,
TPEYTrOJbHOU KPBILIEH.
Crne myronmii mar
JIOJIKEH YCTAHOBUTh
KpBILy Tapaxa.

45. Bparaiite 00macTh npocMoTpa Per spective, uto0sl MOXKHO
OBLIO BUIIETD 3a/IHIO0 CTOPOHY KPBIIIH, KaK MMOKa3aHO Ha
CJIEAYIOIICH CXeMe.

46. Iepeximountech B pexxuM Edge, u 3arem Ha pazBopote Edit
Geometry, naxxmute Divide.

Korna kaonka Divide aktuBHa, 11000 Kpail, KOTOPBIM BbI
1IeaKaete, OyaeT AeIuTh ce0s U CO31aBaTh BEPIIMHY B
MECTOTOJIOKEHHH, KOTOPBIM BBI IIEJIKAIH, TaK YTO YOEIUTECH,
9TO BbI HE JIEJIMTE HUKAKKMX IPaHeil, KOTOPBIC HE XOTHTE




JCJINTD.

Explanation

Steps

47. B obnactu npocmotpa Perspective, menkuute pedpo Ha
BepxHeM roofline moma B myHKTE B cepeanHe rapaxa.
(Crpenka Ha mpenbIayIIeii cXxeMe OKa3bIBaeT MECTO.)

Teneps OyzaeT BeplIMHA B CEPEAUHE KPBIIIU rapaxa, HO OCKOJIBKY
BbI HaxXoAMTECh B pexkume Edge, Bol He Oynerte ee BUAETh. Bh
MOJKETE MEePEKITIOUUTHCS B pexuM Vertex, uroosl yBUAEThH
HOBYIO BEpIIMHY. 3aMEeThTE TakXKe, 4YTO Bbl HE CMOKETE BUICTh
Bce rpaHu joMa B pexxume Edge. Eciu BbI 11000TIBITHBL, U
XOTHTE PACCMOTPETh BCE TPaHK MoJeH (HEKOTOPBIC CKPBITHI),
TSHUTE BHIOpaHHBIN OJIOK BOKPYT L[EJIOTO IOMa B PEKUME
Edge. Bce BeiOpanHbie rpanu OyayT KpaCHBIMH, U JTFOOBIC
CKpBITbIE TPpaH OYAYT MyHKTUPBI.

48. [lepeximountech B pexumM Vertex, u mpoBepbTe, 4TO BbI
CO3/1aJI HOBYIO BEpLIMHY B HY’)KHOM MECTE.

OO0paTuTe BHMMaHUe, HE BUIUTE JIU Bbl BEPUIMHY, CMOTPUTE Ha
Apyrue rpaHu 1oMa, YTOObI yOeAUTHCS, UTO BBI CIIy4aifHO He
TN OAHY U3 HUX. Eciu BbI 3TO caenanu, HaXMUTe
CTRL+Z, uToOBI BepHYTHCS Ha LIAT Ha3a/l.

49. [lepemeriaiite BEIOpaHHBIN OJOK BOKPYT LIEJOTO JIOMA.

Bce Bamm rpanu cTaHyT KpacHBIMH (CO CKPBITBIMU IPaHSIMH,
CTAHOBSIIIIUMHUCS KPACHBIMHU ITyHKTHPAMH).

50. ITepexmountecs B pexxum Edge. Ha paszsopore Edit
Geometry, mHaxxmute Turn.

The O6paTure BHMMaHne Ha KoHEUHbIE TOUKH JF0O0TO Kpas,
KOTOPOT'O BBl KacaeTech, B TO BpeMs Kak KHOIKa T urn
aKTHBHA, IEPEKIIIOYUT K JPYTUM BeplliiHaM. B cinenyromeit
CXeMe, MEePBbIH MOJUTOH MTOKA3bIBAET MEPBOE MOJIOKEHUE
Kpas; BTOPOU MOJUIOH MOKAa3bIBAET MOJIOKEHUE Kpasi MocJie
TOT0, KaK MepBbIN Kpaii ObLT 3aTPOHYT.




Explanation Steps

51. [llenkHyTh TpeMs TPpaHIMHU OKOJIO Tapaxa roofline B mopsiike,
MOKA3aHHOM Ha CIeAYIOIIeH cxeme (#3 - MyHKTUpHAs KpacHast
JIUHHUSA).

3aMeThTE KaK ATOT IIar U3MCHSIET reOMCTPHIO KPBIIIH, KOTOpasi
JO0JDKHA TeNIEPh HAIIOMUHATH CJICAYIOIIYIO CXEMY.




52. .Yto0b! nenaTh KHONKY T UrN, HE aKTUBHYIO, IICJIKHUTE
npaBee rjie-HuOyIb B JF000H 00J1acTH MPOCMOTpA.

53. B menrio File, HaxkmuTe Save, 4To0bl COXpaHUTh Ballly MOJICIb.

OOpaTuTe BHUMaHMe, €CIIM BbI IEPBBINM pa3 MOJETUPYTETE, BbI
MOJKeTe NepeiiTu K crenyomemy paszaeny no Cozoanuio u
Hpumenenuro Texcmyp. Ecny BBl ”MEETE HEMHOTO OIBITA B
TPEXMEPHOM CO3[aHUH, IPOOYyITE UCIIOIL30BaTh OoJiee
COBEpILIEHHbIE METO/1bl MOJIETTMPOBAHMSI, KOTOPBIE
OTIMCHIBAIOTCS Jlajiee.

Explanation

Steps

Tenepp ncnob3yiiTe
00Jiee COBEpIICHHBIC
METOIBI
MOJICJIMPOBaHUS,
YTOOBI JOOABUTH
JIeTaJu K JIOMY.
JloOaBbTe KapHU3 Ha
JIOME, UCTIOJB3YS
WHCTPYMEHT
BBIIABJIMBAaHUS
Extrude.

54. Tepexkmounte B pexxum Polygon.

55. Bparmaiite o6acth npocMoTpa Perspective, moka He yBuauTe
BCE TIOJIMTOHBI KPBIIIH, U 3aTeM Npu HaxxaTo kinasume CTRL,
BbIOEpUTE BCE MOJIMIOHBI KPBIIIU KaK MOKa3aHO Ha
CIIETYIOLIEN CXEME.




56. B Edit Geometry, Beeaute 0.1 B 0610ke Extrude, u 3arem
naxxmute ENTER.

57. Beenure 0.3 B 65oke Extrude, u naxxmure ENTER

58. BeiOpartsb BeICIIyIO MaHesb (maHess ¢ 0.3 M. pazmepom,
KOTOPYIO TOJIBKO YTO CO3/IaJIH), YTOOBI TOOABHTH €€ K yiKe
BBIOPaHHOM KpHIIIIE.

Note Y ou will need to use the zoom and arc rotate features to be
ableto view and select dl of the polygons that make up the
fascia. Make sure you have selected the fascia all the way
around the house.




Explanation

Steps

Bam Be10op OyneT HanoMUHATh ClieTyrollee:

59. Ha manenu toolbar, naxmure kHomnky “ Select and Uniform

B
Scae’ , U 3aT€M UIEJIKHUTE NpaBOil KHOMKOWM MBI Ha
TOM 7K€ CaMOU KHOIIKE.

60. B nuanorosom okne Scale Transform Type-In npu Offset:
World, Beeaute 110 B Giioke %, 1 3aTeM 3aKpoiiTe
IHAIOTOBOE OKHO.

The roof now has eaves; however, because it is not a uniform
shape, the roof scales more quickly in some dimensions than
others, making the overhanging eaves different dimensions. As
aresult, you must adjust some of the overhangs to make them
more uniform.

61. [lepekmountech B pexxuM Vertex, u 3aTem B 001acTu
nmpocMoTpa T Op BEIOHMpaiiTe U epeMeCTUTE BEPILIHHY,
KOTOpasi MacITabupoBasa CIUIIKOM JTaJIeKO JOM
(ymocroBepbTech, uTo BEI 1enaeTe BCe CTOPOHEI).




Explanation Steps

62. [lepexmounts B peskum Polygon, u 3arem B 06actu
npocMotpa Front nepemecTuTh BEIOpAHHBIE TTOJUTOHBI
(kpwIIIa 1 KapHU3) HEMHOTO BHU3 TaK, YTOOBI KapHH3
BBITJIsIIE] 00JIee €CTECTBEHHBIM.

OxoHYaTeNbHBINA pe3yabTaT OyAeT MOX0X Ha CIIeAyoIIee:

HockompKy oM 63. Bpammaiite o6acth nmpocMoTpa Per spective tak 4To0b1

HaXOAUTCs Ha YBUACTH OCHOBAHUC JOMaA.
OCHOBaHHWH, OCHOBA HC

TpeOyeTcs U BB
MOXETE €€ yJaUTh.

64. [epexmounTech B pexkuM Polygon, BeiOepuTe BCe MOTUTOHBI
B OCHOBAaHHWU JIoMa U 3aTeM HakMuTe KinaBuity ELETE, 4ToOs
CTEepETh UX.

65. B menro File, naxars Save.

Bama Mozess rotoBa K HaJIOKEHHUIO TCKCTYP. CJ'ICI[yIOHII/Iﬁ pasacia
OIIMCBIBACT NNPOUECC HAJIOKCHUA TCKCTYP.




Co3paHue n npumMmeHeHne TeKCTyp

[Tocne Toro, kak co3gaHa TpexMepHas MOJIENb J0OMa MU 3/1aHUS, MOKHO CO3JaTh TEKCTYPhI U
3aTeM MPUMEHUTH 3TH TEKCTYPHI K MOJIes . YTOOBI cienaTh 3TO, HCTIOJb3yHTe TpaduecKyro
porpaMmmy, 4ToObI cO3/1aTh H300pakeHHe 256X256 muKc., KOTOpbIE COAepKAT BCE BUIBI
TEKCTYpHI Balero noma. Mcrosb3yiiTe Tak MHOTO IPOCTPAHCTBA TEKCTYPHI, Kak Bel MokeTe u
MHOTOKPATHO MCIIOJIb30BaTh TEKCTYPhl B MAKCUMATIBHO BO3MOXKHOM cTereHH (HanmpuMmep, eCiiu
Brl uMeeTe Be CTOPOHBI 371aHUsT, KOTOPBIE CMOTPSIT TO JK€ CaMoe, JIeJIaiiTe OJTHY TEKCTYpy U
NPUMEHHUTE €€ K 00CHM CTOPOHAM 37aHU).

MOHO KpacuTh TEKCTYPHI, HCTIONB3YsI TpadUuecKyI0 IPOrpaMMy, U BB MOJKETE
UCTONb30BaTh (poTorpaduro 3manus, 4ToOBI co3aaTh Gaii TeKCTypbl. YToOBI BKIIOUaTh Oojee
oIPOOHO, IeJaliTe OpuruHai padounm ¢aitiom conbinm (512 X 512 nukceneit). OaHako,
4TOOBI COXPAHUTh ApaMETPHl, COKpAaTUTE KOHEUHOE N300paxkeHne Kk 256xX256 mukc. MoxHO
TaKXe MPUCTIOCOOUTh HECKOJIBKIM 3[aHUAM OJHY TEKCTYpPY, YTOOBI COXPaHUTh MaMITh U
IpocTpaHcTBO. Hamprmep, BBl MOTJIM CO3/1aTh YETHIPE Pa3IMYHbBIX [[BETHBIX PA3HOBUIHOCTH
OJTHOHM TEKCTYpPHI M 3aTEM MOMEIIATh YeThIpe TEKCTYPHI IoMa B OJHY TeKCTypy 256X 256 mukc.
(kaxxmas TekcTypa goma Toraa Oynet 128x128 nukc.).

Bbl 10KHBI TakkKe cO37]aTh HOUHYIO TEKCTYpY Ul Balel Moaeau. Bel MOKeTe OTKPBITh
TEKCTYpY JIHs, 3aTEMHHTD €€, U 3aTeM MPUOABUTD TTOACBETKH, I/Ie CBET MOT ObI OBITh. (CM.
npumeps! Ha Puc. 1u 3.)

CoxpanuTte Baiy (ailsibl TEKCTYpPBI C TEM )K€ CaMbIM Ha3BaHHEM, KOTOPOE BbI COOMpPAETECh
UCTIOJIB30BaTh B CHMYJISITOPE U C COOTBETCTBYOILIMM COTJIALIEHHEM 00 UMEHAX: JalTe HOYHBIM
TEKCTypaM TO K€ caMOe Ha3BaHUE, KOTOPOE BbI HCIIOJIB30BAIU [l TEKCTYPHI IHS, HO ¢ _Im,
no6aBJIeHHBIM Ha KoHIle (Hanpumep, House.bmp u House Im.bmp).

B aro0ii 00yuanke, BbI Oy/ieTe UCIOIB30BATh JIBa CYLICCTBYIONIMX (haiiyia TeKCTYphI: JHEBHAS
Tekctypa, House.bmp, u Hounas texctypa, House Im.bomp. (Ouu pacnonoxeHs! B
gamepack\FS2004\texture.) THeBHAsE TEKCTypa BKJIIOYACT TOJIBKO OJJHY TEKCTYPY J0Ma, U
nokasbiBaeTcst B Pucynke 1. Dta TekcTypa pa3ziesieHa Ha HECKOJIBKO BUIOB TEKCTYpHI: IAHEb,
KK, CTOPOHBI, Tapax, KPhIIIa, 3aTHsIsI CTOPOHA U MEPEIHss CTOPOHA, Kak MoKa3aHo Ha Puc. 2.
BbI MOKeTe UCTI0Ib30BaTh PUC. 2, 4TOOBI TOMOTATh OMPEICIUTh, KOTOPBI BUI TEKCTYPHI,
4TOOBI PA3MECTHTh Ha OMPEICIICHHBIX 00JIaCTAX MOzeH JoMa. HouHas TekcTypa OCHOBaHa Ha
JTHEBHOW TEKCType U BUaHA Ha Puc. 3.
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Pucynok 2: Areas of the texture




Pucynox 3: Hounas tekctypa (House Im.bmp)

Crenyromwmii pazaen o0y4anku OyJeT BECTH Bac MO3TAITHO CKBO3b MPOIIECC MPUMEHEHHS
TEKCTYPHI K Pa3HBIM IMOJIUTOHAM JIOMa

Overview Steps

[Mpunuio Bpems 1. OTkphITE gMax, ¥ OTKPHITh MOJICIIb IOMa, KOTOPYIO

MCIIOJIb30BaTh gMaX, MPEIBAPUTEIILHO CO3/AIH.

HTOOBI IPUMEHHT 2. Ha MHCTpYMEHTAIBHOMN MaHeNM, HaXaTh KHOTKY “ gmax Material

TEKCTYpPBI K MOJICITH

noma. [lepBblit mar

Ha 3TOM IIpoIecce Editor” 4yT00BI OTKpBITE M aterial Editor.

HOHiKeH OTIpeaCINTE 3. B Material Editor, Haxxate NeW 4TOOBI CO31aTh HOBBIN

CBOMCTBO Matepual, u B mosie Name, BBecTu uMsl JyIs MaTepuana.

¢ dy3HOTO ] ) )

(paccenBaroIero) 4. B Material Editor , naxxmute na osie Diffuse Color.

I[BETa MaTepHaa. 5. B amanore Color Selector, BeiOpath nBeT (CBETIIO CephIii
KOTOPBIH OJIN3KO COOTBETCTBYET I[BETY TEKCTYPhI U IPUMEHUTH K
J0My, 3aKpbITh moJie Color.
Ecym mo kakuM TO pUYMHAM TEKCTypa He 3arpy3urcs B CumM,
MO/JIeJIb OY/IET UCIOJIb30BATh IIBET, KOTOPHI BBI TOJHKO YTO
BBIOpAJTH, ¥ MOITOMY BCE €IIE CMOTPHTE OJIM3KO K
TEKCTYPUPOBAHHOU BEPCHH.

[Tocne onpeneneHus 6. B Material Editor’smepeiit kK M&ps, HaxkaTh Ha KHOTIKY

CBOWCTB
pacceuBaroIIETO
[IBETa MaTepuana,

Diffuse Map u nanee na nmone Diffuse Color. OTkpbuIOCH OKHO
Gmax Material Navigator . [Ipoiinoii mem4ok Ha Bitmap.




Brl npubasisiere
TEKCTYPY K HEMY.

7. Tlepeiitn k House.bomp, naxkath Ha House.bmp, u 3aTtem HakaTh
Open. D10 OTKPOET qUAaIOT CBOMCTB ISl PacCEUBAIOLIETO IIBETA.
BbiOpaHHBIN TOUCUHBIH PUCYHOK TOSIBIIICTCS. B MAJIOM OKHE

MPEIBAPUTEIHLHOTO MPOCMOTPA, KOTOPOE HAIOMHUT CJIETYIOLTYIO
JUarpaMmy:

BE <)

Teneps 3arpysure
HOYHYIO TEKCTYpY
Tak, YTOOBI BBI

8. BepHyTbcs Ha YpOBEHb Ha3aJ] K MaTepUally, HAKaTh Ha KHOTIKY
Go To Parent.
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MOTJTH UCTIOJIb30BATh
OT/ENBHYIO
TEKCTYPY LTS
Ambient (HouHas
KapTa) IBET

9. B kopHeBoM pazzene Material Editor, Haxmure Ha Unlock

Diffuse/Ambient Button = DTO MO3BOJIUT BaM Ha3HAYUTh
TOYEYHBIN PUCYHOK Ha OKPYKAIOIINH [[BET TOYHO TaK K€ KaK BB
caenanu i nuddysHoro nsera. Haxmure knonky Ambient
Map psimom ¢ 6;okom Ambient Color. 3to oTkpoeT auanororoe
okHo Gmax Material Navigator. JIBakpbl HIETKHUTE 3HAYOK

Bitmap. I e

10. B awmanoroBom okHe Select Bitmap Image, nepeiinure k
House Im.bmp, naxxmute House |m.bmp, u 3atem HaxkmuTe
Open.

BbIOpaHHbIl TOUSUHBII PUCYHOK MOSBIISICTCS B MAICHBKOM OKHE
Npe/IBapUTEIILHOTO IIPOCMOTpa OKpyXkaronux cBoiicts M aterial
Editor.

3aTeM, IpUKpenuTe
MaTepuai K
IpeaMeTy A0Ma.
YToObI TEKCTYypa
BBITJIAIUJIa XOPOLIIO,
Br1 nomkHbI
ucnoaszoBate UVW
map, 4ToObI
MIPOEKTHPOBATh
TEKCTYpY Ha
npeamer. C
nomouisto UVW
map, Bel 3agacte
TEKCType
MIPOCTPAHCTBEHHBIE
KOOPAWHATHI
BEPLINH
BBIOPaHHOTO
MIOJINTOHA,
OCHOBaHHBIE Ha
HECKOJIBKUX
NPUMHTHBAX
(mammpumep,
TUIOCKOCTH,
KOpOOKe, JIUIIE, UK
chepe).

11. B 11060M U3 BUIOBBIX OKOH, BBIOEPUTE JIOM.

12. Haxxatp Ha kHOTIKe GO TO Parent 8 Material Editor. Oro
JeUCTBHE MEPEHECceT Bac B KOpeHb MaTepuana. Haxxarp Ha
kHomky apply. Jlom moimkeH n3MeHnTh 1BeT Ha Marepuan Diffuse
Color.

13. UtoObI paccMaTpuBaTh TEKCTYPY Ha JOME, OHA JIOJDKHA OBITh
BKiroueHa B Material Editor. YtoOs! caenath 3T0, HIEJIKHATE Ha
kHonke Diffuse Map psimom ¢ Diffuse Color (momxken Tenepb
ObITh Oenbiii "M." Ha kHOTIKaXx Ambient u Diffuse M ap).

14. B Diffuse Map Properties, menkaute Ha kHoTIKe Show Map in

Viewport . (B aTom myHKTE, TOM OyZIET BBITJIAICTH
JOBOJIBHO CBEPXBECTECTBEHHBIM, TIOTOMY YTO 3TO HE HMEET
Hukakoro UVW mapping.)

15. Ioka 3akpeiTe M aterial Editor.
16. B 11060M U3 BUIOBBIX OKOH, BBIOEPUTE JIOM.

17. Ha pasBopote Selection Bxmaaku “Modify”, ynoctoBepbrech, 4To
HU OJIMH U3 PSKUMOB M0JJ00bEKTa He BBIOpaH. UTOOBI CHATH
PEXKUM, HISTKHUTE €T0 3HAYKOM.

18. B 6soxe Modifier List na Brinaake “Modify”, naxxmure UVW
Map

Ha 3ameTtky, T0, uTO BBI TENIEpH NMEeTe pa3BopoT Parameters Ha
Biuazake “Modify”. Ha aTom pa3BopoTe ecTh HECKOJIBKO THIIOB




Overview

Steps

19.
20.

UVW maps: 3Hauenue no ymomuanuto Tun UVW map planar .
Be1 Mori ucnosnk30Bath THI Planar, 4ToObI HAHECTH HA KapTy
KaXJ0€ JIUI0 00beKTa JoMa, HO MMOTOMY UTO (popmMa JoMa OJIHKe
K 0J10Ky, BbI Oyzere ucnonp30BaTh THI OJIOK.

Ha passopote Parameter s 8 Mapping, menkaute Box

Bamr 06bvexT OyaeT HaoMHHATH CleaylolIee:

Teneps, korga Bam
BBIPOBHSUIU
TEKCTYPY HECKOJIBKO
K MOJEJH I0Ma,
MIPUIIIO BPEMsI
BHECTH 3€pPHUCTOCTh
U3 TEKCTYPhI
npeaMeTa.
3amyctuTte mapping
TEKCTYphI Ha
nepeaHel cTopoHe
oMa.

OOparuTe BHUMaHHE Ha YBEJIOMIICHHUE, YTO Ha BKJIaake 61oka Modify,

KOTOPBI uMeln 00bIkHOBeHHe yuTaTh Editable M esh teneps,
HUMeeT JIMHUIO BhIIe 3Toro, reads UVW Mapping. Ota ob6nacts -
Balll CTEK MOAU(PHUKATOPOB. BBl MOXkeTE MPo0IIKaTh 100aBISTh
MOJM(UKATOPHI K 3ITOMY CTEKY HOYTH HEOIPEICICHHO, KOTOPBI
1o3BoJIsieT BaM mpuMeHsITh MHOTO MOAM(UKATOPOB K OOBEKTY U
3aTeM JBHTaThCs HAa3aJ U BIIEPE] OT OJHOTO MOAU(HUKATOPA JI0
JPYyroro. OTo MOXOJUT Ha HCTOPHIO, KOTOpasl MO3BoJsieT Bam
OTCTPAHATHCS BOBPEMsI K MPEAbIIYIICH BEpCUH Balllero 00bEKTa.

Eciu y Bac xoporwii onbIT paboThl ¢ gMaX, He CTECHINTECh

21.

22.

HCIIOJIb30BATh B CBOUX MHTEPCCAaX BOSMOKHOCTU CTCKA. I[J'ISI
eneu sTon O6y‘-IaJ'II(I/I, Brl CBOPAYMBACTEC CTCK IMOCJIC KAKIA0T'O
JOITOJTHCHHA MOI[I/I(I)I/IKaTOpa.

[[lenxkHYTH IPaBOW KHOIKOW MBIIIM B YUCTON 001acTH OJI0Ka
Editable M esh, u 3areM B BCIIBIBAIOIIIEM MEHIO, IIEIKHUTE
Collapse All. (Uto 3To nenaer - Mo CyIIecTBY CIIEKAIOT BCE
monudukatopsl Ha Editable Mesh.) B 6iioke IIpenynpexnenus,
BBIOCpHUTE Y €S.

Brixirounts pexxum Polygon, u 3atem B Buje Per spective,
BbIOCpUTE TIEPEAHUI OJIUTOH BaIlleTo J0Ma KaK IMOKa3aHo B
CIIEIYIOLIEN CXEME!




23. B mosie Modifier List, naxxats Ha Unwrap UVW.
24. Ha pa3sopote Parameter s, naxxmute Ha Edit.

IlosiBUTCS CJICAYIOLIEE OKHO:

berbii 010K, mepeKphIBacT N300paKESHHE U TIPEICTABIISET
reOMETPHIO OJHMToHa, uTo Bel umeete “UVW unwrapped, ” u
KpOIIICUHbIE OeIIble MOJISI B YIJIax ATOro 0JIOKA, MPEACTaBIISIIOT
BEPIIKMHBI TOJIMTOHA. BhI mepeMeniaete BepUIMHBI TOTO OEI0T0
0J10Ka TaK, YTOOBI BKJIFOYHTH TOJIBKO YaCTh TEKCTYP, KOTOPBIE
XOTHTE 0TOOPA3UTh HAa BHIOPAHHOM IOJIUTOHE.
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25.

26.

TsHUTE BBIOpaHHBIN 0JIOK BOKpYT tOP JIBE BEPUIMHBI OEI0T0
0J10Ka (OHM CTaHYT KPACHBIMHU KOT/Ia BEIOPAHHL. ), i 3aTEM B JICBOM
BEepXHeM yriy auanoroBoro okxa Edit UVWS, Haxxumaror

kHomky "Move" .

JleprxaTh Bally MbIIIb HAa OJJHOM U3 KPaCHOM BEPIINH 3aCTaBIIATh
Kypcop MpeBpaliaTbCs B YETHIPEXKAHAIBHYIO CTPEIIKY, U 3aTeM
ynaepxuBaTh knasunry SHIFT u nepetackuBath BepIInHY BHH3,
noka top 6esoro 6s0ka He B tOP mepeAHe CTOPOHBI U YacTei
rapaxa U300pakeHus JoMa KaK MMOKa3aHo B CJIEAYIONIEeH
nuarpamme. (Cm. PucyHok 2 Bo BBe/IeHHH B 9TOH 4acTh
oOyyaroIeii mporpamMmsl, 4T00BI PACCMOTPETH Pa3iebl
H300paXKeHH. )

Oo0pature BHUManue, 4yto kiaBuima SHIFT orpannuuBaeT Bate

nBwxeHne ToJIbko 45-10 u 90 rpamgycamu

27. Boiienure BCE BEpUIMHBI, M 3aTe€M MEPEMECTHTE UX HATPaBo,

MOKa MpaBasi BEpIINHA HE B Kparo N300pakeHus (He JBUTaliTeCh
BHE M300paKEHH).

28. BriOpathb JIeByI0 BEpIINHY, U 3aT€M MIEPEMECTUTH UX B CEPEIUHY

JIEBOM BBIPC3KHU KaK ITOKAa3aHO Ha CJ'ICI[Y[OIIIeﬁ cxeMme.
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29. 3akpeiTh auaioroBoe okHo Edit UVWS, u 3atem paccmotpeTrh
JIoM B o0JtacTu ipocMoTpa Per spective.

Mopenb noMa HallOMHUT CICOYIOIIYIO CXEMY.

OOparuTe BHUMaHUE, YTO TEKCTypa TeHeph MPaBHILHO BHICTPOCHA B
JUHUIO C JIUIEBOI MOBEPXHOCTHIO I0MA.

[lenkHyTh MPaBO#l KHOMKOM MBI B IycToN oOsacTu Osioka Editable
Mesh, u 3areM Bo BCIUTbIBaroeM MeHi0, Haxkmute Collapse All.

30. B 6yoxe Warning, HasxmuTte Y €S.

OOpaTuTe BHUMaHME, TPOITYCTHIIN JTU BBI 11aru 1715 TOTO, YTO0BI
CO03/1aTh KapHH3 B YaCTH MOACTUPOBAHUS dTOW 00ydaromiei
nporpaMmel, Bel Oyiete XoTeTh IepecKOYHTh K 1iary 35.




Teneps BbleUTE
TEKCTYpY Ha MaHeNln
nepeHei CTOPOHBI
JoMa.

31. B pexxume | n Polygon, BeiGepuTe MOUIOH, KOTOPBIH COCTaBJISIET
JOCKY TIaHeJIU Ha (ppoHTe ToMa Kak MOKa3aHO Ha CXeMe HUKE!

32. B 6yoke Modifier List, naxxmute Unwrap UVW.

33. Ha passopote Parameter s, mienkuute, Edit.

34. BeIcTpOUTh B IMHUIO BEPUIUHBI O€TI0TO 0JIOKA TaK, YTOOBI 3TO
HAIOMHUJIO CIICTYIOLIYIO CXEMY:

35. 3akpoiite quanor Edit UVWS, u 3atem cBepuute ctek (Haxathb
npaBoit kHonkoi MbIu B 6j10ke B Editable Mesh Editable
Mesh, u 3atem Haxxatb Collapse All).




3ateM, BBIICIIHNTE
TEKCTYPY KPBIIIH HA
JIBYX MOJIMTOHAX,
KOTOpbIE
COCTABJISIFOT KPBILTY
Ha MepeIHei
CTOpPOHE JI0Ma.

36. B pexxume Polygon, BeiGepuTe 1Ba MOJUIOHA, KOTOPHIC
COCTABJISAIOT KPBIIILY JJIS IEPEIHEH CEKIMU JoMa KaK TIOKa3aHo Ha
CJIEAYIOIICH CXeMe:

37.B Modifier List, naxxats Ha Unwrap UVW.

38. Ha pa3sopote Parameter s, naxats Ha Edit.

39. IlepemecTUTh BEPIIMHBI OEJIOTO OJIOKA, TOKA OHH HE OyIyT
HaXOJIUTHCS B TIOJIOKCHUH, TIOKA3aHHOM Ha CIICIYIOIIEH cXxeme:

40. 3akpeITh Auanorosoe okno Edit UVWS, u 3arem ckonancuthb
CTEK.

@poHTANBHBIN BUJI BAIIETO I0Ma TEMEPh MOX0K HA ATOT JIOM.
CxeMa HUXKE:.




Haxkonen, nuanre
BOKpYT JI0Ma, U
HaHECUTE Ha KapTy
KOOPJIMHATHI
TEKCTYpPHI JIJIs
OCTaJBHBIX
MOJUTOHOB.

Kak Tonpko Bar
JIOM - TIOJTHOCTBIO
TEKCTYpHUPOBaH,
MpeBapUTEIHLHO
MIPOCMOTPUTE,
YTOOBI HOYHAS
TEKCTypa
0TOOpaxkayiach B
Gmax.

41. JIpuraiiTech BOKPYT IOMa, M UCIIOJIB3YUTE T e JCHCTBHSA,
4TOOBI HAHECTH Ha KapTy BCE KOOPAMHATHI TEKCTYPHI IS
KayK/I0TO U3 OCTaBIINUXCS TOJIUTOHOB.

BbI MOKeTE MCTIOTB30BaTh KHOTIKH ., , , BpaIlleHHS,
MacIuTaOupoBaHUs WU 3epKaTbHOTO OTOOpaXKeHuU,
cooTBeTcTBeHHO, UV. YOeauTech, 4To MPOBEPUIIH BaIly padoTy
UV B okre mpocMoTpa Per spective, 4To0bl y10CTOBEPUTHCS, YTO
3TO BBIVISLAMT MpaBMiIbHBIM. MHOT 1A opuenTanus kaptel UV -
BBEpX TOpMalikaMu uiu Hazag. CMotps Ha UVS C pa3HbIX yriioB

B OKHe mpocMoTpa Perspective, Bel MokeTe BBISIBUTD 3TH
MPOOJIEMBI.

Barn 3akoHYeHHBIH oM Oy/IeT HaTOMUHATh TOJ00HYI0 MOJIC/Ib Ha CJIe/.
2X cxemax.

Bup cniepeau




Bun c3amn

42. Ha npeaBapuTeI-HOM IPOCMOTPE HOYHOM TEKCTYPBI I0Ma,
otkpoiite Material Editor. Haxars Ha Ambient Map. B
cBoiictBax Ambient Map, naxats Ha Show M ap in Viewport.

oL
H.. "

43. TlepekiroueHre MEXKTY TEKCTYPaMH JHS U HOYH, UCTIONB3YSI
kaonky Go Forward to Sibling wii B Ambient wiu B

Diffuse Map Properties Dialog. 9To nepekiroucHre MEXIY

Ambient u Diffuse Map Properties. llleaxHute kHOMKO#M ShOwW

Map in Viewport , YTOOBI PACCMOTPETh WK AU(PPY3HBIN
(meHp) wu okpyxaromias (HOUb) pacTPOBBIC PUCYHKH.

44, PacuiMpeHHbIe M0JIb30BaTe/IbCKHE COBeThI: ECii BBl XOTUTE
clieNaTh IPYrue paciIupeHHbIe TEKCTYPhI, BBl MOXKETE
HCIIOJIb30BATh HEMPO3PAYHBIC U 3ePKATbHBIC KaHAIIbI BAIIIETO
MaTepuaia, u oHu otToopasstes B Flight Simulator. Ber moxkeTe
ycTaHoBHTh BenmunHbl Specular Color (3epkaibHblii IBET) ,
Specular Level (3epkanshbliii ypoBens) u Opacity
(Hemrpo3pauHocTh) B gMaX M CMOKETE BUICTh COOTBETCTBYIOIIIHE
u3MeHenus Mozenu B Flight Simulator. B nacTosiiee Bpems,
Flight Simulator e noaaepxuBaet 3epkanbHbie KapThl niau
Kaptst Henpo3paunoctu (kpoMe anbgha KaHaIoB B
OPHUTMHAJIBHBIX TEKCTYPax) Jisl 0OBEKTOB CIICHAPHSI.

CoxpanuTte padoTy. 45. B mento File, naxars Save.




Co3paHue LODs

L ODs - BaxxHas yacth o0bekTa ciieHapusi. L OD o3znauaer Level of Detail. Koraa Ber yxomure
JaJIeKo OT 00BEKTa, OH CTAHOBHUTCS HACTOJIBKO MaJICHBKMM Ha SKpaHe, uTo BbI 1eiicTBUTENEHO
HE MO)KeTe pa3duparth OOJIBIIMHCTBO AeTanei o0bekTa. L ODSncnonp3yer B CBOMX HHTEpecax
3TOT (haKT U UCTIOIB3YeT OOJIee HU3KNE BEPCHH PEIICHUS MOJIEIIH, HOCKOJIBKY 3TO CTAHOBUTCS
MEHBIIIAM YKPaHHBIM. DTO YBEJIHYHBACT APAMETPhI 00BEKTA M CO3aeT HAMHOTO 00Jiee HU3KHIA
MPOCYET MOJIUTOHA HA PACCTOSTHUY.

Overview Steps

®opwmar gy LODS - u

MAaKeT, Ha3B2_1HHBII7I 1. Ha Bknanke Create, menkuute Ha kHomke Helpers.

TaK ke kak fil ename, 2. B cexkuun Helpers Bkiaaxu Create Ha)xMuTe Ha KHOTIKE

¢ kaxaem LODs, Dummy.

CBSI3aHHBIM C 3THM.

L ODS HY’KHO Bce 3. B nr000ii U3 3TUX YeThIpex obaacTeil MpocMOTpa, MIEIKHUTE, U

nasgats [filename] TSHHUTECh, YTOOBI CO37aTh MaKeT 00beKkTa. Pa3mep Makera He

_LOD _ [number], UMEeT 3HAYCHHUS.

rae [filename] - ums 4. Haxwmure Ha kHomKe Select and Move. [lanee menkHuTe npaBoit

¢aiina MuHYyC KHOTIKOH MbIIIK Ha KHOTIKe Select and M ove. Do BbI3oBeT

“.max” pacuupeHue, auanor Move Transfom Type-In. B nuanore Move Transfom

u yucio - 0-100. Type-In, yoenutecs, uto X, y u Z B pazaene Absolute:World -

LOD 100 - camoe Bce B 0.0. Usmenute cBoiictBa Ha 0.0, eciin onu - He 0. D10

BBICOKOE PElICHHE Ba)XHO, IOTOMY 4TO MOJICIb Oy/IET MOMEIIICHA B MU,

LOD, uTo o3Havaer, OCHOBAHHBIN HA MOJIOKEHUU ITOTO y371a KOpHs. Eciu 310

4TO 3TO cmenieHo B Gmax, ato Oynet cmerieHo u B Flight Simulator.

OOHapyKHBACTCA, 5. Ha sriaake Modify, ums maketa nmosiutcs B 610ke Name kak

Korzia Ber nanbornee “Dummy01”. Beibepure 5TH CJI0BA U H3MEHUTE UX, YTOOBI

OIH3KHE K 5TOMY. COOTBETCTBOBATH UMEHH (haiiia MUHYC pacmiupenue “.max”.

LOD 010 - camoe Ecnu Bamn (aiin HaseiBaeTcss HouSe.max, To Ha30BUTE MaKeT

HHU3KOE pas3pelieHue, "House".

O3HAYyaeT, YTo 3TO

oOHapyXHBaeTcs,

KoTZla O4€HB AAJICKO. 6. lenxuyTh kHOMKOU Select and Link B top Gmax. Do
MO3BOJISIET HACTPOUTH UEPAPXHUIO TaK, YTOOBI MaKET ObLI
ponuTesieM OOBEeKTa.

7. Haxmute u ynepxxupaiite 1om. Jlanee tanmre Kypcop K Makery.

Korza BbI Tanute, Bbl 3aMeTUTE U3MEHEHHE Kypcopa. Korna
gacTh tOP cepasi, 3TO O3HAYAeT, YTO BBl HE Oy/eTe CBA3BIBATHCSA
Hu ¢ yeM. Koraa yacte tOp nmokassiBaeT Kpyr ¢ epeceueHHOM
JIMHUEH, 3TO 03HAYAET, YTO BBl HE MOJKETE CBS3AaThCS C TEM
o0wvekToM. Korna kypcop ctaHeT OeibIM, 3TO 03HAYaeT, YTO BbI
MOJXKETE CBSI3aThCS C TeM 00BEKTOM. [lepemecTute Kypcop BOKpYT
C OJIJIEP’)KAHHON Ha HY>KHOM YPOBHE KHOMKOM MBIIIH, TOKA BbI
He BuanTe Oelblii Kypcop Ha Makere. Koria BbI oTIycKaeTe




KHOIIKY MbIIIX B 9TOM COCTOAHHHU, MAKCT CTAHCT 0enpM. D10
O3HA4YacT, 4YTO BbI YCIICHIHO CBA3aJIU JJOM C MAKCTOM.

8. lenkuyts kHOMKON Select Object B top Gmax, 4ToObI BEIATH U3
pexxuma Select and Link.

9. BeiOpats goM. Bo Bkiaake Modify, namenute ums goma, 4To0bI
obITh nMeHeM filename, conpororkmaemoro “_LOD_100". Tak,
N ecym Bam (paiis Ha3piBarOT "HOUSE", 1oM HY)KHO Ha3BaTh
eJIaTh CPEeIHUI
A pe “House LOD_100".
LOD s cpenuux

PacCTOSTHUH JTaJIeKo. 10. [lenkHYTh KHOTIKOM Select and Move s top Gmax.

TenepL MBI JOJI?KHBI

11. lllenxHYTH HaA TOME, YTOOBI BHIOpATh €ro. UToOb! 1y0aupoBaTh
ero s cieayromiero LOD, aepxwure knaBumry Shift, u 3atem
HieJKHUTe Ha jome. BosnukaeT quanor Clone Options.

12. B auanore Clone Options, u3menute cyhdukc nMeHn o0beKTa
ot LOD _100 o LOD _050. BsI Teneps nMeeTe ABE KOMUU JI0Ma
B Balllell CLIEHE B TOYHOM TO JKE€ CAMO€ MECTO. BBl MOJKETE BUIETh

3T0, HaXkuMas kHorky Select By Name i B top Gmax.

Janee Boi3biBaetcst quanor Select Objects. Baur auanor gomkeH
HAIlOMUHATb IIO00HOE:
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13.

14.

15.

16.

Hasxatp Ha “House L OD_050" Tak, 4T00bI €ro BbIIBUHYTH Ha
NEepBBIH IU1aH, 3aTeM HAXMUTE KHONKY Select. Dto BeiOepeT TOT
00BekT 11 Bac B o0macTu mpocMoTpa. Y 100HBINH HHCTPYMEHT
ISl KCTIOJTB30BAHUS, KOTIa BBl UMEETE OOJIBIIIOE MTEPEKPBITHE
00BeKTa.

B mo601i 061acTi MpocMOTpa, METKHUTE MPaBO KHOTIKOH
MBIIIM Ha BEIOpaHHOM fome. [TosBurcst Quad Menu.
[TepemecTute MbIb BBepx Quad Menu, noka Ha epBOM IL1aHe
He okaxkercs: Hide Unselected. Haxxmure nHa Hide Unselected.
JleticTBue ckpoeT Bce B cueHe ecau Ob1 He 050 LOD noma (Tak
KaK 3TO OBLIO BBIOPAHO, 3TO HE CTAHOBUTCS CKPBITHIM). Ternepn
Br1 moskeTe BoszaeiictBoBarh Ha 050 LOD, He BonHysick 0 100

L OD wmn ¢puktiBaoM menranuu. (Eciu Bel Xotute cHOBa
paccMoTpeTh APYrue 0OBEKTHI, OTATH MIEIKANTe IPABOH KHOTKON
MBIIIY B 00JIaCTH MPOCMOTpa ¥ Bbi3biBaliTe Quad Menu. [lanee
BeiOepure Unhide All , uToObI He cKpbIBaTh HX.)

Bri6opats House L OD_050 u 3atem BoiiTu B pexkum Vertex so
Biuiagike Modify. B pasnene Weld na passopore Edit Geometry,
HakmuTe KHOTIKY T ar get. [lepexoaute B pexxum Target Weld.
(310 MO3BONUT BHIOMPATH BEPIIMHY M CBAPUBATH ITO C APYTOi
BEPUIMHON. ITO - OBICTPBINA U HHTYUTUBHBIN CIIOCOO COKPATHTh
noJMroHsl Bamrei Mmoaenu. Ilockonbky 310 - LOD _050, Bor
XOTHTE YMEHBIIUTh IOYTH HAMIOJIOBHHY MOJIUTOHOB B MOJICIIH.
Jlydimee MecTo, YTOOBI HAYATh - MEJIKUE JIETaIH MOJ00HO
MPABJICHUSIM ITaHEIH, KOTOPbIe He OyIyT BUIHBI HA PACCTOSTHUM
TaK WM WHAYe.)

B atom xe pexxume Target Weld, mienkauTe Ha oHO# 13 OoJiee
HU3KHX BEPILHH yIa MpaBicHuit manenu goma. [1oqo6Ho 3Tomy:
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17. B atom xe pexxume Target Weld, menkuure, u nepxure
BepIINHY. Bamr kypcop gomkeH ObITh HaOOPOM CTPENoK
newxenus. [lockonbky Bbl nepeasuraerech o BepuIMHaM, OH
npeBpaTutcs B 6enblit kpecT. Ecu Bol oTmyckaere, B To Bpems
KaK Kypcop - Oemblil KpecT, 3T0 CBapUT BHIOPAHHYIO BEPILUHY C
HOBOW BEPIIMHOM, IesIast X OJ{HOM BepmuHOi. [logqo0HO sTOMY:!

18. JIpuraiitecy Bokpyr LOD 050, u cBapuTe Bce BepIIUHBI




Overview

Steps

OCHOBAHUS MMaHeNU K BepIIrHaM tOp maHenu, ucnonb3ys T ar get
Weld. Cuenaiite ux mo oqHoMy U OybT€ OCTOPOXKHBI, UTOOBI HE
CBApUTh BEPILIMHBI K BEPIIMHE HA 3a/HEM IUIaHE CIieHbI. Bamna
MoJieNb Oy/IeT HallOMUHATh ATO!

3ameThTe, UTO BBl MOXKETE TOJBKO cka3aTh paszauuue ot LOD _100
u LOD _050 ot paccrostaust. OnHako, Byl TOJBKO 4TO YMEHBIITUIH
MO/JIeJTb Ha 22 MOJIMTOHA. DTO - HE OTPOMHOE KOJIHYECTBO, U
OOJIBIIIMHCTBO BUJICO KApPT HE OYET JaXKe 3aMevaTh 3TO PA3IUUUC
Ha oTAeJIbHOM Moaenu. OaHako, ecim Bl uMeeTe HaMHOTO OOJIee
BBICOKHH MOJIUTOH, PACCYUTAHHYIO Ha BaIlry Mojieib, Thna 1000
MOJIMTOHOB, 3aTe€M cOoKpaias 3To Ha %25 250 momroHoB.
[Mpumenwute 310 k 100 37aHUAM B a3pONOPTY, M BHE3AMHO Bl
cokoHommiH 25 000 MOJUTroHOB B CEPEUHE PACCTOSHUS .

19. Mcnonp3yiite Te e METOIbl, OTIUCAHHBIC BBIIIE, TyOIHPYs Balll
LOD _050 u HazoBure ero House L OD_010. [anee ucnonb3ys
Target Weld, ymenbimmte LOD _010 10 MUHHMATBHOTO
KOJIMYECTBA MOJIMTOHOB, coxpansis ero opmy. Moii LOD _010
uMeeT 28 MOJIMrOHOB U HAIIOMHUHAET 3TO:
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OOparute BHUMaHKE, YTO BaM, BEPOSITHO, IPUACTCS PEryIUPOBaTh
gacte UVW mapping nociie Toro, kak Bel yMeHbIIaeTe 4ncIio
noymroHoB. Jlenaiite 3to, ucnons3dys UVW Unwrap kak npexe.

20. B menro File, BeiOpars Save.

21.




MynbTMnnMkaumsa v gpyrme paclumpeHHble
TeXHonorum

MynbTHIUIMKAKS - JEHCTBUTEIFHO BHE 001acTEl 3TOM 00y4aroIeii mporpaMMbl |
npucnocoOieHa K 6ojiee IpoABUHYTHIM MOJIb30BaTessiM. Eciu BbI He 3HaeTe, Kak co31aTh
MyJbTUILTHKaIKI0 B GMax, mpomycTuTe 3T0T paszaen. OAHaKo, eCly BBl yXKe 3HaeTe, Kak ClIenaTh
MYJIBTUILTHKALE0 B GMaX u xotesu Obl BUAETh, YTOOBI KaKas TO MYJbTUIUIMKAIINS ObLIA B
Flight Smulator, st Beigemin TpeboBanust, 4T00BI 100ABUTH Ballly AUHAMUKY B CUMYJISTOP.
bonee neranbHas uHdopmarust o myasTrLIkanud SDK moctynHa u3 “Animation_SDK”.
Taxoke, €ciii BbI JKeJaeTe MPUKPEnuTh d3P(EKT MM Ipyroil 0ObEKT WM CO3/1aTh TIATHOPMBI
WIN YAATUTH OJIOKH KPYIISHUH U3 BaIIUX MOJIENIei, MOKalylcTa CM. IOTIOJTHEHUE B pas3ziesie

SDK.

Overview Requirements

DTOT pasaen 1. Only position, rotation and scale animations are supported. No
OTHCHIBACT bone or skinned mesh animation will export. Neither will any
TpeOOBaHUS U fancy controller animation like animation constraints. Minimal
dbopmatbl IK will export if you use interactive IK and animate your
HEOOXOAUMBIE, JIJIs segmented objects directly.

T0F60 4T00bI 2. Vertex animation is not supported.

HODABHTE 3. If you are doing any rotational animation, the controller must be a
MY TITLIRAEES TCB: rotation controller or aLinear Rotation controller

3 Gmax B Flight : :
Simulator. Ecu Bl 4. All animations work at 18 frames per second and loop

- He ONBLITHEIA continuously. You can export up to 1024 frames of animation,
MOJIb30BATEIb WK which will give you roughly 57 seconds of looped animation.

HE 3HAETE, KaK 5. Set your time dlider to the amount of animation you want to loop.
CO31aTh If you want your loop to be 2 seconds long, set your time slider to
MYJIbTUIUTUKALINIO B 0-35 (remember, O counts as a frame of animation). If you want
Gmax, nepexonute K 57 seconds, set your time slider to be 0-1023. If you want 10
clieyromemMy seconds, 0-179. Etc.

pasaeiy 6. All partsthat have animation must be named “tick18_[name]”. If

you want only a part of your LOD to animate, you can create a
dummy name [name]_LOD_100 and link that to the root node
dummy (the dummy named [name]). Then you can link all of
your various parts of your LOD to the dummy named
[name]_LOD_100.




AKkcnopT mogenu B Flight Simulator

Jliisa mocieAHe 4acTh 3TON 00yJallki, BBl Pa3MECTHTE Ballly MO/ICINIb JOMa B KOHIIE B3JIETHO-
MOCaI0YHOM TOJIOCHI B adpornopTy Seal ac. X0oTs 3TO - HIYMHOE MECTOTOJIOKeHHE, Bbl MokeTe
BBINTH U3 Ballleil mepeIHeit 1Bepr, BOWTH B Balll CAMOJIET, U JICTETh Kya-HHOY b Yepe3

HCCKOJIbKO MUHYT.

[Ipexne, uem
AKCTIIOPTHUPOBATH
MOJIENIb JOMA B
Flight Simulator, Ber
JIOJKHBI ONPEACTIUTh
IIUPOTY, AOJITOTY U
MECTO, TA€ BEI
XOTHUTE Pa3MeCTUTh
MOJIEIb.

1.
2.

3.

OtkpeiTe Flight Simulator, u 3arpy3uts peiic u3 SeaTl ac.

Haxxate AL T, u BeIOpaTh B MeHto Views, nynkt View Mode, u
Haxath TOp-down mist mpocmoTpa B top-down.

[MepetiT B pexxum Slew (HaxxaTh kinaBumy “Y”, 1 BEIOpaTh
“camoutet, Slew mode” u3 menro Flight Simulator),
MEPEMECTHTECH B TO MECTO, Ky/Ia BBl XOTHTE TOMECTUTD 37[aHUEC
KaK TIOKa3aHO Ha CIIEYIOIIEH cXeme.

= Microsoft Flight Simulator 2004 - A Century of Elight

Flights Aircraft  World  Options  Yiews Help

PARKING BRAKES - Press PERIOD {.) to release.

B BepXHeM JieBoM yrity CuMa, Bbl YBUIUTE LIUPOTY, TOJNTOTY, U
HarpaBJIeHUE JBUKECHUS BAallIETO TOYHOTO MECTOTIONIOKEHHS !
3aMUIINTE 3TH BEJIUMYUHBI - OHU TIOHAI00STCS HUKE.

3akpeiTh Flight Simulator.

IToTom,
SKCIIOPTUPYHTE
mojieib B Flight
Simulator. Tpexne,

© N o u

OTKpBITH gMax 1 3arpy3uTh MOJCITH IOMA.
B menro File, Beiopars Export.
B nuanorosom okue Select Fileto Export, ynocroBepsTech uto
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4YeM 3TO CIeJaTh,
YIAOCTOBEPHTECH, UTO
MakeMDL
YCTaHOBJICH (1151
UH(POPMAIIIH O TOM,
KaK cenaTh 370,
CMOTpHTE
Introduction).

osox Save as Type ycranosien B Flightsim Scenery Object
(*.MDL).

9. B 6roxke Save I n, nepeiitu B C:\Program Files\Microsoft
Games\Flight Simulator 9\Addon Scenery\Scenery.

10. B 6;10ke Name, Hanmmute ums (aiiina, 1 HAKMUTE Save.

11. [TporcX0omUT FKCIOPT ABYX (haiiioB B BaIly AUPEKTOPHIO
C:\Program Files\Microsoft Games\Flight Simulator 9\Addon
Scenery\Scenery. Oaun daiin - XML aiin, u apyroit - MDL
¢aiin. .MDL daiin conepxxut Bce nannbie monenu. .XML daiin
COZIEPKUT BCIO OCTANIbHYIO HH(POPMALIHIO, HEOOXOAUMYIO JIs
pasmerienus Mozeu B mupe Flightsim.

12. Bel 6yzeTe ucnonb3oBats bglcomp.exe (u3 bglComp SDK) u
XML c¢aiin, uto6s1 cozpars ¢aiin .BGL, koTopsiit MOXxeT
gyuraTh Flight Simulator.

13. Cuauaia, konupyiite bglcomp.exe B Baiy TupeKTOpHuio
C:\Program Files\Microsoft Games\FS9\Addon Scenery\Scenery

14. Ecnm BbI oTKpoeTe .XML ¢aiin, coznannbiit gmax B OJI0KHOTE
WIH IPYTUM TEKCTOBBIM PEIaKTOPOM, 3TO OyZET MOX0Ke Ha:
<?xm version="1.0" encodi ng="1 SO 8859- 1" ?>

<FSData versi on="9.0" xm ns: xsi="http://ww.w3.org/ 2001/ XM_Schena-
i nstance' xsi:noNanespaceSchemaLocati on="bgl conp. xsd">

<!-- Sanple object placenent. Renpve comment narkers to place object
west of 34R at Sea Tac. -->

<SceneryQObj ect |at="47 25.89" |on="-122 18.43" alt="0" pitch="0" bank="0"
headi ng="0" al titudel sAgl ="TRUE" i nageConpl exi t y="NORVAL" >

<Li br ar yObj ect nane="8FC1961F4365FF81051E12AE14F2CB92"
scale="1.0" />
</ Scenerybj ect >

<l-- Inclusion of nbdel data. Use the 'Name' of this object to place -->
<l-- it in other locations. -->

<Mbdel Dat a nanme="8FC1961F4365FF81051E12AE14F2CB92" sourceFi | e="House. mdl "

/>
</ FSDat a>

3aMeThTe, YTO ITO yXKE HACTPOEHO TakK, YTOOBI pa3MECTUTh OOBEKT
npsMo B o0acte Seal ac. Bee, uTo Haj0 cienarth - yIaauTh Terd
KOMMEHTapUeB

(<t ).

Humxe BapUaHTBI TCTOB XML O3Ha4Yaromux, 4TO MOKHO U3MCHHUTH
B HHUX, YTOOBI Pa3sMECTUTDH 00BEKT B HYXXHOC€ MECTO CUMa

B cexmn <SceneryObject>:



http://www.w3.org/2001/XMLSchema
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_lat =(mmpora B rpagycax Mecta 00beKTa B CUME
minutes.10ths munyTHI).

. lon =(monroTa B rpagycax mecra 00ObeKTa B CHME
minutes.10ths munyTHI).

_altitude =(BbicoTa, Ha KOTOPOI PACIIONIOKEH OOBEKT, B
¢yrax.)

. pitch=(trar o6bekTa B rpagycax).

. bank =(kpen o6bekTa B rpamycax).

. heading =(nanpasnenue nBmkeHNs 0OBEKTA B rpajycax.)

_altitudel sAgl =(/IeiicTBUTEIBHO U BEICOTA OOBEKTA -
AGL. “TRUE” = AGL. “FALSE” = MSL. Ecau Bbl X0THTE
00'BEKT MPUKPEITUTH K OCHOBaHUIO { 3eMuie} , nenaiite
dtitudelsAgl = "TRUE" u dtitude="0".)

. imageComplexity =(MuHIMaNbHasK CIIOKHOCTh CLICHAPUS B
napameTpax HaCTPOHKH BUAUMOCTH 00BbeKTa. JlOCTYITHBI:
“VERY_SPARSE”, “SPARSE”, “NORMAL", “DENSE”,
“VERY_DENSE” and “EXTREMELY_DENSE”".)

B cexuuu <L ibraryObject>:

_name=(3to - GUID moaemu, KOTOpast KCIOIB3YeTCsI ISt
pa3mMenienus. Kaxnoi moaenu, Kotopas nojay4aercs
aKcropToM U3 gmax, naercs ceoit GUID. Ucnonb3yiiTe
atoT GUID, 4TOOBI pa3MecTUTh OOBEKT B CHME.)

. scale=(mkana mogenu. “1.0" - HaTypaibHas BeJIMYMHA B
MeTpax, OnpeieiecHHast B B gmax.)

B cexnuu <ModelData>:

.name=(GUID ms >to#i crieruduaeckoit momenu. Jirooas
MO/IeJTh, KOTOpasi TIOJIy4YaeTCsl SKCIIOPTOM U3 gmak,
MOJTy9aeT YHUKAIbHBIN MPou3BeAeHHbIN |D Tak, 4ToObI
CuM 3HaJ, KaKKe MOJIEITH, YTOOBI Pa3MeCTUTh 0e3 OMUOOK.
Korna Be1 skcrioptupyete House.gmax uz gmax, GUID
OyZeT OTJINYATHCS OT TOW KOTOpast U3y4aeTcsi B 3TOM
ypoKe.)

. sour ceFile =(.M DL ¢aiin, KOTOpBIit HCTIONB3YETCS MPH
co3nannn.BGL ¢aiina, .M DL ¢aiin coaepxut Bce 00pa3ibl
JIAHHBIX O BEPIIMHAX ¥ HHPOPMAIIUIO O TEKCTypax.)

Tak myist foma, 4ToOBI 0TOOpa3uTh B Seal ac, Hao yIaluTh TETH
KOMMEHTapUeB U paspemmuTh pairy XML nefictBus (Bce JODKHO
OBITH TO € caMOe ecJii OBl He IoJId “hame="":




Overview

Steps

<?xm version="1.0" encodi ng="1 SO 8859- 1" ?>
<FSData version="9.0" xm ns: xsi="http://ww.w3.org/ 2001/ XM_Schena-
i nstance' xsi:noNanespaceSchemaLocati on="bgl conp. xsd">

<SceneryObj ect |at="47 25.89" |on="-122 18.43" alt="0" pitch="0"
bank="0" headi ng="0" altitudel sAgl ="TRUE" i nmageConpl exity="NORVAL" >
<Li br ar yObj ect name="8FC1961F4365FF81051E12AE14F2CB92"
scale="1.0" />
</ Scener y(hj ect >

<Model Dat a name="8FC1961F4365FF81051E12AE14F2CB92"
sourceFil e="House. mdl " />
</ FSDat a>

15. Coxpanute HOBBIH daiin XML.

16. OTkpswITh ceanc U koMaHaHYI0 cTpoKy MS-DOS 1 nepeiitu B Bamn
karaynor C:\Program Files\Microsoft Games\FS9\Addon
Scenery\Scenery. (Beectu: cd “ C:\Program Files\Micr osoft
Games\Flight Simulator 9\Addon Scenery\Scenery” .)

17. B xomananoit ctpoke DOS, naneuaraiite: bglcomp
House. XML. Orta komaHaa co3nact (aiii B TOM K€ caMOM
Karajore, rae Haxoqures House.BGL.

18. Teneps, koraa Bel iMeere TOTOBBIN (paiis crieHapust, HYKHO
MIOATOTOBUTH TEKCTYPHI.

3aMeThTe, UTO Balll
JIOM HE UMeeT
HUKaKOH TEKCTYPHI.
Crne ryronumii mar
JOJDKEH KOMTUPOBATh
(aiinpl AHEBHBIX U
HOYHBIX TEKCTYp B
KaTaJor TaK, YTOOBI
obu1 moctyn Flight
Simulator.

19. 3anmyctuts Image Tool (imagetool.exe pacnosoxeH B mamnke
gamepack\FS2004\tools), u otkpsiTh HOUSE.DMpP 1
House Im.bmp.

Korna 6yznet BugHO 00a n300pakeHusl, cie cxema Oynet
HAIIOMHHATB!



http://www.w3.org/2001/XMLSchema

Overview

Steps

20. Beiopats House.bmp.
21. B menro Image, seiopars Create MipM aps.
22. B menro |mage, ykazars Format, u Beiopats DXT 1.

D70 AeWCTBHE COXKMET U300pakeHue Ui 0oJiee JerKOro BOCIIPUATHS
B CUMYJIATOpE.

23. Beiopats House_Im.bmp.
24. B menro |mage, eiopars Create MipM aps.
25. B menro Image, ykasars Format, u Beiopats DXT 1.

Korna BbI cxxanu 00a n3o0paxenusi, okHo Image Tool Oynet
HAIIOMHHATH BOT TaKoE!

I[OHOJIHI/ITCJ'ILHI:IC I/I306pa>KeHI/IH, KOTOPLIC ObLIH CO314aHbI,
MO3BOJHIT CUMYJIITOPY UCIIOJIB30BAaTh MCHBIINC U 0oJiee JIerKHe
BCpPCHHU TCKCTYP AJIA TOTO, YTOOBI OTO6paBI/ITI> Ha OOJIBIINX
PACCTOAHUAX OT JOMa HCBUAUMBIC ICTAJIM B TCKCTypax.

Teneps HAmO
COXpaHHTD (aiIbl
TEKCTyp B TOYHOM
MeCTe TaK, YTOOBI
Flight Simulator
CMOT MOJIyYHUTb
JIOCTYH K HUM.

26. Beiopats House.omp, u B menio File, menkuyts Save As.

27. IMepetitu k C:\Program Files\Microsoft Games\Flight Simulator
9\Addon Scenery\Texture.

28. B 6;moke Name, ykaszats House.omp u menknyts Save.

29. Beiopats House Im.bmp, u uepe3 mento File, menkuyrs Save
As.

30. [Mepetiti k C:\Program Files\Microsoft Games\Flight Simulator
9\Addon Scenery\Texture.

31. B 6;oke Name, ykazath House Im.bmp u menkuyts Save.
3akpeiTh Image Tool.




3arem B Flight
Simulator,
neperpys3ure peiic, u
MPOBEPHTE MOJICIIb
noma. Ha stot pa3
BBI BHJIUTE

TEKCTYPY.

32. Otkpeith Flight Simulator u neperpy3uts peiic.

33. [lepeiiauTe Ha TO MECTO, Ky/1a BbI MIOMECTUIN MOJIEIH IOMA.
Moiens ToMa HalTOMHUT CIIEAYIOUIYIO CXeMY:

* Microsoft Flight Simulator. 2004 - A Century of Flight

PARKING BRAKES - Press PERIOD {.) to release.

34. Bam1 oM Tenephb NOJTHOCTHIO 3aTEKCTYPEH U B TOYHOM MeCTe,
KoTopoe Brl ykazanu.

Tenepb uzMeHuTe
JTHEBHOE BpeMs Ha
HOYHOE 1 IPOBEPHTE
HOYHYIO BEpCHUIO
BaIIIeTO JI0Ma.

35. B Flight Simulator, u3smenenue BpeMeHH THS K YCTaHOBKE
HOYHOTO BPEMEHH, 3arPY)KAFOTCSI HOYHBIC TEKCTYPHI.

Mogens 1oMa ¢ MpUMEHEHHBIMA HOYHBIMH TEKCTypaMH HAllOMHHAET
CJIEIYIOLIYIO CXEMY
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= Microsoft Flight Simulator 2004 - A Century of Elight g

Elights Ajrcraft  World Options  Yiews Help

PARKING BRAKES - Press PERIOD {.) to release.

I[To3npasisieM, BbI HOJTHOCTBIO IMIOCTPOMIIM JIOM Ha IIyCTOM MecCTe,
3aTekcTyprian ero u nomectuiu B Flight Simulator. Teneps Bbt
TOTOBBI CO3/1aBaTh IIEJIBII TOPOT




