Sudden Strike: Arms for Victory

Modding Tutorials

Part 1 : Modding a tank from scratch (Blender to Game)

1. Blender Set Up.

The game uses a different x,y,z orientation for models. This means that if your Blender (or 3ds Max) model is not set out on the same axis, odd things will occur. Your turret will turn on the wrong axis for instance, turning not left to right, but rolling around under the tank. Basically, the game rotates objects on the y or green axis. The set up in Blender must therefore reflect this (fig. 1)
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Note how the ground grid is visible on the y axis. The easiest way to check that the object is set up in Blender correctly is to select View:Top (Numberpad 7) (Fig.2)
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Figure.2 Top View in Blender.

For 3ds Max users, you can select to edit the pivot and adjust it accordingly. This is not available in Blender, however there is a very easy workaround.

When setting up the model in Blender, build your model then rotate each part of it until the pivot aligns as shown above for every single object. Then for each object go into the edit mode and change the model via edit (this will leave the axis pivot unchanged) so that each object fits as it should and the unit looks like it is supposed to: (Fig 3 – Fig 5)
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Figure 3. New model created in default mode. Note how the blue axis (Z) points upwards. 
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Figure 4. Note how by using View:Top the green axis is placed upwards. This is the correct alignment. If thiswas an object in game the turret would be placed as follows in Figure 5.
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Figure 5. Note that this poor excuse for a tank for tutorial purposes only has it gun facing forward on a mock turretl. The green arrow still points upwards. Think of the green arrow like a pin sticking into a piece of wood. The piece of wood will turn around on the pin. 

Part 2:

Setting up each model for use in the game (Tank model).

Each model in the game is built of set parts. For this tutorial we will stick to a tank object, however you will need to have a scale for your new model. This is the easiest and relatively fastest thing to do. Merely create your object in Blender and ensure that a material is attached to it. You are not going to use that material in the game as what we want to do is quickly and easily put an object into the game that we can then adjust a few times until it is the same size as a game human object. We can then use this object to scale everything else next to. What you are actually doing is in a roundabout way getting a human sized object scaled by trial and error that you can put next to a new model so that this new model can be scaled to its correct size.

1. Create a cube object and apply a texture map (if this is not done the object will collapse when you try to inject it into the game Object Editor.

2. Export via Direct.x. ENSURE THAT YOU DO NOT FLIP the Z Axis. In Blender you will see an export window that gives you the option to FLIP Z AXIS. Click it so that the Z axis is NOT flipped. (Fig.5b)
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(Fig 5b) De Select the Flip Z axis.

3. Open the Object Editor, select File:Set Model x Folder: (you will now select the folder to which you will be exporting all of your direct.x models made in Blender or Max. If your models are not in this folder, the Model Editor cannot select them. It is probably wiser to place this inside your Sudden Strike 3 Media folder.

4. You now need to open the Object editor as shown in Figure 6

[image: image7.png]Eles Vew Mode Animaton Hebp

PP BB

Rjae R

-

=& LCHE s

ubbish_0Lmdl
0 -SCENE ROOT

£ Frames
parts
Bounding box-
Dlcenter 0.42103  0.0304185  -0.1863-
Osee 2472 03075

211904
O scale

Defaut BBox.

Desktop [ Libraries




(Figure 6). By clicking on the open folder to the top left, a navigation box (centre) will open. In this navigate as follows: Mods/UP/Objects/Stands/Rubbish/Rubbish_01.mdl

This will load up a model that is already in the game (Figure 7).
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(Figure 7): You can see several things in this image. First note how the green axis points upwards, and on the right you can see an object tree headed by the name of the .mdl file. Under this Scene-Root and Frames: You can see that there is only one model contained in this file, named "part_a". You must name all of your relevant pieces of the game model with the corresponding names.

Also note that the blue line (z axis) points out of the left face of the object because the red line (y axis) points forward and denoting the direction of forward travel.

Go ahead now and reload your model in Blender or Max and change the object name to "part_a". It's not particularly imporant for this model but can be crucial for others so you may as well get into the habit early.

Once you have exported this object, open up a NEW OBJECT EDITOR so that you can minimise both windows so they can sit side by side for comparison. (Figure 7)
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(Figure 7) Note that there is a blue line (z axis) poking out of the left side (looking at the screen) but in effect the right side of the model (red line points forwards). This is because the object on the left, the exported box, was exported without the z axis being de-selected in the Direct.x export menu.

Figure 8 shows the correct export settings applied.
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(Figure 8). Note the blue (z axis) line now pokes out only of the left face of the block. This is because the object is perfectly aligned to the game axis. Green top, Red forward, Blue left.

5. Click "Generate Model" (bottom right). Now reskin the object by clicking File/Reskin model.

6. Apply any texture you want for now.

7. In the menu on the right click "Frames"

8. You will see that all of the objects (in this case only one) show up with boxes ticked. To select which parts of the model you want to appear as a default, as in its ordinary game appearance which almost invariably means you will de select any model to show the object in a damaged or destroyed state.

9. Navigate to "Materials" and make sure you select the same material, this prevents problems in saving the model.

10. Go to File/Save Model.

11. Navigate to the Mods folder otherwise the object editor will crash, then go ahead and save it.

OPTION 1

Total Commander: Injecting the model into the game .pack folders

Total commander will allow you to basically drag your custom models from the Mod folder and shove them into the game. If you dont do this, you simply cant use them. You can unpack the .pack files using 7zip, but its a lot easier to use Total Commander. You will however not be able to run the Object, Desc or Map editor at the same time as TC, because TC cant inject things into a file that is currently open in another program.

Total commander has two windows running side-by-side. You can effectively drag and drop files from one to the other and TC will move them or inject them into the game .pack files. I won't go into all the detail of how to here, it's very easy to get used to it. You can use TC for a while then buy the full version which is not too expensive.

Drag your new model into the Models.pack, put it in this case into the same folder, the stands/rubbish folder.

OPTION 2

Direct Reading of Unpacked Game Folders

However, you can bypass using Total Commander, by using 7zip or similar program to unpack all of the .pack folders into your Media folder and changing the following .ini settings so that the map, desc and object editors and the game itself read directly from this unpacked folders bypassing the .pack files altogether. 

Simply unpack the relevant .pack files (all of them) into the same directory they are currently situated in, which should be your Sudden Strike 3/Media folder so that you then have Desc, ModelTextures, Sounds and so on as open folders in the same location. To enable the game and editors to use these first back up all of your ".ini" files to a safe place (SS3.ini, DescEditor.ini, MapEdit.ini, ObjectEditor.ini etc) then simply open your DescEditor.ini using notepad and delete all of the ".pack" endings. Copy the entire list as follows:

[Mounts]

Decals=Media/Decals

Descs=Media/Descs

MapTextures=Media/MapTextures

Models=Media/Models

ModelTextures=Media/ModelTextures

Particles=Media/Particles

Profiles=Media/Profiles

Sounds=Media/Sounds

Then save the .ini file. Now open the MapEdit.ini and replace the Mounts with the copied slab of data so that it too uses Decals=Media/Decals and so on, rather than Decals=Media/Decals.pack

Do the same with your SS3.ini and ObjectEditor.ini.

The game and all the editors will now read directly from these open folders, and the editors will be able to open and save files directly without needing to use Total Commander or similar to pack and unpack them.

Next:

We will look at creating a Desc file that the game and editors will use for all of the object stats and to call the object in game.

What is a Desc file?

The Game uses several files, each having its own function that together make up a 3d in game model, shot, explosion, sound and so forth. 

Each unit and object has its own Desc file that basically makes up its in game Description. The Desc file is what you click and place in the editor rather than the model (.mdl) file directly. The Desc designates which model is being used for the game item, its strengths, weaknesses, speed, size, crew, sounds, damage, weapons and so forth. Think of it like this:

DirectX model gets pack into a .mdl which is in turn called up by the Desc file that also pulls together sounds, weapon particles and so forth to make a complete unit representation in game.

The Direct X model is made in Blender, Max or whichever system you use. It is exported as a DirectX model that is then manipulated in the Object Editor and saved as an .mdl file. The Desc file tells the game or editor which mdl to use for the specified unit.

So now we have to create a "rubbish" or whatever name you want to call your scale maker box in the editor and the game (though it won't have any use in the game and is only going to be used to make everything fit to scale).

So open up your Desc editor and find Media/Descs/Objects/Stands/rubbish/rubbish01.desc

Load it up and you will see a whole host of things you can change. Some can be changed, others will be somewhat specific for the object type that will cause errors if you mess with them. A lot of this is trial and error but much of it is simple common sense. You have just made a simple box with no Locators (found in the ObjectEditor) to say where a crew members stands or sits, where the tracks leave tread marks, where smoke comes out of an exhaust, where a shot comes from, so if you try to tell the rubbish01.desc to use Locator 1 for a crew member it is going to tell you not to be so stupid in its own special way by throwing up an error when you try to place it in the editor or crashing if you try to play with it in the game.

All you are now going to do is merely change the names of the rubbish01.desc to make a unique one, and change its name for ease of use.

Name: leave blank or give it a name if you really want to.

Name ID: leave -1, this tells the editor and game not to use any of the pre-ordained numbered names.

Model Name: click on this and three dots will appear to the right of the name. Click on that and navigate to your scale model then select it.

Now if you are using the Total Commander method you will need to click Save As and navigate up to your Mods folder and save the new Desc there, then use Total Commander to stuff it back into the Desc.pack folder. You can't do that until you have saved the desc and closed the editor. TC will not stuff files into .pack folders if the game or any of the editors are open. It will complain they are write protected. 

If you are using the direct method, just save the .desc file giving it a unique name such as "scale" wherever in the Objects folders you want to save it.

Now when you load the editor you will be able to select it and drop it in the game. You will probably need to re-scale it in Blender or somesuch program then Directx, to mdl again until you have something you can use to scale all of your other models against. I found that after about four or give attempts I got an oblong the size, width and length of a human in game figure. After that I scaled everything else to it by saving the 3d model as a 3ds file then loading it up into Blender whenever I started making a new model so I could get the scale accurate enough to look good in game.

Now, re-scale your tank to fit the game nicely.

Re export it as Direct X model and lets go to the next step:

Go to Tutorial 2: Using the Object Editor

