                                                  Skinning For Beginners 

                            You must have the retail version of Unreal, the beta/retail version of UnrealEd, and a

                            Graphics program 

                           To start things off open UnrealEd. If your experiencing problems running UnrealEd

                            Download vbrun50.zip and richText.zip after installing these if you still receive a core

                           .dll protection fault try disabling and/or unloading programs such as ICQ, real audio,

                           And any game controller devices that are running in your system tray window (lower

                           Left-hand corner of the screen) I experienced this problem and this fixed it. It does

                           Work. Hope it helps out. 

                           Once UnrealEd has finished loading you'll notice in the upper right-hand corner

                           There is a window labeled browse. Make sure that textures are displayed here.

                           This is the default setting so everything should be cool

                           In the lower right hand corner you should see buttons labeled Edit, Apply,

                           Load, Import, New, Delete, Save, and Export. Click on load. This should bring

                           Up the directory window for all the textures used in Unreal noted with the .utx

                           File extension. You should load the texture that coincides to the model you

                           Would like to skin. For instance, the female textures are Female1Skins.utx,

                           And Female2Skins.utx. Male skins would be Male1Skins.utx, Male2Skins.utx,

                           And Male3Skins.utx. Keep in mind that each skin has it's own template that is

                           Made for that particular player model. If you were to edit a texture made for the

                           Male3 model and placed it on a Female2 model it would pretty much suck.

                           Click on the texture of your choice and open it, we will be using

                           Male3Skins.utx for this tutorial.

                           You should now see many different textures in the texture window to your right.

                           Highlight the texture you wish to edit and click on Export and save it as the

                           Skin name you would like to use in a directory you will remember. This file

                           Should be in .pcx format. We will name this file tutorial for example. Once this

                           Has been done, close UnrealEd (recommended but not a must) all depends on

                           The size of your machine.

                           Now that you have a skin template to work with open up your graphics program

                           (Paint shop pro, Adobe PhotoShop preferred) Go to the directory where you just

                           Saved your .pcx file and open it (tutorial.pcx). You should now see an image

                           That looks kind of funky but if you look close you can make out boots, chest,

                           Hair, and other cool stuff. The tricky part in editing an unreal skin is figuring out

                           How the image will be displayed once it's wrapped around the 3D model in the

                           Game. At this point and time there are no Unreal model viewers or skin editing

                           Programs so it's kind of trial and error. For cleaner looking images I

                           Recommend changing image modes from indexed colors, to RGB colors. Once

                           You’ve completed your image revert back to indexed color and click on save. If

                           You use layers make sure to flatten your image before saving. This file must be

                           In .pcx format. By simply saving the existing image you just finished editing

                           This shouldn't be a problem.

                           Now we're ready to create our .utx file. Open UnrealEd. Once again make sure

                           Those textures are displayed in the browse window. Click on load and open the

                           . Utx file that corresponds with the image you just edited (Male3Skins.utx for

                           Tutorial)

                           In the lower right-hand corner click on new. This should bring up a new window

                           With the following options: Name, Package, Group, Class, U-size, and V-size.

                           Name is the name of your texture (tutorial for this lesson). Package MUST

                           Coincide with the model related to your skin. If you are creating a skin for

                           Male3 the package MUST begin with Male3Skins add your skin name after

                           That (no spaces). For the tutorial we will name the package Male3Skinstutorial.

                           Group will be none, Class MUST BE texture. Simply leave U-Size and V-size

                           Unchanged then click on creates this texture.

                           Where's my skin? Don't worry, if you see a blank screen pop up and

                           The texture window to your right is somewhat empty you are on the right track.

                           Close the blank window and the options window that pops up. In the texture

                           Window you should see a blank texture that has the name you had given it

                           Listed directly under it. Right click on this image and select the delete options.

                           Go to the lower right hand portion of UnrealEd and click on import. Browse to

                           The directory where you saved your edited .pcx files and open it. You should

                           Now see the image you created show up in the texture window to the right.

                           Click on save you should save this file under the same .utx name you created

                           This skin for, only this time adding your skin name to the end (no spaces) for

                           The tutorial we will save it as Male3Skinstutorial.utx once this is done you may

                           Close UnrealEd.

                           Now we need to open notepad. Go to file/open and browse to your

                           Unreal/system directory. Make sure notepad is viewing all file formats. These

                           Are next text files we're looking for. Once in the Unreal/system directory you

                           Will notice quite a few files with the .int extension. Once again, make sure you

                           Open the .int file that is related to the skin you are creating. For tutorial

                           Purposes we will be opening the Male3Skins.int file. Once opened you should

                           See text that looks something like this:

                      [public] 

                      Object=(Name=Male3Skins.Bane,Class=Texture) 

                      Object=(Name=Male3Skins.Dante,Class=Texture) 

                      Object=(Name=Male3Skins.Dregor,Class=Texture) 

                      Object=(Name=Male3Skins.Krige,Class=Texture) 

                      Object=(Name=Male3Skins.T_Blue,Class=Texture) 

                      Object=(Name=Male3Skins.T_Green,Class=Texture) 

                      Object=(Name=Male3Skins.T_Red,Class=Texture) 

                      Object=(Name=Male3Skins.T_Yellow,Class=Texture) 

                      Object=(Name=Male3Skins.Male3Gib,Class=Texture) 

                           Delete all the lines with the exception of [public] and

                           Object=(Name=Male3Skins.Bane,Class=Texture) you should now be looking

                           At this:

                      [public] 

                      Object=(Name=Male3Skins.Bane,Class=Texture) 

                           Edit the above line to fit your .utx file name you previously created. For

                           Example if we were to create a line for the tutorial example the above line would

                           Read..... 

                      [public] 

                      Object=(Name=Male3Skinstutorial.tutorial,Class=Texture) 

                           Ok we're almost there. Once you've edited the above line properly go to

                           File/save as (make sure you are still using the all files option) save this file as

                           Male3Skins(x).int (x) being the name of the .utx file you previously created. In

                           This case we will name it Male3Skinstutorial.int. Your skin is finished! 

                           Open up Unreal and select new game, scroll to the model option you used

                           (male1, male2, male3, female1, female2) then scroll through the different skins

                           For that model. Your creation should pop up as an option rotating just like the

                           Others. Select start and you're ready to go. 

