


GETTING STARTED

Open TexAnimYUIl.exe

4 Application (3)

Figure

Fves ] . g 0.1

nVolt.exe TextAnimYULexe TextAnimYULvshost
EXE

First, select a valid world file

Figure

_j.oad‘_a world file: 0.2

: _C:\Games\Acdaim Entertainment\Re-Volt\levels\cclubcclub.w

You can press .' to select a world file or just type it

With that, we'll be able to access bitmaps and so to enter TexYUI
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USER INTERFACE: GENERALITIES

|MAIN FORM:
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TexYUl's mainform form contains the 3D preview, Toolbar, texture bar, animation/file O bar and frame bar

3D PREVIEW
It allows dynamic 3D planar preview of current animation.

- Leftclick: rotate the plane
- Middle (wheel) lick: Resize the plane

‘ Note: The plane is one sided and has same Re-Volt properties

éANIMATION + FILE1/O TOOLBAR
‘ play animation (disable editing)

‘ stop animation (resume editing)

g open a YUI, FRAMELIST or W file

m‘ save YUI, FRAMELIST file
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‘ open the Wizard to export animation to Re-Volt

m open a Wizard to manage current world’s animation

TOOLBAR

g Rotate

Rectangular selection mode
Normal selection mode

UV EDITOR
You'll have to move the blue cubic points to get the wanted UV map

And by moving, it means to click and drag (move mouse while the left button is still down)

Now, let’s say we want to move all the points (instead of point by point)

= We go to the center (approximate center of the points) and we start moving from there (as
seenin Figure 1.3)
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It's also possible to to move edge (two points). Just go the center of that edge (center of two points) and start
moving. (see Figure 1.4)

[E FRAME: 0 E]E]_]!] —
ol la)

Note: there is a trick, if you double click an edge (experimental), the points will be
aligned into vertical/horizontal

FRAME BAR

GENERALS

The frame bar is the manager of “frames”( It allows you to manage the frames)

:add a new frame

: remove selected frame (no cautions! Be careful)

SEE: SELECTION AND TABS

Now, the frame bar is more powerful than it looks (well not too powerful though :P)
SEE: HOW TO MAKE YOUR FIRST ANIMATION

Figure
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SELECTION AND TABS

To select a frame, just click on it (left button).

The selected frame is underlined

)
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Once there are more than 4 frames, a "Paged solution” will be seen (see figure 1.7)

Using < and >, you'll be able to see all the frames

CONTEXT MENU

If you right click on a frame, that frame will be selected and a context menu will pop up. (figure 1.8)

Figure
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The context menu contains stuffs about timing, as well as animation type, Epsess

animation cooking and frame management | Animation: | Static {Slideshow) ~
SEE: IT'S HIGHLY RECOMMENDED TO SEE ANIMATION TYPES RIGHT NOW [ e ] [ e ] [ et ]

ERalll7 el EI ™= This is the delay of current frame (and total delay for linear and rotation)

Images 16
Total images generated for linear and rotation (disabled in Static)

Animation: | Static (Sideshow) v |

= Animation type

v ‘ Chapter : User Interface: Generalities




: gets you the exact clone (bitmap, coordinates, images, animation type and delay) of the

previous frame (see figure 1.9)

: It clones the previous frame: Whenever a change is made in one of them, the other will be

affected (see figure 1.10)
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: it works just like w

reset : Reset coordinates to (0,0) -> (1,1) AND NOT PREVIOUS COORDINATES

e
: exchange places of two frames Manage animations &-’U

[0] Animation (O]
: Convert Linear/Rotation to static [1] Animation (1)
[2] Animation (2]
SEE: COOKING [3] Animation (3)
[4] Animation (4)
[5] Animation (5)

2]
MANAGE ANIMATIONS

After clicking on . .‘?IJ a list of "already in world file animations” will
be shown. Those are the current animations inside world file

delete

NOTE: World file’s animation are only updated when you start TexYU! [ Save ]
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By clickingon A and v, you'll be able to exchange animations.

By clicking delete, you'll be able to delete the selected animation.

SELECT MESHES

After clicking on " ) “Select Meshes” dialog will be open

GENERAL Select meshes :

B IR4

And as the dialog says, the purpose of Selectediiesh; |
the whole matter is to select "which
mesh to be animated from which not”
So, for that, we need to select the mesh O = e e
and that's by getting it by texture.

[T] env [] pBLSD [V] Trans -
So, it's all about selecting the right [] Additive ‘ _
bitmap and right UV coordinates. [ e ]

l Assign New Animation and save

PV

What remains is W_Console having [ Assign Selected Animation and save

allergy from non-triangulated polygons
which may cause great problem. And since TexYUl is based on it, it still has the same allergy.

SEE: How to export correctly a mesh from 3ds maX

SELECTING A MESH (UV PART)

This will explain how to select UV coordinates

KNOWING THE BITMAP AND EXACT COORDINATES
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First, select the bitmap

Ca—

Start selecting by clicking on “top-left” rectangle selection’s place and with mouse button still down (still
being clicked)

Drag (move mouse) until you find the “right-bottom” of the rectangle.

Once done release mouse button

The results (meshes with coordinates inside the selected area) will be shown on “selected mesh”. If it's empty
then there is none

Select meshes 2

Selected h:
i (0,09x0,21) >(0,80x0,77)

Mesh n®1387

[Jew []osiso [7] Tans S ISl B

Quadify mesh only... ' SRR S AN o

Asszign New Animation and save

Assign Selected Animation and save
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Résumeé:

Select meshes . @1

KNOWING THE BITMAP ONLY

First, select the bitmap

Ca—

Then double click anywhere on the texture

Selected mesh:
Mesh n®206 -~
Mesh n®231 m

Mesh n®273
Mesh n®274
Mesh n®275
Mesh n®276
Mesh n®277
Mesh n®278
Mesh n®279
Mesh n®368
Mesh n®370 6

ENV [ ] DBLSD [V] Trans

SO CTICT O arcS

Quadify mesh only...

il
NS

Assign New Animation and save ’
Assign Selected Animation and save




SELECTING A MESH (MESH NUMBER PART)

Selected mesh:

Now, from the listbox (figure 1.16), by clicking on mesh number, it'll be Mesh 0206 -
Meshn®231 7l

Mesh n®273 E
Mezsh n®274
Only the final selection will be taken for serious (the others will be ignored) Mesh n*275
Mesh n®276
Mesh n®277
Meshn®278
Meshn®279
Mezh n*365
Mesh n®370 7

— — —

previewed in nVolt

CAUTION: TEXYUI CREATES A TEMPORARY FILE TYPE PRM UNREADABLE BY RE-VOLT.
YOU HAVE TO DELETE IT FROM TRACK/LEVEL DIRECTORY.

THIS FILE IS *“TEMP_PREVIEW_MESH.PRM"”

PROCESS TO EXPORT A NEW ANIMATION

After selecting a mesh (assuming you used bitmap and UV/double click + a selected mesh). It's now the time to
export our NEW animation

(1) Click on“Quadify Mesh Only” : this will make our mesh quad (4-point polygon instead of 3-point

polygon)
(2) Checkthe type of polygons we want to get
(a) ENV: Reflection/Environment MAP on
(b) DBLSD: double sided, a solid polygon, the other face is just visual
(c) Trans: Allowing transparency values (either vertices or 32-bitmap’s)
(d) Additive: Making it ghost/blending color

(3) Click on “Assign NeWw Animation and Save” ONCE

The save is instantaneous and doesn't take too much time, thus, final message is omitted

PROCESS TO ASSIGN ALREADY-EXISTING ANIMATION

After selecting a mesh (assuming you used bitmap and UV/double click + a selected mesh), we have to select

the animation .

(1) First, open “Control .W” (manage animations) EJ Then, select the animation you want.
, Op g ' Y

(2) Click on"Quadify Mesh Only” : this will make our mesh quad (4-point polygon instead of 3-point
polygon)
(3) Checkthe type of polygons we want to get
(a) ENV: Reflection/Environment MAP on
(b) DBLSD: double sided, a solid polygon, the other face is just visual
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(c) Trans: Allowing transparency values (either vertices or 32-bitmap’s)
(d) Additive: Making it ghost/blending color

(4) Click on “Assign Selected animation and Save” ONCE

ANIMATION TYPES

In texYUI, there are 3 already programmed animations types (and 3 not-yet-done)

|STATIC

It works like static image: Just image and after image (frame after frame)

| LINEAR

It translates the coordinates (points) step by step in order to get a linear effect.
that means from going to state X to State Y it follows a “linear motion” of vertices

ROTATION

It's just like linear, but instead of moving, it rotates the coordinates (points) step by step

B ‘ Chapter : ANIMATION Types




Assuming we have an already and

Edt Teok  Group
Graphite Modeling Tools
| paint Objects | Brush Settings

Autod: Untitled

Views | Create  Modifiers Animation  Graph Edtors  Rendering  Custornize  MAXScript | OgreMiax

Freeform Selection

[+1ILen ]l

We just to modifier list > Edit Poly

With that, everything will be fine

/unwrapped it

)

#a

*a

v
i}

VE & ©® 3
i B

X
5
Pl

Fit

Bitmap Fit 1

Edit Mesh
Edit Mesh

Edit

Edit Patch

Edit |

Material

mals

Exporting correctly a mesh from 3Ds max




MAKING AN ANIMATION (TUTORIAL)

WATER ANIMATION (CTR PALMMARSH, BROKEN SUNLIGHT, FANCINGTON'S
COUNTRY CLUB) : EXAMPLE OF COUNTRY CLUB’'S WATER ANIMATION

ANIMATION

First, select bitmap
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Second, click on rectangular selection
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Third, resize




lexYUl

FRAME: 0

)
2] @l (&)

Fourth, right click on first frame, set delay to 150 ms

- -
s

Animation: | Static {Sideshow) v |
| inhertonce | | done | [ exchange |
[ cok [ reset || deete |

Then, we add a new frame

(=) (=) -

FPS: 1052

Fifth, right click on the new frame and “inherit once”

S —
images
Animation: | Static (Sideshow) ~ |

oo ance . llchoon. ll oo .}

ook J [ et [ o ]
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|-n--u--—n
S —

Figure

4.3
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Sixth, we move the center to another position

@ @] Froass=L @@JL&Q FPS: 1095
N

We repeat “adding new frame”, “right click”, “inherit once”, “move center” until we get a good number

Now, we press “play” to see how is the animation

exrul ——Ty

(sl () 1> Pt =[0- ) 7)C ) —

If it's good enough, just export it, if not modify until you get perfection or level: good

Don‘t forget to click stop at any case % FRAME: 3 -

= ‘ Chapter : Making an animation (tutorial)




 SAVING

[E] mm} g] Figure

4.10

Click save 1

EXPORTING
Click on “export” (Re-Volt logo on it)

Go to bitmap: B

Select meshes

Selected mesh:

[l env [7] DBLSD [V] Trans
|| Additive

Quadify mesh only...

| Assign New Animation and save

i Assign Selected Animation and save

Select the zone we want to animate (since the world is cut + already animated we won't get what do we want)

Select meshes A

Selected mesh:

Mesh n®442
Mesh n®516

{0,00x0,49) > (0,86x1,07)

ENV DBLSD Trans
[] Additive

Quadify mesh only...

Assign New Animation and save
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Let’s say we want mesh 516

So, yea it has transparent values, env mapped

Select meshes *
Selected mesh:
{0,00x0,49) = (0,86x1,02) B =
Mezh n®442
Mesh n®516

V] Env [ | pBLsD  [V] Trans
[ ] Additive

Quadify mesh only... ’

Assign New Animation and save \

Assign Selected Animation and save

We quadify mesh, then assign new animation and save

Making an animation (tutorial)




ROTATION ANIMATION : AYUMU'S MY COMPUTER’S FAN

Since it has the first ever rotation animation in first version, we can always apply it to the second version ;)
First, close and reopen texYUI (needed everytime)
Second, select bitmap: J and “rectangular selection”

TexYUI —

N () (i FRAME: 0 ﬁE[ Ve, ) ot
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Third, by resizing and moving center, we get our animation

!
»

TexYUI

() () FRAMESO == FPS: 842

DEh K& |

[

Fourth, Context menu (right click) and we select Delay,Total: ms

—

Animation: Rotation

A

delay: 200ms

| inhert once || clone exchange

Images:16 [

cook | | reset delete

r~Making an animation (tutorial)




Fifth, we make a new frame and inherit once (see previous TuToRIAL)

Now, we select rotate tool
n| [ ramco (I ) |
A B =

i
4]

Then, we start clicking inside the UV editor and we drag our mouse to the right to get rotation: 180°

TexYUl —

EJ El et @ @E:l FPS: 866

LWEh NHE

Rotation:
~n
180°

s
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We redo: a new frame, inherit once and we rotate again to the right 180°

Now, if we play the animation, we’ll get this message:

I ==

TextAnimYLL

Frames(3) doesn't exist which is required for linear animaticn

oK |

We stop playing, we select frame 3 and context menu:

\ 4

Making an animation (tutorial)




Animation: Static (Slideshow)

- -

Animation: | Static (Sideshow) |

[ inhert once ] [ clone ] [ exchange

¥

[

cook ] [ reset ] [ delete

ek e

il n
B Vallln

1
=

Now, it'll play nicely then get paused after a while: no problem about that.

So, what we have is a non-cooked animation, we have to cook it, we select the first frame, right click -> cook

And cook Now

-I.-r-
uu

6,25 msfimage

Cook Now ] [ Change Recipe ]

ST i ra
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Remember 6.25 ms

There is another animation to cook, the previous second frame.

4 o

Little by little we go to right and we cook again

Now, about the last frame, right click and
delay: 6 ms

Done!

Making an animation (tutorial)




SUPPORT

http://z3.invisionfree.com/Revolt_Live

http://z3.invisionfree.com/Our_Revolt Pub

THANKS

To Dave-o-rama, KillerWheels, Andro,MythicMonkey for showing their interest in texture animation
(dedicated to you guys)

To Ali, DarkSabre, ADX for documenting Re-Volt very well

To Zipperrulez, miromiro, theMeAndMe, manmountain, Jigebren for Re-Volt Live and Our Re-Volt Pub
To Jigebren and Huki for their projects and deducations to Re-Volt without them I'd do nothing

To Human, Skitch2, R6TurboExtreme, Ayumu, MarvTheM for their tracks =my joy

To RST, Gaming4JC,Urnemanden for their support since my first stupid programs

To every Re-volter

To every teacher, professor | learned from including my parents, relatives, my friends, internet friends , my
highschool and IPEIS teachers.

RESERVED

All rights reserved © Kallel A.Y 2012
This program is freeware licensed under freeware EULA. (End User License Agreement) which states :

(1) Ability to repost, upload, download, try, install, uninstall the software and borrow it from everyone

(2) lllegality to reverse engineer this software at any shape. If you want sources | can give them to you,
email me at kay.procom@gmail.com

(3) Unethicality to sell this software (who'd do it anyway...) or resell it

Re-Voltis licensed under EULA Acclaim 1999, We Go Interactive 2012. We don't use any of its
components, this just a separate program made by fans.
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