Serious Sam 3 BFE Player Model Modding Tutorial

Texturing:
Serious Sam game need 3 type of texture:

e Default
e Team Red
e Team Blue

It's also need .tga format for importing purpose. So prepare all your texture

1. Create new folder and rename it as “Texture” in your model project folder.
Example: ...\Serious Sam
3\Content\SeriousSam3\Models\Player\NekomimiGlados\Texture\

Texture 17/08/2015 1:16 pg
| | NekomimiGlados.amf 16/08/2015 11:07 ...
|| MekomimiGlados.md| 16/08/201511:39 ...

2. Copy all use texture into the folder, but make sure its .tga format. Naming for
files;
i) Blue: put“ BLUE” at end for all blue team texture files name
i) Red: put“ RED?” at end for all red team texture files name
iii) Normal map: put “_NM” at end for all normal maps files name (case
sensitive)



Content » SeriousSam3 » Models » Player » MekomimiGlados » Texture

Ll

~
MName

D Expression.tga

D Expression_alpha.tga

[ frilltga

D frill_alpha.tga

D GladesBody.tga

D GladosBedy_lllumination.tga

D GladosBody_Speculartga

D GladosBodyMormalMap_MNMtga
D GladosBodyTeam_BLUEtga

D GladosBodyTeam_RED.tga

D GladosCloth.tga

D GladesCloth_lllumination.tga
D GladosClothMNermalMap_MM.tga
[ GladosClothTeam_BLUE.tga

[7] GladosClothTeam_RED.tga

D GladosHead.tga

D GladosHead_lllumination.tga

D GladosHead_Speculartga

D GladesHeadMormalMap_Nh.tga
D GladosHeadTeam_BLUE tga

D GladosHeadTeam_RED.tga

D iris_l.tga

D iris_R.tga

Date modified

51:29pg
17/08/2015 1:29 pg
17/08/2015 1:29 pg

17)

/08/2015 1:29 pg

51:29pg

17/08/2015 1:29 pg

/2015 1:29 pg

17/08/2015 1:29 pg

Type

TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File
TGA File

w | Search Texture

Size

3. Back to Serious Editor. Now to create Serious Engine texture “.tex”. Go to
Texture Tab > Create texture
or 3.5 - [32 bit] - [distro_Sam3_PC] - [SeriousSam3] - [B

a iindow Perforce Script Help

M Create texture

Chrl+Shift+T

Cache thumbnails

Make sprite sheet

Prepare textures For streaming

4. Browse your texture. Select all texture at once and then open

Select texture to (re)create x

Hif = B e *@ 3]

ConkentfSerioussam3 Models/Player/MekomimiGlados Texture,

INama | Ext I Size I Date l

j GladosBody_Specular tga 3162675 2015/08(17 01:29:39 \ ﬂ

j GladosBodyMormaltap_M tga 3162675 201500817 01:29:40

j GladosBody Team_BLLE tga 3162675 2015/08{17 01:29:40

j GladosBody Team_RED tga 3162675 2015/08/17 01:29:40

[ Gladostloth tga 3162675 2015/08/17 01:29:41

j GladosCloth_Tlumination tga 3162675 2015/08/17 01:29:39

j GladosClothMormalap_MrM tga 3162675 2015/08(17 01:22:41

[ GladostlothTeam_BLUE tga 3162675 2015/08/17 01:29:41

< [ ] GladostlothTeam_RED tga 3162675 2015/08/17 01:29:41 >

[ ] GladosHead tga 3162675 2015/08/17 01:29:39

3 GladosHead_Tlumination tga 3162675 2015/06/17 01:29:39

3 GladosHead_Specular tga 3162675 2015/06/17 01:29:39

j GladosHeadMormallap_Mr tga 3162675 2015/06(17 01:29:42

j GladosHeadTeam_BLLE tga 3162675 2015/08(17 01:29:40

3 aladosHeadTeam_RED tga FE26TS Z015/06(17 01,2940

iris_| tga 210453 20150517 01129142 1
‘ itis_R. tga 210453 Z015/05/17 01129142 J) [
File name:ICDntent,l’SeriousSamS,iModeIs,l’F‘Iayer;’NekomimiGIados,l’Texture;’ < Open .’
|Textures (*.tga; *.hdr; *.tex;) - Cancel
e




5. Just click create for all textures. After that, all done for textures format.

Name [ value |
B CataticTexture

Atlas group

width 256

Height 256

Flags mipmaps

Format grayscale opag,,;

LI wrapping repeat

W wrapping repeat

Border color ' ]
“ Max value ] -

d ~—’

44 % 3

44

Platfarm Flags [0] [ 3
Texture Matrix {none) -

Source size: 256x256 (0,08 MB)
Created size: 0.08 MB
First mipmap ko create |0

[ Custom mipmaps

l_ Alternate compression

[ ¢ Create ) Cancel |
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6. Now to apply the texture to model, Go to Mesh Editor

iME-'Sh editor *  Polygo

&nimation editar
Caollision editor "
Destruction editaor

A e

Material editar
v [Mesh editar '

Madel editar '
Skeleton editar

7. On Mesh Tab, see the polygon maps. You can see list of your materials on
your model that need to be put texture.
IDENTIFY WHICH TEXTURE DON’T HAVE TEAM COLOR
In this model, only 4 type of texture don’t have team color; Eye L, Eye R, Frill
and Expression. So we only need to put default textures on those.

File Edit ‘Wiew ‘Window Texkure Perforce Script Help

Mame | Value |
Undefined
fnonel -
{none) -
Body (S-8598) fnonel -
Head (S-15155) {none) -
{none) -
(none) -
{none) -
Lawer maps [1]
I+ s=hadar raadiFiars




8. For starting. Let’s put the first texture on first default texture. Click at “(none)” >
new > ShaderPreset

[ T Y]
=1 [o]
Mame
Wertex maps [69]
B Polygon maps [7]
Eye_L {5-255)
Eve_R.(5-255)
Body (5-8598)

Undefined

PEhaderPreset

Browse. ..
Head (5-15185)
Frill {5-1266) Locate, ..
Clath (5-460) Share

9. Click small [+]. New “Shader” appear below hierarchy.

Yertex maps [69]
= Palygon maps [7]

El Eve_L (5-255) {lacal) -
B configurations [1] ®
Shader (none) A
Material attribnibes frinmet -
10.Click at “(none)” at next of shader > Browse
I EYE_L L9-£00) Local) -
H Caonfigurations [1] LT 4
Shader @ hd
Material attributes Hew
Flags Erowse. ..

Smoothing angle

Callision Flags B s
Tangent LvMap Share
Modifiers [0] Mone
Eye_R (5-255) -
Body (5-8598) S .
Head (5-15185) -
Frill (5-1268) Additional
Cloth (5-460) Templates ’
expression (S-70) Hiskary k
Layer maps [1] Recent: files »
Shader modifiers I
Fede loe -l Am an
11.Choose “Standard”
Obtain some Shaders X
Mame Path
EE} Architecture BinjactivelMod, module
Default Bin/Engine. moduls
EE} FatLine Bin/Shaders.module
Grass EinJActiveMod.module
E?} Highlight BinfShaders.module
MultiLayer BinjactivelMod. module
EE] Plain BinfShaders.madule
Refrackion BinjShaders.module
EE} Ripple Bin/Shaders.module
3 Stain EinJshaders.module
||} Skandard BinjShaders.module
i ;} TextureMetrics Bin/Engine, module
] EE} Wegetation Bin/ActiveMod,module
Zoom BinjShaders.module
Ok Cancel




12.New long list appear. To make basic texture appear, find “base texture” > click
at “(none)” > Browse

fresnel term i} “
smspmaatbing andle 0 a*
q (nopel -
+ base stretch U
base stretch ¥ Browse. .
hase offsst U Lees
base offset ¥ Share
base rokation Tone
coating calar e
coating specularity S B,
aloss mask "
gloss uvmap Additional
qgloss stretch U Templates 4
gloss stretch v Histaory »
gloss offset L Recent files 3
aloss offset v T | |
@ Alems cmbabime L) an
13.Find the suitable texture we created, click “Open”
Y3 GladosClothTeam_BLUE tex 703957 2015§08/17 02:02:56
ﬁ GladosClothTeam_RED tex 703957 2015/08/17 02:02:58
. ﬁ GladosHead tex 703957 2015/08/17 02:02:59
ﬁ GladosHead_Ilumination tex 5616527 2015/08/17 02:03:02
@ GladosHead_Specular kex 5616527 2015008/17 02:03:04
¢ @ GladosHeadMormalMap_MM tex 1405367 2015/08/17 02:03:05
@ GladosHeadTeam_BLUE tex 703937 2015/08/17 02:03:07
GladosHeadTeam_RED tex 703937 2015)08/17 02:03:08
iis_| ke 46067 2015/08/17 02:03:09 L
i iris R tex 46067 2015/08/17 02:03:10 -
Filz name:liris_l.tex ( Qpen

|Textures {* bex; CSkaticTexture; CanimTexture) - Cancel |

14.Nothing appear? You need to set “base Uvmap”. Choose “UV_Channel_1"

[l Fresnel bermn u

edge smookhing angle 0 i*
base bexture iris_|, ke -
base uvmap Y _Chammel_1 )
base stretch U 1 "

15.The texture appeared. If still not appear, try cycle around the base uvmap.

wtex [ TTTTTTTTT Revieo =
16.Repeat Step 8 to 15 for all other default textures. If you want to set Normal

map, you can easily find out the name. Literally appear on the list.



17.Final appearance for default texture.

ious Editor 3.5 - [32 bit] - [distro_Sam3_PC] - [SeriousSam3] - [Beta] - Content/SeriousSam3/Models/Player/NekomimiGlados/NekomimiGlados.md|
Edit View ‘Window Texture Perforce Script Help

—_Xl Perspective  + [Shader ~ [Selection
\alue

ditMesh

avers (1]

1]

Marne Undefined

7 Polygon maps [7

Eye_L {5-255) (local) -
Eve_R (5-255) (lacaly A
By (5-6598) (none) -
Head (5-15155) (nane) A
Frill {5-1268) (local) -
Cloth {5460} (nons) -
expression (5-70) (local) -

“ade length
nabls calision mesh
inable Al visibiity mesh
lormaize weights
Jct-tree classification

=

Rk

18.Now to make fully default texture. Go to “Model Editor”
MModel editor -

Animation editor
Collision editor
Destruction editor
Material editor
Mesh editor

| v Model editor

Skeleton editar t«"f
n

19.Click at small yellow “+” at “Modifiers”
° File Edit “iew ‘window Texture Perforce Script Help

Mame | Walue l

H cMadelConfiguration

Skeleton Player. skl hd
E Meshes [1] ECETE
= ] MekarnimiGlados
Mesh {local) A
Mame MekomimiGlados
Hidden
E Modifier list

-
Modifiers [0] &M
&nim host Plaver.anh -

Meshanisms

Plaver.mrh hd



20.Remember, the team color texture for this model only 3:

a. Body

b. Head

c. Cloth
410]

Mare

Yertex maps [69]
(=] Polygon maps [7]
Eve_L (5-255)

EWpTE

aver mans 11

21.In “Surface”, type the name of one of your texture appears in the list before. In
this case, this its “Body”.

Hiaaen I
= Modifier list -
(=] Madifiers [1] O it
= [m AT Ry
Surface
MeshLOD
PlatForms P, xenon,Cell,Mac -
Material {none) -
22. At “Material” below, click at “(none)” > new > ShaderPreset
|=| Madifiers [1] [HEEETF S
=[] <ary = Body
Surface Body
MeshLoD
PlatForms P, %enon, Cell,Mac -
Material (none) hd
i host | e ShaderPreset
Teshanisms Erowae. ..
estruckions
hildren holder LEERl 00
chemes Share
23.Click at small yellow “+”
MESMLLJIL
PlatForms PC, ®enon, Cell,Mac -
H material (lacal) -
Configurations [0] "
taterial attributes (none) -
Flags (none) -
A Arirn keck Dlzwar =n h -
24.Click browse on newly create configuration shader
=] Material (lncaly -
H Confiqurations [1] LR o
Shader (none) -
Material attributes e
Flags | Erowse. .,
hast
anisms Locate. .,
uckions Share
‘en holder Mone
nes Save
nLhESt . Save As. ..
25.Use “standard”
§ Ripple Bin/Shaders.module
:.3] Skain EBin/Shaders.module
| Standard Ein/Shaders.module
:?] TextureMetrics EBin/Engine. madule
EQJ ‘Wegetation Bin/Activelod. module
22l zoom Bin/Shaders. module




26.New list appear like before. So put the “Body” Texture into “Base Texture” as
usual and “base uvmap” need to manually type: “UV_Channel_1". Configure
other stuff as well such as normal maps, transparent, etc.

27.Repeat Step 19 to 26 for others team color textures (Head and cloth)

28.Final Default Model Result.

Name: | value 1
[E] CModelConfiguration

Skeleton Player.skl v
[ Meshes [1] SoeR
B [0] NekomimiGlados
Mesh (local) v
Name NekomimiGlados
Hidden
[E] Modifier list >
=] Modifiers [3] SEeR
[0] <any>:Body
[1] <any>:Head
[2] <any=>:Cloth
Anim host Player.anh -
Meshanisms Player.mch .
Destructions Player.dtn v
Children holder MultiPlayerattachments.rsc ¥,
Schemes PlayerSchemesFemale.rsc ,
Addon host (none) v
Last shadow cascade 4 «»

4

Edit

29.Congratulation. The model already prepared to use in-game. BUT ONLY
SINGLEPLAYER mission. Multiplayer needs Blue and Red Team color for it to
work well. Please proceed to next tutorial for Team Color setup



