Will’s Voxel Editor

Beta release 3 B, © Will Sutton, 18 July 2000.  Feedback: willsutton@hotmail.com

Quick Start Guide

Copies can be downloaded from:

http://www.gre.ac.uk/~sw694
This program requires:

· Voxel files (implicitly therefore the Tiberian Sun game)

· The faster the computer the better!

· The larger the screen / higher the resolution the better!

· Windows 95 or newer.

· Hi-color (64-thousand colours) or better monitor mode.

· Xcc (available from xcc.tiberian.com) or equivalent utilities.

· Patience.

Overview

What does this program do?  This program allows you to edit or create new units from exist ones.  Voxels are a way of storing a three-dimensional model of something- in Tiberian Sun, they are used to store most of the vehicles.

An example!

This simple example is a NOD buggy except that the front wheels have been sawn-off and replaced by fin-like blades.  This is an actual screen-capture from the game.  (Although my colour is Gold in this example, I am playing as NOD).
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When running the game, you can grab screen-shots by pressing the [Print-Screen] button.  Then, exit the game and run your favourite graphics editor (even Paint in your Accessories menu will do!) and use Edit | Paste to get hold of your whole game screen.

Getting hold of the Tiberian Sun voxels

Tiberian Sun stores its voxel models in mix files.  These can be viewed and extracted using the excellent xcc tool (from http://xcc.tiberian.com).  The voxel models are stored in the ‘local.mix’ which is itself stored in the ‘tibsun.mix’ file in your Tiberian Sun directory. To edit a Tiberian Sun voxel model, you must first extract it.  You can then run the Voxel Editor and ‘open’ this model.

Turrets and the vehicle bodies are (usually) stored in separate voxel models.  Using the many available rules / art ini-file editors (available on the Internet) you can combine different bodies with turrets and barrels as you choose.

A note on the names:

A mix file does not store the filenames of the voxels it contains.  An effort by xcc has named most of these files; an ID number still only identifies the rest.  To replace an existing voxel, you need to know its filename.  Therefore, this editor should use only named files.  You could extract an unnamed voxel and use it as the basis for an entirely new voxel model however, because for this you can create your own name anyway.

Using your voxel models in Tiberian Sun

Voxel models you create can be dropped into two categories:

1) A modification to an existing model, to replace that model.

2) New models (based upon an exist model) which you wish to add.

For the first category, progress is simple.  After editing the voxel model, place it directly into your Tiberian Sun directory.  The game will load this file in preference to the original copy stored in the mix files, and therefore your new model will override the original artwork!

For the second category, progress requires actually creating the type using a rules / art ini-file editor (many available on the Internet).  (This is not tested fully at this point- experiment.)  Place the new voxel (with your new filename) directly into the Tiberian Sun directory.  Ensure your voxel name does not conflict with any other known voxel names as in these cases you will override their models, which is an accidental category one above.  Edit the art.ini to assign your new model to your new unit.  Playing the game should then make your new unit available as per your rules.ini settings.  You may need an hva file, a process not fully understood yet.

Notes on HVAs

Looking in local.mix you will notice that each voxel file has a corresponding hva file.  This file stores animation information, and is generally saying there is only one model (exceptions are things like the Mamouth Mk II).  Copy the matching hva for the model you based your model upon and keep the name the same as the voxel file, so that Tiberian Sun does not get confused.

What is a voxel model?

This is a simplified explanation.  The space of the model is divided into cubes.  Each cube is either coloured (a voxel) or is transparent.  All coloured cubes have two properties: colour and ‘normal’.  The normal encodes the direction the voxel is facing, useful for shading.  Currently, it is believed that –1 may mean ‘always black’, 0 is downward, 17 is sideways and 35 upwards.  The numbers between are the angles between.  Examine existing Tiberian Sun voxels for inspiration.

Using the Editor

As you run the Editor, it will ask you to load a file.  This is a voxel model file extracted using xcc.  To create a new unit, you must still base it upon an existing model (this ensures palette, dimensions, transformation and scales etc are correct and you can concentrate on the graphics).

The screen is split into four views of your model. The bottom-right view is true 3D- use the scroll bars to rotate your model to view it from any angle.  The other three views show your model from one side (top, front and left) and on these screens you can edit your model.

Each plane (x, y and z) defines where your voxels are placed.  You can change these with the x, y and z keys (both lowercase and capitals) or hold down the [Shift] key and left-click on one of the views.

There are three view types available (you can select from the View menu):

· The ‘full’ view shows all voxels.

· The ‘cross-section’ view shows voxels behind the current plane (and therefore not directly editable without moving the plane slightly) with a red border, and is often best for seeing the shape of the voxel.

· The ‘slice’ view shows only voxels on the current plane, and is often best for editing.

Left-clicking on one of the three 2D views causes you to ‘paint’ a voxel where your mouse cursor is.  Right-click on a voxel to remove it.

There are two main views of a voxel model- by colour or by normal.  You can select these from the View menu.

In colour mode, you can add and delete voxels, or change their colour.  Use the palette on the left side of the screen to select the colour you wish to use.

In normal mode, you can assign a normal to existing voxels- but you cannot create a new voxel.  Left-click on a voxel to set it’s normal.  You can select the normal you wish to use from the ‘palette’ on the left of the screen.

To get the colour (or normal in that mode) you can hold down the [Shift] key and right-click on a voxel.

We are always adding tools and functionality, so read the readme file with this program for a fuller list.

Thanks

Lots of people, especially those frequenting xcc.tiberian.com, have been instrumental in experimenting and understanding the voxel (and other Tiberian Sun file types) format, and in testing the early releases of this editor.  Thanks especially to Olaf and DMZ.

