Update:  This version of the QuakeToUT tutorial was created on January 24, 2000.  This new version contains new information pertaining to the addition of bot support.  Many people have asked me how this was done, so here it is.  If you didn’t get this file from my page (www.unreality.org/lycosv/  or motd.unrealcenter.com) come check out my page!  It’s the only place you can get the latest version of this tutorial and grab the MOTD.  All new lines are underlined so that if you already made your model you can go back and fix it for bot support.





NOTE: Do NOT post other people’s models on the net without asking the original author’s permission first!  You may think this is getting old, but I just can’t stress this enough.  Good, luck and have fun with your new, bot supporting UT models!





Purpose:  This tutorial is designed for model makers wishing to transfer their Quake2 models over to Unreal Tournament for an extended period of their use.  I tried to make this file easy to understand but it always seems easy to the person who wrote it. :)  I will gladly help anyone with questions you might have.  You can reach me at usolsons@televar.com.  Note:  Do not tranfer other people models w/o contacting them or mentioning them in your release notes.  As you can tell I always give full credit to those who make the models for the MOTD.  You can generally read the initial release for the model to tell whether or not the maker of the model wishs other people to use their models.  Good luck to you all and, who knows, maybe this will help us get some NEW models for UT.  Here's hoping.





Required Tools:


Crusher Model Viewer - http://www.gazpacho.net/files/crush16b.zip


Quake 2 Modeller - http://www.rmdsoftware.com/q2modeller/


WordPad, Microsoft Word, or Microsoft Word viewer – Not needed but recommended for proper viewing of this document.


UnrealEd is no longer required by this tutorial.





Steps:


First take a look at your models textures.  In order for the textures to work in UT they have to be a power of two (ex. 256*256, 128*128, or 128*256).  If your textures are a power of two skip to step 5, if not continue to step 2.


Resize the texture to a size made of a power of two in a paint program (Paint Shop Pro, Photoshop, etc) then open your chosen model in Q2 Modeller.


Go to the view skins menu (F2) and the select add new skin (Ctrl-A).  Resize the skin (Edit/Resize Skin), to the size you made in step 2, and then import the skin (File/Import/Skin Image).


Now export the changes you made to the model over the old md2, close Q2 Modeller, and continue on to step 5.


Go into the UT Directory and make a sub directory, this directory should be the same as the name of your model.  For this tutorial, I'm using the Lord Maul model created by Wrath.  So I would make a directory called "DarthMaul".


Go into your new directory and create two new directories, "Models" and "Classes".


Now open up the model in Crusher.  If you get an "Unable to read MD2 file for reading" error, run the program like this.  Crusher –model (location of model).  Ex. "Crusher –model c:\temp\tris.md2"


Open the model's texture inside of Crusher (File/Open/Texture).  If the texture is messed up, just quit and reopen Crusher.


Now export the model (File/Export/Unreal 1 Mesh).  In the Project Directory field enter the directory you made in step 5.  In the class name directory enter the name of your mesh (same as directory name in step 5) ex. DarthMaul.  Leave the "Include Player Sequences" box checked.


Close Crusher and go to the directory from step 5.


Go into the classes directory and open the Modelname.uc file in WordPad.  Also open the included Q2Sequences.txt that came with this tutorial.


Copy all of the "#exec MESH SEQUENCE" lines in the Q2Sequences file into the clipboard.


Paste them over top of all of the lines in your Modelname.uc that start with "#exec MESH SEQUENCE"


Go back to the Q2Sequences file and now copy the DefaultProperties section and everything below it.


Go back to Modelname.uc and paste overtop of the DefaultProperties section in that file (at the very bottom).


Using WordPad's replace function replace all of the ****** (6 asterisks) with the name of your model (from step 9).


Also tell it to replace "expands Actor" with "extends TournamentMale" or "extends TournamentFemale" depending on your model.


Save the changes to Modelname.uc and close it.


Go into your UT system directory and open the UnrealTournament.ini file.


Find the lines that say "EditPackages=whatever" and add a new line after them that says "EditPackages=Directory in step 5" ex.  EditPackages=DarthMaul


Save the ini and open the included ModelBot.txt.  Again use the replace function to replace the ****** (6 asterisks) with your model’s name.


If you’re model is a female, replace all “male” with “female” if not, skip this step.


Save your new file in your UT/modelname/classes directory as modelnameBot.uc.  Ex.  DarthMaulBot.uc


Exit Wordpad/Word and run "UCC make" in the system directory of UT.


Now open the Modelint.txt file included in this package.  Replace all ****** (6 asterisks) with the name of you model then save the file as yourmodelname.int in your UT system directory. Ex. DarthMaul.int


Last step is an easy one.  Go into the UnrealTournament.ini file and put your model's package (Same as Model/Directory name) in the ServerPackages lines.  Ex ServerPackages=DarthMaul.


That's it now your Quake2 model will run in UT, with Bot support!


