Changing Character Clothes

Overview

The clothes that characters wear may be changed on timeblock by timeblock basis. Whenever a character is brought into a scene, the game determines the most recent timeblock for which the clothes were changed.  This will identify an animation (*.ANM file) to play which will apply textures to the meshes that make up the character model.

Creating the Animation File

The Animation files (ANMs) used to change clothes will have two parts, the header section and the texture section. 

The start of the header section will be marked with [HEADER]. Immediately following this line will be a line that contains a single number. This number indicates the how many frames the animation has. These clothes changing animations should only be one frame long.

The start of the texture section will be marked with [MTEXTURES]. Immediately following this line will be a line that contains a single number. This number indicates the number of textures that will be changed by the animation. Following this line will be a number of lines determining the specifics of the texture changes.

Format of the Texture Specification

The format of the texture line is:

<frame>, <model>, <mesh_index>, <group_index>, <texture_name>

<frame> is the frame number on which to apply the texture. (This should be 0.)

<model> is the name of the model to affect.
<mesh_index> is the index of the mesh within the model.

<group_index> is the index of the group within the mesh.
<texture_name>  is the name of the texture to apply.

The mesh and group indices are found in the report file (*.rpt) for the model.

Adding the Animations to the Game

The game will determine what animations to use based on data placed in the characters.dat data file. This file is divided into sections based on the model name for the character, and each section has a series of lines specifying individual pieces of character data.

The first 18 lines of each section (“HipAxesMeshIndex” through “BlinkMax”) are required and must appear in a specific order. Following these lines, you may add lines which specify when the characters change clothes. 

The first item on each clothes changing line is a label in the form “ClothesXXXX”, where XXXX is the timeblock that the change takes place. The clothes the character starts in should be specified in a line with the label “ClothesDefault.”

The second item on each of these lines is the name of the animation to use to implement the change of clothes.

Examples

There are several examples of the animation files in n:\art\engineering\sample. These examples are named GabClothes*.anm

The version of characters.dat in n:\prog\misc contains examples of how to add lines to the character sections.

