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Hi Fellow Simmers,

this is a quick and dirty rundown on how to use Gmax for creating static ground facilitiy files for use in self-created mission files.

There should be no pre-knowledge required, I try to get you there step by step, the stupid idiots guide to ground facilities, 

so to speak.(
You should however have Gmax 1.2 or higher and the CFS3 aircraft SDK 1.5 or higher succesfully installed on your Computer.

Gmax is available at http://www.discreet.com
The CFS3 Aircraft SDK is available at http://microsoftgamesinsider.com/CFSInsider/default.htm?nc=1
This small Tuto is ment as an addition to the aircraft SDK to get the technical side going.

You may want to refer to the facilities section in the aircraft modelling document to get more detailed info.

If you want to go deeper into Gmax I recommend Hugh Shoult´s excellent “Stupid Idiot´s Guide To Gmax”,

available at http://www.simviation.com/gryphon/index.htm
This guide works for small facility files as well as for complete airbases (although you won´t be able use them in Quick Combat without altering that global layer file).

The to-be-announced Terrain SDK will shed some light on this subject.

For now we want to keep it simple though.

I´ve left out the method how to create roads for the time being.

You will learn

· how to create a dummy box

· how to move an object in the scene

· how to rename an object

· how to link an object to another

· how to allign an object´s pivot point to the world axis

· how to rotate an objects pivot point

· how to export the scene as xml file

Included are a sample Gmax file, the resulting output xml file wich goes to your CFS3\facilities directory 

and a sample mission “facility test”.

The CFS3 export module ( part of the aircraft SDK) uses simple naming conventions to make things work.

Basically we place simple dummy objects as placeholders in Gmax as a representation

of the objects found in our CFS3 Installation.

This can be objects in your CFS3 aircraft, building, vehicles and ship folders.

For instance, if you want to create a facility file containing 2 tiger tanks and 

2 88mm gun, you would create 5 (!) simple dummy boxes in Gmax and name them accordingly

1 box “my_facility_name”

2 boxes “g_tiger” ( found in „mycfs3root\vehicles“)

2 boxes “g_88mm” ( found in „mycfs3root\vehicles“)

Naming conventions according to folder names found in the CFS3 installation.

So, time for some action.

When you start Gmax you should see something like this:
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Since we are working on the flat earth it´s a good idea to work in the top viewport only for this task.

You can expand the viewport by first clicking into it (upper left Viewport by default) and then clicking on the button to the very low right corner.
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First thing to do is to create our main dummy.

This one should have the desired facility name 

and should be located at world coordinates xyz 0, 0, 0.

How to?

In the creation rollout on the right side (wich is highlighted by default when you start Gmax)

click on the “helpers” button, next click on “dummy”

(little hint, each button will tell you what it is if you allow the mouse cursor to rest above it for a moment)
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Go to the top viewport and draw a square while holding the left mouse button.

Release the mouse. The size doesn´t really matter for our task since the exporter will refer to the object´s center only.

For a better overview you may want to keep it small though, keep in mind, your default gridsize is 10x10 meters.

Congratulations! You have created your first dummy box in Gmax!

As mentioned above, this is our main facility dummy, the mother of them all.

It should be located at world center.

First it needs a name.

With the dummy selected, right-click on the screen, select “properties” from the quad menu and type in “my_facility” or something and click ok.

(to select an object, either click on it with the mouse or hit the “H” key and select from the list)
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Now to get it to world center.

With the dummy still selected, click the “select and move” button at the top center
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Look at the center bottom and type into the three xyz transform fields

the single number “0”.

This should place your object perfectly well to the center of the universe.
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We need to align the rotation of our main dummy to world axis.

We do this by alligning it´s pivot to world.

Here goes:

With the part selected

1. click the pivot rollout button

2. click “affect pivot only”

3. click “align to world”
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Having a look at the top viewport,

the green Y-pivot axis should point perfectly to the top of the screen now, what should

be a represantion of north heading in  CFS3.
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now where the basics are prepared we can go and place our tiger tanks and 88 mm guns.

You have the choice,

Either create new boxes using the method we used for the main dummy, or:

With the main dummy selected go to the “edit” menu,

Select “clone” and type in “g_tiger”.
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Click on the “select and move” button, make shure that the “affect pivot only” is not activ 

and move the tiger to a desired location relative to world center.

The transform fields at the bottom should show you the position in meters while you drag your tank.

It can turn out quit a bit tricky to find proper spaces and sizes. 

Good guessing, trial and error rules when dealing with the stock CFS3 objects 

as there is no good way to measure their actual size.

Now we want something else than north heading for our tank.

     1.  click the “select and rotate” button

2. activate the “affect pivot only” button again

3. in the “reference coord system” rollout select “world”

4. click the “restrict to Z” button

5. rotate the pivot to give it the rotation you want. Again, the green axis is the represantation of your heading in CFS3.

            Think of the top viewport as map.
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Create the other tiger and the 88mm guns the same way and place/rotate them to your liking.

When you´re done we have to put them into a hierarchy, means, we have to make our objects the children of the main dummy.

How to:

Select all objects except the my_facility dummy by clicking on each of them while holding the CTRL key

or by hitting “H” and selecting them from the list.

Click on the “select and link” button at the top left,

hit the “H” key and select “my_facility” from the list
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Great, that´s it!

All you have to do is to save and export the stuff.

Go to “File” menu, select “export”
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If you have the CFS3 aircraft SDK installed you should be able to select

“CFS3 XML File” as export format.

Do that, select a directory and give your creation a name.

That´s pretty much everything. You should now be able to use your newly created facility in your missions.

Can happen that you have to edit the “facility type” section in the output xml file manually.

In my current version of the exporter appears to be a bug anyway.
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