( In front, i am sorry for my bad english )

Building Cabviews ( CV ) using a 3D Model
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A short Tutorial , some parts may also be helpfull when building CVs by Photo or paintings. 

I start doing a 3D Model of the Cab in 3D Studio ( no questions please, i still use the DOS Version of 3D Studio ) The good thing is, this 3D Model only appear as a picture in MSTS, so there are no limits in details[image: image16.png]


, you can build every screw if you like. Having some good photos or paintings is usefull, too, as textures.

You may at work on something like this a day or so.
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From thiy Point, watch out for:

· Do  all controller in a way that later not two of them overcut. You may not be able to use them in MSTS. Think about which way in later moves and which other controllers way it may cross.

· Find a good compromis for the Camera, betwen the look at the track and the Cab.

· From the beginning, work in two lines, Locohull and not moving part will be joint together later, not a problem. But you should give all parts that become controllers later a concrete name and construct them correct
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                                     So it should look later
 
This is the Body, it will be a joined part later

So, if do the controller in the right way, with an axle, it will look bad later, because it is placed ON the Background picture. Build only the part that not overlay the Background pictures.

If you have your cab and all the Controllers done, we can take some pictures.
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Important ! The first picture we take is strait ahead. You have to hide all element that will later become controllers. ( Good if you follow the naming rule ) After that we do the left and right picture, with all controller visable. Render all pictures in 1024x768 pixles, good quality, no compressing.
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Go to your Graphiksoftware. Load the pictures. Fix some bad places, or draw something in you like. Now, rescale the pictures unproportional to 512 x 512.  Keep in mint, work in 4:3 ( 1024x768 ) and rescale it to 1:1 ( 512x512 )

Looks like an easteregg, but that doesnt matter. Looks like this:
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So, we can do the next step. With a Mask tool and the MultipleMask or Additiv on, we mark the region we wont to look through later ( if you like easy talking, call it window ( )
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Now you need a Software that can work with Alphachannels. Create a Alphachannel from the mask. The white places will be visable later, over grey to black it becomes more unvisable. You can use grey to make tinted windows.
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Save the result as an .tga file, 32bit. Put them in the right place, the example Loco is called V90, so i place the file in /V90/CABVIEW. Give am simple names, like CabF, CabR ...

Now, start the CabView Editor.

Go to FILE/NEW and chose you Locomotive:
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Now the CabView Menu apears:
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In the Fields Front, left, and right you put your three new pictures. You dont need do fix the other parameters, we will do that later. We will look at some existing Models as a help, later. Ok, push the OK Buttun, and ...there it is.... 
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Be happy for a short moment, than save the Cab file and go back to your 3D Software. Load the CabView. Hide all Objects that will not move later, also not become a Controller. Make all Objects that will become a controller visable. Looks like this::
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You can see it from picture 0 to picture 8, this will become a 9 frame animation. At the end, you must have 9 pictures, 1024x768 size. Animate your controllers, switches only have a animation in picture 0-1. Remember the start, if you have controller that cut other right here, you will be in trouble later. I use grey as background color here only for the tutorial, you should use black, very usefull is if your 3D Software is able to do „SuperBlack“.

This will help you to make stamps, later. Save your nine pictures, go to your graphik software.

Hard working, Load the nine pictures and resize them unpropotional to 512x512 pixels. They have to be square !

We start with the EngineBreak Controller. We need a mask, that fit the first and the last position of the controller. What ?
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Looks like this. The Mask must be squere. Lucky if you own Corel Photopaint, it has a function to definate a mask size. Make a mask in picture 0 and save the mask to Disk. ( Corel can do that, dont ask me how other Software do that ) Go to picture 8 and load the mask. See if it fit. Yes ? Go back to picture 0 and copy the mask. OK, go to „Paste, as a new document“

We want to do a 3x3 picture, so go to „Papersize“ and make the Pictures size x3, if the mask is 80x80 pixels, make it 240x240, leaving the first object in the upper left corner. So, work for dummies now, go to every picture from 1-8, load the mask, copy the mask and past it one after the other in the new picture. Looks like this:
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New from Clipboard, Take it 3x3 Size.   Paste one mask after the other till it looks like this

Bind all Objekts to background, step 1. ready.  Now take a colormask, that is the point when „Superblack“ gets payd. Save it as 32bit TGA. The  TGA´s, photopaint saves do not work ! Load it in PhotoShop or any other Software and save it again. It should looks like this, the controllers parts are white.
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Convert the picture with Makeace.  The picture must be in /V90/CABVIEW now

I DO NOT HAVE THE ENGLISH VERSION OF MSTS, DONT KNOW THE RIGHT NAMES IN THE FOLLOWING MENU POINTS.

Go back to the CabView Editor. Go to NEW CONTROLLER/???. Chose EngineBreak ( EngineBreak is not avaible with every engine !)

Go to  FORMAT/GRAFIK. At SEARCH load your EngineBrake picture. Go to change:

[image: image13.jpg]Frames fiir die Steuerelemente im Fiihrerstand

Anzahi der Frames: [3
Fanebicte: [~
Frametihe: [

fame hoiizon =
Fiame hrzont: 5 |

rondlflia 8

Framezuordrung i gestultes Steuerelement

stk [T 2 rand T 4

Konfiguration der Mulistatusanzeige:
Aktueler Fame: = =

3 x 3





Change the frames to 3x3. Most of the other parameters we will fix later with WORDPAD. Push OK.
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After OK, the Controller should apear in the  CabView upper left corner ( yieepie ! ) Drag em to his place.

Now to the other parameters. In some cases you can use hours to try to fit the way the controller works, it will not work. Go to your WorkPlace, to  /V90/CABVIEW ( or where you have the Cab ) and open the *.cvf  file.

There we will find:

Lever (




Type ( ENGINE_BRAKE LEVER )




Position ( 414 216 85 85 )




Graphic ( bremse01.ace )




Style ( SPRUNG )




MouseControl ( 1 )




NumFrames ( 9 3 3 )




NumPositions ( 1 0 )




NumValues ( 1 0 )




Orientation ( 0 )




DirIncrease ( 0 )




ScaleRange ( 0 1 )



)

Position ( 414 216 85 85 ) Is ok, you can easy fix it in the Editor.

Graphic ( bremse01.ace ) that is our graphik file, ok

Style ( SPRUNG ) buffert, not important

MouseControl ( 1 ) yes, you can controll  it later with the mouse, ( 1 ) or not ( 0 )

NumFrames ( 9 3 3 ) so, that is important. The CV Editor has done it right here. This Parameter says: We have  9 picture, a square of,  3 x 3 pictures. 

NumPositions ( 1 0 ) 
important. The Engine Brake only knows only on/off as funktion, that is OK.


Have a look at the TrainBreak. She knows other functions, like SERVICE or EMERGENCY BREAK. Looks like this:

Type ( TRAIN_BRAKE LEVER )

NumPositions ( 5 0 1 6 7 8 ) 
What you see here is, for every function the Controller knows, there is a Frame he use. You can copy this from a working CabView, but look, you have only 9 picture, no count should be higher than 8 ( start counting at 0 )

NumValues ( 1 0 )
How much positions have i ? 1 0 is OK with the EngineBreak, or have a look at the TrainBreak. it goes in five steps smothly to 95%

NumValues ( 5 0 0.3 0.85 0.9 0.95 )
The definiton of the steps, five steps from 5 steps, 0 to 95 % 
Orientation ( 0 )
This is the direction i have to move the mouse later at the CabView to move the Controller.

DirIncrease ( 0 )
And this is Part two, in which direction have i to move the mouse to increase the controller.

OK, long talking, short meaning. If you place the controller with the editor, and it works correct, you are lucky, but if it dont work correct, fit it via WordPad. Copy from an existing one if posible.

Save it if needet, and leave the Editor, edit your locomotives .eng file to use the CAB. Start MSTS and load your Loco. Dont look out of the window, we are laying on the floor :) but the controller works correctly. Ups, a lot of controllers are missing, but you will fit that now (
Specials:

Neadles are a bit different. An Example, the Speedometer:[image: image15.jpg]Eigenschalten fir die Anzeige der Futverstandansicht
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1. What are we doing ? A Speedometer

2. Important, it is a Scala

3. And it use a graphic, that we have made or take from a other Cab, and load it via SEARCH ( Durchsuchen ) we use „zeiger1.ace“.

4. Important ! This is the turning point of the Needle. „zeiger1.ace“ has 36 Pixels und turn a bit under the middle, also 16

5. Unit, Miles oder Kilometer .

6. Minimum  is 0

7. Maximum should be a bit over the Speed the Loco can go

8. Area the Needle works. Like a Compass Rose, 0/360 ist top, middle,right 90, down 180 und middle, left 270. The Speedometer runs over the top from nearly down left ( 240 ) to nealy down right ( 145 ) so easy (
Others

Switches, using only two states should save as 2x2 pictures, CV Editor can handle that better.

Now, the position. Again, open the *.cvf file ( you can do that to with the CV Editor )

Tr_CabViewFile (


CabViewType ( 2 )


CabViewFile ( 290cabf.ace )


CabViewWindow ( 0 0 640 480 )


CabViewWindowFile ( 290cabf2.ace )


Position ( 1 3.85 0 )


Direction ( 15 0 0 )


CabViewFile ( 290cabl.ace )


CabViewWindow ( 0 0 640 480 )


CabViewWindowFile ( "" )


Position ( 1 3.7 0 )


Direction ( 5 -52 5 )


CabViewFile ( 290cabr.ace )


CabViewWindow ( 0 0 640 480 )


CabViewWindowFile ( "" )


Position ( 1 3.9 0 )


Direction ( 2 35 20 )


EngineData ( GP38 )


CabViewControls ( 17

Position ( 1 3.85 0 )
This is our Position, how we stand in the locomotive, using the .s file. What that means: We are 1 Meter from the Middle, 3,9 Meter over the Rail and in the Center of the lenght of the Loco. It is important to have a look from above, if you are in a big machine. 

Direction ( 15 0 0 )
Direction of viewing. 15 decrease down, as an example, more is not to set at the frontview. So better with the look at the left window.

Direction ( 5 -52 5 )
5 decrease down, where 0 or360 is strait ahead, we look -52 degrease away from the middle, that let look us to the left. ( -90 would be full left ) If you want to turn the picture a bit, like here 5 decrease, this may become usefull if you picture is not strait taken. 

So or so, you have to start MSTS, look like it works, edit again till it fits. I hope that this Tutorial may help you a bit, and if someone will put it into good english, that would be nice.

MadMike
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