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TUTORIAL - Gmax (version 1.2) (for Trainz 2006, workable also2604) Updated Sept. 15, 2008. By Jyite
Christrup.

Lesson 1 continued: . DOWNLOAD THIS

w TUTORIAL AS PDF

HOW TO MAKE A SIMPLE HOUSE , Step by Step (and how to make it usable for Trainz, includingoad
procedure)

[PART 2 - Trainz]

This is where TRS2006 and 2004 part ways. File mamagt is different in the two version. As | onlwb&006, | will explain how this is done here.
If you are thinking of making assets yourself, Ishassume that you know enough about your Trairgiore2004, to be able to adjust this to to the ofay
doing things there.

However, when | make an asset, | make it in suefyathat it can be used by both versions. It'sstimae work either way, and there's no sense in dixguhalf
the Trainz community from your assets right off ba¢. So, whether you are working in 2006 or 200¢iou make your file like this sample, it will wiorfor
both versions.

A special word for skandinavian users: You canthsevowelsa,@,dn Surveyor, for instance naming buildings andsiat least that's something), but DO
NOT use them anywhere else, not in file names caniginly not within config.txt. It can have sommenpected and unwanted consequenses, at times will
render your file unusable.

Just in case you are very very new at this, letsagew facts straight first:

When you look "inside" an asset (done in explamesre about that later) - a regular scenery adeetlihouse, that is - you will see that it congéts basic
items (at least):

- config.txt This file sometimes called a "script”. It is a plain tBbt with information for Trainz about the file, drdirection for Trainz
on what to use and how to use it.

- somefile.im This is tfile you just exported from Gmax. As you now knatgontains your basic structure, mapping for yexture, and
also a reference to the next file.

- someskin.texture.txt This was madé&hbyax as well, when you exported your file. Youl wétice that it has the same "first name" (som@s&s
the bmp file (skin) you used.
Addtfiile is referenced in your .im file, the nametlois cannot be changed.
Thiie is a plain text file, and contains only a mefiece to the next file (which you can change aslede

- someskin.bmp This is thengkdu just used to wrap your structure. It hasatpalong with the .im file.
Yoarcchange the name of this file, as long as yonghéhe name in the reference of the texture.twiedls
Yoarcexchange this file with another one. This istibi@done when an asset is "reskinned".
(Ymight see this in different formats, such as agapg)

- somepicture.jpg Every assettrhase a "thumbnail". This is the little previewchire that shows up on DLS, and in your CMP (traijectz
for 2004).

DLSlwefuse your asset if you try to upload one witha thumbnail (howadays anyways).
Thikefis referenced in config.txt and there are soubes about this, that we will dig into later.

Lets have a look in CMP.

We're going to have a look at a file | made eafkereskin):
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E Content Manager Plus

In order to have a look "inside",
you right click on the file
then hold cursor over “edit",

then click "edit in explorer"

When the folder opens, you can see that the asssists
of exactly the 5 basic files | was talking about.

That's all | needed to show you.

Close it again.

Oeofpate | Awhived | Disstled | Instaled | Fauky | localwoTbuitin | lecalnOTarchved | DENMARK depend NOT bult
Al | Today My Content | Sper For Edb ] Messing Dependencies | Dowriload Station | Lscally Modfied |
Type | Status | Name = | Asset KUID | Author 1D
m xjic dk shop emma <huld: 33615811060 > jythe
7} A i dk shap Frugtbutk <huid;386153:1084 > fytte
m E wic dk shop guidsmed <huld; 38615811073 iytte
0} ,. A stieceh ehiis havabiit chuidi 396158110835 fytte

rilram ik

Fle Edt View Help

e XTRY O 8 2

FCT 294 days left

770,20 MB downioaded Total
|_nethwork splead] |
z et sl
Item { of | Selected

Assel Name:

| % dic shop isenksam mik
Author Name: View Profie |

fytte
Your Rating:
Assel Size;

791,16 KB
Asset Region:

=3
Asset Category: Asset Location: I

@ m D AI xje. dk shap kosbmand <huld; 386 158;1070 > fytte
ST 04 U Al i d shop konkorartider <hidi386158:1077 > fyite
m E] A‘ xje dk shop modehus «huid: 386158:1081 > fykte
Q A i dk shop posthus <huid: 3861581078 > fytte
m A xje dk shop slagher whuild; 356 158: 1055 > {ytte
A @ A NI NTNES R

u <huad: 386158:1 070 e
!‘ wi ds Aszot Deballs huidi3se158: 1077 Iytter
e | s Archive
Q A g kg ki I06155: 1081 = futte
L o Cipy kems bo Cipbasrd  Cirl+C
__!J A e ok g Save to COP Crisshift+n | <hudi386158:1078 Tyt
ﬂ A wpckgs ML * | ehuidisssiss:iosss futte
ij A sk i 386159:1 060> jutte
l‘ Ay ke chid386159: 10653 ytte
Saleet 4l A
i’ Fa¥ e e luidi 3861581111 > it
=] Selact pjone ko
i‘ A ks Irvert. Selection Qe+l | <hud:386158:1009> Tytte:
“ ,,iA s | 4 openforkde CubE
Edi Keywords T
1N L - ,
,. o)l A cfish (3 DisableiEnable [ EdtinExplorer CrlshiteE |
*  GOone Edt in Content Craat Plus  ChrleShit4C
' O A| e fish
L4 Create new Version
B Delte Edt Soripk CorkShift+5
Tachrical Detals. ., ;
View Cortig Fie
tr> <tits

&% C:\Program Files\Auran\TRS2006\editing\xjc dk shop isenkram mik

File Edit ‘ew Favorites Tools  Help

\_{) |ﬁ: ,'._-1 Search ‘ [_E‘_f Folders |__? '

| Address |I_i| CiProgram FileshAurant TR32006)editingxjc dk shop isenkram mik,

Folders X Mame - Size | Type
cH | |E]gsreenshot$.ipg 14KE  IPEG Image
13 i [Z] confin.bxt 1 KB Tewxt Document
GRAMS ds shop interior touch.im 9KE IMFile
E:l main. texkure. bxt 1KE  Text Document
ents and Settings (% mikkelsen.brp 769 KB Bitmap Image

3

ache

. Eilee



As you closed the folder, you may notice, the | | ==l = =/ s
the file now has @ @ xjc dk shop havebutik <huidi 3861581083
a little "tool box" next to it.
@ wjc dk shop isenkrann mik <kid! 3861581085

That's because, whenever you go to "edit in ) !

" . . xjc dk shop koebmand <kuid:386158:1070 =
explorer”, the file will
also be "open for edit". al N A i dk shiop kontorartikder chuidi386158:1077 >

When a file is "open" it cannot be used in Trathis is why,
when you go to launch Trainz
from within CMP, it will give you this warning >>>>

Content Manager Plus

‘What would you like to do? !

¥ Reopen Assets Commit | Don't Compmit Cancel ]

I ‘p ‘fou have assets open for edit and won't be able ko view them in Trainz unless they have been commited
-

If you leave the "reopen assets" box ticked, yaseawill be
opened again when you leave

Trainz, and reenter CMP, which is handy, when yewarking
with and testing a new file.

You can then commit your asset before you go tinZra I

e dk shop havebutk <huid: 366158 1083> it

Doyrioad
You do not want to leave the asset (we just loak&s) open, so Upload S SaeIB TRy e
) . ] Asset Datals <l 386158 1077> wte
right click on the file, Archive
R O G <kddi 36615811081 nite
hold over “edit", <huid: 306 158: 1076 tte
H " o View im,., (3 oz ; _
and click on "commit A SEeT AT hite
<huid: 386158:1080> itte
<hgid: 366 158: 1065 > fbe
Select 2l Chrk+a
. . <hsid: 38615811111 ke
The file is now closed and committed. Select Hone i
Irwvert Selection Chri+] <hid:i386158:11095 Tythe
| e 4
Edt Keywords Revert R
Rating L3
. DisableEnable Edlt In Explarer ChrH-Sht+E
& Clone Edit in Content Creator Plus Crl4Shit+C
Create new Yerson
# Delet=s Edit Script Clrishft+5
‘iew Mesh Technicd Detals, .
View Config Fie | Commit cm.m.

Now, let's make our own.
As you probably know, each and every asset hasgaenkuid number.

In order to make a new asset, you need a new kuitber, and you also need a folder inside Trairputat in.
In 2006, CMP does both for you automatically, imeitof 2 ways:

1) You can create a new asset in CCP (Content Crelas). Rs CCP is specific to 2006, and also rathew siod annoying to work with, we are not going to
use that method.

2) You can clone an existing asset in CMP. As thigst and easy, and suits our purpose just daéimalis what we're going to do.

Pick a file, any file, it does not matter, as lawmit's locallly on your
computer
(downloaded or built-in).

Item
13 Asset <kuid: 3861581085 > successfully cdoned ko <huid: 386158:1117>

Right click on the file (just like before), and dion “clone".

|~
|

Once CMP tells you you have a clone, click "viewriain list"

Yiew ir main list Close
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This is your new asset. It has a brand new ku Quk af Date I Archived J Disablad I Installed l Faulty I local MOT Builtin I local MOT archived DIES

YOUR kuid. Type | Status [Hame - [ Asset KU
It will still have the same name as the asset y @ @ geskshopiseekeamE il FhAIISEG o0
cloned from,

don't worry about that now.

It is also open for edit,

and you can tell from the icon with a black and
white box, that it is a clone (don't worry about
that either).

& C:\Program Files\Auran\TRS 200 6\editing\new asset

Now, like you did with the other file, go to "edtit explorer” (for this file) Pl R ew ehaviest ol Rt ar
. . . N . Hach ? ) Search "“:-1’ Folders I..J e
Depending on which asset you cloned, there miglriy¢hing in there, it v/ o 7 I =
does not matter. : pddress |Iﬂ :\Pragram Files'l,P.uran'l,TRS%Dﬁ'l,editir@'l,new assefbJ V| o
. - . " " . Folders X Mame -~ Size T
.\.Nhat- is ct'er.taln is, thatill be called "new asset" and thevil be a e 2| B dscronshott. R
config.txt' in there. 5 & eoviTe ~ ] confin bt | LKE T
o ) @PROGRAMS ds shop interior touch.im 9KE IN
Now | want you to delete everything in theescept the config.txt file ) del =] main.texture txt LKB Tt
|7 Documents and Settings — | 2 mikkelsen.bmp JEIKE Ei
B () drivers
) amax

& C:\Program Files\Auran\TRS 2006\editing\new, asset

File Edit ‘iew Faworites  Tools  Help

Make sure you end up with this, nothing but thefigoixt file u" © |? /f) giip H:'- Folders || [ -
¢ Address |I_|j C:\Program Filesiauran| TRI2006%editing new asset
Folders X MName -~
| &) @BATCcH A Bl confine

- R ) ) @ITTE

Now you need to fill it up again with your own file 5 5 @PROGRAMS
# () del
lfj Documents and Settings =
(T drivers

With windows explorer, open the folder you createadier, which has your Gmax files in it.

Copy 'myhouse.ithand 'myskin.texture.tktinto the new asset folder (do not move them, yaght need them again).

Also move up to the TUTHOUSE folder, and copyyskin.bmpinto the new asset folder as well.
(This is where we had the mixup in the previousdes should have had all the files in the sameefoldut all of this does not matter, as long askmaw
where to find the files you need.)

(=1E

& C:\MYMAXATUTHOUSE\myhouse

\Program Files\Auran\TRS 200 6\e diting\new asset

File  Edit Wiew Favorites Tools  Help _':f" e F
. A = =y =i - N y = = ES i
i @ Back > l.ﬁ P Search || Folders | | J K Bad > I? 7~ Search 1| Folders | J
i hddress (I CAMYMAR TUTHOUSE \myvhouse V| Go | address |5 C:\Program Files\Auran) TRS2006)editing|new asset
. MName =~ Size . Type Folders x Mame -~ Size
| P 4 e S
File and Folder Tasks | myhouse.gmax 127 KB  gmax sceng ) @BATCH B Ej confin.kxk 1KB
= 3 b .0 1KE  GMW Fil k- =
C& Maove the selected items @m e - W % I @WTTE

3KB IMFile
1KB  Text Docurent

2 shiobise. im L -
!D Copy the selected ftems : + |'_‘.:-:| @PROGRAMS

) dell
Publish the selecked ikems - j -
ko Ehe Web = [C3) Documents arnn

() E-mail the selected items i I|E| drivers
9 Deleta the selected jtems i I:l gma

i b (3 386

-+ () M30Cache
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For now, close the folder.

username
trainz-build
kind
category-region-0
category-era-0
category-class
region
type.
assetfilename
height-range
mesh-table {
default {
mesh
auto-create

}
}

description
For TRS 2004 and 2006"

license
thumbnails {
o{
image
width
height
}
}

So now you have 4 of the 5 basic files you need.

We will deal with the thumbnail picture later.

Before we continue, we need to look at the setupainfig file.

"xxx myhouge"
24

"scenery’
ISt

"'1960s"

YRH"

"USA"
"Residential"
"xxx myvhonse"

-10,100

"myhouse.im"
1

"My first house sample.

"Freeware"

"$screenshot. jpg”
240

180

<kuid:386158:1117=

i v C:\Program Files\Auran\TRS 200 6)e diting\new: asset

File Edit Wiew Favorites Tools  Help ﬁ'
p - = ! == i)
@ Back. 7 ? / Search |I}i..- Folders | I J
Address [l Cr\Program FilesiAurant TRS2006\editinglnew asset M Go
Falders x Mame Size  Type
) @BATCH ~ I'EI config.txt 1KE Text Document
o @vTTE [ mvhouse.im 3KE IMFile
) @PROGRAMS m myskin. bescture. bxt 1KE Text Document
ey () dell | royskin. brop 769KE  Bitmap Image
! IJ) Documents am
| drivers
H ) gmax
b0 P inme

The names you see to the left, "username", "kincl"ae called "tags".
Some tags are required for a file to work, someoat®nal.

I will not explain everything in detail, if you wato know more about this, the
"Content Creation Guide" for 2004 and 2006 respdgtivéll provide details on all
manner of tags and their uses. They also have dpg@anwith all the codes you may
need when you make your own assets. (Links for ¢tuads below.)

Like | mentioned before, we want to make a usemflly file, one that can be used by
both '04 and '06.

For a house, such as the one you just created;dhfig here, is what you need to do
just that,no more no less

The green texts are the ones that you can change.
You don't need to for this exercise, and | suggestleave it for now.

Just a few things | want to point out:

usernamas the name of your asset. "xxx myhouse" is forethis sample

But when you create a "real" asset, put some thdnghthe naming. I've seen names
like "BX742" on DLS (don't know if there is suchtartg, this is just an example). Who
knows what that is? A name like "JVC grass greeimspbn the other hand is multi
informative, you know instantly what it is, whaifrom, and it's easy to search for.
This with initials up front is also a way to "burigfour own stuff together in
dependency lists etc. Easy to keep track of.

asset-filenamshould be the same as username, so when you chsegeame, change
this as well.

trainz-build is set to 2.4, DO NOT CHANGE that. This will make file show up on
DLS as a "2004" asset. That's fine. If this wags@5 (default for 2006) the file
would notwork in 2004.

height-ranges for the benefit of 2004. In 2006 the abilityhteight-adjust a scenery
object is default.

descriptionis where you enter a general description of yder Pleasalo enter one.
Apart from explaining what your asset is, it woblela good place to add the line (in a
prominent place) "for TRS2004 and 2006". Since sy meany older assets are faulty
for 2006, and this file will show up on DLS as ®02" file, this is a nice way of telling
the users, that this file is A-OK for both. Thisaiso the place to put proper credit to an
original author if you happen to be reskinning sbouy else's asset. As you see, you
can have line-shifts here, which it makes it easieead.

meshis a reference to what image file to use (your &file), and obviously has to
have the exact same name as the file you made Bx(sv if you named that one
something other than "myhouse.im" that has to laagéd in here as well.

licenseis optional. If you don't mind or care what peogidewith your file, leave
"freeware" in there. If you feel like imposing méstions on what people can or cannot
do with your file, this is the place to do so.

thumbnailsrefers to an image file, which we don't have yetill explain that in more
detail later.
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P config.txt - Notepad
File Edit Format Wiew Help

Now let's get back to your clone Iki Hied
region
go to "edit in explorer” %’Sﬁt

ohsolete-table 4
Open the config.txt file B -
category-region-0
category-era-gQ
category-class
asset-filename
username

description

pansk butik, isenkram.

Just click on it, as it is a text document,
it will automatically open up in notepad.

Depending on what file you cloned,
there could be all manner of things in here.

It does not matter reskinned for Denmark.

For TRS 2004 and 2008,

Skin and mesh by DomSarto.

The only interesting item is the very last line [E TR/ trainz. christrup. net/”

Thumbnails {

it will say "kuid" and the new kuid for your 09 .

clone e
height

Delete everythingxcept the last line with the ¥

kuid Eu‘id—tab'le 1

"scenery'
"Dermark"
"Commercial”
ali:

BC
"D5 Shop INTERICR TOUCH'
“wjc dk shop dsenkram mik"
"pDanish shop, general.

"$screenshot$. jpg”
240
180

T

<kuid:386158:1117> \]

Copy all the text you see here to the right >>>>

(you will notice it's the same as we went througbwe, except the kuid line)

thenpastethat into your config file

(above or below your kuid line, it does not matter)

Click "file", then "save", then exit notepad

Just one more thing | need to show you.

Open up the "myskin.texture.txt" file (just click @ and it opens in notepad)

username
trainz-build

kind
category-region-0
category-era-0
category-class
region

type
asset-filename
height-range

mesh-table {
default {
mesh
auto-create
}
}
description

For TRS 2004 and 2006"
license

thumbnails {
0{
image
width
height
}
}

"Xxx myhouse"
2.4
"scenery"”

"BH"
"USA"
"Residential"
"xxx myhouse"
-10,100

"myhouse.im"

1

"My first house sample.
"Freeware"
"$screenshot$.jpg"

240
180

B myskin.texture.txt - Notepad
File Edit Format VYiew Help

Ff%hary=mgskin.ﬁmg

Tile=st
See how this file has a reference to your skirrfile
h_‘ you change the name of your skin file, you aised to change the name inside tt
?lljeijlt only the name)
Now exit the folder.
Back in CMP, right click on the file, hold over "égliand click on "commit”
Now your file has it's new name
- T R T, - B LBEIELES [ umieEs E
Type | Status [ Hame | Asset KUID

& A W

xxx myhouse

<kuid:386158:1117 =
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Now it's time to check out your new houst
in Surveyor,
and also take a picture of it for a thumbne
image.

| soux myhouse

. . = = " xxx myhouse
Go into Trainz, in Surveyor and look up 1

your
new asset name.

Place your house on the board,
and take a nice picture of it.

The easiest way to do this is to hit
"print screen” in Trainz when your house
is lined up nicely, then exit Trainz,

go into your imaging software,
then copy (or CTRL-C) the picture into thg

Just in case you do not have imaging
software,

| made a picture for you to use for this
exercise.

It has already been renamed.
Download it here$screenshot$.ipg

. . - & C:\Pro Files\Aurs
Once you have a nice picture of your house, youd neeesize it to exactly 240 x 180 L2BLN o R AL

pixels, then save it. File Edit ‘iew Favorites Tools  Help

This file has to be240x180, and the lines in config as well, or il wot work. ol \j I} ,:1 e ‘Lfi Foiders || [ -

Go back to CMP and open your file in explorer, thepy the picture you just made int|: address ) Criprogram FlesiAuran| TRS2006leditinglos myhause

the folder. Folders b4 Name_ - Size  Type
. . . . X . i =] config.txt LKB TextD

Then right click the picture file, click "renameind change it's name to = m bieEE i KB IMFie

"$screenshot$.jpg" : [ mivskin.brmp 769KE  Bitmap

[E] myskinbesbure txt 1KE TextD

TRS2006 does not care what name your thumbnaisito(ay as it is the same as the |4 settings [ dscresnshiots i 10KE IPEGI

reference in config),

but those using 2004 and TrainzObjectz will noabke to see it, unless is has this narie.

So now you have all of your basic 5 files.

Right click, edit, and commit again.

You should be able to see all the file informatioriasset detail" now, including picture.



You could call it done now, or you might want tosdt as acdpon your harddrive (make a folder just for your cagsets).
If s0, right click on the file, click "save to cdpype in the file name, and save.

If you save it to cdp, then delete it in CMP, theaport it from the cdp again, the "clone status'l bé gone.

In order to get it back into CMP, all you need toiglgo to the folder you saved it in, double clizkthe file,

and it pops right up in CMP again (it will be open &dit and needs to be committed).

If this was a "real" asset of your own, and youehdauble checked that everything is in order, yould now be ready to upload it.

For later use, | want to show you the uploading
procedure:

Uploading an asset to DLS is easy in 2006.
Make sure your asset is committed.

In CMP, right click on the asset,

then click "upload"

You will see the "upload" panel pop up to the
left,

and also a new window.

In the window, click "check none", then
"accept”

After the window disappears, you click on
"upload" in
the upload panel.

(No picture here, | did not want to upload this
for real,

and you shouldn't either. Wait untill you have an
asset

of your own.)
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As soon as your file has been uploaded, you brow#eopen,
and you will be in your Profile area on Auran (yoay be asked to log in).

Click on "Your content"

now click on "unprocessed"

(Since | haven't uploaded anything today, ho mareiges)

In the new window, you will see a file,

it will not have your file name, just "upload",
but it will have a time and date stamp
It will also give you the option of cancelling tpeocessing.

This comes in handy at times.

Let's just say that you uploaded 3 files.

Then you discover a problem of something you forgobne of them

You now you can cancel the processing (it will in¢his area till the next day),
but which asset to cancel?? You might have to dafidhree and then upload
again.

| always have a little list of the kuids | uploaadhd note the time stamp on each.
Then if | need to, | know exactly which one to calnc

(Been there, done that, making notes DO help.)
This is also why i upload one asset at a time.

You can put several files in the upload panel, gpldad them in one scoop.
But they will all be in the same "upload package"



Your file will be processed automatically overnight

That is if was OK. Should there be a problem infileg

you will receive an email in the morning (Austraiiae),

that your asset was denied. You will then havextthie problem
(email should tell you what it is), and upload agai

Let's assume you did this right, no problems.
You will receive no message.

The next morning you will then go back into youofile page
and this time you will click on the "preview area"

This area will have your newly uploaded file listed
by name and kuid number.

You will need to click on the file (each of thentliere is more),
That will bring up a new page that will have yossat with details, picture etc.
Make sure everything is OK, the click "approve".

You have to approve yourself all files that youagal in this fashion.
(Why this says "optional" | do not know)

Once you have approved your file, it goes intowhéting area.

It will sit here till Auran approves it.

This may be later the same day (often is), or cbeldiays later, that depends
(on what | don't know).

Once your file has been approved by Auran, youredeive an email

(one for each file uploaded), stating that it ipr@ped, and will be on DLS

in 6 hours or so.

So, after the magic 6 hours has passed (or arfittke), you can go to DLS,
make a search on the file name, or your usernangeadmire your new asset.

That's it.

Congratulation! You have a brand new asset.

But please, do NOT upload this sampleFirst of all, we don't want to clutter up DLS ki bunch of sample-houses, secondly we don't tedrear giggling
in the corners of forum.

If you must share your newfound success with g send the cdp to a friend, and let him/herieglit

Now it's time to go practice, and make your otuifs
Hope you have fun.

DOWNLOAD LINKS: (from Auran)

2004 Content Creation Guide

2006 Content Creation Guide

The Content Creation Guide (at least 2006 )haise chapter on Gmax modelling and guidelinesels

If you want to get into making new assetseskmnning other assets, You really need good ingggirfitware.

If you're trying your hand in Gmax, | suspgati alrady have one, but if not, you will need one.

Unfortunately there aren't any good free ones.

| can only speak of Jasc Paint Shop Pro (f@arel), since that's what | have. It's pretty gaot] it's not the most expensive out there.

When you buy a new computer, a trial versibthis usually comes with it (dig into your PC aresf it's there).

This trial gives you 30 days of playing (naich), after which you must buy it. | did this rethgnand it was $60.

It's more expensive to buy the versions ynd fin the net, allthough they might be newer. Yduhave to investigate to see what suits you best.
Most software will allow for a trial downloadp you can see if it's for you before you buy it.
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