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3D Studio Max MilkShape

MilkShape

MilkShape
Half-life

N -~

*.smd

3. Export Reference SMD

4, SMD.
Export Sequence SMD

MilkShape

1. Milkshape —

- Half-Life SMD
2. SMD

Triangles
3. Anim.
Anim

4 SMD

' Triangles Skeleton

5. MilkShape
Anim

6.

MD3(.pk3 )
3DsMax SMD
;wunderboy.org

3DS Max 2009 Source SMD File Exporter
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MilkShape
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MD3
MilkShape

MD3

1
1) tag_head
2) Tools —Quake Il Arena — Generate Contorol File

Head.qc

// Quake Il Arena MD3 control file, generated by MilkShape 3D
/i

$model "models/players/EXAMPLE/head.md3"
Il reference frame

//$frames -1 -1

[/l frame 1-100

$frames 1 100

$flags O

$numskins 0

// you can have one or no parent tag
//$parenttag "tag_head"

/I tags
$tag "tag_head"

/l meshes (surfaces)

IMPORTANT: in the folder structure “example” this will be your actual character’s
name as read by UC-win/Road. Further, you have removed any references to a mesh
or material as well as information about the torso tag.

example UC-win/Road
3) File> Export > Quake I
Arena MD3 QC head.md3
MD3
taghead h head( )
example UC-win/Road
torso tag



/I meshes (surfaces)

$mesh “h_head”

$skin “models/players/EXAMPLE/EXAMPLE .tga
$flags O

EXAMPLE

MD3

1

1) tag head tag torso
2) Tools — Quake Il Arena — Generate Control File

upper.qc ( )

x Quake Il Arena MD3 control file, generated by MilkShape 3D
$model "models/players/EXAMPLE/upper.md3"

/I reference frame

//$frames -1 -1

Il frame 1-100

$frames 1 100

$flags O

$numskins 0

// you can have one or no parent tag
//$parenttag "tag_torso"

/I tags
$tag "tag_head"
$tag "tag_torso”

/l meshes (surfaces)

3) File > Export > Quake Il
Arena MD3 QC upper.md3

MD3
taghead tagtorso u torso( )

/l meshes (surfaces)

$mesh “u_torso”

$skin “models/players/EXAMPLE/EXAMPLE .tga
$flags O

EXAMPLE
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1

1) tag_torso |legs

2) Tools — Quake Il Arena — Generate Control File

lower.qc (

// Quake Il Arena MD3 control file, generated by MilkShape 3D
I

$model "models/players/EXAMPLE/lower.md3"
/I reference frame

//$frames -1 -1

[/l frame 1-100

$frames 1 100

$flags O

$numskins 0

// you can have one or no parent tag
//$parenttag "tag_torso"

I tags
$tag "tag_torso”

/I meshes (surfaces)

$mesh “|_legs”

$skin “models/players/EXAMPLE/EXAMPLE .tga
$flags O

EXAMPLE

3)

File > Export > Quake Il

Arena MD3 QC lower.md3

MD3

(QC YMD3

Model/players/EXAMPLE

b
=
2
(1
tafl



MD3

/
uvw
MD3
MD3
1) Notebook
2)
1
models/players/EXAMPLE/EXAMPLE.tga
tag_head,

models/players/EXAMPLE/EXAMPLE.tga

tag_torso,
/
|_legs,models/players/EXAMPLE/EXAMPLE .tga
tag_torso,
3) head default.skin
default.skin legs default.skin
h head utorso

head,models/... u torso.models/...

IEXAMPLE-2.tgs

Head NEW.skin

- NEW’ UC-win/Road

upper
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MD3

NOTEPAD

// animation config file
sex m
headoffset 0 0 0
footsteps normal

/I first frame, num frames, looping frames, frames per second

0 0 0 0 // BOTH_DEATH1

0 0 0 0 // BOTH_DEAD1

0 0 0 0 // BOTH_DEATH2

0 0 0 0 // BOTH_DEAD2

0 0 0 0 // BOTH_DEATH3

0 0 0 0 // BOTH_DEAD3

0 0 0 0 // TORSO_GESTURE

0 0 0 0 // TORSO_ATTACK1 (MUST NOT
CHANGE -- hand animation is synced to this)

0 0 0 0 // TORSO_ATTACK2 (MUST NOT
CHANGE -- hand animation is synced to this)

0 0 0 0 // TORSO_DROP (MUST NOT
CHANGE -- hand animation is synced to this)

0 0 0 0 // TORSO_RAISE(MUST NOT CHANGE --

hand animation is synced to this)

0 0 0 0 // TORSO_STAND

0 0 0 0 // TORSO_STAND?2

0 0 0 0 I LEGS_WALKCR

0 0 0 0 I LEGS_WALK

0 0 0 0 I LEGS_RUN

0 0 0 0 I LEGS_BACK

0 0 0 0 I LEGS_SWIM

0 0 0 0 I LEGS_JUMP

0 0 0 0 I LEGS_LAND

0 0 0 0 I LEGS_JUMPB

0 0 0 0 /I LEGS_LANDB

0 0 0 0 I LEGS_IDLE

0 0 0 0 I LEGS_IDLECR

0 0 0 0 /I LEGS_TURN
‘MUST NOT' ...

animation.cfg
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First Frame:

Num Frames
60

Looping Frame 1

30

Frame per Second

BOTH

TORSO

MD3

LEGS
EXAMPLE
90
20 70

4 0

30 90 70 25
UC-win/Road

UC-win/Road

60

25

MD3

60

30

Legs Walk

30

30

‘I LEGS_WALK’



1 UC-win/Road

icon_default.tga

models/players/EXAMPLE/

UC-win/Road

Head.md3
Upper.md3
Lower.md3
Head.qc

Upper.qc

Lower.qc
Head_default.skin
Upper_default.skin
Lower_default.skin
Animation.cfg
Icon_default.tga
EXAMPLE.tga

.QC

3

64x64

EXAMPLE

24

tga
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hide file extensions for known file types

Winrar
1)
2) Winrar
3)
4)

OK

. Zip
zip

.PK3

UC-win/Road

ZIP

.Zip

UC-win/Road

.pk3
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