TEXTURING
Serious Sam game usually need 3 type of texture:

e Default
e Team Red
e Team Blue

But since Serious Sam Siberian Mayhem don’t have Multiplayer Mode such as PVP
or team deathmatch, we only need default texture only, no need team red and blue.

Also new Serious Engine now flexible to accept various kind of texture format such

as jpg and png, tga format wouldn’t require as per last serious engine 3 and before.
So prepare all your texture

1. Create new folder and rename it as “Texture” in your model project folder.
Example: ...\steamapps\common\Siberian
Mayhem\Content\SeriousSamSM\Models\Characters\RohaniMai\Texture

Name

Texture
.| RohaniMai.bmf
1 RohaniMai.FBX
| RohaniMai.mdl
1 RohaniMaiSkeleton.FBX
| RohaniMaiSkeleton.skl

2. Copy all use texture into the folder. Naming for files;
i) If you have transparent texture, use .png or .tga

ii) If you have Normal map: put “ NM” at end for all normal maps files name
(case sensitive)

g_ﬂr

it

Expression.png eyeball_L,jpg eyeball_R,jpg eyeShme png iris.png RohaniBody.jpg
RohaniBedyNor RohamBodyVS T RohaniHair.jpg RohaniHead.jpg Suit,jpg SuitNormal_NM.,j

malMap_NM.jpg exture.jpg P9

3. Back to Serious Editor. Now to create Serious Engine texture “.tex”. Go to
Texture Tab > Create texture



amd_dev] - [SeriousSamSM)] - [Beta] - [Direct3D11 | X£
dow [Texture | Themes FPerforce Script Guide Deb

L[] create texture Clri+Shift+T
—  Color corr rl+ +alt+ |
Edit dyl Invoke create texture dialog (Ctri+Shift+
Cache thumbnails
[ Make sprite sheet

Browse your texture. Select all texture at once and then open

x

i~ BA ¢« *0=, &

(Content/SeriousSamSM/Models/Characters/RohaniMai Texturef -
[ ame e |see [ oate |

Cais: <DIR>

'___] Expression png 29002 2014/10/11 23:02:38

5=-| eyeball_L g 15816 2021/03/22 21:59:25

'__] eyebal_R ipg 15284 2021/03j22 22:01:49

_J eyeShine png 2542 20210322 23:52:22

'__] ris pna 20089 2022/05/29 20:34:41

E‘l RohaniBody ipg 480463 2018/07/03 16:23:26

J RohaniBodyMormalMap_NM g 606131 2018/07/03 16:23:17

[ ] RohaniBodyV3_Texture ipg 1204154  2022/06/06 23:26:52

J RohariHair ipg 278546 2020/06/26 12:06:46

‘=] RohaniHead ) 210377 2022/06/02 21:48:50

| ] Suit ipa 362999 2018/07/03 16:22:32

| ] Suithormal_NM ipa 750457 2018/07/03 16:22:19 I

File nama:|Content,u‘5eriousSanSMIModels;‘Characters;‘Rma'iMaijTextuef Open |

[Te:mms (*.hdr; *.jpe; *.jpeqg; *.ipg; *.png; *.tga; *.tex; *.Ist;) - Cancel |

Create texture windows will appear, usually leave as default, and click at
“Create” Button. It will repeat pop-up until all textures are created.

Source size: 256x256 (0,08 MB)

)\(, e )\_, 3 )—\\_(, &) Created size: 0.08 MB

Streaming: ON

Fistmtom’ﬂ

Create |

[~ Fastcompression W Flipx [~ Flipv
[ NewUID [ MewCRC

Cancel

Create texture (Content/SeriousSamSM/Models/Characters/RohaniMai/Texture /Expression.png) X
256x256 (0,08 MB), A, C; rgb=(243,243,243) Mame I\'d_.le
Fiter £
RGBARGEARGB v [Ting M sync [ hotiap [EY 0. @ cotaticTexture
RGBA RGB A Atlas params (none) -
Stochastic params (none) v
Min non-streamed in size -1 a“
Width 256 “»
Height 256 bid
e N e morops -
e —t Format compressed transhucent ... ™
’-\( N U wrapping repeat v
V wrapping repeat ¥
O ko O L 4 . E Border color black transparent v
Filtering default el
Min anisotropy 1 @
Max anisotropy 256 “»
Max texel value 1] “
Size In Meters 1 AL
R G B Platform flags [0] wox
Texture Matrix {none) ox
Color modifiers (none) SR =l
| | il




6. Now to apply the texture to model, Go to Mesh Editor

Mesh editor *  Polygo

Animation editar

Zallision editar '
Destruckion editor

Material editor
v Mesh editor

A A

Model editar
Skeleton editar

7. On Mesh Tab, see Under Layers [1] > Polygon maps. These are the list
materials appear that applied to your custom model

—

(] ceditmesh
B Layers [1]
=10

MName Rohanifai

Vertex maps [S6] FOSoR

= Polygon maps [10] FCSeX
EyeBall_L (5-255) (local) v
Eyeball_R (S-255) (local) v
Body (S5-8555) (local) v
Head (5-2718) {local) v
Suit (5-3562) (local) v
Hair {5-2948) (local) v
Expression (5-70) (local) v
Iris_L (S-255) (local) v
Iris_R (5-255) {local) v
Shine {5-510) (local) v

Let’s put texture on it




8. For starting. Let’s put the first texture on first texture. Click at small arrow at
side > new > ShaderPreset

Bl Layers [1]
B 0]
Name RohaniMai
Vertex maps [S6] FOSENR
B Polygon maps [10] FOSeX
[H EyeBall_L (5-255) (local) ¥,
Eyeball_R (5-255) [ hew ~
B Body (5-8555) Browse...
[ Head (5-2718)
Suit (5-3562) Reload
[ Hair (5-2948) Locate...
Expression (S-70) Open in external application
Tris_L (5-255) Shars
[ Iris_R (5-255)
Shine (5-510) Hono
Layer maps [1] pxE
Shader modifiers Save As...
Lightmap Edit note
Fade length Additional
Reimport file
Generate normals eyioes
Compress normals and tangents History
Enable collision mesh Recent files
- U T " La L]

9. Click at little “+” sign at side of Configurations [1] will create new Shader data.
Click at little arrow at side > Browse

=] Polygon maps [ 1U] FUCYR
= EyeBall_L (5-255) (local) v
[= Configurations [1] Q;} x
Shader {(none) b1
Material attributes New )
Flags Browse & e
Smoothing angle I
Smoothing threshold esoac
Collision flags Locate...
Tangent UYMap Open in external application »
Main UYMap For Streaming Share
Modifiers [0]
Eyebal_R (5-255) e
Body (5-8555) 20ve
Head (5-2718) Save As..,
Suit (5-3562) Edit note
Hair (5-2941(3) ) Additional
+ Expression (5-70 emplates
Iris_L (5-255) ! d
Iris_R (5-255) 75t )

-

shine (5-510) Recent files

i T 1




10.Choose “Standard”

Obtain some Shaders X
Name Path |4
@Architecture BinjactiveMod. module
|_Joefault Bin/Engine.madule
|_JFatLine Bin/Shaders.module
|_JGlitch BinjShaders.module
|_JGrass Bin/ActiveMod. module
|_JHighlight BinjShaders.module
BMUItﬂ.ayer BinfactiveMod.module
|_JNode BinjActiveMod.module
@NﬁrmalMap Bin/Engine.module
|_2JPlain Bin/Shaders.module
DE.,ReFractian BinjShaders.module
|_JRipple Bin/Shaders.module

_cStain Bin/Shaders.module

Standard Bin/Shaders.module |-
| TextureMetrics Bin/Engine.module
| Vegetation BinjActiveMod.module

OK

Cancel

=l
|

11.New long list appear. To make basic texture appear, find “base texture” > click

at “(none)” > Browse

=] shader
base color
colorize mask strength
base specularity
fresnel term
edge smoothing angle
base texture

base uvmap
base stretch U
base stretch ¥
base offset U
base offset
base rotation
coating color
coating specularity
gloss mask
gloss uvmap
gloss stretch U
gloss stretch ¥
gloss offset U
gloss offset ¥
gloss rotation
height map
height bias

[ acchician Fackar

12.Find the suitable texture we created, click “Open”

Locate...

Open in external application »

Share
None

Save

Save As...
Edit note
Additional
Templates
History
Recent files

neg




Obtain some Textures
Filvy AR &2 D =E_H l

Content.-'SenousSanSMfModeistharacterszohanMal.l‘TextweJ

[ Name |ext |sie | Date [
Ql “ <DIR>

Expression tex 90672 2023/07/16 09:59:44

ML tex 46711 2023/07/16 09:59:48 ]
eyeball_R tex 46711 2023/07/16 09:59:49
i eyeShine tex 90670 2023/07/16 09:59:51
iris tex 90666  2023/07/16 09:59:53
|83 RohaniBody tex 704632 2023/07/16 09:59:57
i3 RohaniBodyNormalMap_NM tex 1406524  2023j07/16 10:00:00
i3 RohaniBodyV3_Texture tex 2809986  2023/07/16 10:00:03
i3 RohaniHair tex 704632  2023/07/16 10:00:07
i3 RohaniHead tex 704632 2023/07/16 10:00:10
@ Suit kex 353826 2023/07/16 10:00:12
@ SuitMormal_NM kex 704659 2023/07/16 10:00:14

, File name:feyeball_L.tex open |
Textures (*.tex;CStaticTexture; CAnimTexture) v Cancel |

13.You need to set “base Uvmap”. Choose on the list until the texture appear on
the model at step 14. In my case, | use “Texture”.

base texture RohaniBodyV3_Texture.tex -
base uymap Texture| ]
base stretch U I i
base stretch ¥

base offset U Shadow

base offset ¥ Stains

base rotation | Texture

coating color UvChannel_4

coating specularity U¥Channel_5

gloss mask

gloss uvmap Ll'qfchanml_ﬁ

gloss stretch U UvChannel_7

gloss stretch ¥ UyChannel_8

[F Alace Affeak 11 n ITE

14.Then to make texture appear on model, Click at the tab just above viewport >
pick Shader. You will see result;




/

15.Repeat Step 8 to 13 for all other default textures. If you want to set Normal
map, you can easily find out the name. Literally appear on the list.



16.Final Appearance

17.Congratulations. The model already prepared to use in-game. No more
oversized western body skeleton figures on small Asian small petite kind of

body @



