Kaip pastatyti pastata (modelj) i GTA San Andreas.

1. IS pirmo jus turite atsisiysti programg MAP EDITOR per nuoroda
,http://gesta.myl.ru/gtavilnius/files/mapeditor.rar

2. Jjungdami programa , jus turite nurodyti, kur yra jiasy zaidimas.Paspauskite mygtuka Add , Jrasykite
jusy zaidimo pavadinimg ir nurodome kelig j zaidimg. OK, OK mano atvéju
‘:d:/ games/gtasa‘

« MEd v0.32

MapEditor Welcome to MEd v0.32

L

# Add GTA Installation 2 i

Please choose the installation you wish to modify from the list below. You
can add installations by selecting Add and browsing for the relevant
folder.

Once you have selected your installation, click on Next.

This wizard will allow you add a new GTA installation into
your commonly used items. Please specify the location, and
a name for the install. When you are finished, click OK.

‘\w Type the name of the GTA game:

GTASA 2

Type the location of the installation
D:/Games/GTA SA|

Click OK to continue.

San Andreas Found! 0K ﬂ [ Cancel J



http://gesta.my1.ru/gtavilnius/files/mapeditor.rar

3. Paspauskite ant ,,IDE®. Spaudziame ant mygtuko ,,New file* kuri yra virSuje ir jraSome

pavadinima.
,»VvInobjects*

APOEY|o §
4iDE [ IPL | Scene | tem | |
D) New Fie | (36 Delete

DATAWMAPS\vilniusobj.IDE
DATA\MAPS\interior\other_interiors.IDE
DATA\MAPS\leveldes\seabed.IDE
DATA\MAPS\interior\interior_savehouse.|DH
DATA\MAPS\generic\vegepart.IDE
DATA\MAPS \generic\bamiers.IDE
DATA\MAPS\generic\dynamic.|DE
DATA\MAPS\generic\dynamic2.IDE
DATA\MAPS\generic\multiobj.IDE
DATA\MAPS\generic\procobj.IDE
DATA\MAPS\leveldes\levelxre.IDE
DATA\MAPS\leveldes\seabed.IDE
DATA\MAPS\generic\SALC.IDE
DATA\MAPS\Portland\mono.IDE
DATA\MAPS\Portiand\making IDE

[eecsacasasaBaBS

Time Controlled Objeqs]
D Object

I

— ey

# Please choose a name and location

« GTASA » data » maps »

Organize v New folder
[ Favorites Riame
Bl Desktop country
& Downloads extra
= Recent Places generic
DenRozhdenie Al interior
LA
s Libraries leveldes
| Documents others
@' Music Portland
k=| Pictures SF
B Videos aih o = =

File fol

File fol

File name3v|n0bjectsl

Save as type: I .ide

4 Hide Folders

Save 41 ]

Cancel ]

4. Dabar randame sgrase ,,vlnobjects® ir spaudziame mygtuka ,,New Item" , po kurio matome tokj langg :
Spaudziam ant Browse (prieSais Model Name: ).

|3 vAlAWMARS\gene
3 DATA\MAPS\gen

# Item Definition

DATA\MAPS\gen
DATA\MAPS\gen
DATA\MAPS\gen
DATA\MAPS\level
3 DATA\MAPS\level

File Edit

f0 DATAMAPS\Porl

“/ New ltem” Edit

|| Standard Objects
ID
| 18595 vin
18596 lod!
) 18597 tvt
we 18598 LO
18599 leg
18600 vi
18601 vl
18602 na
18603 vl
18604 vi
18605 vi
) 18606 cal
18607 vi

View

= o 9 &

18620
Model Name: 3¢
Texture Name: 3¢
Object Count: 1
LOD: 259
Time On: 00:00
Time Off: 00:00
Parameters: 0

Renders Wet Effect
Alpha Transparency 1
TOBJ Day Hag

Disable Shadow Culling

Disable Draw Distance

Aol Li_VAE_J_... "

ltem Definition: Type: objs (Standard Object)
1D Number:

[ Browse..2

‘ Browse... |

[=]
[=]

TOBJ Night Flag

Alpha Transparency 2
Interior Object

Exclude Surface from Culling
Breakable Window 1



5. Spustelékite mygtukag Create New Arichive ir pavadiname jj vinobjects.

# MEd '

1@ ™
Image Archive:
f Archi
3 gta_int
player
cutscel

3
2
2
{3 ScrIP
2
g

VILNIY
REvil

# Please choose a name and location

\/U l « Games » GTASA » models » v’*,” Search models
- e
Organize ¥ New folder =
<| Documents 5 Name Date modified
@' Musi
. S coll 2011.10.06 16:15 File fol
g C:tures generic 2012.05.04 15:53 File fol
ideos
grass 2011.10.06 16:15 File fol
@ txd 2012.05.04 15:54 File fol| =
omegrou
_ * cutscene.img IfanVi
= C = * gta_int.img IffanVi
1= Computer
=l ) . *: gta3.img Irfan
& Local Disk (C:) : 5
- *: playerimg IrfanVi
a Local Disk (D:) * REwiimg e
. irranvi
€ Nohunrl 1[I jil ’
File namegzm‘; nobjects v
Save as type: | *.img
« Hide Folders [3 Save | \ Cancel ]

6. Pasirenkame jj i$ sgraSo kair¢je. Spaudziame mygtuka Add Files

,i

, 18sirenkame 3 failus 18

aplankalo statiniai/konstrukcijos(modeliai) : ***.col, ***.dff, ***.txd. Poto paspaudziame ant mygtuko

[ ad

’\a

Rebuild™. Kada operacija bus jvykdyta, i§sirenkame faila ***.dff, spaudziame OK, kopijuojame
pavadinimg i§ Model name ir jstatome jj ] Texture Name : , Tai turétu atrodyti taip:

# Item Definition

File Edit View

® = &

Save and close window

RGN

ftem Definition: Type: objs (Standard Object)
18618, viniki, viniki, 299, 0|

ID Number: 18618
Model Name: o/ |viniki @"EL]
Texture Name: </ |viniki |_ Browse...
Object Count: 1
LOD: 299
Time On: 00:00 [+]
Time Off: 00:00 [+]
Parameters: 0
| Renders Wet Effect [T] TOBJ Night Flag
| Alpha Transparency 1 |""| Alpha Transparency 2
| TOBJ Day Flag [] Interior Object
| Disable Shadow Culling [T Exclude Surface from Culling
| Disable Draw Distance ["| Breakable Window 1
Breakable Window 2
[ 0K ] [ Cancel J

Save and close window




7. Spauskite ant ,,Scene* ir pasirenkame regiong i§ zaidimo, o tada spustelékite mygtuka
»Render®.

1 Scene m

| DATA/MAPS /vilniusobj.IPL
DATA/MAPS/interior/other_interiors.IPL
DATA/MAPS/Staunton/comNbtm.IPL
DATA/MAPS/Staunton/comNtop.IPL
DATA/MAPS/Staunton/comse.|PL
DATA/MAPS/Staunton/comnFIX.IPL
DATA/MAPS/Staunton/comsw.|PL
DATA/MAPS/Staunton/STAroads.IPL
DATA/MAPS/Ssv/AandNE.IPL
DATA/MAPS/Ssv/AandSW.IPL
DATA/MAPS/Ssv/ssvtemp.|PL
DATA/MAPS/Ssv/SSVroads.IPL

DATA/MAPS/Portland/industNE.IPL

sl lIElEIEIEIEIElElElE1E]
1 1 1 1 1 1 | 1 1 1 1 | 1

DATA/MAPS/Portland/mono.IPL

DATA/MAPS/Portland/overview IPL

DATA/MAPS/Portland/props.IPL

i : 3
DATA/MAPS /Portiand/industNW.IPL MEd W12 - Flease Wodl el
ZDDATA/MAPS /Portland/indust SE.IPL Rendering - industSE.IPL
DATA/MAPS,/Portiand/industSW.IPL
DATA/MAPS/Portiand/Portroads IPL = B

DATA/MAPS /others/seafloor.IPL
DATA/MAPS/interior/interior_savehouse.IPL
DATA/MAPS/interior/interior_gym.IPL
DATA/MAPS/interior/interior_fastfood.IPL
DATA/MAPS/interior/interior_casinos.|PL
DATA/MAPS/cullipl
DATA/MAPS/audiozon.IPL
DATA/MAPS/occlu.IPL

Sl lEIEIEIEIEIEIEIE]
1 | 1 | 1 1 1 1 1 1

EEE

[ selectAl | [ Render 3]

Time in scene: ‘09:00

Shift multiplier: | 1x

(][]




Randame tokj pati pavadinimg ,,IJPL® ir spaudziame mygtuka apacioje ,,NEW* , pasirenkame modelj i$
vinobjects,
OK.

IDE_|]IPL | Scene | tem
[ New Fite | (3@ Delete | (I Save | [ Find
Filename: Jl
DATA/MAPS/Ssv/landSW.IPL

g DATA/MAPS/Ssv/ssviemp.IPL =l Choose

3 DATA/MAPS/Ssv/SSVroads.IPL

{3 DATA/MAPS/Portland/industNE.IPL Please select the item you wish to add:

DATA/MAPS/Portland/industNW.IPL
¢ DATA/MAPS/Partland/indust SE.IPL Filename: i D Object Texture
{3 DATA/MAPS/Portland/industSW.IPL ¢ DATA\MAPS\wilniusobj IDE ) 18589 legach_police legach...
{3 DATA/MAPS/Portland/Portroads.|PL {3 DATA\MAPS\interior\other_interiors.IDE 1 18600 vinostrov1 vinostr...
3 DATA/MAPS/Portland/mono.IPL {3 DATA\MAPS\leveldes\seabed.IDE L 18601 vindzukija vindzu...
{3 DATA/MAPS/Portland/overview.IPL {3 DATA\MAPS\interior\interior_savehous... | | | J 18602 naujzdn naujzdn
{3 DATA/MAPS/Portland/props.IPL {3 DATA\MAPS\generic\vegepart.IDE | U 18603 vinostonovka vinost...
{3 DATA/MAPS/others/seafloor.IPL {3 DATA\MAPS\generic\bamiers.IDE 18604 vinkiosk1 vinkio...
{3 DATA/MAPS/interior/interior_savehous {3 DATA\MAPS\generic\dynamic.IDE ) 18605 vinkiosk2 vinkio...
{3 DATA/MAPS/interior/interior_gym.IPL {3 DATA\MAPS\generic\dynamic2.IDE _J 18606 carparksign carpar.
3 DATA/MAPS/interior/interior_fastfood.f {3 DATA\MAPS\generic\muttiobj.IDE _ 18607 vinlukoil vinlukoil
[3 New] Edit Duplica xj {3 DATA\MAPS\generic\procobj.IDE ] 18608 V|ﬂ|Zdldal’|Ie? vinlzdz...
3 3 DATA\MAPS\eveldes\evebre IDE 4 18609 LODizdzdanie2  LODz... |
D {3 DATA\MAPS\leveldes\seabed.IDE 18610 peshehod peshe... 7

] 8530 SupaSave {3 DATAMAPS\generic\SALC.IDE J 1een gtavinstotis gtavin.
] 8620 LODaSave {3 DATA\MAPS\Portland'\mono.IDE 18612 Vinkd Vinkrd

] 8531 ind_maindrag2 {3 DATA\MAPS\Portland‘\making.IDE ) 18613 vinkusok vinkus...
.; 8591 LOD_maindrag2 {3 DATA\MAPS\Portland\temppart.IDE 18614 vinkusok2 vinkus...
] 8532 ind_maindrag1 {3 DATA\MAPS\Portland\industNE.IDE ) 18615 vinspauda2 vinspa...
] 8533 ind_land091 {3 DATA\MAPS\Portland\industNW.IDE ) 18616 vinstaryjdom1 vinstar...
] 8651 LOD_land091 {3 DATA\MAPS\Portland\industSE.IDE 18617 lzdcentr lzdcentr
) 8534 busd A DATA\MAPS\Portland\industSW.IDE B 18618 viniki viniki

7 8603 LODdepottar

|J 8535 doc_tar2 Selected: | viniki

] 8646 LOD_tar2

] 8536 doc_tar5 \

1) 8645 LOD _tar5

] 8537 doc_tar3

] 8644 LOD_tar3

8. Randame vieta, kur norime pastatyti modelj. Valdymas modeliu ir jy pozicija vyksta Cia.

IDE | IPL | Scene | tem |
industSE.IPL
Identifier: ¥ |18618
DFF File: </ |vinki
Interior: 0
Position X: 1072.96
Position Y: -837.349
Position Z: 16.8367
2 270
Rotation X: =
1
< 90
Rotation Y: =
1
3.67036e-11
Rotation Z: 32
i
LOD File:

Kad jdéti nauja modelj,reikia pradéti nuo 6 punkto.



