SkinView Mod


http://telefragged.com/skinview/








IMPORTANT:





This software is provided AS-IS with no expressed or implied warranties whatsoever.  If you decide to use it, you must do so completely at your own risk.  If your computer explodes while running it, don't come crying to me.





This is a basic modification which simply places a player model with any custom skin of choice into the quake environment and allows for the skin artist to easily view it under realistic lighting and mip conditions without conning some poor sap into repeatedly modeling on an empty deathmatch server somewhere.





If you have any questions about this mod or creating skins, please visit the messageboard for help:





		http://www.telefragged.com/skinview/wwwboard/











To view your skins:





This mod will show whatever skin you are wearing on all the other models.  Press S during a game to bring up the player config menu and change skins/models.





Available Commands:





Z - 	zoom. There are 5 levels of zoom written into the autoexec.cfg.  Just hit space bar to zoom in on model for an extreme close-up.





W -	Weapon toggle. Turns weapon view on/off.





N -	Next Animation.  Cycle to next animation sequence.





P -	Previous Animation.  Cycle to previous animation sequence.





M -	Animation Speed.  Controls speed of player animation.





S -	Skin Change.  Shortcut to player config screen.








Each light booth in the map also has a switch for more intense lighting conditions.  This is located on the edge of the right wall as you face the model from the front.  


      	


TIP:  Remember to preview your skin in both software and OpenGL modes before releasing it!  Viewing a skin under software mode in dark conditions will reveal any 'glowing' pixels.








Bugs & Limitations:





Sometimes you can get the previous frame errors (like VWEP used to get).  This seems to happen when looking at models with weapons in slow-motion animation.  Not a major deal, will probably be fixed in the next release.





Please submit any suggestions or bug reports to the skinview messageboard.








Credits/Misc.





Programming:	Roland "Klotjohan" Karlsson	roland@cslab.ericsson.se


		Erik Karlsson





Other stuff:	Brad "StuPiDsh!T" Klann		ss@telefragged.com





The base1 map design, the Q2 source, and pretty much everything else in this mod were origionally created by, and are the intellectual property of idsoftware.





No need to mail about the misaligned brushes and textures in the map.  I am completely aware of all of them, but got bored of working on the map.  For now, it's good enough as-is for our purposes, and I have found that I'm not one who enjoys spending much time building maps. : )   I'll probably fix all the little details which need it in the next version. 





Don't sell or buy this mod under any circumcisions.  er... you know what I mean.








That's it.





Have fun.





-ss





---------


Quake2, the Q2 sourcecode and all associated artwork are property of idsoftware.  You don't have permission to do anything with this mod that they wouldn't like. See idsoftware.com for the greasy details.











