Milkshape and Half Life models

Converting Half Life MDL models to Quake MD2 format

Stuff needed:

· A Half Life .mdl model! (free)

· MilkShape 3D(not free): http://www.milkshape3d.com/

· Misfit Modeller(free): http://www.misfitcode.com/misfitmodel3d/

· Image editor (PaintShop Pro, Gimp, PhotoShop, Paint.NET(free), PhotoFiltre(free)): http://www.eecs.wsu.edu/paint.net/ or http://photofiltre.free.fr/frames_en.htm
· Quake 2 Modeller(free): http://abbs.jbserver.com/downloads/editing/q2mdlr90.zip

Stage 1: breaking down your MDL

Place your MDL in it’s own directory. Make sure that you also copy any refered files e.g. xxxx.mdl AND xxxx-r.mdl. You have to place all the refered mdl's into the same folder.

Open Milkshape and from the “Tools” menu choose “Kratistos Half Life MDL decompiler vx.x”. What this tool does is break down an MDL file into it’s component mesh, animations and skins.
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Make sure everything is checked and indicate what model you wish to decompile. Then click “OK”. If the readout window says “completed” at the end then we’re going good. If not, read it and find out what your misssing (usually a refered mdl).

Stage 2: Base model and skinning.

Now we’re ready to start creating our MD2. From File -> Import menu choose Half Life SMD:
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What we need to begin with is the actual base .SMD: we don’t want the animation ones just yet. Usually the base SMD has the same name as the original MDL file. Another trick, if you’re not sure which one, is to order the list of SMDs by file size and choose the biggest one.

Now you should see your model, probably with the arms oustretched in the classic MDL pose ;)

At this stage I should mention that most Half Life models usually have the model divided into different groups (for example one group is the head, another the body and legs) and each group has it’s own skin. Quakes MD2 format doesn’t work like this (you just have one single group which takes one skin) so we need to change this before we proceed to make our new model more Q2/EDGE friendly.

In MilkShape, Click the ”Materials” button. If we’re really lucky then there will be only one, so you can go straight to Stage 3. Unfortunately it’s more probable that we have various groups so here’s what we need to do:

We have to combine all the individual group skins into one big skin. Using your favorite image editor, create a new image which contains all the skins, placing them as close together as possible. It’s best to keep the images at their current size as your placing them. You should save the final merged skin in a lossless format (for tweaking later on if needed), as well as .jpg (for skinning in Milkshape). Once your done head back to MilkShape.

In MilkShape go to the Edit menu and click “Select All”. Click on the “Materials” button and delete any that are there. Then Click New and tell it where your new skin is(see image):
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Now, assuming we still have the whole model selected, we need to click the “Assign” button. Then press Control+T to bring up the Texture Coordinate Editor.

What we need to do now is adjust the mesh that you see to fit the texture, usually it’s enough using the “scale” and “move” commands. If you had more than one group then you will have a few different meshes in the Dropdown box we see in this image:
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Each list item corresponds to the mesh for one of the groups defined for our model. I find it’s a lot easier to work this way since you can take advantage of the fact that your meshes and your skin are going to match up pretty well.

Once you’re finshed, close the Texture Coordinate Editor window and save your work (best to use Milkshapes own .ms3d format at this stage). You now have a basic, textured, still model! 

Hang tight, we’re almost finished! You’ve done the hardest part and comes the eas(ier) bit.

Stage 3: Animating.

 So, we’re ready to start importing the animations. Usually MDLs have way too many animations for our needs, so I would advise you to open your MDL with a viewer and write down the animations that you’re interested in. 

For the purposes of this tutorial, you should go with the basics for now, and just choose the four basic sequences (i.e.Idle, Walk, Attack and Death).

Now in Milkshape, click on the “Anim” button (on the bottom right), and change the last three boxes to 2. Now we’re ready to import.

From File -> Import menu choose Half Life SMD:
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and choose the .SMD whose name is almost the same as the anim you want (idle.smd or idle1.smd to begin with). 

Click OK on the next screen and then MilkShape will ask:
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Yes, we do.

Now go again to File -> Import menu choose Half Life SMD, and open the next animation we want. Again append the animation to the end. Repeat for all the anims you want.

Now save the .ms3d file again.

Almost there! Now all we need to do is make a .qc file, which will tell the quake 2 exporter what each animation is named and how many frames it uses. Go to the MilkShape directory and copy the file called “md2.qc” to the directory where your model is. Now open it in Notepad: it will look like this

// Sample MD2 config, copy into export directory

$modelname models/model.md2

$origin 0.0 0.0 0.0

// skins

$skinwidth 128

$skinheight 128

$skin skin.pcx

$skin pain.pcx

// sequences

$sequence idle 1 129

$sequence walk 130 153

$sequence attack 154 193

$sequence death 194 294
Change the names and numbers in the //sequences to correspond to your model. The format is "$sequence(space)(name)(space)(start frame)(space)(end frame)"

You’ll need to use the Animation control bar in MilkShape to get the farme numbers.

Once you’re done, save it and then go to File -> Export->Quake2 MD2 and save it to the same place as the .qc file.

Congratulations! You now have your animated MD2 file! The only slight problem is that your model needs to be rotated 90 degrees.

Open your shiny new md2 in MisfitModeller.  Go to Tools menu and click Select faces. Then drag a box around your entire model. Now go to Model menu and click Transform Model:
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Change the “Y” value to 90 and make sure that in the “Apply to” box you have “Entire Model and Animations” selected. Click the Rotate Button, then close.

Now Save your model and that’s it. All you need to do now is convert your skin to .pcx to check it out in a md2 viewer program!

Advanced

Exporting as MD2 with weapons included (no vwep support in EDGE)

1. Open your player model with Quake2 Model Editor.

2. File->Merge and choose your "w_weapon.md2" (or whatever it's called)

3. In the preview panes you should see that it matches up with your models hands.

4. Export ->Export to MD2

and you've got a model which includes the weapon!

You'll have to tweak the skin to include the weapon, but at least you have a fused md2.

