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Purpose (background BS):

ITITITITITITITITITITIITIITIITIITIITIIIIIIIITL

All of the portraits in Ultima 7 (and, eventually, Serpent Isle and
Arthurian Legends) are stored in .LBM files. These files must be organized
together, and eventually used to create FACES.VGA, the file that holds all
the portraits for the game.

Setup (only needs to be done once):

ITITITITTITITIIITITITITITITIIITITITITITITIITIITITITIITIITIIIT
Make sure you have created the following directories on your hard drive:

C:\SERPENT\ART\FACES
C:\SERPENT\ART\FACES\WORK

Copy the VCS.CFG file from S:\ART\FACES to C:\SERPENT\ART\FACES

MAKEFACE.EXE belongs in the C:\SERPENT\ART\FACES subdirectory.
It will be copied to your machine when you run "MAKEALL.BAT",
or you can copy it to your hard drive manually.

FRAMEMAK.EXE resides in S:\UTIL, so it is probably accessable through
your PATH. NEVER run this program manually.

USABLE.DEF belongs in C:\SERPENT\ART\FACES. "MAKEALL.BAT" will get the
latest version of this file. If you feel like being a rebel, you can
nab the latest version via PVCS from the \SERPENT\USECODE directory.
Or, if you've been working with the World Editor recently, copy it from
your WE\ART directory. The WE option will assure you that you have the
latest copy of the file.

You will need all relevent LBM files from S:\ART\FACES\TEMP and the
template file TEMPLATE.LBM. You will need to copy these files manually
to your hard drive in order to create the new .LBM files. A good place
for these might be C:\SERPENT\ART\FACES\TEMP if you wish to remain
organized.

How to build the data files:

//////////////////////////////////////

ITITITITITITITITITITITITITIITIITIITIITIIIIT

Since the portraits in any given LBM file are usually the same size,
we can determine each coordinate by knowing only two figures: the default x
offset and the default y offset. Follow the steps below to create the data
file used by MAKEFACE to create FACExxxx files for the game:

1. Create the .LBM files. Get the .LBM portrait files from the artist



(these should be in \ART\FACES\TEMP), and use the template file
TEMPLATE.LBM to group them together. All of the party members should
go into PARTY.LBM, all of Monitor should go into MONITOR1.LBM,
MONITOR2.LBM, MONITOR3.LBM, etc. Make sure not to overwrite the
original TEMPLATE.LBM!

When creating these .LBM files, make sure that portraits are
correctly placed in the lower right hand corner of each cell in
TEMPLATE.LBM. The portrait MUST touch (ie, be placed next to) both
the bottom and right edges of each cell. 1If a character has multiple
portraits, like the Avatar or Spark, these portraits MUST be next to
each other. It's probably a good idea to type in the character's
name beneeth the portrait for reference.

Using DPaint, load the .LBM file, turn on the coordinates bar
(pull down the MISC menu and select Coordinates).

Calculate how many pixels wide and tall the portraits are.
SUBTRACT 1 FROM EACH NUMBER! For Serpent Isle, the portraits
are normally 75 pixels tall, and 67 pixels wide. So the numbers
you should record are "74" and "66". If all of them are the same
size, go on to step 5.

If any portrait is of different size than the others, calc-
ulate the exact position of the upper left hand corner for
each rebel portrait, and write it down, next to the NPC's
name. DO NOT subtract 1 from the values you record. If the portrait
is "rounded" in some way, then it's easiest to figure out the
highest pixel's Y value, and the left-most pixel's X value.

Write down the names of each NPC *** IN ORDER *** reading
them from left to right, top row first. If a cell is empty,
write

<empty>

If an NPC has more than two portraits, then write

Name
<attach> Name

Exit DPaint, and create a data file with the same name as the
LBM file, but with an FTD extension.

Use the following example for the format of the file:

AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA
66
74
Mike
Phil
Steve
Dallas
<attach> Dallas
<attach> Dallas
<empty>
<empty>
Fred
Jeff
Ellen
Rich 275 110



The usual size of each portrait is 66x74 pixels (actually, 67x

75 pixels, but who's counting?). NPC Dallas has three portraits
(which will be stuffed into the same FACExxxx file, as different
frames), the next two frames are empty. Rich's portrait is not the
same size as the others, and explicit coordinates had to be entered
it is placed at exact position 275,110 in the .LBM file).

The NPC name must be spelled corectly, as MAKEFACE looks into the
files generated by the world editor (like USECODE) to find an NPC's

number.

7. When you're done, use PVCS to "put" a copy of the new .FTD file to
the network. Also, copy your new .LBM file to S:\ART\FACES.

Running MAKEFACE:

IITITITIIITIIITIITITIITITIIITIIITIIITITIIITIIIIIIT
Okay, there are two ways to run MAKEFACE. The easy way is to use the batch
file MAKEALL.BAT. In the C:\SERPENT\ART\FACES directory, use PVCS to
"get" the file, and run it by typing MAKEALL. If all of your files are
are set up correctly, then you should end up with a SHAPES.VGA file.

On the other hand, if you want to do things the hard way, keep reading:

MAKEFACE can be run with no parameters,
C:\SERPENT\ART\FACES>makeface [enter]
The MAKEFACE file will process every .FTD file in the current directory.
Also, you can tell MAKEFACE which .FTD file (or files) you are interested
in processing by giving their name(s) on the command line.
C:\SERPENT\ART\FACES>makeface party.ftd monitor.ftd fawn.ftd [enter]
MAKEFACE will create a .RES file for each NPC named in the FTD file. It
will put the .RES in C:\SERPENT\ART\FACES\WORK. You can use the .RES
file to rebuild the portrait(s) for one NPC by using FRAMEMAK:
C:\SERPENT\ART\FACES> FRAMEMAK \WORK\MIKE.RES
However, a few things must be done before FRAMEMAK is called. The ALLDEPS.
file must be "touched" after MAKEFACE is run. Also, SHAPES.VGA must be

deleted, because the make system is not properly set up to update this
file —— it must be built from scratch.

Errors that MAKEFACE may report:

//////////////////////////////////////

ITIITITTITITIIITIITITITIIIITIITITITIIIIITITITITIIIIIIT
Error: out of far memory.

You're just screwed if this happens.



Error: USABLE.DEF not found!

The file must be in the current directory.

Error: Couldn't open <filename>.

The filename specified could not be opened. It either did not
exist, or the FILES=xx in CONFIG.SYS is too low, or something
like that.

Error: there are no *.ftd files in the current directory.

MAKEFACE was called with no parameters, and it did not find any
FTD files in the current directory.

Warning: <name> is defined twice. No insert.

An NPC was redefined in the USABLE.DEF file, which is generated
by the World Editor. You should take this problem to whoever laid
the NPC's down, as it could be the misspelling of a similar name.

Warning: more than twelve portraits in a file.

The TEMPLATE.LBM file is set up to accept up to twelve portraits.
If MAKEFACE sees more NPC names in the FTD file, it will ignore them.

Warning: <name> is not in the npc file.

An NPC name in the FTD file did not exist in the USABLE.DEF. Check
for spelling errors, or the NPC may not have been placed on the
map yet, or you may have an old copy of USABLE.DEF.

Warning: <name> was already processed.

MAKEFACE processed the NPC more than once. Check the FTD files that
were read by build, and look for a spelling error of an NPC name
or, maybe the portrait itself was put into two different LBM files.

Programmers Only: Building MAKEFACE && Bugs && Batch Mode

//////////////////////////////////////////////////////

ITITITITITITITITITITITITITITITITITITITITITIITITIITIIIIIIT

Just use BCX, load MAKEFACE.C and compile. No wierd library stuff here!

Bugs:

1. Sometimes from the command line, i1if MAKEFACE doofus.ftd [enter]
is typed, it will crash with the warning that $%$7&%"& couldn't



be opened. Run it again, and it works fine. There is no damage
to any current file, it just exits out.

Batch Mode:

1. Exit codes: 0 - success, no warnings
1 - success with one or more warnings
2 — fatal error-



