GM Modelling v.1.0
Instructions
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Creating models in GameMaker takes a lot of time… This program was simply made because of that, creating models in GM Modelling is an effective way to save you a lot of time.

GM Modelling allows you to use all the shapes that already exist in GameMaker v.6.1.
You should carefully read this manual before using the program!
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1. Views

There are 4 views – Top, Front, Side & perspective.

The views are showing you your model from different angles, which means that the shapes are positioned in them.
The Top-View shows the x- and the y-coordinates. This view is from above.

The Front-View shows the x- and the z-coordinates. This view is in front of the model.

The Side-View shows the y- and the z-coordinates. This view is on the side of the model.

The Perspective-View is the 3D-view; it lets you preview the model. (More information about the perspective-view can be found on chapter 5.)
You can change the position of the view, etc:

Use the scrolling-wheel to zoom in/out.
Hold down the right mouse button and drag the mouse to change the position of the view.

Double right-click to set the position of the view to 0,0,0 – the “middle”, as it is from the beginning.
2. Shapes
So far there are 6 different shapes with “snap to grid”-function (on/off).
Create objects/shapes by pressing the left mouse button on a free area in one of the views, when the object is created you will have to give it the size it should have. Do this by moving the mouse (until you have the correct size), then you should press the left mouse button again to stop “giving” size. The object’s verticies are displayed as white circles.
[image: image2.png]


 This is the “Surface”. It is a flat rectangle, with 4 verticies, but you can change the positions of the verticies (so it doesn’t have to be a rectangle).
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 This is the “Triangle”. It is a flat triangle, with 3 verticies. The only difference between this shape and the Surface is that this shape has got 1 vertex less.
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 This is the “Cube”. It represents the “block” that exists in GameMaker.
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 This is the “Cylinder”. It represents the cylinder that exists in GameMaker.
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 This is the “Ellipsoid”. It represents the ellipsoid that exists in GameMaker.
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 This is the “Cone”, (a “spike”). It represents the cone that exists in GameMaker.
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 This is an on/off button. Choose weather the objects should be “snapped” to the grid or not.

3. Moving Possibilities

You can move, rotate, duplicate and change the size of your objects/shapes.
Move the object by pressing on the cross in the middle of the object, and then move the mouse.
You can also start moving an object by holding down ‘shift’ while pressing on any vertex with the mouse.

Stop moving by pressing the left mouse button again.
Rotate the object by pressing on any vertex with the right mouse button and then holding down the button while dragging the mouse.

Duplicate the object by pressing on it while holding down ‘shift’ and ‘ctrl’ at the same time.

Change the size of the object by simply pressing on one of the verticies. But if you have rotated the object or changed its vertex-positions this might not let you keep the previous form of the object because the vertexes are moved in a certain way when changing size. (I might fix this in a later version of the program, but sorry…)
Remove objects by pressing on the delete-button, then all the marked/(latest selected) objects will be removed.
Selected objects are marked with green contours around the verticies.
You can add more objects to your “selection” by holding down ‘ctrl’ and right-click on the object you wish to add… -or if it’s already selected it will be removed.
When you then release ‘ctrl’ all the selected objects will be moved, or – if ‘shift’ is being pressed – the objects will be duplicated.

Hold down ‘space’ to only see the selected object.
4. Settings – For each object

Every object has settings. Normally the settings for the object that is selected is shown,

 But you can also press the “Settings”-button ([image: image9.png]


) and then give the number of the object you want to change the settings on.
Every object can be deactivated/activated from these settings. If the object is deactivated it only means that the object can’t be selected (or moved). You should deactivate every object when correctly placed.
…Well, there’s one way to see deactivated objects – press (and hold down) ‘ctrl’ and ‘space’ at the same time. If so you can select that object by clicking.
With Cylinders & Cones – you can change weather the cylinder should be “closed” or not. (Just like “closed” with these shapes in GameMaker)

With Surface & Triangle – Normals – you have to set the “direction” of the normals in the settings part.

For example: The surface can “pick up lights” from this side (figure 1 – NX: 1), or from this side (figure 2 – NX: -1).
Figure 1:         Figure 2:
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It’s not as hard as it sounds to change the “direction of the normals” – you just press on the arrow next to “NX:” (in the settings) to change if the NX should try to be “picked up” from “->” (right) or from “<-” (left). The normals are set by it self; you just choose what way to “pick up lights” from.
5. Previewing your model
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 Press on this button in the editor to preview your model. The model will be previewed with red colour as texture. When you want to go back to the editor you just press on this button again.
Move the “camera” around in the perspective-view by using either the arrow-keys or as you move it in the other views – hold down right mouse button and drag the mouse around.
6. Saving/Loading Projects

You can save and load your project(s), of course…
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 Start a new project with this button, note that the current project will not be saved.
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 Save your project by pressing on this button.

You will then be asked weather to save this as a project or as a “GM-Code”. Press ‘P’ (Project) and choose where to save. (Projects are saved as *.gmm)
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 Load a saved project (*.gmm) by using this button.
7. “Importing” your models

This is not hard, just press on the save button ([image: image16.png]


), then you will be asked weather to save Project or “GM-Code”.
Choose GM-Code (press ‘C’) – This gives the GML for creating your model, and saves it in a text-file (.txt). What you have to do now is to copy everything in the text-file and paste it into a code your GameMaker-project.
