Custom Ship Import

SHIP EDITOR

SHIPS FOUND IN CRERTED FOLDERS
CREATE FILE DIRECTORY

ENTER SHIP NAME AND SELECT
THE TYPE OF THE SHIP

Enter Ship Kame...

Select Ship Type

RELOAD
BACK TO MAIN MENU
OPEN SHIP FOLDER LOCATION

In this tutorial we will follow step by step the procedure of adding a ship into the game. |
will try to keep the tutorial as simple as possible.



Waming M
Animation
Mandatory Prefix names for ramps objects in modeling program :
Car Ramp if any : carRamp

Passenger Ramp if any : passangerRamp
IMPORTANT NOTES

Both ramps must have the pivot point to the rotation spot and separated in the modeling
software (blender is used in the demonstration)




ROTATION OF THE RAMP - IMPORTANT

It you have trouble and your ramp is going backwards this is the correct way of having it
to Blender in open state
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MAKE SURE YOUR TEXTURES ARE ASSIGNED TO THE MATERIALS

For every material you want to add a texture , a bake lightmap of emission light make sure atter
baking to assign them to the proper fields as a texture and not as a complicated node. Make
sure you have done it before exporting.

CUSTOM LIGHTS
Prefix words on the materials (copy from below):
Lights : _lights
Yellow Liohts = _yellow

White Glass : _whiteglass



Dark Glass : _darkglass

Make sure your materials have the same color on the EMISSION Tab

Base Color

Alpha

Normal




TEXTURES

Make sure to save all the textures if you model has otherwise the import will not load the
model at all

psiDesktop\BlenderFiles\ayshe.blend]
Window Help I | I ptir UV Editing

&~  Miew Select Image i ~ _ Elv Oneloor.png

1 OneDoorpng

UV Editing

Er @iy @

Make the same thing to every image and save them to a folder



Exporting From Blender

The right Orientation of the model in Blender




Step 1 Exporting Procedure

A% Blender” [C:\Users\ships\Desktop\BlenderFiles\ayshe.blend]

A | File | Edit

L@

| ™
|

Impart
., Export

External Data

Clean Up
Defaults

Cuit

Help

elect

Layout lodeling

Add  Object GIS

Collada (Default) (.das)
Alermnbic (.abc)

n sal Scene Description |
Grease Pencil as SWVG

Grease Pencil as PDF

Stanford (.ply)
Stl (.stl)

FBX [t
gITF 2.0 ( ~lhs




Step 2 Select Only Mesh

A% Blender File View - O *

olumes

Name

Incl

Limit to

Custom Pro

Transform

All Local

¥Up

Export FBX




Step 3 Change the forward to Y Forward

Operator Presets

Path Mode

Batch Mode
~ Include

Lirnit to

Object T

~ Transform
Scale
Apply Scalings

Fon

Export FBX
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Auto

Off

Selected Objects
Active Collection
Ernpty
Camera

Lamp

*f Forward

X Forward
-Z Forward
¥ Up

~ Apply Unit

~ Llse Space Transform

Cancel




Step 4 Export

olumes

Name

* Include

Lim

Lamp
Armature
Mesh
Cther

Cuist:
* Transform
1.00
All Local
Y Forward
ZUp
" Apply Unit

» Use Space Transform

Export FBX Cancel

11



SHIP EDITOR

SHIPS FOUND IN CREATED FOLDERS

CRERTE FILE DIRECTORY
ENTER SHIP NAME AND SELECT
THE TYPE OF THE SHIP

Enter Ship Name ...
elect Ship Type v

RELOAD

BACK TO MAIN MENU
OPEN SHIP FOLDER LOCATION

STARTING

Step 1 MAKING THE FOLDER

1. You are starting by entering the name of the ship name (3 letters min)
2. Select the type of the ship you want to load
3. Then press the Create Button that should be available when you complete the 2

steps above
4. Press the button OPEN SHIP FILE LOCATION to access the folders that you created

Example Path : (This example path will be after the new update)
C:\Users\User\AppData\LocalLow\ShipSimulatorRealistic\ShipSimulatorRealistic
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Notes :
A message should pop and says : Folder with name : “the name you entered” created

In case that the folder exist the will not be created and a message gonna be
displayed

The can be found easily hitting the OPEN SHIP FOLDER LOCATION button

SHIP EDITOR

SHIPS FOUND IN CRERTED FOLDERS

CGRERTE FILE DIRECTORY
ENTER SHIP NAME AND SELECT
THE TYPE OF THE SHIP
2 Engine 2 Rudder v

RELORD

Folder with name : Test created

Message Display
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callow > Gregory Nikolaidis > ShipSimulat
Name

B ships

[ | | EAErS

File  Home  Share

+~ BB S e B Open -
il Easy access - B et
Pin to Quick ste New Properties
E Tolder - BpHistoy
Ne open

gregnik > AppData ShipSimulatorRealistic > Ships

& gregnik - Date modified

B g

B dotnet

B templateengine
B thumbnails

pe
File folder
Test

Home  Share  View
New item~ Open Selectal
B buid - =] T & o L]
- B o access - B e
¢ ove € Delete Rename | New Properties
B satic 5 B P P istory | B Invert selection
B _templates e o
30 Objects

X select none

B e Locallow > Gregory Nikolaidis > ShipSimulatorRealistic
ansel

AppData Name

B Nam 8 t Document
[ templateengine
B thumbnails

Date m:

ShipSim

hipSimula

AppData
Titem | 1item
B Local
B Local

B ambientC

B shipSim
IR shipSimulatorRealistic
B ships
[ =3
B (Obit
Titem |

Finding The created folder in the Directory
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Step 2 NDDING THE SHIP TO THE FOLDER
Steps :

1. Drag n Drop your fbx file in to the created folder and you done

B open Selectall X l E = ] l g Mew item ~
y = i Eosy acee

- I Eait TR Move Copy | Delete Rename  Hew
New Properties t [t - fold
shorteut - folder +  Ppristoy ¥ invert selection ey

New op

AppData y Nikolaidis > ShipSimulatorRealistic > Ships > Test v+ B misec

net
nplateengine
thumbnails

.
OneDoor.png Vent.png

ppData

B Lol

2. Atter you add the ship hit the RELORD button and a button should appear
SHIP EDITOR

SHIPS FOUND IN CREATED
CREATE FILE DIRECTORY

THE TYPE OF THE SHIP
s  Test |

2 Engine 2 Rudder .

RELOAD
BACK T0 MAIN MENU
OPEN SHIP FOLDER LOCATION

3. Click the button and you should move to the editing Part - Rfter you click the
Button
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4. Atter clicking the ship button all the needed files are generated to edit and
customize your ship

COMPONENTS TOGGLER

TIME OF DAY
G —————
[ vavigation Lights
B Bow Lights
[ stern Lights
[ ceneral Lights
B ship Reference
[ Loaded model Reference

{ .
SELECTED OBJECT COORDINATES OPEN SHIP FOLDER PATH

X Y z

Back to select Menu

Ship After Importing
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Locallow > Gregory Nikolaidis > ShipSimulatorRealistic » Ships » Test

Mame

. AnchorsConfi
. Animat
ayshe.fbx

I Camera

. engine5ta

. FloatingPoi
I Interactio

=

. i fig.tet

. MameConfig.tet !

E OneDoor.png 8/3 2 11:39 mp 152 KB

B ParticleConfig.txt 2 6:29 pp 1 KB

. Props-RudderConfi... 220 pp . IKB
{ 1KB

5 KB

E Vent.png 0 PNG File 160 KB

Folder of the ship after first load

It a file is not working properly or its messed up you can delete it , enter the ship editor
again and it will be generated again
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Step 3 EDITING IN THE FOLDER
Smoke Gonfig Example

You can use true or false in some files
To make the component visible or not
Important !!!

Please read carefully where to edit

a text with EDIT BELOW will be present

It you edit things you not suppose to
end

up break the game
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j SmokeConfig.txt - Motepad

File Edit Format Vi Help
" left™: Z———__ NoaMme

" reFerenceObject
"instanceID" 28436

i3 1!

"_objectPosition™: v
"x"r -1, 9937519931?93213 wgi ‘o
"y": 33.480001525878909,

"z": -4.420000876293945
})

"_hasParticle": true u
}; { -
"_leftl™: { f U e
"_referenceObject”: { _Fq-‘e !

"instancelID": 33342
})
"_objectPosition”: {
"x": -8.4350000023841858,
"y 33.8,
"z": 1.7599999904632569
T
"_hasParticle": true
T
"_right”: {
"_referenceObject™: {
"instanceID"”: 33398
T
"_objectPosition™: {
"x": -8.4350000023841858,
"y 32.939998626788987,
"z": -8.4899999964237213
T
"_hasParticle”: true
T
"_rightl™: {
"_referenceObject™: {
"instancelD": 28688
T
"_objectPosition™: {
"x": -1.8837519931793213,
"y": 33.50199898136719,
"z": -6.863000030517578
T
"_hasParticle": true
})
"_generatorl”: {
"_referenceObject”: {
"instancelID": 29132
})
"_objectPosition”: {
"x": -1.0880008591278077,
"y": 33.51499938964844,
"z": 4,539999961853827
})
"_hasParticle": true
})
"_generator2”: {
"_referenceObject”: {
"instancelID": 28656
})
"_objectPosition”: {
"x": 1.0800000429153443,
"y 33.51499938964844,
"z": 4.539999961853027
T
"_hasParticle": true

Ts




For the purposes of testing i will delete the Vent.png from the test foider for the purposes
of the tutorial.

After Hitting the button to load the ship a message should be displayed on the screen and
a folder should be created containing the error.

SHIP EDITOR

CGREATE FILE DIRECTORY

ENTER SHIP NAME AND SELECT
THE TYPE OF THE SHIP

Enler Stip Name...

Select Ship Type

An error occurred while loading your Model: Texture
[C:\Users\ships\Desktop\ShipSimGameMainFolder\Assets\Vent.png]
not found
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LocalLow Gregory Nikolaidis ShipSimulatorRealistic

Name B Date modified Type

l Ships

j Error.txt - Notepad

File Edit Format View Help
Lﬂm error occurred while loading your Model: Texture [C:\Users)\ships\Desktop'\ShipSimGameMainFolder\Assets\Vent.png] not found

Ln1, Col1 100%  Windows (CRLF) UTF-8

Comment : Error File in Path

The errors will help you determinate where it comes from so you can fix it in your
desired 3D Modeling Software
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