People have asked me, on occasion, how I get such detailed screen captures of my skins. I used to get screen shots by going into Multi-play, and lurking around in "Spectator" mode, waiting for the right moment to hammer F12 to catch a screen shot. 

	These days, I've learned a few more tricks that I'd like to share with you. 

The first step is setting up your keyboard to allow for fast, good capture. This involves editing your unnamedsoldier.cfg file and adding a few lines. Use Wordpad to open the file. It will usually be found in main/configs. Remember, before making any changes, make sure you back up the file first, in case problems occur. 
	


The first step we're going to handle is a line to turn off your HUD (Head-up-Display), in other words, all the crap on the screen like your compass, health bar, and ammo. You don't need those in a screenshot. 

  Start WordPad 

  File > Open 

  Browse to your main/config folder 

  In the area Files of Type: choose "All Files" so that your .cfg file appears.  

  Double click it to open it.  

Now, you'll see a lot of lines, most likely your key binds, like movement and so on. Unless you know what you're doing, don't touch these :)

At the end of list of "Binds" add the line;

bind DEL "hudon"

then right at the bottom you should see;

//
// Aliases
//

If you don't, just type it. Under it, add the lines:

alias hudoff "ui_hud 0; bind del hudon"
alias hudon "ui_hud 1; bind del hudoff"

This allows you to turn the display on and off with the one key. Feel free to substitute DEL with any key not in use.

The next step is to add a function to take multiple screenshots. If you just want to take a single shot, the game already has F12 bound to do so. We, however, want something better to capture "Just the right angle". Think of a photographer taking multiple shots of a model to capture just the right one

In your config file, under binds, add the lines;

bind [ "cl_avidemo 20"
bind ] "cl_avidemo 0"

This makes the [ key turn on a capture rate of 20 frames per second, depending on your computer's capabilities. The ] key stops recording. 



You've taken a bunch of snaps. To find your files, go to your main/screenshots folder. They will be there in the graphic format, .tga

Unfortunately, most Windows systems do not have a viewer for .tga (targa) files, but you can download a conversion tool for free from here; http://www.slowview.at/ Use it to convert the files to .jpg for email or web distribution (and to save space!)



So now you're set up to take the pictures, now we have to work on getting the subject to co-operate. If you have a friend who will "pose" for you, thats great, but if you don't, we have to get clever. I find a lot of people won't take the time to pose, as they're too busy shooting me! I came across this trick;

Load a single player map, and go to a vacant area. Save your game so you can go to the area later on, and you don't have to clear out the A.I. soldiers again. Then drop the console by pressing ~ (to the left of 1). 

If your console is not active, turn it on in the "Advanced" section of the game options. 

Once you have the console operative, type in:

viewspritelist

This will drop down a list of sprites used in the game. You can load vehicles, objects, whatever you like. We're using it to load the skin you've made. You'll notice that once loaded, the model doesn't do much. This technique is better for vehicles than player skins. Players need a little more "life".



Open your skin's .tik file. I'm going to use my "Blade" skin as a demo. Yours will differ slightly. 

Highlight with your mouse the section that involves the player's skin details. In Blade's case:

{
path models/human/german_panzer_tankcommander // Set path to set skelmodel from
skelmodel panzer_tankcommander.skd // Set body model

surface coat1 shader blade_coat
surface coat2 shader blade_coat
surface pants shader blade_pants

// $include models/human/heads/us_old_heads.tik
path models/human/heads
skelmodel head4.skd
surface head shader blade_face

path models/human/hands 
skelmodel hand.skd 
surface hand shader l_gloves
}

Click "Edit > Copy"

Now the tricky part. Close your .tik file, you're done with it. 

Open your .pk0 file using Pakscape or Winzip. If you've made a skin, you're already familiar with this process. Look for the model you used as a base, but once you've gotten the hang of it, use any model. In Blade's case, I used the German Panzer Tank Commander. 

Highlight the area that involves the tank commander's details... 

{
path models/human/german_panzer_tankcommander // Set path to set skelmodel from
skelmodel panzer_tankcommander.skd // Set body model

surface coat1 shader tc_coat
surface pants shader obershutze_pants
surface coat2 shader tc_coat_c

// path models/human/heads // Set new path for head model
// skelmodel head7.skd // Set head model
// surface head shader old_dog
$include models/human/heads/german_old_heads.tik

path models/human/hands 
skelmodel hand.skd 
surface hand shader l_gloves

path models/gear/g_headgear

skelmodel officercap.skd
surface officercap shader tc_hat

...and delete it. Go to EDIT > PASTE and replace it with your skins details. Then save it in a folder called "models/player" and add it to the pk3 file you're using for your skin. So I'd add it to my user-blade.pk3 file.

Now... all very confusing. What this will do, is make any tank commander in the game look like Blade.



Now to take his picture. Load up your single player level that contains the skin, and use the cheat "notarget". Enter it in the console if you've not used it before. The reason you have to do this is so that the enemies don't shoot you. Being shot at kind of makes it tough to do photography sessions. You may also want to use the God-Mode cheat, "dog" to help you survive machine guns and so on. You'll find that if you have "no target" turned on, and you shoot an A.I. character, they will draw their gun and look around suspiciously, which makes for a better photo. 

Kind of complex for beginners, but hopefully yo

