How to create a basic circuit type Generally track – by gust.mrqs

1 - Beginning

In this tutorial I’ll try to help you guys in creating a basic circuit-type track with runoffs, kerbs, dithering and those small things. I’ll not explain objects placing and how to create the whole scenery since it’s an exercise of creativity and we have some video tutorial explaining the basics.

I strongly recommend you to read “A rough guide to making quality tracks” (http://forum.racesimcentral.com/showthread.php?t=294063) by Crowella and watch the “Video tutorials” by DiSi! (http://forum.racesimcentral.com/showthread.php?t=320449), before, during and after reading this tutorial.
Well, for this tutorial you’ll need:

· Ms Paint – Most necessary, if you don’t have it, try using another simple image editing program.

· Adobe Photoshop – It’s only really needed for drawing the white line borders of the track. You can also try different image editing programs, but I’ll teach how to do it using Adobe Photoshop CS2.

· A .bmp file with the default Track Editor Palette. (I’ll teach how to create one on item 2)

2 – Creating your basic palette .bmp file
This is a very important part of the track and will help you when drawing the LMap of your track in an external editor.

First of all, open the Track Editor and select a new track. Then click on each of the LMap options and draw a small thing in the track as shown in the picture:
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You can see that there are 13 color in the GeneRally palette. I’ll explain each of them.

1. This is the darker tarmac. You can draw it choosing the Tarmac option and clicking with the left mouse button.

2. This is the light tarmac. You can draw it choosing the Tarmac2 option and clicking with the left mouse button.

3. This is the dirt. You can’t choose it at the left menu, but if you drawn anything  (Except Ice and Snow) on the regular grass, It will border the selected color.

4. This is the mud. You can draw it choosing the Mud option and clicking with the left mouse button.

5. This is the oil. You can draw it choosing the oil option and clicking with the left mouse button on an existing piece of Tarmac or Tarmac2.

6. This is snow. You can draw it choosing the Snow option and clicking with the left mouse button.

7. This is Sand. You can draw it choosing the Sand option and clicking with the left mouse button.

8. This is Gravel. You can draw it choosing the Gravel option and clicking with the left mouse button.

9. This is the white color. You can draw it choosing the White Line option and clicking with the left mouse button.

10. This is the red color. You can draw it choosing the Kerb option and clicking with the left mouse button.

11. This is the yellow color. You can draw it choosing the Yellow Line option and clicking with the left mouse button.

12. This is Ice. You can draw it choosing the Snow option and clicking with the right mouse button.

13. This is Grass. You can draw it choosing the Grass option and clicking with the left mouse button, but it is the base of the track.

Done that, it’s high time for us to export these textures. You can do this by clicking on the “Export LMap” button, as shown in the pic:
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Now, to keep things clear, open with paint the .bmp that you exported right now and start making very small squares (about 10x10 pixels) on one of the corners from the screen (to avoid mess) with each of the 13 colors.

Ps: When opening the .bmp with the paint you should notice three things. First: You can’t draw all the color shown in the color picker of MSPaint. The colors will automatically turn into a GR palette color. Second: You’ll notice that you can draw using the regular black. But THIS IS NOT OIL. It’ll be shown as black in the TE too, but in-game, it’ll be the same thing as number 3 (Dirt). Third is a bit complicated: You may only use .bmp files that are generated in Track Editor. By this you can prevent some color mistakes. E.g. If you start a track from scratch (Clicking on the New… option in MSpaint) or past a LMap into a new one, the colors shouldn’t work. Even If you are using a color index from TE, pasted in the LMap. To prevent this, only edit .bmp’s generated in TE.

After drawing your squares, clear the rest of the .bmp, like on the picture.
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So now, you have your own GeneRally palette .bmp file!

