GMAX: Anti-Aliasing Render + Post processing

A tutorial for more refined render results for filigree models

This tutorail gives a detailed and clear overview how to utilize the anti-aliazing script for GMAX to render models
with very delicate details and receive a better looking result in SC4. It is written for advanced modelers who know
how to use GMAX and are able to produce sc4models.

The Problem:

| realized that when modelling ships with very fine rigging, the thin lines that are rendered against the environment
look very fat when zooming out in the game. After speaking with some of the graphics/gmax/modelling experts from
our community this effect appears to be caused by the fact that the game is not really capable of displaying a high
level of detail when zooming out because it is unclear how to colour the limited number of pixels to display such detail.

The picture below gives a great example for the effect described above:?!

The model on the top is rendered with the standard GMAX HD script and when zooming out the rigging and antenna
cables turn into a big smudge.

The bottom model has been rendered utilizing an anti-aliasing script and applying some post processing steps
afterwards.

The Process:

1. Using anti- 2. Applying
aliasing script transparency to
when rendering the scdmodel-
the model in file using
GMAX Model tweaker

3. Adjusting
settings of
scdmodel-file
using reader

L All screenshots in this tutorial come from a historic sc4 project and any ship flags have solely historic purpose and do not
reflect political opinions. They are showcasing the episode of the 1890s-1920s in Europe and do not contain any prohibited
symbols.
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To get the full benefit of this step it is necessary to apply “transparency” to the scdmodel file using tweaker. This
step of the process does however create an invisible box around the model that blocks effects in the game.
Therefore, a setting of the FSH files in the sc4model-file needs adjustment.

The following picture showcases the different stages of this process:

0. upper left: standard GMAX HD render
1. right: render with anti-aliasing script
2. lower left: render with anti-aliasing script and applying model tweaker transparency

Invisible boxes that appear in the game blocking effects like dust (from plopping and demolishing) or waves and
ripple effects. These boxes need to be fixed.

A_1P 10/15/2021
(2]



The implementation:

1. Torun the anti-aliasing script in GMAX you have to replace the BuildingMill script in your
gmax/gamepacks/BAT/scripts/ folder. The script can be downloaded here:

=8 BuildingMill.ms

It is advisable to keep a copy of the original script and follow the instructions on the forum post where you
can download the file.

Before rendering it is suggested to turn the render background into a medium grey. To do so you can enter
the following in the command line (lower left) in GMAX and confirm with :
backgroundColor = (color 90 90 90)

S

~ oAim

Processing time was : 338.5949 seconds and drag to tand rotate

2. To apply transparency to the sc4model that has been created this way you have to open the scdmodel-file
that should have been created in your plugins folder with cogeo’s model tweaker.

;ﬂi SC4 Model Tweaker - A_1P_h_HarborTug_v20_testrender_aa_grey_BG_black_rig-Ox5ad0e817_0x100d626c_0x30000.SC4Model

J File Edit View Window Help

Bla] . soc anfls o

[9 A_1P_h_HarborTug_v20_testrender_aa_grey_BG_black_rig-Ox5ad0e817_0x100d626c_0x30000.SC4Model
ANum Entry Type Group Instance Z/R Changes Model Name
|2. [40 S3D file Ox5ad0e817 0x100d626c  0x00030000 20 A_1P_h_HarborTug_v20_testrender_aa_grey_BG_black_rig

Transparency Settings X

Transparency Settings for 20-Z/R models
Zoom Level 1 - Instance IDs 0x-----0-- (LOD3)

Zoom Level 2 - Instance IDs 0x-----1-- (LOD3)
Et v
Zoom Level 3 - Instance IDs 0x-----2-- (LOD3)
gt v
Zoom Level 4 - Instance IDs 0x-----3-- (LOD4)
gt v

Zoom Level 5 - Instance IDs 0x-----4-- (LODS)

e

Transparency Settings for 1-Z/R models

Set ~

Depth Func for transparent models
less than or equal (default) |

5. o« || cocel
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. Open sc4-model file

. Select opened model

. Select Transparency (+m)

. Select option Set for all zoom levels

. Confirm with OK (a confirmation box should pop up)
. Save the adjusted model file

o Ul WN -

3. To solve the issue of the invisible boxes the sc4model-file has to be opened in ilive’s reader next.

Here you see a large list of entries on the left. We care about the S3D files which hold the information about
the FSH files. There is an S3D file for each direction and zoom level.

| Enty | Com__| Filsize | Losa [ Num [ Type | Growp | Ingtance |

: 5 apph 305 Furctions | Add 53D
530 fie Y BB % 0 BadleB17  BIDBDSE  DOOG0AID e
FSH Tl Y 47 121 7abHQedd  BIDBOSS  OOD30A00 !
F3H fie 1 Y 12379 7999 2 7abSOedd  bIOSOS5F 00030401 Arim | Mats2 U map | Prin | ndx | Vet | Prop | Hex |
FSH fie Y 1184 2038 3 7abS0edd  BIDSOSS 0030402 Cron | toriol narme. Material id "
FSH file Y w72 4 7abB0edd  BIDSOSS  0ODI0A03 —
530 file ¥ ET A - 5adleB17  bI0S095F 00030100 L | 00030402 A_TP_h_H... RldiEl ]
FSH file Y 72 Wed & 7abS0edd  BIDBOSS  000I0IO0 100030403 A 1P_h ... | 0x00030403
53D fie ¥ g2 ;0w 7 Sadledl7  LIOBOSS  0OO3D4ID
FSH file ¥ 8239 36904 8 7abGletd  bI0SOSH  0OD30410 & DDOSTRHN) A TR E... [ (eliNIZ0400
F5H fie ¥ 187 45143 @ 7abS0edd  BIOBDSS  0OCA0ANT 3| 0DDI04DI_A_TP_h_H... | 0xDD030401
F5H file ) 18251 45330 10 Tabbledd b105095f 00030412
F5H file: A 187 E3B81 11 Tabbledd b105035f 00030413
53D file g 308 E3764 12 Aad0ed17 b105035f 0oo30110
F5H fie Y 292 BAO7S 13 7abBedd  bIOGDSEE 00030110
F5H fie Y 187 B4367 14 7abBedd  bIOADSE 00030414
530 fie ¥ 693 G4543 15 GadleB17  BIOEOSE 00030420
FSH file Y 10795 E5256 16 7abS0edd  BIOEOSE 00030420
FSH fie Y 8500 7EOS1 17 7abB0edd  BIOSOSE  0D0304Z1
FSH file Y 11401 B46S1 18 TabBDedd  BIOEOSE 00030422
FSH file Y 752 9052 19 7abB0edd  BIOEOSE 00030423
530 file - ¥ 37 937w 20 5ad0817  b10S095F 00030120 T/GA [D7abSDedd  [0xbT0S095F  [0x00030402
F5H fie ¥ 3B/ 1001 21 7abSDedd  bIOSOSE 00030120 i
530 file v A3 004 22 SadleB17  b10S035 00030430 Flags [ alphatest I framebuffer blending
FEH file ki 3408 102 23 Tabbledd b105035f 00030430 ¥ depth test W texturing
F5H file v 187 11086, 24 Tabbledd b105035f 00030431 ¥ backface cullirg
F5H file g 18418 1108 i) Fabbledd b105035f 00030432
F&H file ¥ 181282 TabAedd  bIOEDSSE  ONOA0433 HphaFunc [reater 4 =
53D fie ¥ 310 1294 27 GadeBl7  bIOGDSE 00030130 Depih Func [less than o equal =
FSH file Y 318 1297 28 7abB0edd  BIOEOSE  0003NI30
530 file ¥ ?7 10 2/ SadleBl7  b10S095 00030200 SieBland |souce dpha =l
FSH fie Y 915 1303. M 7abS0e44  BIOSDSE 00030200 T p———=——. =]
530 fie ¥ 24 T2, T GadleBI7  BIOSDSH 00030210 : o
FSH file Y 709 136, 32 7abS0edd  BIOEDSH 00030210
530 fls Y 23 1323, 3@ GadleBl7  bIOEDSH 00030220 £ ietiams
F5H fie ¥ 851 1326. 34 7abS0edd  bIOSDSE 00030220 g
53D fie ¥ 36 136, B GadleBl7  bIOSISH Q003020 & Testured
F5H fie ¥ 751 138 % 7abblesd  bIOSDSH 0003020  Bath
53D file e 330 1346, 37 Hadled17 b105035f 00030300 e
F5H file v 36 1349 38 Tabbledd b105035f 00030300 Group
53D file A 303 1380 33 Aad0ed17 b105035f 00030000 i}
FSH fle Y 214 1383 40 7abA0edd  BIOADSEF  NO030000 5
JFIF fils Y BS5 1385, 41 TAEFINZ  bIOGOSEF  OO030000
IFIF file Y 714 1392, 42 74E07101  BIOEOSE 00030000 &2
BMP file ¥ B2 1399. 43 GE77E0DZ  BI0S0SS 00030000 3
BMP fils Y 3B 1403. 44 GE77EDDY  BIOSOSS 00030000
ML file N 279 1407 45 @e777ED]  BIOSOSE 00030000
530 fie Y 327 1410 46 SadleB17  BIOSDSE  0D030FI0
FSH file ¥ 2453 1413. 47 7abBDedd  BIOSOSE  0D0I0I0
DIF fle N 912 143 48 eSfblesl  eBGbleef 2850103
53D fie ¥ 05 1447, 43 GadleB17  bIOSDSE 000000
F5H file ) 17 1450 50 Tabbledd b105095f 00030010
53D file A 329 1451 a1 Hadled17 b105035f 00030320
F5H file v mz2 1455, 62 Tabbledd b105035f 00030320
53D file: B 31 1486, A3 Aad0e817 b105035f 00030020
F5H fie Y 183 1489 54 7abA0edd  bIOADSEF  0O030020 e
530 fie ¥ P8 1491 55 BadleB17  bIOSDSE 00030330 g
FSH fle Y 2528 1494. 56 7abS0ed4  BIOSOSE 00030330
530 fie Y 310 150 5 GadleB17  BIOSOSH 00030030 a &
FSH file Y 153 1524 59 7abS0e44  BIOSOSE 00030030 B 4
1. Select the S3D file on the left (You will need to go through EVERY S3D file in this list)
2. Select the Mats tab on the upper right
3. Select the first entry in the Mats tab
4. Set the Alpha Func value to greater (You need to repeat 3. and 4. for every entry in the
Mats list)
5. Klick apply on the top after you adjusted each entry in the Mats tab (continue with the
next S3D file in the list on the left) The Mats tabs of different S3D files may contain a
different number of entries, depending on the size of the model, the further out the
zoom level, the less entries.
6. Save the sc4model file (not in this screenshot)
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Now the model is finished and you should have very refined looking details in SC4!

Dedication:

This tutorial could be created after a lot of discussions with community members, personal messages and forum
posts. The knowledge has not been acquired by me alone but through collaboration with others. | simply took
some time to document these results and explain the process to enable more modelers to use this technique.

I would like to specifically mention and thank Barroco Hispano and mattb325 for their expertise and support.

I may not be aware of all people who were involved developing these scripts and methods, so | apologize to anyone
| forgot to mention here.

Barroco has used this technique or a similar one with 3dsMAX scripts for a while, that’s why | personally call it The
Barroco Method.

Finally, | would like to thank Dreadnought who is in a continuous collaboration with and supports me with advice
and encouragement!
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