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Lead in

T
he reason behind  the writting of this tutorial is to show how the game player can express them self to much more detail..By having the choice of customizing a player it will help to add self worth to the environment in which the character is participating in. I am a student of The University of NSW and i am current undertaking studies in Architectural computing. The purpose of this tutorial is to help identify  a custom character with the user, to help justify a scenario and bring the character of this environment at one with the atmosphere being carried out when in game play. In order to acheive the idea of customizing a character in crysis extensive research and experiments will be carried out to try and minimise the steps involved in customizing a character.
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I n this section I will show you how to customise you character to perfection and in detail that will present in Crysis an individual personal character. A character designed by the game player and even one that will help to influence the in game modes and the player.  It is an important sequence of events customizing a character as this is what represents the user of the character, it is a depiction of who the user is or the user’s ambitions of who they believe they can or could be. 
 	In order to do so the rig will be the starting point of customization and formation of the character.  The rig can be found in the character mass. As this is a beginners tutorial let’s start by importing a custom character. A customer character is imported as an .arj just for the record. This tutorial will layout the procedures of customising characters as the process that is taken into account is lengthy but the end result somewhat pleasing. The process involved to customize a character is using an interface that has a variety of options.  As part of customizing a character is said to be skinning and adding bones. 
	As part of building a character the level of detail mesh is important.  As the level of detail is what optimizes vision of the character. A high detail mesh is what helps to make the in game experience run smother in regards to when the character moves further away. When proceeding to create character saving it as a thin_lod2 and character _thin_lod3 also character_fat_lod2 and character_lod3 as the character fat will provide a chunkier version. 
To export character into game is simply a procedure that takes time. All character nodes are to be selected that is all the character fat and thin and all lod (level of detail). When in export screen add selected lod then click export. Many errors are likely to appear or warnings but that’s fine, simply click YES. 



Walkthrough
O
 One Step: Getting custom character into Crysis. Find the rig, then go to the crysis dictionary,then modes, examples, examples asset, objects, characters ,human male, character mass. The middle rig will be the one that will be used. Open custom characters. In file click import select the file should be and arj then click ok. Once all parts have been imported group all character meshes together to the one object and call this character. Click attach to all the objects to be attached.                                                                                                                                                     Step two: to skin the character, left click un hide everything. Select character and give it a skin modifier this way all the bones are added. Added objects are obvious through the highlighting of each part. Add all bones that do not have the word physics and nub after it.                                                                                            Step three: Building the character as parts, Create the level of detail meshes. Create: character _thin_lod2 then  click okcharacter_thin_lod3 then click okcharacter_fat_lod2Character_fat_lod3 click ok to all               Step four: To export into the game, must have selected all character nodes that is all fat, thin and lod. Go then to export and add selected click export. Errors will appear but click yes to all.                                            Step five: Open Crysis. Open a pre made character to do this go to file, open, etc marine. Remove all attachments, select character and give new noble materials, go to objects, editor, and no draw. Make new attachment call this (body) to skin attachment find were exporter exported file to this should be were max file exports to. Select character as a chr file click to open.
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	 It is an important sequence of events customizing a character as this is what represents the user of the character, it is a depiction of who the user is or the user’s ambitions of who they believe they can or could be. 
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	As part of building a character the level of detail mesh is important.  As the level of detail is what optimizes vision of the character. A high detail mesh is what helps to make the in game experience run smother in regards to when the character moves further away.
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	In order to do so the rig will be the starting point of customization and formation of the character.
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