The Midtown Madness Vehicle Creation Guide and Toolset
Introduction

Midtown Madness is definitely an underdog.  It was pure luck I stumbled upon this hidden gem.  In fact I got Midtown Madness in the Racing Madness pack, the main reason was because I wanted Motocross Madness.  As it turns out, I play Midtown more than the others.  Many people probably don’t even recognize its existence.  Although this is the first version of the franchise of three, it is a classic and it’s the game that started the epic journey of madness in the middle of town.

What am I reading?  Why am I reading it?

You are reading the documents for the Midtown Madness Vehicle Creation Guide and Toolset.  What does that mean?  It means that this guide will help you create a custom vehicle for Midtown Madness 1 and extend the life of this already awesome game.  Why are you reading it?  Well, some possible options are 1) you want to learn how to make a custom car, 2) you’ve tried with no luck, and need information, but Google is failing you, or 3) you don’t have the right tools or programs.  Well, DON’T GO ANYWHERE ELSE!  You can stop, relax, and know that this guide will help you (hopefully).

What’s inside this package?

This package includes all the info you need to create a custom car.  Included is the official Angel Studios Vehicle Creation Kit (VCK).  This is the base of your odyssey to car creation heaven.  Also inside is this guide.  Yes, the thing you are reading is a guide.  Step by step and (hopefully) easy to follow instructions will guide you along.

This guide will help you get a custom, working car in the game (without MM crashing).  This guide WON’T help you create a track.  Although I would love to help you do this, I haven’t even done it, so it would be no use.  This guide also will not help you learn to model in ZModeler.  You will need to learn that yourself (it’s fairly simple).  That said, it will give you tips on how to make your model MM ready and it guide you through some of the more complicated steps of ZModeler.
How much will this cost?

NOTHING!  Well, however much you paid for the game, and how much you pay for internet, but nothing extra.  I use all the free programs I can, because free = good.

Why Midtown Madness 1?  It’s so old!  Why not MM2?  Or why not try to hack MM3 for Xbox?
Actually, I don’t even have Midtown Madness 2, so I don’t even know if it keeps the Midtown Madness feeling or anything.  As for the MM3 comment, I don’t even know if that’s possible and it is a lot more complicated.  I know MM1 is old and the graphics are outdated, but it’s fun, and if you don’t like it, you’re probably not reading this anyway.  So, onward we go!
What happens if I need more help?

You can try post at http://www.hyperboard.co.uk/index.php in the Midtown Madness section of the forum.  That’s the only other MM1 forum that’s still alive that I’m aware of.
A Quick Glossary
MM = Midtown Madness 1, the game we’re playing (duh)

VCK = Vehicle Creation Kit, the official toolset for building cars

AM = Asset Manager

AR = Archive file used by MM1, similar to a ZIP file, contains all the files for your car

Let’s get started (finally) (well, not quite)!
What you will need:

- Midtown Madness w/ Patch* (PATCH IS REQUIRED)

- Official Vehicle Creation Kit**
- Zmodeler 1.07**
- Paint (or Photoshop/Paintshop/The GIMP)

- IrfanView

- WordPad/Notepad (or other text editor)

- Some Time and Patience

* The patch is required for custom cars to work.  It is included in the toolset.

** Indicates item is included in toolset

What a Custom Car is made up of

An MM car starts with a 3D model, which we will make in ZModeler.  Now, you could use 3DS Max, but if you have that, you probably aren’t reading this guide either.  We will texture our model and export the model to the Midtown Madness ARTS .GEO file.  The textures will be converted to TIF format.  Then we will use the Asset Manager to convert the GEO model into readable game files and textures into game-ready DDS files.  We will tune up the car and pack it into one archive (.AR file) and place it in the Midtown Madness directory.  And then we play!
NOTE: I will be using Windows XP SP2 for this guide.

STEP 1: Installation
Step numero uno is to get the VCK installed.  Find the VCK in this toolset, in the folder labeled “VCK”.  Unzip the file to the C:\ directory.  NOTE:  It is easiest to install the VCK here, as it is the default directory and will make your life easier in the long run.
Now, check your directory structure.  

C:\ 

    \vck\

           \angel\  -- Contains settings files and the programs that will compile your car
           \build\  -- Finished car archives and shiplists will end up here

           \doc\  -- Official Documentation for the VCK, take time to look over it sometime

           \gold\  -- Finished example car that comes with the VCK; we’ll ignore this folder

           \shop\  -- The directory we will place our car assets

           \template\  -- Directory with templates for the car tunings files

           \vehicles\  -- Work-in-progress cars go here.  Great way to get organized and have your already completed cars.
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If you don’t understand all the fancy hoopla going on in the paragraph and diagram above, don’t fear!  Everything will be explained in English later on.
Now you must copy the toolroot.ini file found in the \VCK\Angel\ folder.  THIS IS IMPORTANT.  Paste the toolroot.ini file into the C:\ directory.

Get all the programs listed in the previous page installed and working correctly.  Then we can move on.
STEP 2: Planning and Organization
Repeat after me:  “Organization will set you free.”  Seriously, if you are organized things will go a lot smoother when creating and debugging a car.  Nothing is worse than to have put so much time and effort into a car, and then have the game crash, then have to sort through 100 files that are floating around trying to back track and redo steps.

First off, go into your VCK folder and create a copy of the shop folder.  Rename the copy “ORIGINAL SHOP”.  That way you can have a blank slate if you need to start over.  Just remember to always have a backup shop.
Some other things about organization:  use the vehicles folder with subfolders for each of your cars.  Use that to store any resources you use (such as textures, pictures, model files, etc.).
Ok, finally we are ready to get somewhere.  Start by getting some ideas going.  What car/vehicle are you going to make?  If you are making a real life vehicle, look around for some pictures of the vehicle, or take some of your own.  If you are designing your own car, draw your blueprints out and scan them to your computer.  I’m going to refer to the car we are making as “My Car”.

Go to the \VCK\Vehicles\ folder and create a new folder called “vpmycar”.  A quick note:  you will be using the VP prefix often.  Your car model will be labeled with the “VP” prefix, your textures, and so on.  VP stands for “vehicle, player” (well, I’m not for sure, but that makes sense, because if you search hard enough, ambient traffic models are label VA).  So, just be aware of that.


STEP 3: Modeling
Time to create your car’s model.  We will be using ZModeler for this task.  First we need to create blueprints to get some visual reference while modeling.  Preferably you would want side, front, back, and top blueprints, but really you don’t need a top one.

You can find a load of vehicle blueprints as http://www.the-blueprints.com.  

Use your paint program to split the pictures up into the three files (side, front, back).  Try to get the images as close to center as possible.  Create a new folder inside the vpmycar folder named resources.  Save your new blueprints into the \VCK\Vehicles\vpmycar\resources\ folder.  In ZModeler, load the images as the backgrounds for the corresponding viewports.
Now, you model.  Remember, this is a fairly old game.  No need to go high-poly.  You don’t have to model every detail, just keep fairly simple.  Create the shell of the car; you don’t have to make wheels yet.  Once you have it done, we’re ready to texture.
The textures that are actually used in the game are DDS textures.  But we’ll let the Asset Manager (a program from the VCK) do the dirty work.  What we need are TIF textures.  But, Zmodler doesn’t like TIF textures that well, and you may/may not get them to work.  So, we’ll use BMP’s for that.  First things first though.  Start by getting together your resources and make your textures in a paint program - Photoshop, the GIMP (free), MS Paint (seriously, if it’s your last option, go ahead).  Now the tricky part.  MM is VERY picky in the textures department – the TIF textures must be in the correct format for the Asset Manager to process.  It’s actually more difficult than what you think.
Another important note:  your textures MUST be in dimensions with multiples of 2’s.  I.e. 256x256, 128x128, 512x512, 128x256, etc.  You will get errors if you don’t.
Saving Textures

Once you have your textures made in a paint program, save them as BMP files.  Save them to your VCK\Vehicles\vpmycar\ folder for easy access.  For the name of the file, save them with the vpmycar prefix and label them – i.e. if it’s the side of the car, vpmycar_side – if you so desire.  This will make your life easier later – better safe than sorry.  Now you can go into ZModeler and texture your car with the new BMP textures.
Converting Textures to TIF
Open the program IrfanView.  Select File->Batch Conversion/Rename.  Select all your BMP textures and click the Add button.  Then select the Output to be TIF file format.  Click the options button beside the file type box and make sure that Save Compression is set to none.  Click the Start button and copy the newly created TIF textures to your VCK\Vehicles\vpmycar folder.
STEP 4: Creating the final model

CHECKUP: At this point you should have an exterior model of your car that is textured.  If you want custom wheels then this is a good time to make them, but I’m not going to cover that here, and it’s a good thing to just use already made wheels on your first attempt.  Wheels must not be attached to your main car model.  Let’s continue.
Open your ZModeler scene that has your car in it.  Select File->Import.  Find the file in this toolset at \<Toolset location>\Import\vpredcar_s.3DS.  This will import a bunch of models into your scene.  DO A SAVE AS NOW TO A DIFFERENT FILE.  This way, if you mess up, you have some kind of reset point.  Save it as vpmycar_build or something to identify it by.  The vpredcar_s.3DS is the example car that came with the official VCK.
Now for some dirty work.  In the right-top part of ZModeler there is a box that shows all the items in the scene.  Your car should be one of them.  Click the Hide All button underneath of this list.  Find your car and highlight it so it is the only thing visible in ZModeler.  Now find the item Body_H in the list.  Make it visible.  Now you should have two models visible in the editor – the vpredcar body_h model and your model.  Body_H is the LOD (Level of Detail) that tells the game this is the main model.  It’s the one you see while your driving in-game.

Most likely, your model is pretty big compared to the red car’s model.  Scale your model down until it looks like an appropriate size of your vehicle compared to the red car.  Rotate your model as well so your car is facing the right direction, if need be.  Now move your car so it is in the same position as the red car.  Right click on the body_h in the list of visible items in ZModeler and delete it.  Right click you’re your car’s model and click rename, and rename it to body_h.
Delete all the renaming items called body_XXX where XXX is either M, V, or VL, all different Levels of detail used by the game.  For now, just create clones of body_h and rename them to body_m, body_v, and body_vl.

Now align the headlight beams, taillights, wheels, etc. into place.  It’s easiest if you only have the body_h visible and hide body_m, body_l, body_vl.  When aligning wheels, make sure WHL0 is the left front wheel, WHL1 is the right front wheel, WHL2 is the left rear wheel and WHL3 is the right rear wheel.  If they’re messed up, then your steering will be wacky.  Once everything is aligned and textured properly, were finally ready to export.
STEP 5: Exporting and Building

In ZModeler, click File->Export.  Select the file type to be a Midtown Madness ARTS .GEO file.  Save it as vpmycar.geo – remember to include that vp prefix.  Click save and a box should pop up.

Make sure that only Rebuild objects Hierarchy is checked and nothing else.  Then make sure that Force texture extension is pressed and the box beside it says TIF.  Then click Export.

Copy your new GEO file into the C:\VCK\shop\geo\ folder.  Copy all your TIF textures into the C:\VCK\shop\tex\ folder.  Copy all the textures from \<Toolset location>\vpredcar\textures\ into your C:\VCK\shop\tex\ folder.

Click Start->Run.  Type in C:\VCK\angel\am.exe –translate –review –bw geo/vpmycar.geo.  This will run the Asset manager to turn your car into the correct file types.  A DOS box will appear and say some stuff.  You may get red errors, but that’s okay, as long as a box pops up that says Texture Properties.  Just click OK for each texture, everything should be set fine.  After you have done this for all textures, you will get an error that says “Required group ‘BODY’ not present in blah blah blah.  1 Error in processing.  This is OK.  Just close the DOS box.

Make sure your TIF textures and GEO model are backed up in your VCK\vehicles\vpmycar folder.  Delete the contents of the C:\VCK\shop\geo\ folder and the C:\VCK\shop\tex\ folder.  This will save space and reduce the final file size.

Now copy all the files in the C:\VCK\gold\tune\ folder to the C:\VCK\shop\tune folder.  Rename all the tune files by replacing the ‘redcar’ in each filename to mycar.  For example, if the file was vpredcar_something.something, the new file would be vpmycar_someting.something.

Click Start->Run again.  Type C:\VCK\shop\ship.bat vpmycar.  A DOS box will pop up, say some junk, and close.

You can now edit the vpmycar.info file and change the ‘basename’ property to vpmycar and the description to My Car.  You can edit the rest of the tune files later.
Click Start->Run yet again.  Type C:\VCK\angel\mkar.exe vpmycar.ar shiplist.vpmycar.  A DOS box should pop up and close again.  Go to your Midtown Madness folder and verify that a file called vpmycar.ar is there.
Now we can test our work.  Start up MM and find your car in the selection menu.  You may or may not see your car’s model in the menu, I believe this is a bug in MM.  If the game crashes while loading, then you’ll have to back track and see what mistake you made.  It may be a pain, but hopefully what you learn will help you next time.  If it works, congratulations!  You can now go back and tune your car to your liking!

Final Words
I hope this helped.  I currently do not know how to map police cars, trailers, or tracks.  I’m also working on how to make multiple paint jobs, but am currently stuck.  I don’t have any idea if anyone will ever read this (this game is so old), but oh well, now at least I’ll have a reference if I ever feel the urge to make cars for MM1!
If I’ve made any mistakes, post at http://www.hyperboard.co.uk/index.php in the Midtown Madness section, and hopefully I see it.  Thanks!
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