Textures stagionali in Gmax
Se desiderate ottenere tex stagionali applicate al vostro oggetto fatto con gmax potrete ottenerle eseguendo le seguenti modifiche al seguente codice sorgente BGLC.    Il seguente e’ l’esempio di una semplice scatola con una texture fissa, naturalmente diegnata con gmax.   Di seguito sono listati I contenuti del file myproject_0.asm  (la scatola e’ salvata con il nome myproject ed ha applicata una tex chiamata test.bmp).  In rosso le modifiche da apportare.  Per ottenere il file myproject_0.asm, ricordatevi di abilitare “Keep files” nelle Options di makemdl quando eseguite l’export.
test_top label BGLCODE 
BGL_BEGIN 0800h ; version = 8.00 
TEXTURE_LIST_BEGIN 
TEXTURE_DEF TEXTURE_AIRCRAFT, <255,255,255,255>, 54.999468, "TEST.BMP" ; 0 
TEXTURE_LIST_END 

MATERIAL_LIST_BEGIN 
MATERIAL_DEF 1.000000,1.000000,1.000000,1.000000, 0.392157,0.392157,0.392157,0.000000,0.000000,0.000000, 0.000000,0.000000,0.000000, 0.000000 ; 0 
MATERIAL_LIST_END 

VERTEX_LIST_BEGIN 
VERTEX_DEF -75.080002,0.000000, 68.136002, -1.000000, 0.000000, 0.000000, 0.000000,0.000000 ;0 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, 68.136002, 0.000000,-1.000000, 0.000000, 1.000000,1.000000 ;1 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, 68.136002, 0.000000, 0.000000, 1.000000, 1.000000,0.000000 ;2 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, -1.000000, 0.000000, 0.000000, 1.000000,0.000000 ; 3 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, 0.000000,-1.000000, 0.000000, 1.000000,0.000000 ;4 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, 0.000000, 0.000000,-1.000000, 0.000000,0.000000 ;5 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, -1.000000, 0.000000, 0.000000, 0.000000,1.000000 ;6 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, 0.000000, 0.000000, 1.000000, 1.000000,1.000000 ;7 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, 0.000000, 1.000000, 0.000000, 0.000000,1.000000 ;8 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, -1.000000, 0.000000, 0.000000, 1.000000,1.000000 ; 9 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, 0.000000, 0.000000,-1.000000, 0.000000,1.000000 ;10 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, 0.000000, 1.000000, 0.000000, 0.000000,0.000000 ;11 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 0.000000,-1.000000, 0.000000, 0.000000,1.000000 ;12 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 0.000000, 0.000000, 1.000000, 0.000000,0.000000 ;13 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 1.000000, 0.000000, 0.000000, 1.000000,0.000000 ;14 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 0.000000,-1.000000, 0.000000, 0.000000,0.000000 ;15 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 0.000000, 0.000000,-1.000000, 1.000000,0.000000 ;16 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 1.000000, 0.000000, 0.000000, 0.000000,0.000000 ;17 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 0.000000, 0.000000, 1.000000, 0.000000,1.000000 ;18 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 0.000000, 1.000000, 0.000000, 1.000000,1.000000 ;19 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 1.000000, 0.000000, 0.000000, 1.000000,1.000000 ;20 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 0.000000, 0.000000,-1.000000, 1.000000,1.000000 ;21 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 0.000000, 1.000000, 0.000000, 1.000000,0.000000 ;22 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 1.000000, 0.000000, 0.000000, 0.000000,1.000000 ;23 part= 1 prim=0 
VERTEX_LIST_END 

; NonAlpha 
test_NonAlpha label BGLCODE 

MATERIAL 0,0 ; <255,255,255,255> TEST.BMP;;; 

DRAW_TRI_BEGIN 0, 24 
DRAW_TRI 17, 14, 20 ; poly=7 part=1 
DRAW_TRI 12, 15, 4 ; poly=2 part=1 
DRAW_TRI 11, 22, 19 ; poly=3 part=1 
DRAW_TRI 19, 8, 11 ; poly=4 part=1 
DRAW_TRI5, 16, 21 ; poly=5 part=1 
DRAW_TRI 21, 10, 5 ; poly=6 part=1 
DRAW_TRI4, 1, 12 ; poly=1 part=1 
DRAW_TRI 20, 23, 17 ; poly=8 part=1 
DRAW_TRI 13, 2, 7 ; poly=9 part=1 
DRAW_TRI7, 18, 13 ; poly=10 part=1 
DRAW_TRI0, 3, 9 ; poly=11 part=1 
DRAW_TRI9, 6, 0 ; poly=12 part=1 
DRAW_TRI_END 
BGL_END 
BGL_RETURN 

Per ottenere tex stagionali  copiate il testo del codice sorgente precedente ed aggiungete le parti in rosso come segue:
test_top label BGLCODE 
BGL_BEGIN 0800h ; version = 8.00 
TEXTURE_LIST_BEGIN 
TEXTURE_DEF TEXTURE_AIRCRAFT, <255,255,255,255>, 54.999468, "TEST.BMP" ; 0 
TEXTURE_DEF TEXTURE_AIRCRAFT, <255,255,255,255>, 54.999468, "TEST_WI.BMP" ; 1 
TEXTURE_DEF TEXTURE_AIRCRAFT, <255,255,255,255>, 54.999468, "TEST_SP.BMP" ; 2 
TEXTURE_DEF TEXTURE_AIRCRAFT, <255,255,255,255>, 54.999468, "TEST_FA.BMP" ; 3 
TEXTURE_LIST_END 

MATERIAL_LIST_BEGIN 
MATERIAL_DEF 1.000000,1.000000,1.000000,1.000000, 0.392157,0.392157,0.392157,0.000000,0.000000,0.000000, 0.000000,0.000000,0.000000, 0.000000 ; 0 
MATERIAL_LIST_END 
VERTEX_LIST_BEGIN 
VERTEX_DEF -75.080002,0.000000, 68.136002, -1.000000, 0.000000, 0.000000, 0.000000,0.000000 ;0 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, 68.136002, 0.000000,-1.000000, 0.000000, 1.000000,1.000000 ;1 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, 68.136002, 0.000000, 0.000000, 1.000000, 1.000000,0.000000 ;2 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, -1.000000, 0.000000, 0.000000, 1.000000,0.000000 ; 3 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, 0.000000,-1.000000, 0.000000, 1.000000,0.000000 ;4 part= 1 prim=0 
VERTEX_DEF -75.080002,0.000000, -78.232002, 0.000000, 0.000000,-1.000000, 0.000000,0.000000 ;5 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, -1.000000, 0.000000, 0.000000, 0.000000,1.000000 ;6 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, 0.000000, 0.000000, 1.000000, 1.000000,1.000000 ;7 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, 68.136002, 0.000000, 1.000000, 0.000000, 0.000000,1.000000 ;8 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, -1.000000, 0.000000, 0.000000, 1.000000,1.000000 ; 9 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, 0.000000, 0.000000,-1.000000, 0.000000,1.000000 ;10 part= 1 prim=0 
VERTEX_DEF -75.080002, 141.328003, -78.232002, 0.000000, 1.000000, 0.000000, 0.000000,0.000000 ;11 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 0.000000,-1.000000, 0.000000, 0.000000,1.000000 ;12 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 0.000000, 0.000000, 1.000000, 0.000000,0.000000 ;13 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, 68.136002, 1.000000, 0.000000, 0.000000, 1.000000,0.000000 ;14 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 0.000000,-1.000000, 0.000000, 0.000000,0.000000 ;15 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 0.000000, 0.000000,-1.000000, 1.000000,0.000000 ;16 part= 1 prim=0 
VERTEX_DEF 105.360008,0.000000, -78.232002, 1.000000, 0.000000, 0.000000, 0.000000,0.000000 ;17 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 0.000000, 0.000000, 1.000000, 0.000000,1.000000 ;18 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 0.000000, 1.000000, 0.000000, 1.000000,1.000000 ;19 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, 68.136002, 1.000000, 0.000000, 0.000000, 1.000000,1.000000 ;20 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 0.000000, 0.000000,-1.000000, 1.000000,1.000000 ;21 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 0.000000, 1.000000, 0.000000, 1.000000,0.000000 ;22 part= 1 prim=0 
VERTEX_DEF 105.360008, 141.328003, -78.232002, 1.000000, 0.000000, 0.000000, 0.000000,1.000000 ;23 part= 1 prim=0 
VERTEX_LIST_END 

; NonAlpha 
test_NonAlpha label BGLCODE 

IFIN1 tex_01, 0000006f8h, 0, 0 
MATERIAL 0,1 ; <255,255,255,255> TEST_WI.BMP;;; 
JUMP tex_verder 
tex_01 label word 
IFIN1 tex_02, 0000006f8h, 1, 1 
MATERIAL 0,2 ; <255,255,255,255> TEST_SP.BMP;;; 
JUMP tex_verder 
tex_02 label word 
IFIN1 tex_03, 0000006f8h, 2, 2 
MATERIAL 0,0 ; <255,255,255,255> TEST.BMP;;; 
JUMP tex_verder 
tex_03 label word 
MATERIAL 0,3 ; <255,255,255,255> TEST_FA.BMP;;; 
tex_verder label word 

DRAW_TRI_BEGIN 0, 24 
DRAW_TRI 17, 14, 20 ; poly=7 part=1 
DRAW_TRI 12, 15, 4 ; poly=2 part=1 
DRAW_TRI 11, 22, 19 ; poly=3 part=1 
DRAW_TRI 19, 8, 11 ; poly=4 part=1 
DRAW_TRI5, 16, 21 ; poly=5 part=1 
DRAW_TRI 21, 10, 5 ; poly=6 part=1 
DRAW_TRI4, 1, 12 ; poly=1 part=1 
DRAW_TRI 20, 23, 17 ; poly=8 part=1 
DRAW_TRI 13, 2, 7 ; poly=9 part=1 
DRAW_TRI7, 18, 13 ; poly=10 part=1 
DRAW_TRI0, 3, 9 ; poly=11 part=1 
DRAW_TRI9, 6, 0 ; poly=12 part=1 
DRAW_TRI_END 
BGL_END 
BGL_RETURN 

In questo modo ho aggiunto le varianti stagionali alla lista delle textures e scelto il materiale appropriato secondo I valori delle variabili stagionali.    Se l’oggetto ha piu’ di una texture applicata, dovrete usare con attenzione I numeri di riferimento per unire la texture al materiale.
Terminate le modifiche ricompilate Il vostrio source files .asm mediante BGLC.exe
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