HOW-TO

ACF
(Advanced
Custom
Furnis)



About this How-to and some Words

For people that haven't create a furni yet, | ssg¢ieat take a look in the tutorial
section of Ragezone Forums. Here they find a I¢TOIT] to start the creation of
simple furnis (no interaction, just turn left-righinction). That's a good start with
director and retro customs.

What we talk in this How-to? Particularly two thsdirst 360° rotation furnis
(very easy), and second to give interaction tosaaru furni; using the built-in functions
of the DCR’s. About 360° there’s nothing to say woll see that's very easy and the
only thing you need its the front side bitmap amel back side bitmap. With the
interaction it's another world; there’s a lot offdrent “Class” (functions) we can use,
and depends on us to determinate witch one fitseads to create the furni.

What we don’t talk here? Creation/modification afalogue pages or buy_furni
files. Also | don’t talk nothing on how-to host oMldCR’s and nothing about pixel-
creation. I’ m not a pixel artist...so if someone hasdea or need information about
that things; please search in the [TUT] sectioRafieZone Forums. There’s a lot of
how-to created by some wonderful people that mdy yeu with that.

| have seen on RageZone Forum some furnis with atrom that doesn’t use
this technology. For example the furni called “Suldachine”. If you have seen it, it's
a funny furni, but it has a “big” problem: it's gizn KB. That furni is created using the
cast members as frames, so the furni creator hagptpthe bitmap in every cast
member and make the modifications on each framea #&sult we get a 256 KB cct
file, witch is too great in comparison with a 20 K&ndard cct. In theory there’s no
problem if a furni file size is to great, exceptthg amount of bandwidth and memory
usage from the client browser; that maybe will eaaivrowser crash and the sadness of
the retro-client-user. But if you use the builtfimctions of the DCR’s to create your
furni, the cct file will only contain the necessamngs to work: bitmaps, names of the
cast members, and the name of the class whererthiebklongs to. The code that
makes the furni interactive, is built-in insideetbCR’s, so you don’t need to put in
your cct. As a result we get a truly 100% inters@ftanimated furni with a very small
file size.

| believe in a community of developers that jo;ikhowledge, source and effort
to create something far away from the original.tEhahy | create this how-to: share
my own knowledge with everyone and let other petpleeep his mind open and to
keep working to get something special.

| hope that you would appreciate this how-to an@nvirou arrive to the final
page, you could create Advanced Custom Furnis.

@Salamander@

Note: | don’t want to criticize the creator of theuper Machine” furni. It's a very impressive furand it
has a lot of work on it. Thanks to release for guee.



Chapter One

Custom Solid with 360° Rotation

So let’s start! First its to check that alreadylvese all requisites needed to
complete this chapter:

» Recover-cct Search Google if you don’t have it. This softwea& unprotect
cct files and convert to cst format so we can with Director.

» Macromedia Director MX 2004. You can download from Adobe web. That's
the main program that lets us edit/create furmsd, save as cct files.

* Front & Back Side and Small Bitmap of the furni we would create:
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examplel front_side.gif examplel back_side.giexamplel small_size.qgif
Thanks and credits to Tsuka for create this.alts

e CCT File “hh_furni_xx_bunny.cct” . This is the original cct file of that furni
called “bunny”. For this moment we would use tlhiscause we don’t need
interaction, just 360° rotation.

And that'’s all we need for the moment. So let'sibegth the work.

1. Copy the executable “recover-cct” to the same folldat contains the file
“hh_furni_xx_bunny.cct”.
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examplel _back_side.qif examplel_front_side.qgif  hh_Furni_x_bunmey .ok recover-cokexe




2. Start “recover-cct.exe” and double click twite file “hh_furni_xx_bunny.cct”.

Where is "C:\descargas\Desktoplcet to hack.cst™?
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hiz documentos
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3. Click to close the “recover-cct” window and seetftii@re’s a new file in your
folder called “unprotected_hh_furni_xx_bunny.cst”.

"'ﬁ"'
cor 1 :
Y =2
examplel_back_side.qgif examplel front_side.gif hh_furni_s<_bunny.cct recover-cch.exe unprotected _bh_furni..,

recover-cct

4. Rename the new created file to “hh_furni_xx_seoatt. If you are planning to
change your furni name, keep in mind that therfdene and cast members
names are the KEY for a working 360° rotation. &ke tcare about that
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examplel_back_side.qif examplel_front_side.gif hh_Furni s bunmy.cct recover-cch.exe hh_Furni_sxx_server.cst

5. Double click the new file “hh_furni_xx_server.cc¢t start edit with
Macromedia Director.
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6. Expand the Cast Window and click on Menu “View->Eagshumbnail”. The
cast window it's the one that has de list of castnhbers of that furni: bunny*,
Easterbunny Paletti, icons_special2 Palette and bezalias.index.
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7. Go back to your current working folder and doubiekcthe file
“examplel_front_side.qgif" to star edit it with yotavourite pixel editorln this
how-to we use the standard application “Paint” inded with Microsoft
Windows

i example1_front_side.gif - Paint

grchivo  Edicidn Mer Imagen  Colores

8. Click to use the “Selection tool” and click and gita select all bitmap server.
Then click Menu “Edit -> Copy”.
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9. Go back to the Main Director Window and select engty cast member. Right
click inside and select “Paste Bitmapsuggest that you use the cast member
12; it's no important but keeps some kind of ongairle we are working.
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10. Director ask us to select the colour depth andfaultePalette All Habbo furnis
are in a standard 8 bits Palette, I'm not prettyesif it's the “System — Mac” or
“System — Win”. | suggest that you use the one fitebetter with your current
bitmap, so you don’t have colour changitg this case, we use this
configuration:

Image Options

Color Depth: 2 Image (8 bits] o

E3
) Stage [24 bits)
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%) Remap to

Image: Trirn ' hite Space
[ ] Dither

[ ] 5ame Settingz for Bemaining Images

Click the “OK” button to complete the process.

11.So now, we have a new cast member just under toet“fside_bunny”.
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12.Double click the new cast member to start ed€lick on the “Registration
Point Tool”.
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13.Move your cursor over the bitmap, and place thestegion Point in the down-
left corner of the furniThe Registration Point it's very important for aagb
working furni. We have to put in that position, &ese the dcr’'s use the left
corner of a floor tile as the relative positiontae furni with the floor. So take
care about that, or later you will have a furni i lots of position problems
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15. Select the cast member “12” and paste the textari€ast Member Name
Field”. Click to change the name from “bunny _a 0114 0"to

members are KEY to get a working 360° rotationifigao if your cct file is
named “whatever”, rename cast member as “whateve® d 1 4 0.
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anymore. Drag and drop the new cast member “seavér 1 1 4 0" to the
position of the deleted one. Now we are done wighftont_side_cast_member.
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17.Now we are going to repeat steps from 7 to 13ubkirtg the
“examplel_back_side.gif” bitmap. So open thatviieh paint, select all bitmap
and copy it. Now go back to Director Window andtpéds the blank cast
member which is just under the “back_side_bunngle& correct colour depth
and Palette. Double click to edit the cast memhbdrset the Registration Point
in the down left corner of the bitmaRepeat: take care about the position of the
Registration Point
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19. Select the cast member “14” and paste the textari€ast Member Name
Field”. Click to change the name from “bunny_a 0L 16 0” to
cast members are KEY to get a working 360° rotdtioni, so if your cct file is
named “whatever”, rename cast member as “whateve® d 1 6 0.
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anymore. Drag and drop the new cast member “seavér 1 1 6 0" to the
position of the deleted one. Now we are done withidack_side_cast_member.
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21.Now we work with the two cast member furni shaf@suble click to edit the
first named “bunny_sd_4". Select all bitmap witle telection tool and delete it.
Close the Edit Window and rename the cast member fbunny _sd_4" to
“server_sd_4". Repeat the same with the “bunny_5dné rename to
“server_sd_6". The cast window will look as here:
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22.Now we are going to repeat steps from 7 to 13ubirtg the
“examplel_small_size.gif” bitmap. So open that Wigh paint, select all bitmap
and copy it. Now go back to Director Window andtpdse the blank cast
member which is just under the “small_size _buni®glect correct colour depth
and PaletteYou don’t need to change the Registration Poirhisfbitmap,
because by default, it's in the center of the imagel that's perfect for the
small icon of the furniSelect the cast member called “bunny_small” aoy/c
all name characters from the “Cast Member NameaFiel
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23.Select the cast member “17” and paste the textdari€Cast Member Name
Field”. Click to change the name from “bunny_smadi™server_small” and hit
Intro to save changeRepeat: The name of the cast members are KEY # get
working 360° rotation furni, so if your cct file mamed “whatever”, rename
cast member as “whatever_small”.
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24.Select and delete the cast member “bunny_smalBmsewe don’'t need
anymore. Drag and drop the new cast member “sesw@ll” to the position of
the deleted one. Now we are done with the All bgroast members:
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25.Now double click to edit the “memberalias.index5tmember.
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26.Let’s take a close look at the first line of thatrange code”. As you can see, it's
cast member? It doesn’t exists in the main Casiddiin because it's a “virtual
cast member”. Basically it's a code to tell the DER create “the virtual cast
member” using a mirrored cast member “bunny _a 0 & 0”: that's the
function of “*” at the end of the line. So if we darstand this, and we have
noticed that this code is based on the names afastemembers, then we have
to replace all words “bunny” with “server”, so d@dks like:

= Untitled: Text

i w Text:Field 8:memberalias.index

Field® |

+ 4 b [Elmemberalias.index

| il “illg 1 v e v
server_a 0 1 1 0 O=server_a 0 1 1 6 0%
server_a_ 0.1 1 2 O=server_a_0_1_1_4 0%

And now the new code tells DCR'’s to use the exgstserver” cast members to
create a new virtual-mirrored cast members. Sdsthdtwe need for 360° furni
rotation.

27.Close the edit window to save changes to the cufreemberalias.index”.
Click Director’s “Save Button” . Now we are going protect the movie and
create a backup file of our work. So click in them “Extras -> Update
Movies” and change the options like this:
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Original Files:  (3) Back Up Inta Folder
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() Delete Help

Click on “Browse” Button and select one folder #éodestination backup.



28.Then click “OK” and double click the file “hh_furnkx_server.cst”:
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Click “Continue” to start the conversion of theeffrom “CST” to “CCT".

r

Director

Pratecting £ filez. The protected movies and castz will not
! be editable. The onginal files will be saved in
“CADocuments and.. shsampled \backup™.

E_Enntinue J [ Canicel J

29.And that’s all. Now we get a new file called “hhrriu xx_server.cct” and we
have to move it to our “/dcr/furni” folder. Credtee necessary files and move it
to the “/database/buy_furni/server/” folder. Andlatew line in the Catalogue
S0 we can buy the new furni.

End of Chapter One




Chapter Two

Custom Solid with 360° Rotation + Interactive

In this chapter I'll assume that you have readlenstand an Test all Chapter
One. So I'll skip all screens relative to: unpraotect file, paste and rename new
bitmaps, edit of “memberalias.index” and exportd¢t If you have any doubt about this
things, please, refer to Chapter One.

Requisites needed to complete this chapter:

» Recover-cct Search Google if you don’t have it. This softwea& unprotect
cct files and convert to cst format so we can with Director.

» Macromedia Director MX 2004. You can download from Adobe web. That's
the main program that lets us edit/create furmsd, save as cct files.

* Front & Back Side, Monitor/Keyboard Bitmap, and Small Bitmap of the

furni we would create:
2
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examplel front_side.gif examplel_back side.giexamplel small_size.qgif
Thanks and credits to Tsuka for create this.alts

* CCT File “hh_furni_xx_toilet.cct” . This is the original cct file of that furni
“toilet”. We would use this, because he has buil860° + Interaction Class.

And that'’s all we need for the moment. So let'sibegth the work.

1. Copy the executable “recover-cct” to the same folldat contains the file
“hh_furni_xx_toilet.cct” and unprotect that fileeRame the new created file to
“hh_furni_xx_server2.cst'lf you are planning to change your furni name, keep
in mind that the file name and cast members nameetha KEY for a working
360° rotation + Interaction. So take care aboutttha



2. Open the new file “hh_furni_xx_server2.cst” withr€stor and start to
copy/paste the example bitmaps under the origines @s follows:

=1 Untitled: Cast
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3. Now edit each new cast members to set the RegistrRbint in the correct
position.The Registration Point it’s very important for aaggbworking furni.
We have to put in the bottom left corner positibthe bitmap, because the
dcr’s use the left corner of a floor tile as thdatese position of the furni with
the floor. So take care about that, or later yoll nave a furni with a lots of
position problems
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4. Now it's time to rename this new cast members uiegpld ones as a
and “32” to “server2_small;rh_e name of the cast members are KEY to geta
working 360° rotation + Interaction, so if your die is named “whatever”,
rename cast member as “whatever_a 0_1 1 4Wlien finished, delete the

“toilet_small”. Then move the “server2*” cast membéo its correct position as
show:

i Cast:hh_furmi_xx_ server?
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5. Now copy the bitmap file “example2_monitor.gif” & new cast member, just

We have to put it in that “strange” position, besathis point correspond with
little down, then the monitor heig_ht_vviﬁ be §re7atand if you set the registration
point little to the left, then the monitor it's meon the right of the server. You
can do a lot of tests with this registration pdater, but for now set as show in
the picture.



6. Close the “Edit Window”. Time to copy the name lo¢ tast member
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7. Delete the old cast member “toilet b 0 1 1 4 1" mode the new one to its

position:
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Only delete the bitmaps, not the cast membersusecae change it's names
from “toilet*” to “server2*”:
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In this example we don’t need to use that cast reesnbut if you are planning
to create a more complex furni, | tell you that yaun use it. For example, in
drawer where the monitor a_nd_ke_yb_oard are storethen“closed” position. The
cast member “server2_b 0 1 1 6_0" will be the bsicle of the drawer

the back side of the Monitor/Keyboard. Use yourgmation and sense and feel
free to use it for your needs. The cast member listadle _armas_sd” is the
furni shape.



9. Edit “memberalias.index” to active 360° rotatioredace all “toilet” words with
“server2” and close the edit window:

£ ¥ TextField 12:memberalias.index
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semer2_a_0_1_1_2_ D=semerZ_a_0_1_1_4_0*
semver2_b_0_1_1_2_ 0=semerz_b_0_1_1_4_0*
semer2_b_0_1_1_2 1=semerz_b_0_1_1_4_1*
semver2_a_0_1_1_0_0=semwerz_a_0_1_1_&B_0*
semver2_b_0_1_1_0_0=semerz_b_0_1_1_&B_0*
server2_b_0_1_1_0_1=semer?_h_0_1_1_6_1*

server?_sd_O=small_table_armas_sd*
serverZ_sd_Z=small_table_armas_sd
serverZ_sd_d=small_table_armas_sd
serverZ_sd_F=small_table_armas_sd

10.Change name of cast member “toilet.props” to “s&ygops”.I'm not pretty
sure what does this code, but | think that it'satetl with the rotation.
Something like “when rotate furni, move the Regisbin Point 2 pixels up and
2 pixels left”. It's about to try and tedEdit “server2.props” and change “-2” to
“0” and close the edit window.

i Text:Field 8:server? props

Field &

+ 4 b IE'SEruerE.prnps

[Aial i B

['a": zshift [0,0,0,0,0,0,0, 0]

11.Double click to edit the cast member “asset.indéxt’s take a close look at
this code:

i Text:Field 13:azzet.index

Field 13
+ 1 b |ﬁ| aszetinden
| il “illB | v [[= v == 3

Bid: “toilet”, #classes: [Active Ohject Class”, "Furniture Toilet Class"])

The “id” it's the name of the furni. The “Active @zt Class” tells to DCR’s
that this is an interactive furni. The “Furnitureoiet Class” tells to DCR’s that
this is a toilet furni, so the DCR’s know that &shX cast members, that it can
rotates 360° and when you activate him (doubl&}lihich cast members are
show or hide. And this is the secret to creater&tiive Furnis. There’s a lot
“Furniture Class” inside the furnis and depends asto determinate witch one
fits our needs to create the furni.



12.The only thing we need to change here, it's thé ‘&b replace “toilet” with
“server2”. And close the edit window.

{7 Text:Field 13:azset index
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13.We are done. Click Director’'s “Save Button” antklin the Menu “Extras ->

Update Movies” to convert your actual CST file t€@&T. | suggest to make a
backup of the cst file. Now you have a new fildexl

“hh_furni_xx_server2.cct”. Copy to your “/dcr/fufhiolder.

14. About the buy_furni, you can copy the toilet folderd rename it to “server2”.
Edit file name.txt and change it to “server2”. Theatit file type.txt and change
from “sit” to “solid” (or you want to sit in you new server?? hefée last

thing is to create the necessary files in the ogta to buy that furni. And enjoy
it.

End of Chapter Two




Final Notes

About the Automatic Mirroring of cast members, y@an use it in every type of
custom furni: posters, rugs, or whatever. The émiyg important it’s to take care with
the names of the cast members, and later modifyriineealias.index” to fit the new
names.

Always do a backup of the files .cst and .ccs &asy to make a mistake in the
process, so save the file and if you are in a tegudo back to the original one.

In this How-to we use the application “Paint” tapg the bitmaps into Director.
Feel free to use your standard pixel editor (liket®shop). Also you can configure
Director to use a external editor instead of thidu That’s your choice, but
remember that to put the registration point, yoechBirector’s editor.

In this How-to we created two furnis, but they pust one floor tile size. If you
create a furni using large bitmaps, keep in mirad ¢mly one unit will be solid
(unit=floor tile). It's possible to create custowlid furnis greater than one unit, but you
have to use another cct file as a guide (for exaraghble, which is 2 x 2 units).

Each type of interactive/animated furni createdhbijake has it's own Class. So
if you want to create a poster furni with animatitwok for a Sulake’s one that do it,
and then use it as main base to create your’s.thaits the same for all kind of furnis:
rugs, solid, sit, doors, etcEvery version of DCR’s has it's own built-in Class&o
don’t create a custom furni with v15 and later ingg a v13 DCR; it won’t work (PH
BOX). But if you create a furni using v13 Classyitl work without problems even on
avl1le DCR.

Hope you will find this How-to useful, and | hasem@d your mind to the new
world of ACF (Advanced Custom Furnis)

@Salamander@



