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What do | need to get started

The following tools you need to get started on creating new species:

- A good photo-editing program like Corel Photopaint or similar.
- A program to resize and convert pictures and photo’s like Corel Draw.
- A picture editing program like MS Paint.
- The Real World Fly Fishing Fish Creation Kit
Download at http://www.pishtech.com/rwfffsck.zip

If you got all the necessary tools, you can go search for a good profile picture or photo of the
species you want to create.

If you have selfmade pictures you can use one of those, or you can search pictures with
google search.

In this tutorial we will create the Golden Trout, starting with the photo below.

Preparing the photo, to get to a usefull profile

A usefull profile picture is a picture of the species which shows the species in a horizontal
direction, free from any obstructions like shadows, pieces of fingers, grass or weed and that
kind of things. The main thing is to find a picture without any obstructions in the first time.
To start creating a good profile we open the photo/picture with the photo editing program.
We select the species by boxing it , in a way that the fish hits the selectionbox at the left and
right edge. Save the selection to a new file like fish.jpg. Note that all pictures have to be
saved in the rwfffsck folder during the creation process.

This is how the new picture looks like.




Now we have to rotate the picture, so the fish is in a horizontal way, ending up with this.

The picture is saved again and edited with MS Paint. Now we have to put the boundaries of
the fish to 100% black. If done, we select the fish in a selectionbox like we did before and
save the selection to fish.jpg.

The picture should look like this now.

It is starting to look like a good profile picture already.

Next thing is to convert the picture to a right sized BMP-file.

Edit the picture with a picture editing program like Corel Draw and resize/save the picture to
a width of 1000px by a multiple of 100px high, with the name fish.bmp.

Now we edit the fish.bmp file with the photo editor and make the picture about 5% to 10%
Brighter, in this way there is ho 100% black anymore in the picture. This is done because the
actual fish creation tool will cut off every thing which is 100% black, so if the fish would
contain 100% black parts, these parts will show up as holes when finished.

Save the picture again. Open it with MS Paint and retouch the shadows and other
obstructions. When done select color red and use the fill tool on the boundaries of the fish.
If there are parts that are not filled with red, use the pait tool to make it red, ending up with
next picture.




Now we select the 100% black color and use the fill tool on the boundaries, so the picture
looks like this.

Now we got the profile we need for the rest of our creation purpose. Save the picture as
fish.bmp.

Creating the skin.bmp file

Open the fish.bmp file with MS Paint and remove all the fins from the picture by either
covering by black color or retouching them by copying other parts over them. Eventually you
shoul end up with a picture like this.

Now save the picture as skin.bmp

Creating the profile.bomp file

Open the skin.bmp file in the photo editing program and use magic select to select the upper
and down (black) boundaries then choose invert selection. Thecomplete fish will be selected
now. Now delete selection, the picture will look like the picture below.




Now save the picture as profile.omp
Close the photo editing program and open the profile.bmp in MS Paint. Select 100% white
and fill the tail of the fish to the right edge of the picture, see below.

Change the format of the picture to 8 bit grayscale and save it as profile.bomp.

The top.bmp file

The top.bmp is already standard in the rwfffsck folder. For most, normal species it will be
right. For special fish, which are rounder, the top.bmp picture has to be changed.

If rounder fish are needed, you can change the height of the picture, by steps of 100px.
For flatfish the top.bmp file has to be changed dramaticly.

For the Golden Trout in this tutorial, we need no changes to the top.bmp, so it will have this
look.

Creating the skinst.bmp file

Now we will start the modeler for the first time, if all has gone well, we will get a wireframe
picture at our screen. Select zoom+ a few times and you shoot see something like this.




If the picture looks good, we can hit the Draw Skin button, resulting in the next picture.

The tail has some distortion at the right side, which we will have to remove.
Close the modeler and open de newly created skinst.omp file in MS Paint.

It will look like this.

Remove the false part at the right side, to end up with next picture.
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Now save the skinst.omp file.

Close Ms Paint and start the modeler again. For better detail press zoom+ a few times.
We now should have the same picture as before. Select Draw skin and here we get the

correct body of the fish.



By pressing the rotate buttons, the wireframe will be rotated to another position, using the
curve buttons wil set the frame to a curve After selecting Draw skin again the fish will be
shown in the selected angle and curve.

Preparing the fins

Now we have to prepare the fins. Open the fish.bmp file with the photo editor.
Look at the picture to see in what order the fins have to be made. The order goes from left to

right.



Select the fins one by one and save them to the according names finl.bmp till fin5.bmp
You now should have the following pictures.

finl.bmp fin2.bmp fin3.bmp fin4d.bmp fin5.bmp

close the photo editor and start MS Paint. Edit fin1.bmp and remove the boundaries, now
select the fin, so the base of the fin meets the left edge of the selectionbox. the selection
looks like below now.

Save the selection as finl.bmp.
Repeat this procedure for all fins, so you finally wil have the following pictures.

finl.bmp fin2.bmp fin3.bmp find.bmp fin5.bmp

Now we have to put the fins right for placing then to the fish. To do this, we have to close MS
Paint and switch to the photo editor again. All finbases have to be at the left edge of each
picture, so we are going to do some rotating and mirroring. The finl.bmp file is already oke,
so we leave that one alone. We have to edit fin2.bmp.

The picture has to be rotated until the base of the fin is exactly vertical. If that is done, we put
the fin in a selectionbox with the finbase hitting the edge of the box. Now we save it as
fin2.bmp again. | should look like this.

This sequence is for the top fins of the fish, so for fin2 and fin5.

For the bottom fins, in this case fin 3 and fin4, we need to do the same sequence, but before
we save the picture, we also have to flip the picture vertically.

When all fins are done right, we get the following pictures.

finl.bmp fin2.bmp fin3.bomp find.bmp  fin5.bmp



Attaching the fins to the fishbody

We are nearing completion now. We are going to attach the fins to the fishbody.
Start MS Paint and load the profile.bmp picture we created earlier. It looks like this.

We first have to set user colors now. Go to the colors menu and select edit colors, followed
by define usercolors. We have to set up four shades of grey, according to the gray_codes
picture in the modeler_images folder.

To set up these colors we select 1% usercolor box and set RGB values to 64, this will be the
Fin Edge color. Now press add user color. Select 2" userbox and set RGB values to 112,
this will be the color for Fin Base Point, add usercolor. Continue this sequence for Fin Tip
Point with RGB values 160 and for Paired Fin Base with RGB values 192.

Now select the Fin Edge color and draw a rectangular shape at the place, in the profile.bmp
picture, at the place of finl. This fin is a paired fin, so select the Paired Fin Base color and
put a dot at the starting and endpoint of the rectangular shape. These dots indicate the place
the fin is attached to the body. Now select the Fin Tip Point color and put dots at thelines of
the rectangle, to indicate the edges of the fin.



When zoomed in, the fin locator looks like above.

Save the profile.bmp picture and start the modeler. If we drew the fin locater to the right
place, we get the following wireframe.

Note the yellow fin indicatorlines, these indicate the place of the fins we just attached.
Now press Draw Skin and look what we got.
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If the fins are not at the right position, readit the profile.omp and move the indicators to

another position, repeat this sequence till fins are right.
Now we have to put on fin2. repeat the sequence of finl, at the location of fin2, this will be a

single fin at the back of the fish, so instead of selecting Paired Fin Base color for the base of
the fin, select Fin Base Point color.
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This is how it looks when skin is drawn in modeler.

It is starting to look like a fish already.
Now we repeat for fin3 at the bottom of the fish. Fin3 is a paired fin, so use Paired Fin Base
color for the base points. Your profile.bmp picture should look something like below.
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And here is the picture with the shin drawn.

Up to fin4 already, same sequence, single fin, so Fin Base Point color for the base points.
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Four down, one to go!
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On for fin5 now, this is a single fin too. So same process.
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This is how the fish looks when skin is drawn in modeler.

Rendering the image

Now our fish has nearly reached it's completion. We only have to generate the rotational and
jumping pictures of the fish, which are used by the RWFF game. To do so, click on the
Render button of the modeler. The screen will now turn black, showing the following text;
Rendering Images. This may take several minutes.

The modeler will now automaticly generate the required pictures. When finished, your fish
will be shown again.

We can close the modeler now and go on to the next stage.

Setting up the species folder and files

First thing to do now is generate a new species folder, in this case we call it Golden Trout.
Now copy all prf[xx].bmp and prj[xx].bmp files from the rwfffsck folder to the new species
folder. Also copy the fish.def file from the rwfffsck folder to the new species folder.

Now we have to get caught pictures of the created species. You can use pictures of the fish
you caught yourself or search the internet for available pictures. Keep in mind that some
pictures on the internet have copyright, so you have to ask for permission to use them.

The pictures should have a size of at least 640x480px, because the needed pictures will
have all to be converted to size 1024x768px, jpg format.

Place the found caught pictures in the species folder. Best is to give the caught pictures a
simple name, like a number. So it looks about the same as the folder at the next page.
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The species folder is ready now, we only have to edit the fish.def file to setup te species.

Editing the fish.def file

We are going to setup our newly created species now. Open the file with Notepad or other
text editor.

The standard file looks like this:

/I Name of the fish species as it will appear in records, etc:
NAME = Enter Your Fish Name Here!

/I Fish behavior:

/l How frequently do these fish jump when hooked? Scale of O (never) to 10 (frequently):
JUMPING RATE =8

/I Images of the fish seen while fishing:

1

/I Each image should be 200x100 pixels, in 24 bit (RGB) bitmap format.

/I For each image of the fish, specify the file name and the angle at which

/l'itis facing. 0 = away, 90 = right, 180 = towards you, etc. Specify angle

/I with a number of degrees - must be an integer.

/I Repeat "IMAGE NAME" and "IMAGE ANGLE" parameters to specify all available views of the fish.
/I In Pishtech published fish we use 36 images of the fish, at 10 degree increments
/I with the tail always curved slightly to the fish's left. The game will

/I alternate between drawing the normal fish image and the mirror image version

/ flipped. That is, if the fish is facing right the game will draw the fish

/I with the 90 degree image, then with the 270 degree image flipped horizontally.

/I The effect is that the tail switches from curved to the left to curved to
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/I the right, animating a swimming motion.

/I Defaults: These parameters will set up this fish to work with images produced by
/I the RWFF Fish Species Creation Kit:
IMAGE NAME = prf270.bmp
IMAGE ANGLE =0

IMAGE NAME = prf270.bmp
IMAGE ANGLE = 180
IMAGE NAME = prf280.bmp
IMAGE ANGLE =190
IMAGE NAME = prf290.bmp
IMAGE ANGLE = 200
IMAGE NAME = prf300.bmp
IMAGE ANGLE =210
IMAGE NAME = prf310.bmp
IMAGE ANGLE = 220
IMAGE NAME = prf320.bmp
IMAGE ANGLE = 230
IMAGE NAME = prf330.bmp
IMAGE ANGLE = 240
IMAGE NAME = prf340.bmp
IMAGE ANGLE = 250
IMAGE NAME = prf350.bmp
IMAGE ANGLE = 260
IMAGE NAME = prf0.bmp
IMAGE ANGLE =270
IMAGE NAME = prf10.bmp
IMAGE ANGLE = 280
IMAGE NAME = prf20.bmp
IMAGE ANGLE =290
IMAGE NAME = prf30.bmp
IMAGE ANGLE = 300
IMAGE NAME = prf40.bmp
IMAGE ANGLE =310
IMAGE NAME = prf50.bmp
IMAGE ANGLE = 320
IMAGE NAME = prf60.bmp
IMAGE ANGLE =330
IMAGE NAME = prf70.bmp
IMAGE ANGLE = 340
IMAGE NAME = prf80.bmp
IMAGE ANGLE = 350
IMAGE NAME = prf90.bmp
IMAGE ANGLE =0

IMAGE NAME = prf100.bmp
IMAGE ANGLE =10

IMAGE NAME = prf110.bmp
IMAGE ANGLE =20

IMAGE NAME = prf120.bmp
IMAGE ANGLE =30

IMAGE NAME = prf130.bmp
IMAGE ANGLE =40

IMAGE NAME = prf140.bmp
IMAGE ANGLE =50

IMAGE NAME = prf150.bmp
IMAGE ANGLE =60

IMAGE NAME = prf160.bmp
IMAGE ANGLE =70



IMAGE NAME = prf170.bmp
IMAGE ANGLE =80

IMAGE NAME = prf180.bmp
IMAGE ANGLE =90

IMAGE NAME = prf190.bmp
IMAGE ANGLE =100
IMAGE NAME = prf200.bmp
IMAGE ANGLE =110
IMAGE NAME = prf210.bmp
IMAGE ANGLE =120
IMAGE NAME = prf220.bmp
IMAGE ANGLE =130
IMAGE NAME = prf230.bmp
IMAGE ANGLE =140
IMAGE NAME = prf240.bmp
IMAGE ANGLE = 150
IMAGE NAME = prf250.bmp
IMAGE ANGLE = 160
IMAGE NAME = prf260.bmp
IMAGE ANGLE =170

/I Images of the fish jumping:

/I Each image should be 200x148 pixels, in 24 bit (RGB) bitmap format.

/I For each image of the fish, specify the file name and the angle at which

/l'itis facing. 0 = away, 90 = right, 180 = towards you, etc. Specify angle

/I with a number of degrees - must be an integer.

/I Repeat "JUMP IMAGE NAME" and "JUMP IMAGE ANGLE" parameters to specify all available
views of

/I the jumping fish. In Pishtech published fish we use 36 images of the fish, at 10 degree increments.

/I Defaults: These parameters will set up this fish to work with images produced by
/I the RWFF Fish Species Creation Kit:
JUMP IMAGE NAME = prj10.bmp
JUMP IMAGE ANGLE = 280
JUMP IMAGE NAME = prj30.bmp
JUMP IMAGE ANGLE = 300
JUMP IMAGE NAME = prj50.bmp
JUMP IMAGE ANGLE = 320
JUMP IMAGE NAME = prj70.bmp
JUMP IMAGE ANGLE =340
JUMP IMAGE NAME = prj90.bmp
JUMP IMAGE ANGLE =0

JUMP IMAGE NAME = prj110.bmp
JUMP IMAGE ANGLE =20

JUMP IMAGE NAME = prj130.bmp
JUMP IMAGE ANGLE =40

JUMP IMAGE NAME = prj150.bmp
JUMP IMAGE ANGLE =60

JUMP IMAGE NAME = prj170.bmp
JUMP IMAGE ANGLE =80

JUMP IMAGE NAME = prj190.bmp
JUMP IMAGE ANGLE =100
JUMP IMAGE NAME = prj210.bmp
JUMP IMAGE ANGLE =120
JUMP IMAGE NAME = prj230.bmp
JUMP IMAGE ANGLE =140
JUMP IMAGE NAME = prj250.bmp
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JUMP IMAGE ANGLE = 160
JUMP IMAGE NAME = prj270.bmp
JUMP IMAGE ANGLE = 180
JUMP IMAGE NAME = prj290.bmp
JUMP IMAGE ANGLE = 200
JUMP IMAGE NAME = prj310.bmp
JUMP IMAGE ANGLE = 220
JUMP IMAGE NAME = prj330.bmp
JUMP IMAGE ANGLE = 240
JUMP IMAGE NAME = prj350.bmp
JUMP IMAGE ANGLE = 260

/I Images of the fish to show when one is caught:

/I Repeat these parameters for each caught fish image. The game will pick the

/I image that represents a fish of closest size. If more than one image is

/[ available that equally represent the size caught one will be selected at random.

/I Caught fish images should be 1024x768 in jpg format. Caught Image Length indicates
/Il the length of the fish in the photo in inches. The images can be in any order.

/l Example: First photo shows 10 inch fish:
CAUGHT IMAGE NAME = caughtl.jpg
CAUGHT IMAGE LENGTH =10

/l Example: This photo shows a 13 inch fish:
CAUGHT IMAGE NAME = caught2.jpg
CAUGHT IMAGE LENGTH =13

/l Example: "Caught3.jpg" is a photo showing a 12 inch fish:
CAUGHT IMAGE NAME = caught3.jpg
CAUGHT IMAGE LENGTH =12

We are going to edit the needed lines step-by-step.
First we delete all commentlines, to be recognized by the // at the beginning of the line.

Now we give our species its name
NAME = Golden Trout

We set up the jumprate any number can be used (smaller fish need lower rate, bigger fish
need higher)

If the species should not jump at all, delete next line.

JUMPING RATE =12

The following lines need no editing.
IMAGE NAME = prf270.bmp
IMAGE ANGLE =0

IMAGE NAME = prf270.bmp
IMAGE ANGLE =180
IMAGE NAME = prf280.bmp
IMAGE ANGLE =190
IMAGE NAME = prf290.bmp
IMAGE ANGLE = 200
IMAGE NAME = prf300.bmp
IMAGE ANGLE = 210
IMAGE NAME = prf310.bmp
IMAGE ANGLE = 220
IMAGE NAME = prf320.bmp
IMAGE ANGLE = 230



IMAGE NAME = prf330.bmp
IMAGE ANGLE = 240
IMAGE NAME = prf340.bmp
IMAGE ANGLE = 250
IMAGE NAME = prf350.bmp
IMAGE ANGLE = 260
IMAGE NAME = prf0.bmp
IMAGE ANGLE =270
IMAGE NAME = prf10.bmp
IMAGE ANGLE = 280
IMAGE NAME = prf20.bmp
IMAGE ANGLE =290
IMAGE NAME = prf30.bmp
IMAGE ANGLE = 300
IMAGE NAME = prf40.bmp
IMAGE ANGLE = 310
IMAGE NAME = prf50.bmp
IMAGE ANGLE = 320
IMAGE NAME = prf60.bmp
IMAGE ANGLE = 330
IMAGE NAME = prf70.bmp
IMAGE ANGLE = 340
IMAGE NAME = prf80.bmp
IMAGE ANGLE = 350
IMAGE NAME = prf90.bmp
IMAGE ANGLE =0

IMAGE NAME = prf100.bmp
IMAGE ANGLE = 10

IMAGE NAME = prf110.bmp
IMAGE ANGLE = 20

IMAGE NAME = prf120.bmp
IMAGE ANGLE = 30

IMAGE NAME = prf130.bmp
IMAGE ANGLE =40

IMAGE NAME = prf140.bmp
IMAGE ANGLE = 50

IMAGE NAME = prf150.bmp
IMAGE ANGLE = 60

IMAGE NAME = prf160.bmp
IMAGE ANGLE =70

IMAGE NAME = prf170.bmp
IMAGE ANGLE = 80

IMAGE NAME = prf180.bmp
IMAGE ANGLE =90

IMAGE NAME = prf190.bmp
IMAGE ANGLE = 100
IMAGE NAME = prf200.bmp
IMAGE ANGLE = 110
IMAGE NAME = prf210.bmp
IMAGE ANGLE =120
IMAGE NAME = prf220.bmp
IMAGE ANGLE = 130
IMAGE NAME = prf230.bmp
IMAGE ANGLE = 140
IMAGE NAME = prf240.bmp
IMAGE ANGLE = 150
IMAGE NAME = prf250.bmp
IMAGE ANGLE = 160
IMAGE NAME = prf260.bmp
IMAGE ANGLE =170
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If the species does not jump, delete all JUMP IMAGE NAME lines, when it needs jumping,
these lines need no editing.

JUMP IMAGE NAME = prj10.bmp
JUMP IMAGE ANGLE = 280
JUMP IMAGE NAME = prj30.bmp
JUMP IMAGE ANGLE = 300
JUMP IMAGE NAME = prj50.bmp
JUMP IMAGE ANGLE = 320
JUMP IMAGE NAME = prj70.bmp
JUMP IMAGE ANGLE = 340
JUMP IMAGE NAME = prj90.bmp
JUMP IMAGE ANGLE =0

JUMP IMAGE NAME = prj110.bmp
JUMP IMAGE ANGLE = 20

JUMP IMAGE NAME = prj130.bmp
JUMP IMAGE ANGLE = 40

JUMP IMAGE NAME = prj150.bmp
JUMP IMAGE ANGLE = 60

JUMP IMAGE NAME = prj170.bmp
JUMP IMAGE ANGLE = 80

JUMP IMAGE NAME = prj190.bmp
JUMP IMAGE ANGLE = 100
JUMP IMAGE NAME = prj210.bmp
JUMP IMAGE ANGLE = 120
JUMP IMAGE NAME = prj230.bmp
JUMP IMAGE ANGLE = 140
JUMP IMAGE NAME = prj250.bmp
JUMP IMAGE ANGLE = 160
JUMP IMAGE NAME = prj270.bmp
JUMP IMAGE ANGLE = 180
JUMP IMAGE NAME = prj290.bmp
JUMP IMAGE ANGLE = 200
JUMP IMAGE NAME = prj310.bmp
JUMP IMAGE ANGLE = 220
JUMP IMAGE NAME = prj330.bmp
JUMP IMAGE ANGLE = 240
JUMP IMAGE NAME = prj350.bmp
JUMP IMAGE ANGLE = 260

Now we have to set up the caught pictures and the according sizes.

First we have to choose a minimum size, mostly something between 3” to 6”, in this case we
choose 5” for the smallest caught picture, which will be 10.jpg.

Next we need to check for the maximum size of the fish, best to search the internet,
Wikipedia is a good source. The max size found at Wikipedia for Golden Trout is 28", so that
will be the max size for our species, this will be 21.jpg.

Depending on the pictures we got, we can determine the steps between 2 pictures/sizes.

In this case we will have a picture for every inch.

CAUGHT IMAGE NAME = 10.jpg
CAUGHT IMAGE LENGTH =5
CAUGHT IMAGE NAME = 14.jpg
CAUGHT IMAGE LENGTH =6
CAUGHT IMAGE NAME = 13.jpg
CAUGHT IMAGE LENGTH = 7
CAUGHT IMAGE NAME = 18.jpg
CAUGHT IMAGE LENGTH =8
CAUGHT IMAGE NAME = 05.jpg
CAUGHT IMAGE LENGTH =9
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CAUGHT IMAGE NAME = 03.jpg
CAUGHT IMAGE LENGTH = 10
CAUGHT IMAGE NAME = 02.jpg
CAUGHT IMAGE LENGTH =11
CAUGHT IMAGE NAME = 09.jpg
CAUGHT IMAGE LENGTH = 12
CAUGHT IMAGE NAME = 12.jpg
CAUGHT IMAGE LENGTH = 13
CAUGHT IMAGE NAME = 11.jpg
CAUGHT IMAGE LENGTH = 14
CAUGHT IMAGE NAME = 04.jpg
CAUGHT IMAGE LENGTH = 15
CAUGHT IMAGE NAME = 20.jpg
CAUGHT IMAGE LENGTH = 16
CAUGHT IMAGE NAME = 19.jpg
CAUGHT IMAGE LENGTH = 17
CAUGHT IMAGE NAME = 08.jpg
CAUGHT IMAGE LENGTH = 18
CAUGHT IMAGE NAME = 23.jpg
CAUGHT IMAGE LENGTH = 19
CAUGHT IMAGE NAME = 22.jpg
CAUGHT IMAGE LENGTH = 20
CAUGHT IMAGE NAME = 15.jpg
CAUGHT IMAGE LENGTH =21
CAUGHT IMAGE NAME = 16.jpg
CAUGHT IMAGE LENGTH = 22
CAUGHT IMAGE NAME = 17.jpg
CAUGHT IMAGE LENGTH = 23
CAUGHT IMAGE NAME = 25.jpg
CAUGHT IMAGE LENGTH = 24
CAUGHT IMAGE NAME = 27.jpg
CAUGHT IMAGE LENGTH = 25
CAUGHT IMAGE NAME = 07.jpg
CAUGHT IMAGE LENGTH = 26
CAUGHT IMAGE NAME = 28.jpg
CAUGHT IMAGE LENGTH = 27
CAUGHT IMAGE NAME = 21.jpg
CAUGHT IMAGE LENGTH = 28

When done, save the fish.def file and the species is ready for use.

If you do not want that the species can be edited, you have to encrypt the fish.def file.
The readme file you also see in the folder picture is to be ignored, it ia a additional file |
always include . It says the species has beencreated by me.

Encrypting the fish.def file

To encrypt the fish.def file we need the RWFF outing creation tool.

The easiest way is to put up a test outing, with just one site. Then replace the fish.def file in
the testouting root foldr by the fish.def file of the new species.

Start the outing creation tool and compile the testsite, like you do normally. When it stops at
the testouting'’s first site, select encrypt. Our fish.def file will be encrypted now.

Quit the ouring creation tool and copy the encrypted fish.def file back to the new species
folder.

Now your species is ready and protected.

Job well done!
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