Dreaded88's CC3 Gun Editing


This a Dreaded88's quick attempt at explaining how to extract, edit, and reload the Guns.zfx file for cc3. First look at this picture showing a typical gun file, after ZFX extraction, and the gun's tga file, in a hex editor: 
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00000000 74 78 74 66 00 00 02 00 25 00 00 00 40 00 00 00 txtf @
00000016 12 00 00 00 1a 00 00 00 EF 7F FF 7F EF 7F FF 7F
00000032 FF 7F EF 7F FE 7F FF 7F FF 7F FE JF FF 7F FE 7F
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The highlighted areas are the headers, broken up as follows: 
g37mm.znh, the CC3 format file, has a 24 byte header. First 8 are constant, next 4 (orange) are the width in pixels, the next 4 (green) are the height, the next 8 (purple/blue) are the center x and y coodinates. This is for shadow alignment and center of rotation. 
g37mm_znh.tga is a tga file, the values in yellow are constant, the orange is width and the green is height. 
NOTE: All values are byte-reversed! That means, for example, 25 00 00 00 is really 00 00 00 25 You can easily convert between hex and decimal using Window's calculator in 'scientific' mode. 
Basically, a tga can be extracted by opening the game file, multiplying the height*width*2 (because 1 pixel = 2 bytes) and copying that amount of data starting immediately after the header. Create a tga by writing a header using your height and width values and pasting in the image data. 
Reloading an image is easier: copy everything in the tga after the header, and paste it in after the header in the CC3 file. If you are using an image of a different size it's a bit trickier since you must update the coordinate values for both the width/height and centerpoint. I'm not sure if all the extra bytes at the end of the CC3 files are used for anything but it doesn't hurt to leave them as is. 
You can then run ZFX again to repack the Guns.zfx file, copy that into your CC3 graphics folder and test it out. Sometimes, you'll want to also change the shadows, a page on that will come later. 


