Quick and Dirty Guide to the CAS Unitool (June 19th Edition)

Hanlon Razor’s Guide to Go From Humdrum to Hot Damn!




Step One: Get the Tools

Delphy's CAS Texture Unitool - This does the heavy lifting

TS3 Install Helper Monkey - This gets the final product where it needs to go

DDS Thumbnail Viewer - This shows thumbnails of the extracted textures

DDS-Import/Export Plugins—Photoshop or The Gimp

Step Two: Let’s Get This Out Of The Way Before We Go Further

This tutorial will be demonstrated with Photoshop. I’'ve never used anything
else, so | cant help with those. I’ve heard The Gimp is good, and it is cheap as
free, so have at it. If you’ve never edited an image in your life, | can’t help
there either. If you get lost when using Explorer and files aren't where you
expect them to be, again, can’t help you. Now on to the fun stuff!



http://www.modthesims.info/showthread.php?t=348082
http://www.modthesims.info/download.php?t=344611
http://developer.nvidia.com/object/dds_thumbnail_viewer.html
http://developer.nvidia.com/object/photoshop_dds_plugins.html
http://registry.gimp.org/node/70
http://www.gimp.org/

Delphy's CAS Texture Unitool

Step Three: Extracting Textures

File
— Mesh Details | Diezign Details | Category Details | CASFart Detailz
Age: Gender: Type: Stencils | Pattems I Other Details I
Adult > | |Female * | |Bottom hd
| -J | -J | J Stencil A- [~ Srztbled
Mesh: | Briefs_Bikini Tie -
I 22 J T||||'|_g: I l_"l: ation I
Mesh Name: |afBottomBriefs_Bikini Tie o | e
Instance |D: I{b-cEMIET-‘CEDBEZHE et Tk o I
— Designs Stencil B: [~ cabi=d
Tiling: I Rotation: I
Ky I find | replace
: | i Zammit |
Delete Design Add MNew Design |
Stencil C: [ Erzbled
— Quick Testure Find e
Key: I Find Tiing: | Ratation: |
Paste a key in the above baox {in the format found in CASpart files, ie Key: I fidl | e

by RO Y Y Y Y EZZFFFFFFFFFFFFT) and it will search the
Full Build2 for that particular file and display it.

Cormmit |

To get to here, launch the tool from where you unrar’d it. Then...

File &> New

Set the dropdowns in Mesh Details in order to what is seen above.

Adult - Female - Bottom -> Briefs_BikiniTie

Then click Extract Textures and choose a well named folder. | recommend afBottomBriefs_BikiniTie.




Step Four: Learning to Love Long Alphanumeric Filenames

Delphy's CAS Texture Unitool

File
— Mesh Details | Diesign Details | Category Details | CASPart Details |
Age: e Type: Stencis | Patiems {Ciher Defais |
|.-’-‘-.|:|uh _j |Female _ﬂ |Eh:|1't|:|m j
Mame I Value |
Mesh: | Briefs_BikiniTie =~
Mask and Overay Details
Mesh Name: |afBottomBriefs_Bikini Tie
Cveday key:B0BZDE82-00000000: 7F8F21EQF143CAC
Instance |D: I{b-cEMIE?CEDEEZHE e | Mask key:00B2D882:00000000:646B48772301 7864
Mashk Height -1
MaskWidth -1
 Designs Fart Mask leey:00B2DE32:00000000:5FF13ACATFCO61 16
Design Misc. Details
H1
Mame CazFgbMask
reshoey keey:0333406C 00000000: 52EBBE200C 703561
Delete Design | Add MNew Design | e Fk -
Multiplier key:00B2D 23200000000 1FBEEDDDAICAETID
— Quick Tesdurs Find Flotation 00000
daeFileMame tfBottomBriefs_Bikini Tie
Key: I Find filename CasRgbMask
Paste a key in the above box {in the format found in CASpart files, ie E'
by RO Y Y Y Y EZZFFFFFFFFFFFFT) and it will search the
Full Build2 for that particular file and display it. Commit |

Click Add New Design then click the Other Details tab and scroll to the bottom.
Memorize the last few digits of Mask and Multiplier, in this case 7864 and E73D will do.

Then open up Windows Explorer and navigate to where you extracted the textures.



Step Five: Finding Those Long Alphanumeric Filenames

Mame Size =~ | Type Date Modified

|!| 00B2D382_00000000_90DESDBS0E3SFEEY. dds 1KB DDS File 6,/20/2009 11:50 AM
!] 00B2D332_00000000_&46B4537723017854.dds 1KB DDS File &,/20/2009 11:50 AM
!| 00B2D332_00000000_F5F3F21E0F143CAC.dds 2KB DDS File &,/20/2009 11:50 AM
!l 00B2D382_00000000_4382360D043681277.dds 86 KB DDS File 6,/20/2009 11:50 AM
00B2D382_00000000_1FB3EODD43C4ET23.dds 633KEB DDS File 6,/20/2009 11:50 AM
00B2D332_00000000_SFF13ACA17C06116.dds 633KE DDS File 6,/20/2009 11:50 AM
00B2D332_00000000_&59D7F229A87CTAQF. dds 683KB DDS File 6,/20/2009 11:50 AM
00B2D332_00000000_&59DF229A87C7A 1D, dds 683KB DDS File 6,/20/2009 11:50 AM
00B2D332_00000000_1FE3E0DD43C4ET3D. dds 1,366 KB DDS File &,/20/2009 11:50 AM

- HEC BN

00B2D882_00000000_,.. 00B2DE82_00000000_,,, 00B2DE32_00000000_,., 00B2D332_00000000_.., 00B2DE52_00000000_,.. 00B2D882_00000000_,.. D0B2D382_00000000_,.. 00B2D3E2_00000000_, UD

And here they are. Notice the file ending E73D. The files you almost always want are 1,366 KB.
In the thumbnail view you can also see it resembles a bikini bottom. The numbers match, it’s what we want.
7864 is a bit more confusing, it’s that red square. We'll deal with it later.

So import E73D into the image editor of your choice. Defaults should be good, make sure mipmaps are OFF.



Step Six: What Things Should Look Like

NOT LIKE THIS.

If this is what you see, you are made of fail. Try again. Tell the importer no mipmaps.




Step Seven: What Things Should Actually Look Like

One image, no mipmaps. Next stop, the Alpha channel.



Step Eight: Channel Surfing

LAYERS | CHANNELS | PATHS .

Ctri+2

Ctri+3

Ctrl+4

Ctri+5

Locate the panel containing the Channels tab, switch to it, turn on the Alpha 1 channel and turn the rest off.

And you should see what is above.



Step Nine: Basic Alpha Editing

Now go crazy editing, remember, white is visible, black is invisible. You will get some shades of gray near the
edges, that’s inevitable and helps smooth things out.

So if we just stop here, that gives us a thong instead of a brief. But we’re going further.
One last thing, only edit the alpha channel. Don’t do anything to the RGB channels or the background layer.

At least for the purposes of this example.



Step Ten: Sheer Insanity

Those dark gray areas are now translucent and appear sheer in CAS. | used a RGB value of 151/151/151.
149/149/149 is the darkest you can go and still be able to click the part or drag colors/patterns/presets onto it.

To achieve this effect, select the black color range, make it somewhat fuzzy, invert the selection, contract it
about 4 pixels, clean up the selection, then feather 0.7 pixels, and fill twice with the gray.

While you still have the selection mask, proceed to the very important next step.



Step Eleven: Making a Multicolor Mask

Remember that small red square? It needs to look more like this.

So while you still have the selection mask from the last step, exit out of alpha, turn RGB back on, go to the lay-
ers tab, add a layer, fill twice with yellow (255/255/0), add a second layer underneath that, deselect, and fill
with red (255/0/0). Merge these two layers and split them off into their own image. And you should have the
bikini bottom back to where it was before all this mask business.

Next step, saving.



Step Twelve: Saving
z

Cancel |

|:1:-:I5 LRGE & bpp | interpolated alpha j
MIP M ap Generation
20 Texture j % Generate MIP maps I__l
ol All -
MIF b ap Filtering... Sharpening... " Use Existing MIP maps
™ Mo MIP maps
Image Optiong. .. Mormal Map Settings. ..
Fading MIF maps... Wirite Canfig... ; ;
20 Preview 30 Preview
Read Config...
Zialiit e Refresh Preview Prewview Optiong. ..
~ Prafiles

‘ @E \ M\\i."/u I_D/ LA Set Profile Directany S ave Profile
' ~|  Load Profile |

Commentz to SDEFeedback@nyvidia.com <na profile loaded:

Save the bikini bottom with the alpha as a .dds, this box will pop up, make sure it’s set to DXT5.
Save the mask as a .dds, box again, select DXT1 | no alpha.

If you are ever unsure what DXT number to use, click on the Mask, Multiplier, Specular, whatever in the Uni-
tool, and then click Find, and the bottom right corner will tell you what DXT number it is.

Give the files obvious names, mask.dds and multiplier.dds work.



Step Thirteen: Back to Unitool, Finally

File
— Mesh Details
Age: Gender: Type:
|.-’-‘-.|:|uh _j |Female _ﬂ |Eh:|1't|:|m j
Mesh: | Briefs_BikiniTie =~
Mesh Mame: IafEcrttnmEﬁefs_EHtini'l‘le
Instance |D: I{bcE1A3C5?CED3I§235 Bttt Totoae
— Designs
Dlesign
H1

Delete Design | Add MNew Design |

— Quick Texture Find
Key: |

Paste a key in the above box {in the format found in CASpart files, ie
by RO Y Y L7 FFFFF 77T and it will search the
Full Build2 for that particular file and display it.

Find

|Desjgn Details | Category Details | CASPart Details |

Stencile  Pattems |Dther Dietailz I
Pattem B: ¥ Enabled

Tiing: |4.0000.4.0000

Lirked [

MName: Isu:ulianIDr_'I

Filename: II".'1aterials"-Misc:eIIaneaus"-s::nIian:nI-:nr_1

Ky |key:-:|3334uat:.--:mnnn-:|-:u:u:?1353FBEC3915E:17 Colour: .

H Bg: I Base H Ba: I

5 Bag: I Base 5 Bao: I

W Ba: I Basze \ Ba: I
HSVShift: |

BG Image: I

RGBMask: |

Specular: I

replace

If Unitool is still open from earlier, close it, and open it again. Less chance for bugs this way.

Now, File » New - Adult - Female - Bottom -> Briefs_BikiniTie

Click Add New Design then click the Patterns tab and scroll to Pattern B, tick Enabled, and then click Commit.

Always click the relevant Commit when making any changes.




Step Fourteen: Woohoo

Delphy's CAS Texture Unitool my x|
File
— Mesh Details | Diesign Details | Category Details | CASPart Details |
Aoe: L Tipe Sencis | Patems {OFE Del
|.-’-‘-.|:|uh _j | Female _ﬂ | Bottom j
Mame I Value | :I
Mesh: | Briefs_BikiniTie =~
Mask and Overay Details
Mesh Mame: IafEcrttnm Briefs_Bikini Tie
Cveday key:B0BZDE82-00000000: 7F8F21EQF143CAC
Instance |D: I{bcE1A3C5?CED3I§235 e | Mask key:00B2DE82:00000000-646B48772301 7864
Mashk Height -1
MaskWidth -1
 Designs Fart Mask leey:00B2DE32:00000000:5FF13ACATFCO61 16
Design Misc. Details
H1
Mame CazFgbMask
reshoey keey:0333406C 00000000: 52EBBE200C 703561
Delete Design | Add MNew Design | e Fk -
Multiplier key:00B2D 23200000000 1FBEEDDDAICAETID
— Quick Tesdurs Find Flotation 00000
daeFileMame tfBottomBriefs_Bikini Tie
Key: I Find filename CasRgbMask
Paste a key in the above box {in the format found in CASpart files, ie E'
by RO Y Y Y Y EZZFFFFFFFFFFFFT) and it will search the
Full Build2 for that particular file and display it. find Commit |

Now go to the Other Details tab, and scroll down to the bottom.

Click the key entry for Mask, and then Replace. Find your new mask.dds and select and open. Or double click.

Same process for Multiplier. Then click Commit.

If you wish, click Category Details and set anything you feel like setting there, don’t forget to Commit.

Now File - Save As..., give it a name. Copy the .package to your Mods/Packages folder and load Sims 3.




Step Fifteen: What To Do When Things Go Wrong

Try, try again. Clear your caches.

Make sure your saved .package file seems the right size. It should be at least as large as the .dds files
combined. If it’s 0 KB, or 10 KB, something went wrong. Try, try again.

Always start with a fresh instance of the Unitool. The longer it stays open, and the more successive edits you
make, the more things go wrong.

Never open a .package and make minor edits. You’ll likely end up with a 10 KB package. And the above.



Final Words

The Unitool is still in very active development and will probably have way more goodies that you see now.
This guide is quick and dirty and does not explain everything. In fact it omits a hell of a lot.

I didn't even talk about stencils. Stencils are fun. Play, learn, have fun. Peace out.

Props

HystericalParoxysm for better skins
Delphy for the Unitool and Monkey Installer

and Snaitf for being the first


http://linna.modthesims.info/download.php?t=343769

