
 
 

Note from the author: 
In opening, I would like to first introduce myself. I am a modder who is very active on the 
www.crymod.com forums. I have spent countless hours learning to mod Farcry. I have developed my 
own style and method of successfully importing weapons into Farcry. If you’re new to modding or are a 
veteran modder who is looking for some useful information, then this tutorial is right for you. In this 
tutorial I will cover everything concerning proper weapons modding for Farcry. I wrote this tutorial for 
many reasons, the most important of which is so serious modders get the information they need to create 
great weapons mods for this fantastic game. When I say serious modders, I don’t mean experienced 
modders, I mean anyone, including so called “noobs”, who understand that modding takes patience, time, 
and effort also willing to accept that fact and go ahead and mod anyway. So sit back, relax, and get ready 
to learn how to get your favorite weapons into Farcry. 
Before we begin, here is a list of what you need to successfully follow the 
tutorial: 
 
3ds Max 7 
Mod SDK for Farcry 
Farcry (the game) 
Sandbox (included w/Farcry) 
 
 
Optional programs that will help you in modding Farcry: 
 
UltraEdit                            -Used to edit scripts 
Adobe Photoshop              -Used for creating textures (skinning) 

http://www.crymod.com/


Note: You don’t necessarily need 3ds Max version 7, however you will need it 
to be able to open the weapon file included with this tutorial (Max 6 should 
work fine as well) 
Also, I have included Max Source files with this tutorial that will aid you 
during the walkthrough; it is important to note that this tutorial is also a 
walkthrough. 
 
To get a weapon working for Farcry you need to complete a few basic steps, 
these include: 
 
Modeling 
Skinning 
Rigging 
Animating 
Scripting 
 
Most people like to focus on one of those fields, however it isn’t all that difficult to learn to do it all. In 
this tutorial you will get a chance to learn all of these except modeling and skinning. The reason I chose it 
this way, is because there are literally tons of tutorials on texturing and modeling, in particular weapons. 
Do a google search for weapons modeling and skinning, I’m sure you will find many useful sources as I 
did. 
 
Here’s a few links to get you started on your search: 
 
 
http://www.3dcafe.com/asp/default.asp
http://www.planetrainbowsix.com/atwar/Pain/html/texturing.html
http://www.3dbuzz.com/
http://www.3dtotal.com/
http://models.firearmsmod.com/?p=tut&tut=list&cat=3
http://www.planetunreal.com/fordy/gradientssmeshtutorials/14.html
 
 
 
 
Let’s begin by using an AK-47 I have included with this tutorial. Thus, you 
will not have to worry about skinning or modeling it. However, you can use 
another model during this tutorial if you wish since the techniques we will be 
using are pretty much universal for all weapons, including melee weapons like 
bats, swords, hockey sticks, etc. 

http://www.3dcafe.com/asp/default.asp
http://www.planetrainbowsix.com/atwar/Pain/html/texturing.html
http://www.3dbuzz.com/
http://www.3dtotal.com/
http://models.firearmsmod.com/?p=tut&tut=list&cat=3
http://www.planetunreal.com/fordy/gradientssmeshtutorials/14.html


 
 
 

 
GGGeeettttttiiinnnggg   SSStttaaarrrttteeeddd   
 
Go ahead and open 3ds Max. Once open, go to File and open the AK47.max file. Go 
ahead and rotate the weapon to get a good look at it. If you notice, some parts have more 
detail than others. This is a design decision. I have designed the weapon this way because I 
felt it gave the model a good balance of looks and efficiency. What I mean by that is, you 
can make a highly detailed model. It will look pretty, but too detailed means too many 
excess polys you don’t need to waste on little things like knobs, screws, holes, etc. Most of 
these details can be textured when you skin the weapon, this way the weapon still retains a 
nice detailed look and is more performance friendly. Go to your utilities tab and open your 
Polygon Counter. The new window will show you how many polygons the weapon is 
made up of. The AK47 is made up of 2,871 polys. This is a relatively mediocre number. 
It’s not too low, and it isn’t too high. Try to keep your first person model (the more 
detailed model you will see when you play from first person view) to no more than 4,000 
polys. There is a lot of debate on how many polys a weapon should or “has” to be, 
however from experience I have experimented with very high poly counts. In one instance, 



I successfully imported a weapon of over 18,000+ polys. I don’t recommend that you 
make weapons that high though, but it is an interesting thing to push the limits of 
CryEngine.  

 
EEExxxpppooorrrtttiiinnnggg   
 
The next thing we need to do is prepare our weapon for exportation. Don’t get too ahead 
of yourself, we’re not going to export to CryEngine yet. We’re going to export it to a new 
file so we can animate it. Notice that the animated parts are separated from the main 
weapon frame.  
 

 
 
The charging handle and magazine are separated because this will make it possible for us 
to rig it later. If you are using your own model, go ahead and separate your animated parts 
like the AK47. Once the parts are separated, select your model (Make sure the entire mesh 
is one model and not 3 different models). Press Q to switch to the select tool, select the 
weapon. Go to File then select Export Selected. In the save window, type in AK47 and 
save it as .3ds. 

 
 



 
 

RRRiiiggggggiiinnnggg 
 

Here I will give you a couple of options. If you want to learn rigging in a more complete 
way, open the AG36.max file that comes with the Mod SDK. If you already know some 
rigging or you want to skip ahead a bit, go ahead and open a file I included with this 
tutorial called SOURCE.max. The difference is that the AG36.max file will require you to 
rig everything from the arms to the weapon, while the SOURCE.max file will have the 
arms set up with bones already. This is a file I made that allows me to rig multiple 
weapons much faster. I will continue as if you chose to open AG36.max. When you open 
the file, you may get a message basically saying that Max can’t find the texture files for 
the scene. To fix this, locate the ag36 and hero-arms textures. These can both be found 
within the textures.pak located in the FCdata folder inside your Farcry directory. You may 
need to convert them to JPEG, so simply open them in Photoshop and save them as 
JPEG’s and direct Max to find them in the path you saved the JPEG’s at. Everything in the 
scene will now be textured properly. Go to the time configuration button and change the 
Start Time from 164 to 0, then click OK. 
 

 
 
Now zoom out and select everything in the scene. Select every single key frame in the 
animation timeline and delete them all. Select the arms and go to the Modify tab. Select 
the Physique modifier and delete it. Select everything in the scene and delete it all except 



the arms. Select the arms and go back to the modify tab. Expand Editable Mesh by 
clicking on the small “+” icon. Select Polygon and select the ag36 gun by drawing a box 
around it with the select tool (Q is the shortcut). Now hit Delete and you should be left 
with just the arms and nothing else. Make sure you didn’t accidentally delete any polys on 
the arms. 

 
 
Now we can begin setting up bones for animation. Go to the Create tab, click on Helpers. 
Click on Dummy; it turns yellow. Now create a Dummy helper in front of the arms at a 
somewhat far distance, use the following image as a reference: 
 



 
 
This placement of the Dummy Helper will make life easier later on when we begin 
animating. Rename the Dummy Helper to Root.  
 

PPPrrreeepppaaarrriiinnnggg   ttthhheee   aaarrrmmmsss   
   
Let’s focus on the arms for now. What we’re going to do next is prepare the arms in a way 
that it will make it much easier for us later during the rigging phase. Select the arms and in 
the modify tab, select Polygon mode. Draw a selection box around the left arm; the one 
with the fingers extended straight forward. (Note: Make sure Ignore Backfacing is checked 
off; you want to be able to select all polygons of the left arm). After you have selected the 
entire left arm in polygon mode, press “W” to quickly switch to the Move Tool. Hold 
“SHIFT” and move the left arm in the X Axis a little to the right; a copy will be made 
automatically. In the window that popped up, check on Clone to Object and click OK; by 
default the new arm will be called “Object01”.  
 



 
 
Get out of Polygon mode by clicking on “Polygon” again in the “Modify Tab” so it is no 
longer yellow. Select the new arm and quickly rotate around it to make sure the arm has all 

it’s polygons. Now click on the “Mirror Button”  and a new window will appear. 
Make sure the options for “Mirror: World Coordinates” looks like this: 
 



 
 
Your new arm should appear on the other side like so: 
 

 
 



Now go back and select the original arms. Go into “Polygon” mode again and draw a 
selection box around the right arm with the curled up fingers. Delete the right arm and you 
are left with our arms ready for placing bones: 
 

 
 
First, with the left arm still selected, get out of “Polygon” mode. Now in the “Edit 
Geometry” rollout, click the “Attach” button and attach the new right arm to the left arm. 
Both arms are now one entire mesh. 
 

PPPlllaaaccciiinnnggg   BBBooonnneeesss 
 
Let’s begin placing the bones for the arms. Press “T” to switch to the Top Viewport. 
Select the arms and right click the mouse, in the quad menu click on “Properties”. In the 
Object Properties window, check “See-Through” on. 
 



 
 
Then click OK. You will now have arms that look like this: 
 

 
 



Let’s place our bones now by clicking on the “Create Tab”  and then click on the 

“Systems” button . Click on the “Bones” button to create our bones. Change the bone 
width and height to 5. 

 
 

Now begin creating bones in the left arm by clicking just in front of where the arm begins, 
then click again at the beginning of the forearm and then at the hand again to create one 
chain composed of 3 bones for the left arm. 
 
NNoottee::  TTuurrnn  ““EEddggeedd  FFaacceess””  
aanndd  ““SSmmooootthh++HHiigghhlliigghhttss””  
oonn  ttoo  wwoorrkk  eeaassiieerr  iinn  tthhee  
TToopp  VViieeww..  RRiigghhtt  cclliicckk  oonn  
tthhee  wwoorrdd  ““TToopp””  iinn  tthhee  
uuppppeerr  lleefftt  ccoorrnneerr  ooff  tthhee  
vviieewwppoorrtt  aanndd  iinn  tthhee  ssmmaallll  
mmeennuu  ttuurrnn  oonn  tthheessee  
ooppttiioonnss  bbyy  lleefftt  cclliicckkiinngg  oonn  
tthheemm  ((aa  cchheecckk  mmaarrkk  
ssiiggnniiffiieess  tthhee  ddeessiirreedd o  oppttiioonn  
iiss  oonn))..  



Create bones the same way as we did for the arm only this time make them for the fingers. 
Since the fingers are smaller than the arms, change the bone width and height to 2 instead 
of 5. Using segments of five bones per finger is fine, but you don’t need much more than 
about 4 for the thumb, unless if you want to for whatever reason. 
 
NNoottee::  TTrryy  ppllaacciinngg  
yyoouurr  bboonneess  aass  
aaccccuurraatteellyy  aass  ppoossssiibbllee  
ttoo  mmaakkee  tthhee  rriiggggiinngg  
pprroocceessss  aass  eeaassyy  aanndd  
qquuiicckkllyy  aass  ppoossssiibbllee,,  
aalltteerrnnaattiivveellyy,,  ppoooorr  
bboonnee  ppllaacceemmeenntt  ccaann  
hhuurrtt  yyoouu  llaatteerr  aanndd  
ccaauussee  yyoouu  ttoo  hhaavvee  ttoo  
rreeddoo  uunnnneecceessssaarryy  
hhoouurrss  ooff  wwoorrkk--bbee  
mmeettiiccuulloouuss!!   

  
After you place the bones as described above for both arms and hands, we need to work on 
the actual weapon. Press “Q” to get out of “Bone create mode” if you haven’t already. 
 

IIImmmpppooorrrtttiiinnnggg   ttthhheee   ...333dddsss   FFFiiillleee   
   
Go to “File” then “Import” and load up the AK47.3ds file you exported earlier. When you 
receive the warning windows, simply click OK to them.When you do, the AK47 model 
will be gray and appear in the scene. However, there’s some problems. The first thing you 
notice is that it is the wrong size and it has no texture. Don’t panic, we’re going to fix that 
easily. 

 
 
 
 
 
 
 
 
 



AAApppppplllyyyiiinnnggg   ttthhheee   TTTeeexxxtttuuurrreee 
 

 
 
 First, let’s apply the correct texture to it. Open the material editor and click on any of the 
unused spheres. Rename it to AK47 and change the shader to Crytek Shader under the 
“Shader Basic Parameters” rollout. Under the “Crytek Shader Basic Parameters” select the 
shader called “TemplBumpSpec_GlossAlpha”. Place a check mark on the “No Shadow” 
box. Lock the ambient and diffuse colors and make them a neutral gray. 
 
NNoottee::  YYoouu  ccaann a  addjjuusstt  
tthhee  SSppeeccuullaarr  LLeevveell  
aanndd  GGlloossssiinneessss  ttoo  
yyoouurr  lliikkiinngg..  AAllssoo,,  
tthheerree  aarree  aa  mmuullttiittuuddee  
ooff  sshhaaddeerrss  yyoouu  ccaann  
uussee;;  ffiinndd  tthhee  oonneess  
tthhaatt  ssuuiitt  yyoouurr  
wweeaappoonnss  ttoo  yyoouurr  
lliikkiinngg.. 

 
 
 
 



 
 
Scroll down until you see the “Maps” rollout and left click it to open it. The first option is 
“Diffuse Color”. Go ahead and place a check mark on it to activate it. Then click on the 
“None” button to the right. 

 
 

A new window opens up. Select “Bitmap” by double clicking it. Another window appears; 
look for the AK47.dds texture file included with this tutorial and load it up.  

 

 
 
Now that the texture is loaded into the material editor, make sure the AK47 is selected in 

the Perspective Viewport. Click the “Assign Material to Selection” button  then click 

the “Show Map in Viewport” button . Now you can see the AK47 is correctly 
textured. Now let’s tackle the scaling problem. 
 
 



SSScccaaallliiinnnggg   UUUnnniiifffooorrrmmmlllyyy   
   
 
Close the material editor by hitting the shortcut key, “M”. Now we have to scale down the 
model, but we have to do it uniformly so we don’t get any unwanted mesh stretching. 

Look for the “Scaling” button and make sure it is set to “Select and Uniform Scale” . 
If it’s not, simply left click and hold on top of the “Scale” button and you will see a few 
hidden buttons appear underneath; simply click on the correct scaling button. Select the 
AK47 and turn on scaling mode with the “R” button shortcut. In the bottom of the screen 
you can see a field where you can type numbers for the X Axis. If you type in a number 
and hit Enter, the model will be scaled down according to the number you entered. The 
smaller the number, the smaller the weapon becomes. Let’s input the number 8 and hit 
Enter; the weapon is now an adequate size for the arms. 
 

 
 

The weapon is out of place so let’s quickly align it to the arms. With the AK47 still 

selected, hit the “Align” button , then click on the arms. When the align window 
opens, select the following options: 
 

 
 
Now click OK. Now the weapon is textured, and aligned better. Let’s adjust it though, by 
moving it a little farther away from the arms on the Y Axis. 
 



 
 

Select the arms and then attach the AK47 to them. Now make it see-through like we did 
before and freeze it via the quad menu (Right click on the mesh to open the quad menu). 
 

SSSeeettttttiiinnnggg   UUUppp   BBBooonnneeesss   fffooorrr   ttthhheee   WWWeeeaaapppooonnn   
   
Everyone I know of in the Farcry mod community uses Box objects as the bones for their 
weapons. Although this sometimes works fine, I have found that this is a huge mistake and 
can cause you to loose hours of work redoing your rigging. The reason for this is that the 
CryEngine does not work well when Boxes are used as bones. This is clearly stated in one 
of the documentations provided by Crytek in the Mod SDK.This can cause horrendous 
mesh deformation and massively painful headaches when working on a weapon’s 
animations. I myself use Dummy Helpers instead as they have proven very useful and 
never cause mesh deformations: making them perfect for use as your weapon’s bones. 
Using whatever views you’re most comfortable with, create and place a Dummy Helper 
inside the weapon near the grip and call it “weapon”. 



 
 
Place a copy of the Dummy helper at the end of the stock and name it “Stock”. Make 
another copy and place it by the ejection port and call it “shellsroot” and make another 
copy next to “shellsroot” and call it “shells”. 
 

 
 
With that done, make another copy and place it in front of the barrel, call it “spitfire”. 
Make sure it is just in front of the barrel tip; if it is too close you will have clipping issues 
with the muzzle flash in the game. 
 



 
 

Now make another copy and place it at the charging handle, call it “charginghandle”. 
Make another copy and place it at the other end of the charging handle, leave it at the 
default name which will be “charginghandle01”. 
 

 
Last but not least, make 2 more dummy helpers for the magazine, make the top one 
“magazine” and the bottom “magazine01”. 

 



LLLiiinnnkkkiiinnnggg   ttthhheee   BBBooonnneeesss   
   
Now let’s link the gun’s bones. Ultimately, the bone called “weapon” will be the parent of 
all of the gun bones. That is to say, if you move or rotate the “weapon” bone, all the bones 

will move too. So let’s begin by first clicking on the “Link” tool to activate it . Now 
click on “magazine01” once, then click and drag the mouse until u get on top of 
“magazine” and let go of the button. “Magazine” will turn white for about a second and a 
half, this means you linked it correctly. This also made “magazine” the parent of 
“magazine01”. Remember, the first one you click on with the Link tool is the child, the 
second one you drag on top of is the parent; that’s how it works. Now link “magazine” to 
“weapon”; in other words, click on “magazine” and drag up to “weapon” and let go of the 
button like we did before. If at this point you still don’t understand the linking concept, go 
back and practice some before continuing simply because linking correctly is very 
important and if done wrong you will have serious problems later. To finish this up, link 
the gun bones in this order: 
 
  
NNoottee::  ““wweeaappoonn””  iiss  
tthhee  ppaarreenntt  ooff  aallll  
tthhee  bboonneess..  TThhee r  reedd  
bboonneess  aarree  tthhee  
ppaarreennttss  ooff    tthhee  
bbllaacckk  oonneess..  TThhiiss  
oorrddeerr,,  oorr  
hhiieerraarrcchhyy,,  wwiillll  bbee  
eesssseennttiiaall  ffoorr  
aanniimmaattiioonn..  

To make sure you have the correct parent-child order, press “H” to open the “Select 
Objects” window. You will see a list of everything in the scene. Check the “Display Tree” 
option on by placing a check mark on it, this will display the objects in your scene by 
parent-child order. Yours should look like the objects highlighted in blue. 
 
 
 
 
 



 
 
Now we have to go back and position the bones in the arms correctly. Your mesh should 
still be frozen; which will come in handy now. Select the arm bones and begin positioning 
them correctly into the arms. Do the same with the finger bones. Here’s a picture to use for 
reference: 

  
  

Once you finish positioning the bones into the arms and hands you need to make the final 
links. Select the 2 large arm bones in the beginning of the upper arms one by one and link 
them to the Root dummy helper we made earlier. Make sure the Root is the parent. After 
doing that you need to link the “weapon” bone to one of the hand bones. If you want to 
shoot left handed, link the “weapon” bone to the left hand; for right handed link to the 



right hand bone. Assuming it will be right-handed, link the “weapon” bone to the right 
hand bone so the hand bone will be the parent. 

 

 
 

Also, link the root finger bones (those closest to the hand bone) to the hand bone in both 
arms. Now if you rotate the hand bone in either hand, the fingers will rotate in the same 
direction as well. Ok, now everything should be linked and ultimately the Root helper is 
the parent of all bones. Using the “H” shortcut again, check the hierarchy again and make 
sure one final time that the order consists of all bones in the scene, and they truly are the 
children of the Root. If you did everything right and followed everything correctly, 
hopefully, now we can get on with applying the physique modifier. The physique modifier 
will allow us to make the weapon capable of animation. Note however, that for Max to 
have this modifier available, you need to have Character Studio. It is the key component in 
Max that lets you animate characters and such. I have run into people on the internet, 
while helping them, who had Max but not Character Studio. This effectively stopped them 
dead in their tracks from continuing to mod weapons. So please be careful and alert to the 
tools you need to mod successfully.  
 

EEEnnnvvveeelllooopppeeesss   aaannnddd   TTThhheeeiiirrr   IIImmmpppooorrrtttaaannnccceee   
   
Envelopes are something that will be troublesome to understand for someone who has 
never animated in Max before. If this is your first taste of animation in Max, please be 
patient and open minded because you are about to have something thrown at you which is 
pretty confusing for some people, on the other hand, others seem to catch on to it pretty 
quick. So don’t get frustrated, just try to follow along as best you can and remember that 
the most important thing for you to learn on how to implement envelopes is first 
understanding what they are and what they do. If you are experienced with animation and 
envelopes, go ahead and skip onto the next section “Applying the Physique Modifier”. 
However, if you are new to this aspect of Max I strongly recommend you read this section 
first before trying to follow the tutorial any longer. 



 
 
Envelopes are a component used in Max when you apply a physique modifier to a mesh. 
You probably don’t know what a physique modifier is anyway since you’re reading this 
section. In Max, the physique modifier allows you to animate your meshes. The principle 
behind it is simple really. First you make a mesh, for example the arms and gun in this 
tutorial. You then apply bones to that mesh. The physique modifier allows you to animate 
your mesh because what it does is, in layman terms, makes the mesh “stick” to the bones. 
This way, if you say, move the elbow, the mesh or “skin” of the model follows the 
movement of the bone. Just like in real life your muscles and skin stay stuck to your bones 
(hopefully), the physique modifier makes your mesh stick to your bones in the same way. 
Your mesh will act just like a real arm. This is where envelopes come in. Max doesn’t 
know how you want your mesh to stick to the bones. So you tell it by way of the 
envelopes. The envelopes will determine which vertices move with which bones. The 
envelopes are sub objects of the selected bone. For example, the last bone on the tip of the 
thumb has its own envelope just as all other bones do. What you would do is adjust the 
size of the envelope of that thumb bone so it encompasses the correct vertices of the mesh. 
Since it’s the bone on the tip of the thumb, it should have an envelope that engulfs the 
vertices only of the tip of the thumb of the mesh because in real life the bone on the tip of 
the thumb, if moved, only moves with it the skin and flesh of, well, the tip of the thumb. 
Adjusting the envelopes is a pretty long task since you need to adjust the envelopes of 
every single bone, because each bone has its own envelope. There is some good news 
though. Some bones don’t need their envelopes adjusted because when you apply the 
physique modifier, Max makes its own initial calculations of how it “thinks” the envelopes 
should be based on the bones’ shape, size, location within the mesh, etc. These default 
settings need to be readjusted by the animator for the most part. But there are a few bones 
that will be ready to go. In this case, from experience, I have found that the hand and 
forearm bones almost never need to be adjusted. That’s only a minority of the bones, so 
yes, there will be plenty of work to do. To adjust envelopes you have a few tools. You first 
need to access the envelopes though. After the physique modifier is applied to the mesh, 
you will be able to choose the “Envelope” sub object level, much like when you select the 
“Polygon” sub object level when you are modeling or working on a mesh. You select the 
arms mesh, go to the “Modify” tab, expand “Physique” by clicking the little “+” icon, then 
click on “Envelope” and it will be highlighted in yellow; telling you that it is active. Now 
that you understand what envelopes are, or not, let’s move on to the next part of the 
tutorial where we will give the mesh a physique modifier. 
 
 
 
 
 
 
 
 
 



 
 

AAApppppplllyyyiiinnnggg   ttthhheee   PPPhhhyyysssiiiqqquuueee   MMMooodddiiifffiiieeerrr   
   
Let’s apply the physique modifier now. Select the mesh and then click on the “Modify” 
tab to open it. Click on the box that says “Modifier List”. A drop down list opens. Scroll 

down to “Physique” and click on it. Next, click on the “Attach to Node” button  and 
then click on the Root dummy helper. When the “Physique Initialization” window opens, 
select the “Rigid” option and click on “Initialize”. 
 

 
 

Now the model is capable of being animated. First, however, we need to adjust the 
envelopes I spoke about earlier. In the “Modify” tab-under “Physique”-click on 
“Envelope” so it is highlighted in yellow. The first thing you will notice is that strange 
yellow lines have appeared. These lines, if clicked on with the select tool, will reveal the 
envelopes. Go ahead and click on the yellow line inside the magazine. When you do, two 
green spherical objects appear around the line from the magazine’s bottom bone to the top 
one. The dark green sphere is the outer radius and the light green sphere is the inner radius 
of the envelope. 



 
 

Upon close inspection you can tell that some vertices of the magazine are a light green 
color while others may be yellow as well as some of them being varying degrees of the 
two colors; other vertices aren’t even highlighted. This is how it works: the very light 
green vertices are being influenced heavily by the envelope of that bone, meaning that if 
you move or rotate the corresponding bone those vertices will move with it. However, the 
vertices that are less influenced, the yellow ones, will not move as harshly. If you use your 
imagination, you can see this is very useful for animating, but for a magazine which is 
supposed to be a solid object, vertices moving this way will lead to stretching and 
deforming when you animate it; since this isn’t some kind of mutant or anything weird, we 
need all the vertices to be light green and be completely influenced by the envelope here 
so that when you animate it, the magazine moves realistically. To change the influence of 
the envelope look at the parameters for the envelope and change the “Strength” setting 
from 1.0 to 100; hit enter. If you got lucky, all the vertices of the magazine will become 
light green, meaning that they are under the envelope’s influence 100%. If some of the 
vertices are not light green, simply change the “Radial Scale” option from 1.0 to whatever 
size works best, probably something bigger than 1.0. With the magazine’s envelope 
properly adjusted, select the next envelope above the magazine’s top and change its 
strength to 0 so it has no influence. I know it seems wrong to do it, but it will work out in 
the end and later on you will see why. 
 

 



 
Next, select the envelope for the bone at the tip of the barrel. You can see this is the 
envelope for the main body of the weapon from end to end. Make sure to change the size 
of the envelope’s radius and aim at making it engulf the entire body except for separate 
pieces like the charging handle, magazine, etc. Then change the strength to 100 in order to 
have complete influence over the required mesh vertices. 
 
NNoottee::  YYoouu  ccaann  aaddjjuusstt  tthhee  
oouutteerr  rraaddiiuuss  ((DDaarrkk  ggrreeeenn))  
aanndd  tthhee  iinnnneerr  rraaddiiuuss  ((LLiigghhtt  
ggrreeeenn))  iinnddeeppeennddeennttllyy  uunnddeerr  
tthhee  BBlleennddiinngg  EEnnvveellooppeess  
rroolllloouutt..  BByy  ddeeffaauulltt  iitt  iiss  sseett  
ttoo  ““BBootthh””.. 

 
Now change the envelope that goes from the charging handle to the weapon; make it have 
a strength of 0. 

  
  
  
  



Now make the envelope for the charging handle (the one that only engulfs the charging 
handle) have a strength of 100, similar to what we did with the magazine earlier. 
Hopefully by now your are starting to understand and see how envelopes work and how 
they can be adjusted, if not then simply go back and try this section again until you grasp 
the concept better or else you will get lost very easily from here on out. There are 2 
envelopes that stretch from the Root helper to the ends of the arms; make them both have 
0 strength. Another envelope runs from the shooting hand to the weapon itself; make it 
also 0 strength. Now make the envelope of the stock 0 also. 
 

 
 
The weapon envelopes are now set, so lets get to work on the arms and hands. These will 
be very important to get right because if not, then you will have awkward and ugly 
deformations when you animate your arms and of course we don’t want that. Lets begin 
working on the right arm and when it’s done we will move onto the left arm. Select the 
envelope for the forearm and increase the radius slightly, 1.15 should work fine, but if not 
then tweak it to what works best. It is different for everyone because remember that Max 
automatically “guesses” the computation of the envelopes based on the bones’ placement 
and the mesh, so little tweaks like this are necessary.  
 



 
 

The next envelope to tweak is the one for the arm bone where the bicep is located. You 
will notice not all of the vertices towards the back of it are under the envelope’s influence 
so simple increase the Radial Scale to 1.3 and the Parent Overlap to 0.5. Now if you were 
to animate this bone, the mesh would act realistically by following the bone’s movement 
correctly. Here comes the most tedious part of adjusting envelopes, at least in my opinion, 
the fingers. Fortunately I find that the wrist/hand bones never need adjusting, or at least 
that has been the case for me. However the fingers are a whole other story. We will start 
with the thumb since it’s the easiest. Change the Child Overlap of the envelope for the tip 
of the thumb bone to 1.15 and that should make sure it works. That’s it for the thumb. 
Move on to the index finger and start with the tip bone’s envelope. Do the same thing we 
did to the tip of the thumb by changing the Child Overlap to 1.15. Do this to every single 
bone that is a tip of a finger, this will need to be done for all five of each hand. You will 
also notice that the outer radius of the envelope for most finger bones overlap vertices 
from neighboring fingers, this is wrong and we need to fix it or else when one finger 
moves, it will stretch and pull vertices from the finger(s) next to it. To save time however, 
let’s only adjust the first two bones starting with the bones at the tip of the fingers, except 
of course the thumbs, which we are already done with. 
  



  
  

Just change the outer radius and NOT the inner radius. Decrease the outer radius slowly 
until you can actually see no neighboring vertices being influenced by it. It is important 
that you don’t decrease it too much or you will have problems later when animating. 
Carefully adjust these outer radiuses for all the first two bones in each finger(except the 
thumbs)until the outer radius just releases the last influenced vertex of the neighboring 
finger. Once you have done this for all fingers, get out of the Envelope Sub object mode 
by clicking on Envelope in Parameters so it is no longer highlighted in yellow. Now select 
the last upper arm bone, not the mesh just the bone. Rotate it around a bit to test and see if 
the arm mesh acts and moves realistically. If there is any strange stretching, you did 
something wrong. Just hit Control+Z to undo. Make sure after moving it around you undo 
the movement so it is back to its original location. Assuming you followed correctly up to 
this point and the arm is working fine, go ahead and do what we did to this arm and apply 
all of the techniques to the left arm and test that one too. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



PPPrrreeepppaaarrriiinnnggg   tttooo   AAAnnniiimmmaaattteee   
   
Ok, so you have spent hours modeling, skinning, and rigging the model. The good news is 
that you are about half way through completing your weapon mod! Even greater news is 
that now we will animate it for use in Farcry. Before you animate it though, the arms need 
to be holding the gun in the ready position, as if our character is prepared to vaporize 
anyone or anything that gets in his way. The arms have to look like they do when you play 
the game from first person view. This is rather easier than you may think. We no longer 
need to adjust envelopes because by now you should have had them adjusted. Instead we 
will be directly moving the bones inside the mesh in order to get the arms and weapon in 
their correct position. It’s as easy as simply moving the fingers and arms to the right 
position. Keep in mind however that certain bones should be rotated and only rotated, 
while others can be moved and rotated. Fingers should only be rotated and never moved. 
Just trust me on that one. Since you have read all the way to page 29 of this tutorial, I 
assume you do have some degree of trust in my advice. The hands/wrists should also only 
be rotated. Same goes for forearms. However, the last upper arm bones can be moved or 
rotated. The weapon parent bone can also be moved or rotated. Same goes for the parent 
bones of the magazine and charging handle. Now let’s position our model. Take the 
charging handle and put it in place by moving its parent bone only. As long as you move 
the parent bone, the charging handle will move exactly as if it was a regular mesh, so go 
ahead and put it in its correct place in respect to the weapon, use this screen for help: 
 
NNoottee::  
RReemmeemmbbeerr  yyoouu  
ccaann  cchhaannggee  tthhee  
SSeeee--TThhrroouugghh  
pprrooppeerrttyy  bbyy  
sseelleeccttiinngg  tthhee  
mmeesshh,,  rriigghhtt  
cclliicckkiinngg  iitt,,  
sseelleeccttiinngg  
““PPrrooppeerrttiieess  
ffrroomm  tthhee  QQuuaadd  
MMeennuu  aanndd  
ttuurrnniinngg  ““SSeeee--
TThhrroouugghh””  oonn  oorr  
ooffff..  
  
  
  
  



Now put the magazine into position by moving its parent bone, like so: 
 

 
 

Ok, now the weapon is ready to go into the shooting hand, in my case, the right arm. 
Select the bone called weapon, since it is the parent of the whole gun, we will move it by 
using this bone mostly. Rotate the weapon 90 degrees so it is lying sideways on its left 
side(the charging handle should be facing up while the barrel is still pointing ahead). 
Move the weapon so the handle, or grip, is in the shooting hand. Just eyeball it and it 
should be fine. All you have to do now is wrap the fingers around the grip so the hand 
looks like it is holding the gun. Remember to only rotate the finger bones and not move 
them. By now you should have a good understanding of what’s going on. Just go ahead 
and position the arms and hands with the weapon as a real person would hold it. Mine’s 
looks like this: 
NNoottee::  DDoonn’’tt  hheessiittaattee  ttoo  
ssppeenndd  aa  ggrreeaatt  ddeeaall  ooff  ttiimmee  
aaddjjuussttiinngg  tthhee  aarrmmss..  IIff  nnoott,,  
yyoouurr  aarrmmss  mmaayy  llooookk  rraatthheerr  
ddeeffoorrmmeedd  bbeeccaauussee  ooff  
uunnrreeaalliissttiicc  ppoossttuurreess  aanndd  
ppoossiittiioonniinngg..  MMaakkee  tthhee  aarrmmss  
ffllooww  ccoorrrreeccttllyy  aanndd  tthhee  
ffiinnggeerrss  sshhoouullddnn’’tt  bbeenndd  
bbaacckkwwaarrddss  oorr  aannyytthhiinngg  lliikkee  
tthhaatt..  LLooookk  aatt  yyoouurr  oowwnn  
hhaannddss  ffoorr  rreeffeerreennccee  wwhhiillee  
hhoollddiinngg  ssoommeetthhiinngg  ssiimmiillaarr..  



AAAnnniiimmmaaatttiiiooonnn   
   
We can now animate the weapon and arms. Animating weapons is where a lot of people in 
the Farcry modding community get stuck helplessly. Even veteran animators have trouble 
getting their animations to work in Cryengine. First and foremost, I really hope you have 
at least some understanding of how to animate in Max. Normally what you do is place a 
key in your timeline, move an object, set another key, move it again, set another key, and 
then you have a very basic animation. For Farcry it works very differently. I will now 
show you how to make a simple firing animation with recoil. It should be noted that it is 
the ONLY animation I will show you how to do. The reason I won’t walk you through 
every animation like reloading, swimming, fidgeting, etc. is simply because it would take 
too much time and mainly because those animations are far too advanced for a beginner to 
successfully complete so I don’t want you to try something like that because you may get 
discouraged if it seems to hard. Not to say you can’t do it, but instead you should learn 
how to do a basic animation and then you can experiment on your own and eventually 
learn to make more complex animations as you practice more, as I myself did. Moving on, 
let’s set up a camera. This step is VERY important to get down right, or else when you test 
your weapon in-game you may not see it at all! Go to Create and place a Free Camera in 
your scene. Now position it at point 0,0,0. It is extremely important the camera be placed 
at this location. Make sure you change its Field of Vision(FOV) to 60 degrees. 

 

           
 

NNoottee::  MMaakkee  ssuurree  ttoo  ffaaccee  tthhee  ccaammeerraa  ooppppoossiittee  tthhee  YY  aaxxiiss  aass  iinn  tthhee  ppiiccttuurree  aabboovvee..  
AAllssoo,,  aass  ssoooonn  aass  iitt  iiss  ppoossiittiioonneedd  ccoorrrreeccttllyy,,  ddoouubbllee  cchheecckk  ttoo  mmaakkee  ssuurree  iitt  iiss  
iinnddeeeedd  ccoorrrreeccttllyy  ppoossiittiioonneedd..  AAss  aa  pprreeccaauuttiioonn,,  iimmmmeeddiiaatteellyy  ffrreeeezzee  tthhee  ccaammeerraa  iinn  
ppllaaccee  aafftteerr  iitt  iiss  ppoossiittiioonneedd  ccoorrrreeccttllyy..  IIff  nnoott,,  yyoouu  mmyy  aacccciiddeennttaallllyy  mmoovvee  iitt  aanndd  
hhaavvee  pprroobblleemmss  llaatteerr..  
  



  
With the camera set up, we can now begin animating. Open the “Motion” tab. Select the 
Root helper. A host of options and rollouts are now active under the Motion Tab. Expand 
the Assign Controller rollout and highlight the Position controller by clicking on it once. 
The small question mark icon just above is the Assign Controller button. Click on it now 
that it is available to click. In the Assign Position Controller window that popped up, go 
down to TCB Position. Click on it and click on Make Default. It will ask you if you are 
sure you want to do this, select yes. Now click ok to exit this window. You have just 
assigned the correct position controller for your Root helper in order to animate it. There 
are many controllers in Max for animating, but Cryengine works with TCB controllers, so 
we will use these for our position, rotation, and scale controllers. So select Rotation this 
time and assign it a TCB controller, and do the same for scale. Now all three should have 
TCB controllers assigned. Now on the time line, make sure the time slider is at frame 0. 
With the Root helper still selected, go to the PRS Parameters rollout under the Motion 
Tab. On the left is the column for Create Key. Click on all three, Position, Rotation, and 
Scale to create these keys at frame 0, the first frame of the firing animation. In the timeline 
you will see a key made up of three different colors at frame 0. Each of the three colors is 
for each of the 3 keys; i.e. position, rotation, scale. Move the time slider to frame 4. Now 
create a position and rotation key(we don’t need a scale key in this circumstance). You 
should now have a position and rotation key set at frame 4. With the time slider still at 
frame 4, activate the “Auto Key” button(shortcut is N). Now move the Root helper 
backwards a bit and you will notice that everything moves with it. This is because the 
Root helper is the parent of everything(except the camera). Use this technique to simulate 
the recoil. Once you have it as far back as you like, hit the Auto Key button again to 
deactivate it. Move the time slider to frame 8. Now this will be the last frame in the firing 
animation. Select the first key from frame 0 and hold shift and move the copy that is 
automatically made to frame 8, the final frame of the animation. This very simple 
animation is only 8 frames long and has only 3 key frames. Play it and see if you are 
satisfied. Even though this basic technique is so simple, it can be applied in more complex 
animations, like a reload animation. We are now going to go into a whole other process 
that will momentarily have us working out of Max, but to facilitate the overall process, 
keep Max open but minimized. 
 
 
 
 
 
 
 
 
 
 
 
 
 



FFFiiillleee   PPPlllaaaccceeemmmeeennnttt   
   
The next step to take is to prepare the file directories in preparation of the new weapon 
mod. Let’s begin by going to the Farcry mods folder. Once there, create a new folder and 
name it anything you want. Usually you use the name of your mod. For example, you 
could call it AK47mod or the like. Now go into the new folder and create a folder called 
“Objects”; in there create a new folder called “Weapons”; in there create a new folder 
called “AK47”. This AK47 folder is where the AK47’s texture, 1st person model, 3rd 
person model, animations, and .cal files will go. One thing you should be aware of is that 
file placement is very important. Just as important is the naming conventions of 
EVERYTHING. Cryengine and its scripts rely a lot on file names, so if one word 
somewhere is misspelled, your mod won’t work. This can be very frustrating because it 
can be hard to find out why your weapon’s muzzle flash won’t work or the model doesn’t 
appear in-game or Sandbox crashes with a strange error message. This has happened to me 
and every modder I have spoken with or worked with. To try to avoid this, ALWAYS 
triple and even quadruple check any new scripts, folders, or files you create, paying close 
attention to their names. With that said, let’s continue creating the needed folders. Go back 
to the main AK47mod folder located in the Mods folder. Create a new folder here called 
“Scripts”. In this folder create a new one called “Default”; in there create a new one called 
“Entities”; in there create two new folders. One called “Weapons” the other called 
“PICKUPS”. That does it as far as folders needed are concerned. One last thing; we need 
to make a short cut to Sandbox so we can load the new weapon mod and test it out. Make 
a copy of the Sandbox short cut and place it on your desktop. Rename it to AK47Mod. 
Right click on it and open its properties. In the Target field, add the following that is 
highlighted in blue: 
  
NNoottee::  RReemmeemmbbeerr  ttoo  aadddd  tthhee  ssppaaccee  rriigghhtt  
bbeeffoorree  tthhee  ““--““  iinn  ffrroonntt  ooff  tthhee  wwoorrdd  
““MMOODD””  iinn  tthhee  TTaarrggeett  ffiieelldd..  AAss  aallwwaayyss,,  
nnaammiinngg  ccoonnvveennttiioonnss  mmuusstt  bbee  ffoolllloowweedd  
eexxaaccttllyy  oorr  tthhiiss  sshhoorrttccuutt  wwoonn’’tt  llooaadd  yyoouurr  
mmoodd  iinn  SSaannddbbooxx..  CClliicckk  oonn  AAppppllyy  tthheenn  
cclliicckk  oonn  OOKK..  TThhiiss  nneeww  sshhoorrtt  ccuutt  wwiillll  
nnooww  llooaadd  eevveerryytthhiinngg  ffrroomm  tthhee  AAKK4477mmoodd  
ffoollddeerr..  YYoouu  ccaann  ccoonnttiinnuuee  ttoo  aadddd  nneeww  
wweeaappoonnss  ttoo  tthhaatt  ffoollddeerr  aanndd  eexxppaanndd  tthhee  
mmoodd  bbyy  aaddddiinngg  mmoorree  wweeaappoonnss,,  vveehhiicclleess,,  
cchhaarraacctteerrss,,  eettcc..  



SSScccrrriiippptttiiinnnggg   
   
Now it’s time to script the weapon for use in Farcry. Let’s begin with the script called 
ClassRegistry.lua. Go in the FCData folder and open the “Scripts.pak” file and search for 
ClassRegistry.lua; extract it into the Scripts folder of your mod. Now we are going to edit 
this script file so go ahead and open it. I myself use UltraEdit, but you can open it with 
windows notepad. Find the following area of the script and add the yellow highlighted line 
EXCATLY as shown: 

  
  

Save the script and close it. Now go into your mod’s ‘Scripts\Default\Entities\PICKUPS’ 
folder and grab another script from Farcry like we did before. This time grab the 
“PickupM4.lua” and place it in this folder. Open the script and edit it like this: 
 

 
 
 
 
 



Save it as “PickupAK47.lua” and close it. Now go to this folder location because we have 
plenty of scripts to edit: “Scripts\Default\Entities\Weapons”. Locate the original “M4.lua” 
script(in the Scripts.pak file within FCData) and get it into this location. Open it and edit it 
as the following guide will show: 

 
also edit this part of the script: 

 



Save it as “AK47.lua” and close it. Working in the same folder, bring in the script called 
“WeaponsParams.lua”. Scroll down to the M4’s parameters and copy it; paste it and 
change the name of the new copy of the M4 code to AK47 like this: 

 
 

Save it in this location(Scripts\Default\Entities\Weapons) and close it. Next, go get a script 
called “WeaponSystem.lua” from the “Scripts.pak” and bring it into this same folder we 
are working in right now. Open it and edit it like this: 

 

 
 

Once done, save it and close it. That will do it for the initial scripting. Initial because we 
can still fine tune many settings for the weapon via these scripts. Things like fire rates, fire 
modes, ammo capacity, and many others can be altered. However, I’m only showing you 
the basics in order to get the weapon working, so you will have to experiment with other 
settings and parameters on your own since that’s outside the scope of this tutorial. 
 
 
 
 
 



 

EEExxxpppooorrrtttiiinnnggg   AAAnnniiimmmaaatttiiiooonnnsss   
   
Now we need to get all our .cgf, .dds, .cal, and .caf files in this folder directory: 
“Objects\Weapons\AK47”. Go ahead and place the AK47.dds texture that came with this 
tutorial in this location. Do the same for the hand-hero.dds texture as well. Next, go back 
into Max so we can export the AK47.cgf and AK47_bind.cgf files. In Max, go to the 
Utilities Tab and activate the Cryexporter2 plugin. Select the AK47 mesh in Max and hit 
the Add Selected button; the AK47 now appears in the list of objects to be exported to 
Cryengine. Now click on the “Export Nodes” button. 
 

 
 

When the save window opens, name the file to be exported as AK47 and save it as .cgf; 
save it in this location: “Objects\Weapons\AK47”. Within the same plugin, go down to the 
Bone Export rollout and in the perspective view select the Root helper. Now click on the 
Add Selected button. Make sure the option to ignore dummies if off and select the Manual 
Range check box to on. Change the Time Range from Start 0 to End 8. Now click on 
Export Bones. Your Options should look like this: 
 



 
 

When Max asks you how you wish to save the animation, save it as .caf and name it 
AK47_fire11. Make sure it is saved in “Objects\Weapons\AK47”. Go into the 
“Objects.pak” and grab the “M4.cal” file. Place it in the same directory we have been 
working with so far. Open the M4.cal file and edit it like this: 
 
  NNoottee::  SSaavvee  tthhee  ..ccaall  ffiillee  aass  ““AAKK4477..ccaall””  aanndd  
cclloossee  iitt..  

 
 

 



Now we need to create the bind version, which is the 3rd person model of the weapon. 
Open the Max source file included with this tutorial called “AK-47_Bind.max”. Open the 
Cryexporter2 utility under the Utility Tab. Under the Object Export rollout click on the 
Pick button and in the perspective view select the AK47 model. Click the Export Nodes 
button and save the file as .cgf again and name it AK47_bind. Make sure to save it in the 
same location as we have been saving the animation files, the first person model, and cal 
file. Once that’s done you can close Max as we won’t be using it anymore. 
 

TTTeeessstttiiinnnggg   ttthhheee   MMMoooddd   
   
Now let’s test the new weapon for Farcry. Using the shortcut we made earlier for Sandbox 
called AK47mod, open Sandbox. Create a very simple new level to test weapons in. Go up 
to the Mission button that runs at the top where File is. In the drop down menu, click on 
Edit Equipment-Packs. Create a new equipment pack for the player. In the Available 
Equipment list scroll down until you see “WPN-AK47” and add it to the Used Equipment 
list. 

 
 

Click OK. Go back to Mission and this time select Properties. In the new window, under 
the Main tab, click on the button underneath where it says “Player-Equipment-Pack”. Now 
select the equipment pack you made earlier with the AK47 and click OK. Then click OK 
again in the Mission Properties window. Now just press Control+G and have fun with 
your new weapon! Congratulations on your new mod and enjoy. 



GGGeeennneeerrraaalll   FFFAAAQQQ   
   
ModelingModeling  
  
CCaann  II  uussee  MMeesshhssmmooootthh  ttoo  mmaakkee  mmyy  mmooddeell  llooookk  bbeetttteerr  iinn  FFaarrccrryy??  
II  mmyysseellff  ddoo  uussee  MMeesshhssmmooootthh..  HHoowweevveerr,,  yyoouu  nneeeedd  ttoo  kknnooww  hhooww  ttoo  aappppllyy  iitt  
ccoorrrreeccttllyy  bbeeccaauussee  iiff  nnoott  tthhee  mmooddeell  wwiillll  hhaavvee  ttoooo  mmaannyy  ppoollyyss,,  mmaakkiinngg  iitt  
uunnuussaabbllee  ffoorr  aannyy  ggaammee..  FFoorr  eexxaammppllee,,  II  uusseedd  MMeesshhssmmooootthh  mmaannyy  ttiimmeess  oonn  
tthhee  AAKK4477  yyeett  II  wwaass  aabbllee  ttoo  kkeeeepp  tthhee  ppoollyy  ccoouunntt  bbeellooww  33,,000000  ppoollyyss..  
  
HHooww  ddoo  II  mmaakkee  tthhee  cchhaarrggiinngg  hhaannddllee  aanndd  mmaaggaazziinnee  ppaarrtt  ooff  tthhee  AAKK4477  mmeesshh  
lliikkee  yyoouu  ssaayy  ttoo  ddoo  eeaarrllyy  iinn  tthhee  ttuuttoorriiaall??  
SSiimmppllyy  sseelleecctt  tthhee  AAKK4477  mmeesshh  aanndd  tthheenn  cclliicckk  tthhee  aattttaacchh  bbuuttttoonn  aanndd  sseelleecctt  
aannyytthhiinngg  yyoouu  wwiisshh  ttoo  aattttaacchh  ttoo  tthhee  mmaaiinn  mmeesshh..  
  
II’’mm  ttrryyiinngg  ttoo  uussee  MMeesshhssmmooootthh  bbuutt  iitt  ddeeffoorrmmss  mmyy  mmeesshh  iinn  wweeiirrdd  wwaayyss,,  hhooww  
aarree  yyoouu  ssuuppppoosseedd  ttoo  ccoonnttrrooll  iitt??  
IItt  wwoorrkkss  bbyy  ssmmooootthhiinngg  ggrroouuppss..  PPoollyyggoonnss  tthhaatt  hhaavvee  tthhee  ssaammee  ssmmooootthhiinngg  
ggrroouupp  IIDD  wwiillll  bbee  ssmmooootthheedd,,  aalltteerrnnaattiivveellyy,,  ppoollyyggoonnss  wwiitthh  ddiiffffeerreenntt  
ssmmooootthhiinngg  IIDD’’ss  wwiillll  nnoott  bbee  ssmmooootthheedd..  AAllssoo  rreemmeemmbbeerr  tthhaatt  ppoollyyggoonnss  tthhaatt  
sshhaarree  vveerrttiicceess  wwiillll  bbee  ssmmooootthheedd  iiff  tthheeyy  hhaavvee  tthhee  ssaammee  ssmmooootthhiinngg  IIDD..  
  
SkinningSkinning  
  
CCaann  II  aappppllyy  mmuullttiippllee  tteexxttuurreess  ttoo  oonnee  mmooddeell??  
YYeess..  
  
HHooww  bbiigg  ccaann  tteexxttuurreess  oonn  wweeaappoonnss  bbee??  
II  uusseedd  aa  tteexxttuurree  tthhaatt  wwaass  11002244xx11002244  ppiixxeellss  ffoorr  tthhee  AAKK4477..  YYoouu  ccaann  
eexxppeerriimmeenntt  wwiitthh  ddiiffffeerreenntt  ssiizzeess  bbuutt  ttrryy  nnoott  ttoo  ggoo  ttoooo  hhiigghh..  
  
RiggingRigging  
  
SSoommee  ooff  tthhee  ffiinnggeerr  bboonneess  wwhhoossee  eennvveellooppeess  II  aaddjjuusstteedd  aarreenn’’tt  wwoorrkkiinngg  
ccoorrrreeccttllyy,,  wwhhyy??  
TTrryy  cchhaannggiinngg  tthhee  ssttrreennggtthh  sseettttiinnggss  ooff  tthhee  eennvveellooppee  ttoo  110000..  
  
  
  



AnimatingAnimating  
  
HHooww  ddoo  II  aanniimmaattee  aa  rreellooaadd??  
TTrryy  pprraaccttiicciinngg  tthhee  tteecchhnniiqquuee  II  sshhoowweedd  iinn  tthhiiss  ttuuttoorriiaall  ffoorr  aanniimmaattiinngg  tthhee  
ffiirriinngg  aanniimmaattiioonn..  UUssee  tthhee  tteecchhnniiqquuee  ttoo  aanniimmaattee  mmoorree  ccoommpplleexx  aanniimmaattiioonnss..  
YYoouu  mmaayy  aallssoo  wwaanntt  ttoo  llooookk  aatt  aanniimmaattiioonn  ttuuttoorriiaallss  oonn  tthhee  iinntteerrnneett..  
  
MMyy  aanniimmaattiioonn  wwiillll  nnoott  eexxppoorrtt  ccoorrrreeccttllyy,,  wwhhyy??  
RReemmeemmbbeerr  ttoo  ttuurrnn  tthhee  ooppttiioonn  ttoo  ““IIggnnoorree  DDuummmmiieess””  ttoo  ooffff  iinn  tthhee  
CCrryyeexxppoorrtteerr22..  
  
TThhee  mmuuzzzzllee  ffllaasshh  aappppeeaarrss  ““cclliippppeedd””  iinn  SSaannddbbooxx,,  wwhhyy??  
YYoouu  hhaavvee  ppllaacceedd  tthhee  ““ssppiittffiirree””  bboonnee  ttoooo  cclloossee  ttoo  tthhee  ttiipp  ooff  tthhee  bbaarrrreell,,  ttrryy  
rreeppoossiittiioonniinngg  iitt..  
  
ScriptingScripting  
  
SSaannddbbooxx  ccrraasshheess  ggiivviinngg  mmee  aa  ssttrraannggee  eerrrroorr  aabboouutt  nnoott  bbeeiinngg  aabbllee  ttoo  llooaadd  aa  
ssccrriipptt  oorr  ssoommeetthhiinngg,,  wwhhyy??  
YYoouu  hhaavvee  mmaaddee  aa  mmiissttaakkee  iinn  oonnee  ooff  tthhee  ssccrriippttss  yyoouu  eeddiitteedd..  GGoo  bbaacckk  aanndd  
mmaakkee  ssuurree  yyoouu  ffiinndd  aanndd  ccoorrrreecctt  tthhee  lliinnee  ooff  ccooddee  wwhhiicchh  iiss  wwrroonngg..  AAllssoo,,  yyoouu  
sshhoouulldd  mmaakkee  aa  bbaacckkuupp  ooff  eeaacchh  ssccrriipptt  yyoouu  eeddiitt  ssoo  yyoouu  ccaann  rreevveerrtt  bbaacckk  ttoo  tthhee  
ccoorrrreecctt  ssccrriippttss  aanndd  nnaarrrrooww  ddoowwnn  tthhee  ffaauullttyy  ssccrriipptt  wwhheenn  yyoouu  ttrroouubblleesshhoooott..  
  
MMyy  wweeaappoonn  ddooeessnn’’tt  aappppeeaarr  iinn  tthhee  lliisstt  ooff  aavvaaiillaabbllee  wweeaappoonnss  iinn  SSaannddbbooxx,,  
wwhhyy??  
YYoouu  mmaaddee  aa  mmiissttaakkee  iinn  oonnee  ooff  tthhee  ssccrriippttss..  TThhee  ccuullpprriitt  ccoouulldd  mmoosstt  pprroobbaabbllyy  
bbee  tthhee  ““CCllaassssRReeggiissttrryy..lluuaa””,,  tthhee  ““WWeeaappoonnssPPaarraammss..lluuaa””,,  oorr  tthhee  
““WWeeaappoonnSSyysstteemm..lluuaa””..  GGoo  bbaacckk  aanndd  ccaarreeffuullllyy  rreevviieeww  eevveerryy  lliinnee  ooff  ccooddee  yyoouu  
aaddddeedd  oorr  aalltteerreedd..  
  
MiscellaneousMiscellaneous  
  
WWhheenn  II  ttrryy  ttoo  ccrreeaattee  bboonneess  iinn  MMaaxx,,  II  ssiimmppllyy  ddoonn’’tt  hhaavvee  tthhaatt  ooppttiioonn  
aavvaaiillaabbllee,,  wwhhyy??  
CChheecckk  ttoo  mmaakkee  ssuurree  yyoouu  hhaavvee  CChhaarraacctteerr  SSttuuddiioo  wwiitthh  yyoouurr  MMaaxx  
iinnssttaallllaattiioonn..  IIff  nnoott,,  tthheenn  yyoouu  wwiillll  nnoott  bbee  aabbllee  ttoo  aanniimmaattee  II’’mm  aaffrraaiidd..  
  
  
  



  
Thank you for reading my tutorial. I will expand the FAQ section of this tutorial as I get 
suggestions and more questions to add to it. If you wish to have a question addressed in 
the FAQ section, please visit the www.crymod.com forums and post any suggestions 
there. Please limit your concerns to anything concerning weapons modding only. Lastly, I 
would like to thank Chavez and L337_Haxs for helping me when I was learning to mod, 
thanks guys. Goodluck and happy modding!  

http://www.crymod.com/
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Complete Weapons Tutorial 1.0 by Jak_Carver


You are free to use the included AK47 model for your mod as long as you provide credit
to me, Jak_Carver. If you have any questions concerning this tutorial please post your
questions, comments, or suggestions at the Crymod forums: www.crymod.com

