FACES TUTORIAL


FIFA 2001


By Chris Arnfield





What you need:


	Paint shop pro 7- this is available as a trial version for free download from


	Downloads.com


EA Graphic editor- you can download this from the www.nba-live.com/eagraph





List of face ID numbers-  This was created by myself and is  available from the downloads centre.








Step 1


Choosing your player


Firstly, you need to decide on which player you would like to edit. Then you need to find some recent pictures of that player, ideally you need a picture that shows a straight on view of his face. Many different pictures showing many views of that face would help to see exactly what he should look like.


If you decide to do a player that already has a real face on the game like Beckham, Zidane, Henry etc, then you should skip to step 3, unless you are unhappy with the head shape for that player. If you are doing a player that doesn’t have a face already on the game like Figo, Rivaldo, Raul etc, then you should carry on with step 2.





Step 2


Finding a head shape


Once you have chosen your player and have got many pictures, then you need to find a good head shape for this player. You can do this by going into your Fifa 2001 game and looking through all the different face types looking at general things like head shape, ear size, the look of there eyes, mouth size.





Once you have found a good head for your players face then you need to find the corresponding face texture in the face. Big file. The generic faces are listed in order from 00****** being the first, to 18******. Each face number has 128 texture files, which are for different hair colour, facial hair, and skin colour, They are split into 27 of each skin colour, then split into facial hair colour, starting from blonde then light brown, ginger, black, and dark brown. They are then split up into different facial hair types.


This is what each face looks like:





To see which number head shape you have chosen, look at the picture that should be in the facetutorial.zip file that you downloaded. Then to find the right texture you should find that number, then look for the right skin colour,


Facial hair, and facial hair colour and you should have the right file.














Step 3


Making your face


Once you have found the right face number either using the face list or the instructions used above you should then save the hifa as a bitmap. Then you need to open Paint shop pro 7, and open your saved face.





Now this is the hard part. To make your faces look realistic will require some practice and it would be a good idea to familiarise yourself with the tools in paint shop pro 7. The tool that I mainly use is the airbrush tool. If you can master how to use this then you should be able to make good faces.


There are two ways of making faces; the first is to use an existing face and just editing parts of the face like the eyebrows and mouth or to add facial hair to the face.


The second method is to use pictures to make your face, this obviously requires more skill and patience, as you need to position all the features perfectly to fit the head shape.


Method 1


It would be a good idea to use this if you are new to editing faces or new to using paint shop pro. The results can still be good but are limited to only good


Because it wont look exactly like the player.


The first thing to do is to determine what parts need changing e.g. eyebrows, facial hair, expressions, skin colour. 


Then you should get to work on doing these things.





Skin colour: To change the skin colour you should try experimenting with some of the colour adjustment options, which can be found under colour.





Eyebrows: You should firstly blank out the eyebrows by selecting a colour from close to the eyebrow and using the airbrush tool to go over the eyebrow.


(You should change some of the tool options, shape should be round, size should be about 3, hardness should be 0, opacity should be about 3-8, step should be 25 and density should be about 90-100.


Once that is done you need to draw your eyebrow, once again using the airbrush tool at similar settings but with a different colour e.g. black.


You may have to change this a few times to fit the head perfectly so I recommend you do this last.





Facial Hair: To draw facial hair you need to use the airbrush tool again, this time the brush should be at about size 10 to cover a larger area, you should use a smaller size for the moustache or if you need to do a smaller piece of facial hair, you might also want to increase or decrease the opacity depending on the length colour or density of facial hair, but for maximum realism you should keep the opacity low and keep going over it for darker or longer effects.





Facial Expressions: To add facial expressions or shadows, you need to use a slightly darker colour to airbrush onto the face where the shadows should be, These may be shadows in the eye sockets or creases under the eyes and near the nose and mouth or shadows to express the shape of the head.





Mouth: To change the mouth you need to use the freehand selection tool to select the mouth then copy it, then blank the mouth out like you did with the eyebrows, then paste the moth back on, then edit the size using the deformation tool, until its just the right shape and size, then you may also edit the colour using the colour adjust options.





You should practice all these techniques a lot to make your faces perfect.





Method 2: This method takes a little more practice to master, but the results are much better.


What you need to do is to open your straight on picture of you player, and then you need to select the front part of the face using the freehand selection tool.


You should select around the bottom of the chin up around the mouth and around the cheekbones, then around the eyes and up around the forehead.


You then should copy this and then paste onto your face texture (before you do this you might want to change the skin colour of your texture file to get it close to the colour of your real face picture.


You then need to position this onto the face texture by resizing the pasted picture to fit into the right place. You should try to line up the eyes, nose and mouth the ones on the texture; you should be left with the front of the face on the texture with the sides of the face still intact and should look a different colour to the front.


To blend the front and sides of the face together you need to use the airbrush tool, selecting a colour from the front of the face and spraying this onto the sides with a low opacity to make the sides look the same colour as the front while keeping the shadows on the sides. The result should look, as there is no difference between the front and side of the face. It’s a good idea to check how your face is looking in the game, so you need to save the face texture and insert the face into the face. Big file, by selecting the file that you found earlier and using the import wizard to put the new face in the game.


If parts of the face look out of place then you will need to go back and edit them parts.


Some solutions to these problems are listed:





Nose texture, too long for nose on head: this is solved by selecting and copying the nose that was on your original face texture or one similar, and pasting onto your new face in exactly the same place as the original one, then blank out the unwanted nose textures by spraying over with a colour from your face to make it look like the moustache part of the face. To blend the nose in to the face you need to spray over lightly with a colour from the face.





Eyebrows out of place: do as you do in method one.





Once these have been sorted your face should be almost complete, it may take a bit of editing before the face looks perfect but you should be able to learn to do great faces. It may take a lot of practice to learn all the techniques of face making but it is possible.


I hope a lot of people learn a lot from reading this tutorial so that more faces can be made for Fifa 2001.


Please can anyone who makes a face with the help of this tutorial give credit to the tutorial


Any problems or questions, please e-mail me at chrisflp2001@aol.com














					














					


