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Part one 
In this tutorial we will learn how to make new portraits for the skins you make ifor ut2003. First of all, what’s a portrait? A portrait is the picture you see when you select your character for ut2003, example:
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Now, see that picture with icy letters that sais Wh!’][‘3 (@DD3r)? Well that’s a portrait. The problem is upaint always creates the same one for each character...

wich will get pretty boring soon. I never seen any skinner making a new one. 

This is pretty dumb since it’s very easy...Now let’s make one :D

Part two 
1) Before working in unreal editor you have to make your own portrait, do what ever you like to do just make sure it’s a bmp file or another one that unreal editor accepts (it does not accepts jpg...). Another thing that’s very important, the size in pixels must be: 256x512.

This is an example of a portrait i’ve created myself:
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Now let’s insert this in ut2003 shall we...

2) To put this into your skin, open up unreal editor. Now the thingy that’s important is the texture browser, it looks like this:
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Now in the browser, go to file==> open and pick the texture from your skin

IMPORTANT: you can also edit the original files from ut2003 but be aware that if you do that you won’t be able to play on a lot of servers...so if you do this first make a backup of the original or else you must reinstall the game every time you want to play online... 
Now i’ve opened up the texture of my skin:
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See the portrait? Look at it’s name, it’s called Texture adderPortrait. Remember the name of the texture...you will need it soon.

3) Now to insert your new portrait, go to file => import, and search for the picture(portrait) you’ve made in step 1 of part 2. Now something will com up, it looks like this: 
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Now i hear you thinking...wtf. It’s pretty easy, package will already be filled in, that’s the texture, group...never mind about that here, leave it empty ...and Name that’s the bloody thing you needed to remember. The name must be the same as the texture you want to be changed, in this case the name is adderPortrait (note: it’s case sensivity).

Now press OK (well duh...) and when you’ve filled in everything correctly it will insert your new texture, like this:
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Now just go to file => save and overwrite the old file, if it asks something like this:
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Just press yes...

Now start up ut2003 and check out or it works...if it doesn’t you’ve done something wrong (note: sounds stupid but the mistake that mostly happens is that the name wasen’t exactly the same when importing the texture)

Now this is the end of my second tutorial. Hope you skinners no longer release skins with the same portraits... :D

_1109246215

_1109246737

