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1. Get Organized

NOTE: This tutorial will attempt to guide you thigiuthe process of creating uniforms for MVP
Baseball 2005. It will assume that you understama to use a graphic program and it is written
using Adobe Photoshop. The methods described balewapplicable to other programs such as
Paint Shop Pro or GIMP.

Before any modification of MVP2005 files you shouicike a backup of your original files and
any incremental files. Models.big and Uniforms.biguld be backed up prior to this tutorial.

101: Programs

nfshtool

fuzzone's uniedit

eagraph

102: Templates

The main template we will be working with is:

KC's Templategthis wouldn’t be possible without him)
For catchers gear, etc:

fizzjob's temps 1

fizzjob's temps 2

*** note: for fizzjob's temps, they need to be streed to 2x. we will mainly be using kc's
templates in the tutorial though and once you cardle those, you should be able to mod the
catchers gear temps on your own.

103: Folder Organization

Well, since the first step is really easy, ill geead and finish it.
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Well organized folders can and will save you aofiotime when uniform modding, and it's
always nice to have the main folders on your dgsk&s you can see, | have a shortcut to MVP
2005, a folder for the current uni that I'm workioig, and a created MLB 07 Uniform folder that
holds important things as show below.

In MLB 07 Uniform:

Templates
Programs (EA Graph and nfshtool)
Finished unis (you are not there yet)

If you already have these things downloaded, justarthem into this set up you see below:

& MLB 07 Uniforms
File Edt View Favorkes Took Hep

7 Search Folders:  [113}-

Address || C\Documents and Setbings| Admiresty ator |\ DesktopiMLE 07 Uniforms bt G0

. e -
File and Folder Tasks B

Firished Lnis

Other Places S

(& Desktop BR _Jf Frograms
L My Documents
| charad Documents .

JI Temgiates

i§ My Compuber

3 obpacts

Qe O - F L [l - N Search ||~ Folders [T31)~
Address |0 C\Documents and Settmsl.ﬁd:wrz.atm'lnaimﬂ‘eﬁls 07 Linifid \AdministratoriDeskbop|MLE 0F Urdforms)

- BT e Masy Recao Wunibg
EDITOR TASsoft : o Rece
Other Places : T Wiew a5 & shde show | Y R MERF

. ) Crder prirts online EMERK
£ MLBOT Uniforms 2 "EMSLM'

b Pr i
L) My Documents : A Prink pictures - [an
By Satad Goiisiacty D Lt R
g My Compuber

17 objecks

Here is a list (and a few pics) of what the tengdatkally are. The way they are listed
(JERF,JERK, etc) is how the appear in EA Graph.
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ﬂﬂ-g'..ll:.p.ll‘h:H'k'lﬁ.l[!nh_... = 0% .'ﬂli_Gu.p.d:mu’x'. rSnr._s;s.... = O X QLG prd @ 100% lﬁff"--" __ ] ALY Iong cleeve color
L. ] ' T HAT: hat

e - Hhlm: catchers helmet
HLMM1: batting helmet
JERF: fat jersey
JERK: jersey back
JERS: muscles stand out
JERT: normal jersey
LEGA D normal pants
LEGE: socks up
LEGC: catchers gear
MERF: jacket front
MERK: jacket back (1x)
MSLY: jacket sleeve
SLWL: Left sleeve
SLVR: Right sleeve
Linibig: select screen gig

LEGD-long pants

2. Making Your Uniforms Using Photoshop

201: Logos and Scripts

First lesson, KC's way is the most professionalwaitidorobably get the most realistic results.
My way is a little simpler and still yields a restlc approach. You'll win either way you go.

Anyways, let's copy all of the files in your temigls folder and paste them in a folder that has
the name of your uni (yes, like the one you plamegour desktop and yes, we are still
organizing). Here ya go:
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& MLB 07 Uniforms

ﬁ F. ! Search _ Folders

fddress || ) <:\Docurments and Settings'l,ndministratur'f M G0

HOLU Modern

Sli=if |

File Edit Wiew Favorites Tools  Help

,,lj G Back = ] 'ir /._ !'Search ||~ Folders

) C\Documents and Settings'l,.ﬂdministrator'l: v | a GO
HOU Modern Throwback & LEGE
' el
U MERF
FMERK
T MsLy
Bk
Hsve

“Runibig

j My Computer

Ok, now create your uni on your JERF file. (Weliakly replicate the files to the JERS and
JERT files later).

Now you are ready to make your script realisticstgive it a little depth in "Bevel and Emboss"
in the layer settings (play around with it untilabks good for you). Here are my settings:
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B JERF.psd @ 100% (Layer ...
N

Layer Style

Stylas — Bevel and Emboss

— Struckure

Elending Options: Default Style

|Inner Eewel
[Clinmer Shadow

Depth: Ji (M | . Preyiew
Cruter Glow
= Direction: @Up ODown

[ inmer Glow Seeti——— [z iPJ't
Bevel and Emboss Softery 3 |“U pr
= ly Inner Glow Effect | ;
i T Y L

— Shading |N0rmal lil Dpacity: | 100% | ?]
Angle: I = T

. B il | Lock: &1 #+ @ Fill: | 100% : ]

[ 5atin Use Global Light ——— |A

[ Calar Swerlay Altitude: | | ! R Undershirt Lines -

] Gradient Cwerlay Sl GaraarT

[ Pattarn Onvarlay

EyeTi Highlight Mode: | Scracn |§ I:l
! Layer 1

Opacity: —————— % |75 |%

———
Shadow Mode: | 2
= Tultipl vi-
: :L| _— rg- |Q Shape 2
Opscy: —————3— [15|% N =

Now for the texture. You also need to play arourith v a little. The texture | use is
Herringbone 2 (yes, it is not stitching, but it wefine).
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)
«Q
(o)

Layer Style b4
Shylas - aeihne
— Elements
Blending Cptions: Default Zanizel
[ orop Shadow Patterr: |SE%o 3 al e Style
[CJ1rner Shadaow =
Preyieww
[ outer Glow S S .
(¥}

[ 1rner Glaw M
:..:. el -':::I.:".."E"' z l‘...- -l‘ ﬁ .

Texture I ﬁ
] Satin e

[ Colar Overlay Herringbone 2 (64 by 21 pixels, Grayscale mode] |

] @radient Coerlay
[C]Pattern Chverlay
[ strake

Here are my settings. Go for a lot of depth anittla kcale and things should look good.
Remember these are my settings and you can edgiistahem for your liking. They are not
exactly these numbers every time:
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Elements :
Elending ©ptions: Default —gancel
ClBren hade Pattern: |Z3E32I23 &l Snap bo Origin __NEW Style...
[]Inner Shadow :
Prewview
[ outer Glow Sealer — -
[T 1nmer Glow Depth:  — Y[+ |
o [rwert  [#]Link w 1
D i jeald
[ =atin

[ olor oaverlay
[]@radient Coerlay
[ pattern Cverlay
[ stroke

Here's the look at the difference. The "stitchedd & on the left.

***Note: if you just play around with "Bevel and Bboss” and "Texture" settings, without even
looking at mine, you will still find something thetorks very quickly. These are the only two
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things you need to mess with in layer settingsgiothan overlay and stroke, if you want to color
your script a certain way.

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkkkhkkhkkkkkkkkkkkkkhkk kkkkkkhkkkkkkkkkkk

201.1 Kccitystar’'s Script Method

Here's how | do stitching, for those of you who é#&hotoshop. I'll do it on a 2X template to
better show the quality and to give you an idehaf the stitching is:

We're going to take this logo and "stitch" it te flersey.

Before we make any changes, go to Image->Mode-> RGIBr. This is a GIF, and we want to
be able to use all the colors available as opptisedly 256.

Also, be sure to remove the white background froenldgo itself. Use the Magic Wand tool

(W), and make sure the settings up top have Comtigunchecked. Click on the white
background and press delete to remove the whitiegbagnd from the image. You should have a
transparent Indians script logo.

Now, what | do is split the colors on the uniformta different layers, from Blue down to red.

Layers Channels Paths L
Hormal [ ] opacity: [100% [» |
Lock: [ & & @ Fill: {100 |» |

- Layer1

ko m Layer 2
® 4 [[Jrorers
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From here, right click on the red layer in thatlbmx, in this case it's layer 2 and go to Blending
Options. This is where we start to fidget.

These are my settings to get the right stitchirigoef It isn't quite a one size fits all for every
logo, but you can adjust accordingly to achievedésired effect. For solid colored logos, | often
don't add the stitching effect but | give it a esisort of look:

Layer Style

Styles Drop Shadow
Structure

end ptode: [Muitiotr [ [

Blending Dptions: Default

[+ Drop Shadow

Cpacity: T 1 |50 %

Pattern Cverlay
[]=strake

[ inner Shadow L Hes sliiey
I I3 P a

EE e G Angle: E Use Global Light Preview

[T inner Glow Distance: m——————1 |3 {p

Bewvel and Emboss Spread: o 1 [ | % .
[#] Contour Size: 4 1 |0 |px
[ Testure

[ 5atin Qiality

[T Color wverlay Contour: - D Anti-aliased

[] Gradient Owerlay Moise: ~ . EI— %

Layer Knocks Out Drop Shadow
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Layer Style

Styles Bevel and Emboss y i
Structure

Blending Cptions;: Default Style: !_I!"_']?.'.'.Eﬁi?l. _Y_'; Rezet

Drop Shadow

Technique: | Smooth [w]
= _— e Sty le
|:|Inner Shadow Dapth: 5 | | i d

1 |20 %
"""" Preview
[outerSlow Direction: @Jl Up {::' Down . L
[ Innet Slow Size: 5 ; I1 p
_BE“‘J and Emboss Soften: T = ) |5_|:|>< .
Contour
: Shadi
] Tesxture i : F—
[ st Angle: =0 |
atin 2
Use Glabal Light
[ Color Sverlay O—. —
[l Gradient Sverlay i
Pattern Owarlay Glozs Contour: b I:‘ Anti-aliased
e Highight Made: | Screen el ]

Dpacity: = i?5 _!%
shadow tade: Moty | [

Dpacity: = i?5 _!%




Uniform Modding for Dummies biAIHEAT32 v1.0 pg 13

Layer style

Styles Contour

Elements

Elending ptions: Default Reset
Contour: | ""| D.ﬁ.nti—al_iased

Crrop Shadow

: Fim | By Style.,
[CJnner Shadow Range: T 1 len |

] Cuter Glow Preyiew
[Jinner Glow
Bevel and Emboss -
-Cuntqur
[]Texture
[[]=atin

[]color Dwverlay
[]Eradient owverlay
FPattern Cverlay
[ stroke




Uniform Modding for Dummies biAIHEAT32 v1.0 pg 14

Layer style g |

Stylas Pattern Overlay
e Rl i
Blending Cptions: Default Blend Made: '-.-'nrld Light YI Rezet
Drop Shadoir Crpacity; —rr———1 20 (%
; __E'-.-'-.-' Style..
[linner Shadow e o
Prewviaw
[[]Suter Glow Pattern: - Snap to Drigin | V] =
[T nner Glow
[+#] Bewel and Embozs Scale: o 1 100 lag .
Contour Linik with Layer
[ Texture
[]=atin

[ zolor Dwerlay
[]aradient Crvarlay
Pattern Overlay
[C]stroke

This pattern is changeable to either the scantéireire, black diagonals, or on dark colors,
white diagonals. Adjust opacity for desired effect.

Now, what | do is copy this same style and padie ilhe other layers, however | edit a few
things on Image 3 up top so the stitching is ddferfor each layer

Now, layer 1 in this case is the grey trimming. &ag which is the red should always be on top
of layer 1. Layer 3 should be the dominant layeit &sthe blue trim. Confusing, but it gets the
point across.

Now, you don't want to merge everything just yetzduse we have not pasted this onto the
jersey. Select the blue trimming first (Layer 3)daight click on the layer. Select copy layer
style, as this is what you'll need to do to getstieehing back. When you copy and paste it will
show up with no stitching effect, and you will needpaste the layer style again, this is why |
said to copy the layer style.

Now, since by now you should have my uniform tertgpla a folder somewhere, so what you
need to do is open up JERS.psd and click on thipt3ayer, because we don't want the script to
be behind the jersey or anything like that. Nowstpdhe blue trim.
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—— — . . -

You'll get something like this, but this is whemuyresize. Go to edit-> Free Transform and
make sure the Width and Height is in proportionefBhwill be an icon that you will have to
click to keep the resizing in proportion, or if yate lazy like | am, you hold shift while you
resize.

Resize the image to 34% and try to align the DNDIANS where the jersey flap is. Sweet. You
should get this upon resizing:

© y

[ — i p— -

Now, paste the layer style onto the blue trimmurgat.
Now, repeat the same technique for the grey angaes of the script.

That should be it, really, unless there was somgthmissed.

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkhkkhkkhkkkkkkkkkkkkkhkk kkkkkkhkkkkkkkkkkk
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Www solaexpress.com TRYCHEVY-COM

Sample of Stitched Script
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202: Saving Time

Copying the exact same thing a bunch of time igadin, so why not make it easy? This
"grouping"” process I'm about to show you will sgee a lot of time.

First, open your already finished JERF, then ofgRS and JERT. For your uncompleted JERS
and JERT, delete all of the layers except for biaatt white.

& JERS. psd @ 100% (White, ... = 1 ¢ & JERT.psd @ 100% (White ...

Lok D_@**{"ﬂ

i . Elack

= & O ® 0 & @[

Now, click on your finished JERF jersey and hightignd make consecutive all of the parts you
want copied to all of the other jerseys. Now grthgm:
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Select Filker Wiew Window Help

: h@ - DAut!l Transform Contrals T° e Oo |“n % E“] %gi [ih #a 11]1 i
- Duplicate Lavers... :

Delete

Layer Propertiss..
Laver Style

e Fill Layer X W JERT.psd @ 100% (White,... - CHEES
Mew Adjustment Laver 1 MHormal

Zhange Layet Conte =
Layar Cont e ds+ @

Layer Mask [lo ® . Elack.
Create Clippirig Mask Al+CHIS = Ewhite

Smart Ohjecks
Type

Rasterize

Mew Laver Based Slices ! Layer 1
I ; - ! Shape 3

i§ . Undershirt
Arrange

Align
Distribute

Lock Layers,..

Link Layers

Select Linked Layers

Merge Lavers Ctrl+E
Merge Yisible Shift-+CkrH+E
Flatten Image

Matting

Next, select your newly created group and drag itoothe other two jerseys and position it so it
fits (it should lock into place). Make sure thegpads under the black and white layers:
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 (Group ... = O > JERT.psd @ 100% (Group ... = [ 13 i )
EF‘ass Through |:l Opacity: | 100% |__,>J

Lock: [l # < @ Filli | tnoge

: © ® -
i bt
s L-'.. . S

g’ | | ‘ihiike

Now you have three fully created jersey fronts:

& Adobe Photoshop

File Edit Image Laver Select Filker Yew ‘window Help
L.** - . [ Auto Selact Layer Sk Select Grovpe [ Show Transkarm Contrals I H9 Ee Ho EJ _""_‘ _jl . % == I_J|_| ]IJ_J _I_I

[_llg‘i| 0 JERF.pS @ 100% (Unders... = [ '_)_(_‘ I @ 100% (Unders... = 0 %X  2100% (G

BK

L2
P 7
29
2.5,
‘J_‘ .\‘
X, T,
4\

3
=
EaP Y

1o | |

Amazing, isn't it? Especially if you were makingpliea jerseys from scratch every time.

**For JERK, you are going to have to make mostlyaim scratch unfortunately.
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Other tools that can be your friend:

-well of course, you could use grouping for othengs like pants

-copy layer style when wanting to make the ovedhyour piping the same as your undershirt
-drag and dropping

-putting your main colors in the two boxes on thi of the screen (as seen above)

203: Saving PSD’s as BMP’s

This process, although seeming harmless, is otteeahost tedious parts in uniform modding. If
anyone knows a shorter way to do this, pleasdllef as know.

First, open photoshop and your folder with all teenpleted parts of your uni. Then select and
open all of them:
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Look in: | |~ HOU Madern Throwback Ig ) ? P '*

@,l

by Recent
Documents

€

Drezktop

My Documents

<

by Computer

File name: "65LV.psd” "HAT psd” “hhim.psd” "HLM1.ps ||
by Metwork. Files of type: | &l Formats B Cancel

@

saicbe Diaioo. e

After doing this, you should see all of your fildee this:
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js .
i

—

w00 | |

Now you need to go through this process with edel{Wwhich isn't too bad once you get the
hang of it). First, go to "Save as" and choose€'BMP" format (as seen below). For now, just
name it as "JERF copy.bmp," "SLVL copy," etc. aswikebe renaming them later. Save it as
24bit, close it, and repeat the process for eaemexqbfile.
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Save As 7
Savein: | [ HOU Modem Throwback ivJ ] ? o v

by Recent
Documents

Desktop

ty Documents

fdy Computer

g File name: SL"»-"FE .cup_l,l.lé;mp :V[
My Network  Eormat (BMP [EMPALE;"DIE) ]

Photoshop [*.PS0:* PDD

Sl sl 1F [ EMP* FLE - DIE]
Save: CompuServe GIF [*.GIF]
Phatazhop EPS [FEPS]
Phatoshop DCS 1.0 [*.EPS)
Phatoshop DCS 2.0 [*.EPS)
JPEG [FJPGJPEGJFE]
Color: Large Document Format [*.PSE]
P " PCH)
Phatashaop FOF [*.PDF* PDP)
~|Photoshop Raw [*.Rdh]
PICT File [*.PCT ;" FICT] ’
| Piar [ R BrSion
: PHG [*FHG)

& File rul Portable Bit Map [*.PBM " PGR.* PPM." PR " PFh
: | Scitex CT [*5CT)
[ Use Adobe Dislog. | Taiga [ TGA VDA ICBS VS T]
TIFF [*.TIF.* TIFF]

*** HAT and HLM files are the only two files thashow up as 32bit when you save. Just
change it to 24bit and you should be fine. Justtdorget because it screws things over when
trying to compress into fsh files.

Your folder now should look like this (you may hawere or less files then me, depending on
what you are modding):
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File Edit ‘Wiew Fawaorites  Tools  Help .1’-
- - »
@ Back - _ ?‘ 7 'Search || Folders
Address |03 C:\Documents and Settings'l,.ﬁ.dministratcur'l,DEVE &0
N S
| JERFropy  LEGC
% IERK 4 LEGE copy
=4 JERK copy s
% RS %4 sLYL copy
= JERS copy HsLvr
% JERT =4 SLYR caopy
ﬂ JERT copy "& unibig
'E LEGA D 3 unibig copy
fl 4 LEGA D copry
R LEGE
20 abjects 9,45 MB 4 My Computer

****Eor your uniform big file, open your JERT filenake the dimensions 128x128 and save as a
bmp like aforementioned.

Now that we are done with this step, we can movedrow to import them in the game!!

3. Extract/Replace/Import Method

NOTE: A tutorial will be written using Krawhitham'Botal Installer Thingy. This program
makes installing uniforms and other graphic elememich more user friendly. Look for it at
MVPmods.com in the near future. Of course you canany of the following methods to install
uniforms.

301: Extracting Using EAGraph

Now we are entering the steps of actually puttiagryuni in game. First we need to extract a fsh
file using EAGraph, so open the program and Fileroygour models.big file in your game
directory:
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Laok in; | (=3 data iv| Q % e [

L i[:"]anims
Lé | audio
My Recent \_J)database
Documents i) datafile
— [Ceaso
L ICifonts
iifrontend
|higshapes
i.-:]misc
__'__/}' | == skadium
by Diocuments ?n?tprgz.l:u.ig
=) init skaz, big

models, big

:ﬂ};j @ profiles, big

by Computer

‘g File narne: rnodels |V|
by Netwark. | Files of upe: Al Supported Files :v[

Deszktop

Ok, now you should see a whole bunch of files @nléfit. Scroll down until you hit the files that
begin with "u."” These are the uniform files for ihegame unis. If you click one and expand it,
you will see all of the parts that make up thataiaruni. Now select any uniform file that begins
with “U” and extract it. To make it easier on mehlose a file that has the same color
accessories and catcher's gear so | don't haeplace those. This is whelk€'s ID list comes

in handy.
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EA Graphics Editor (Beta) - models. big <BIGF =

1
m

__E_-:Iit Wiews Colors  Effects  Tools  Window  Help
Mew, .. ;i ”ﬂ cli'E E & EBEE l':;.a FF ﬂ
Open...  Chl+O f &y T 0@, 1 I

™ T

B, O

Reopen »

Save Chrl+5
Save As...

Close

Extract

Prink

L= @HE B, & O

Exit
: UEE'jIh.FSFI
w200, Fsh
w204, Fsh
20k, Fsh
w20l Fsh
o020, sk
0200, Fsh

= a U.tfg_’l'a;F:?h
i sk

- balb
bl

o chsk

i g hat

- Kl

o Hlril

{

(65,3) - (66,4) | i4,-6)

Ok, now that you have selected a file, highlighant extract it to your uniform folder on your
desktop.
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i

Extract Picture

Savein: .i.-:"JHEILI todern Throwback (" |v| e s A

L@ | \Desktop

My Recent folder

Documents

Deskiop

~<7y

by D ocuments

9

by Computer

‘% File name; lul21a iVI

by Metwork Save as type: | FSH-File [ fsh) !.v :

***\When it asks you if you want to compress itdibesn't matter what you choose. I've heard
people say you have to and some you don't. | alwkgis "'no."

Alright, the extracting process is done.

302: Replacing the default FSH file with your unifo  rm

Now it is time to replace the uniform you selecie@&AGraph (and that is now in your desktop
uniform folder) with the uniform you created.

First we must extract the uniform you selectedpgen your programs folder and your desktop
uni folder and then drag the fsh file into nfshtool
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U Modern Throwback &

Programs

ﬁj‘ J S e Pt El' @Back all > ﬁ' Search Folders E|'

s I C:\Documents and Settings\AdministratoriDeskkopiHOU Madetn Thro

—

Address |7 C:\Documents and Settings\Administrator\DesktapiMLE 07 Uniforms\Programs

=A%

N\

udzla.fsh
FSH File
837 KB

ar 32-bit

1 Deskrop
J My Documents

[C5) MLE 07 Uniforms
iJ My Documents

3 Shared Documents () Shared Documents

| My Computer

_‘5 My Computer

You know it has extracted properly when you seg: thi

! Search Folders Ev

ings\AdministratoriDesktoptHOU Modern Throwback || BY o

ulz1a.fsh
FSH File
G587 KB

bglh
Cattached: text text)

‘hgle’ [781 —> "8818.BHP' (128x128> 16 hit (B:5:6:5)
{attached: text text)

*lace’ [6D]1 —> "8819.BMP' <(32x32> <alpha: BB19-a.BMP> 16 bhit (4:4:4:4)
Cattached: text text)

= "hhlmn’ [6D1 —> 'BB20.BHP’' (256x256> <(alpha: BB28-a.BMP> 16 hit (4:4:4:4)

Cattached: text text)

‘zhoe’ [781 —> "8021.BHMP' (256x128> 16 bhit <B:5:6:5)
{attached: text text)

‘mski’ [6D1 —» 'BB22_BHP' (128x128> <(alpha: BB22-a_.BMP> 16 hit (4:4:4:4)>
Cattached: text text)

‘msk3’ [6D1 —» 'BP23.BHP' (64x32» <Calpha: BB23-a.BMP» 16 hit (4:4:4:4)
{attached: text text)

felur’ [781 > "8E24.BMP' (256x128> 16 bit <B:5:6:5)
Cattached: text text)

‘merf’ [781 —> "8BO25.BHP' (256x256) 16 hit (A:5:6:5)
{attached: text text)>

‘merk’ [781 —> "8826.BMP' (128x128> 16 bhit <(B:5:6:5)
Cattached: text text)

‘mzle’ [781 —> "8027.BHP' (128x256> 16 hit (B:5:6:5)
Cattached: text textl

onversion performed successfully.

IFreszs Enter to exit.

Now open your folder with all of the bmp's of yawniform and drag your unibig file (the
128x128 JERT file, in your case) into the desktopfile:
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MLE 07
LIniFarms

]
« - ]

AT JERT copy

aB LEGE copy

YL SLYL copy

bi =

45.0KE 'y My Camputer

Next, open the folder of your extracted fsh filelaaname every part of your uni to match the
default uni you extracted. If you want to replalce accessories with different onéseSpungo’s
accessorigs Just rename them to the proper number and stiverk to the proper size.
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is  Help '}':l' avotites  Toole  Help ﬂ"

) Search i ' Falders .. ? f_ | search || - Folders v

atariDesktop|MLE 07 Uniforms\HOU Madern Thrawback | V[ G0 BrringstAdministrakoriDeskkoptHOU Modern Throwbackiuoz1a |V; &0
|A'] 2 |A e s~ — —— ;A

JERF 0003
m — (]| E
[ o 2]
F O L Il
— YL N I
JERK 0004 | H!'
|| | i || I||I
| ld
- 0004
= _ . hrowhack
A eyl
lotnes,| m |
JERS 000s ' | | ".
J R i Illl"
fLisetiatdl | IJ|” Tuitsaad! et Jh 1.ulf
v Q0 EIDEIEu
-| f — ———
| il | A |
] b bl ! ke
(TR -}' 'fl_. J],
el i i (3]
1age Size: 192 KB 192 KB My Computer 4,16 ME g My Cormputer

Now in the folder with the bmp's and psd's, goiewws arrange icons by name so all of the
bmp's are together. Then highlight the bmp's aad titem into the fsh folder.

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkhkkhkkhkkkkkkkkkkkkkhkk kkkkkkkkkkkkkkkkkhkkhkkkkkkkk

Bassman58’s tip

Use a sheet of scrap paper or use MS Excel or M&Wccreate a chart to help you with your
organization. Every team uses different BMP nanfes. never know which number the JERF
will be. Fill in the chart with your file names atitk size of the files.

Name | Size Name Size Name Size
0000 0000 0000
0001 0001 0001
to To To
0027 0027 0027

Blank sheet — make your own and print a copy adette
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u038c | Name | Size u038b | Name Size a038a| Name Size

0000 | llod 128x128 0000 | llod 128x128 0000 | llod 128x128

0001 | aslv 128x128 0001 | slvl 256x128 0001 | bglb 128x128

to to to

0027 | lace 32x32 0027 | legd 256x5172 0027 | mslv 128x256
Fill in with your file names

kkkkkkkkkkkkkhkkkkhkkkhkkkhkhkkkhkkkhkkkhkhkkkhkkkhkkkhkkhkhkkkhkkkhkk *kkkkkkkkkkkkhkkkhkkkhkkkhkkkikk

s Help !-.F

Folders -

2L Madern Throwbackiudz21a iV| a0

) search |: Folders -.-

stortDesktop\MLE 07 UniformsiHOU Modern Thru:uwl:uau:ki V[ G0
o]

oo

ey 00 |e. e N R

index:.fsh

-j My Compuker

When a message asking you if you want to replaié #, you can do one of two things. If you
feel confident, select "yes to all." If not, cligkes one at a time to see if your uni parts are the
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same as the ones in the fsh file (as seen below):

Confirm File Replace

_ifj This folder already contains a file named ‘0003

witould wau like to replace the existing file

3 ; modified: December 28, 2007, 1:08:03 PM

with this one?
: ; December 28, 2007, 1:05:21 AM

i s i I Yies bo Al ] I Mo I l Cancel ]

ooo7

Bitrnap Image
Dimensions: 256 x 512
Size: 384 KB

f inde. Fsh [
Mata Madifiad: Narambar 28 L Vl (e

limensions: 256 ¥ 512 Tvpe: Bitmap Image Size: 384 384 KB j My Computer

Now you have successfully swapped the default umifim the bmp with the one you created!

Ok, now it is time to work on the 0000.bmp (akahigifile). Open the 0000.bmp with
Photoshop. Then if you edited the following, opleant up in Photoshop as well: JERT, JERK,
LEGA(D), HAT, SHOE, SLVR, catcher's shin guard amest protector. These do not have
those names anymore since you changed them to msintlog hopefully you can remember.
Now edit the size (Image>Image Size) of each awsHmelow:
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Eile Edit Image Layer Select Fiker  Miew \Window Help

B !'Elr_‘l | | Feather:!E! Anti-alia | Stylet | Mormal J"r__l &+  Height |—|
= | i if e
[ g i SR e

A iy
o, <l ESRES | p—— —
P 7 i | | | _‘E-BI‘ﬂ”)(l'] Qéﬂi;, R | Pixel Dlmerfl-o_ris: 48,01 iwi 192,01 : -
2 o (1283128 |l e width: | 128 | pres v ]@ e
-z?. i‘ - 2 Height: | 129 | I_PiHE!'S |vl s

P L —
k : T — Document Size!
= LA . — = i)
. 2, B3 Heght:[ 452 | m ]
QIP q . :— e
_.._.._‘:;_ Resolution: | 72 | |_!:|i}{_els£inch M

| B I

!|. = [Jscae Styles
_| - : gu_nstrain Propaortions

‘e = — -
:Ij i [“IResample Image: | Bicubic M
TN

= e =
r &
Y
5 =
Lo .|

***These are all images from your desktop uni falde

Now drag and drop each one into its place in tlee Tihey should lock right into place.
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1 Adobe Photoshop
File Edit Image Lawver Select Filker Wiew ‘Window Help

F.:;. * | [ Auto Select Layear At Selech Groups [ Show Transform Contrals FEr > L [ |"1_J _“r“ __‘jl S

e /BB

Once have placed every edit into the picture, radiick on the background layer (the original
0000.bmp) and click "Merge Visible." Then file>savénot save as) and close out of it. Also,
close out of all the shrunk uni pics you dragged @mpped onto the 0000.bomp. DO NOT
SAVE THOSE!!
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—- — | E Drag Layer !V
&1 0000.BMP @ 100% (Layer ... = O [X| || — -1

-

“ghannel Mpaths L 7 0

Layers
dack: [ 440 B

| Lawyer From Background... § =

Cuplicate Layer... 3
Delete Layver

Group into Mew Smart Object

Now that your 0000.bmp is complete, all of yourfarmn parts are into place to compress it back
into a fsh file. Open your programs folder and ditagindex located in your uniform folder onto
nfshtool. The black execution screen will come n@ should say "successful." If not, check the
sizes of your uniform bmp's and be sure one igowbig or too small.
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T ) | —
piHOU Modern ThrowbackiudZia |V] = =0

0019-a aozo 0020-a

—
rograms | [E

|| indes. Fsh
oozz 00z2-a 0023

a0z4 025 0za

X]

E 7.63KB “d My Computer

You now have your newly created fsh file with yaueated uni in it! We are very close to
finishing!

= HOU Modern Throwback

File Edit \Mjew Favorites Tools  Help

H_‘,- Eisch 2 .? ).-._‘SEarch t= Folders v

Address Irﬁ Ci\Documents and Settings)ddminiskratorDeskiopiHOU Modern Throwback

I@ Picture Tasks x5
1 view as a slide show

File and Folder Tasks

ufzia.fsh unibig copy

Size: 4.26 MEB
Other Places Files: 0000-a.6MP, 0000.BMP, 0001.BMP, 0002.BMP, D003.BMP, ...

@ Cizskkop
(2} My Pictures
W Myw Computer




Uniform Modding for Dummies biAIHEAT32 v1.0 pg 37
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Additional information provided by redsox

Just to add on to what you have said - If somecer@s\to create a 512x256 helmet but the file
that you are going to import into only containss®2128 helmet, you don't necessarily have to
shrink your new helmet down to size. You can keéep 512x256 and change the size in the
index.fsh file.

index.fsh can be opened using notepad and justctib+é for whatever you are looking for - in
this case hhim1 (represents the helmet). Just ehidmegvalue to your preference and you will be
all set.

One important aspect is that the buffer size mayglrie be changed to accommodate the size
change. Here's a screenshot of where the buffem&ieds to be changed and where you can
change the size of any part of the uniform that wamnt to.
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303: Jersey Numbers and Letters

Due to the painful process of actually creatingryaniform numbers and letters from scratch,
I'm going to show you how | avoid the process.

First, open EAGraph, and your data/models.big.
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EA Graphics Editor (Beta) - models.big <BIGF =
__Eile _Eu:lit Ei_ew L:u:ul_s Help

O mew... —T‘ < F BRERD SR Eer QL
& Open cubto | 1R | B | BEEE
| Reopen | 12, Adataimodels. big i!

] 2z C:h..\EA SPORTSYMLE O7ymadels.big

= 3 <L Adakatstadiomt arliday, big

ﬁ Close 4 .. Sdatalstadiumiusceday . big

EE Entha 54, \dakaistadiumibankday, big

F—

€3 Exit

j 3 Elmuslt.la_'u:i.lgslrﬁ

Now, scroll down to the f files. Next, using KCsitorm slot ID list (see appendix), pick a team
that matches your uniform colors, expand it bykitig, and scroll through each of its f files.
You can view the numbers and letters by clickinglenindented files:

EA Graphics Editor (Beta) - models. big <BIGF =

Filew Edit Wew Colors  Effects  Tools  Window  Help

DE - HE -8 o288 P33 G

it AR T &E HEHE
b & ‘3_;; *
= xiEEEE [~
kA

|
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Now extract it like you did the uniform fsh file dsave to your desktop uniform folder.

Extract Picture

Savein | ) HOU Modemn Throwback, 'v & ? g v
o .i‘:':]utlz;la
| "3 = unz1a.fsh
by Recent
Documents
':-.—r,’}
Deszktop

<7

by Documents

e
ty Computer

@) e [
MyMetwork | Saveaslpe: | FSH-File ["fsh] ]

Ok, now you have your uniform.big file, your uniforfsh file, and your jersey number fsh file.
Now we can put the uniform into the game!

***|f you feel like editing the numbers yourselfxgact the fxxx.fsh file with nfshtool. From
there you are on your own because it requires ant¢hgthy tutorial to completely cover
everything about number/letter modding.

edit: If anyone knows how to and is willing to pastutorial on jersey number creating, be my
guest. | do not have the time or the will powedtoit myself.

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkkkhkkhkkkkkkkkkkkhkkkkk kkkkkkkkkkkkkkkkkhkkkkkkkkk

Additional information provided by redsox

This is how I create the fonts/numbers for theggss Follow, hiheat's tutorial in extracting the
necessary font file using eagraph.

Use nfshtool to extract the folder inside the f¥stx file. We will look to create the numbers
first.

Open up a normal number bmp (xxxx.bmp) and an abpma (xxxx-a.bmp). Check to see the
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size - its usually either 32x64 or 32x63.

Now create a new file in photoshop with the appadprsize using the following setup:

Name: | Untitled-11 | Ok |
Preset: | Custom # | 7| Cancel |
Width: | 32 | pixels «|| | sSavePreset.. |
Height: 64| | pixels -
Resolution: | 72 | pixels/inch - |
Color Mode: | RGB Color | | 8 bit v
. 1 Image Size:
Background Contents: | Transparent -
.00k
¥ | Advanced

All you would have to do next is to use the typel to type one number at a time using the font
of your choosing. We will type in the number 9stcase. You can use the methods hiheat
mentioned earlier to spice the number up a liildd(textures, etc.)

ﬁ numbers...,
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The next step is to create a new Photoshop filgdar alpha image.

Name: | Untitled-11 ( Ok |
Praset: | Custom v | Cancel |
Width: | 32 | pixels «|| | SavePreset.. |
Height: | 64 ' nixels |
Resolution: | 72 : pixels/inch %)
Color Mode: [y | | Bhit -
T 1 Image Size:
Backaround Contents: | Transparent -
2.00K

¥ Advanced

Make sure that you choose "greyscale" under cotmtan
Now go back to the file where you typed in the nem® and do the following:

Goto layer, duplicate layer and choose the algkaHat you just created as your destination file.

Duplicate Layer

Duplicate: 9 [ ox |
As: B | cancel |
Destination
Document: | numbers - alpha.psd % |
MName:

You should end up similar to the following figure.
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"B numbers ...

100% | (5| 4 b

All that's left to do is change the color to whigm choose your type tool and change the color of
the number to white.

W 003585, EWFEW ERH
C:'\Documents and Settir

W% | 5| 4 b

The final step would be to save the normal fil@aasmp in the appropriate folder and the alpha
file as a .bmp in the same folder. | believe hiltesat covered that earlier.

You do the exact same thing for the letters as,wedking sure to take notice of the size. The
size will be smaller for the letters compared t® tlumbers.

kkkkkkkkkkkkkkkkkkkhkkhkkkkkkkkkkkkkhkkhkkkkkkkkkkkhkkhkk kkkkkkkkkkkkkkkkkhkkkkkkkkk
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BigPaPa has another method for numbersusing Dollfin Live.
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File: Image View Help
o d dd? %

Senialled e Shi-

Larger Tocm Shifs
“ ¢
I o Imped Blek feam Fie
mEID_ -
w @ -

When you open a FSH file you get a screen Like this
Highlight the Images on the side to get them to show up ™™
in the viewer (green arrow). Right-click the image to T
access the drop down menu to export(red arrow).
You will notice you cant save it as a BMP.

When you open it in photoshop youll

notice it has no background, we like it

like that. Make you edits(or a new set of

numbers) and hit file->save.

... Forthe purposees of this tutorial
" isimply inverted the image.

: To Import simple hit the Import
. .~ option below the export one,
shown in the first picture, and
tada no messing around with
the pesky alphas.

ImageHosting.com

Kccitystar says “adding noise (to the scripts) s, I'd even say it's mandatory, especially
when you resize”

kkkkkkkkkkhkkkkkkkkkhhhkhkkkhkkkkkkkhhkhkhkhkhkkkkkkkkkkkkkkx k*kkkkkkkkkhkhkkhkkkkkkkhhkhkhkhkk
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304: Installation with Uniedit (aka MVP Studio 2005 )

**WARNING: Before we install anything with uniedinake sure you haven't installed any
uniform or models.big downloaddter you installed uniedit. If you have, just reinstatiiedit.

Bad things will happen if you don't...

Installation through uniedit is pretty self expléorg. It is not the fastest way, but it is very gas

to figure out and use.

Ok, now open the folder you installed uniedit idadfick on this icon:

& UniEdit - OX
File Edit \iew Favorites Tools  Help .?,""
@ Back - J I? /I’“ ) 5earch IL- Falders v
Address |[5) C:\Program Files\EA SPORTS|UniEdit M ed 50

- etk - ]
= = P
File and Folder Tasks ¥ T, (==
' lL__J originals L_,j saves
Other Places
[ EASPORTS l"'-_/’ uni_parkraits I’;_’j urifarrs
|I":‘| My Docurments [
=3 Shared Documents
ll:l E fuzzyhatch3 fuzzybatchs
i My Computer G"j} 1M5-Di5 Batch Fils M5-D0S Batch File
W My Metwork Places L kB L LEE
—rr|
afxpak. ImpBIG
Details
:;Ilr'"EdI'; models. big =
& Foider BIG File nfshtonl
Date Modified: August 18, 2007, == | 322,495 KB
10:12 AM
'x teams200S. fuz L
s3] | FUZ File SEAL L’
KB tesking
uniforms. big viewer.fsh
233l | BIGFils FSH File
——l | 22 534 KB 1EKE
viewer2004.fsh
FSH File —
o 1 kB 1
17 obiects 339 MB o My Computer

This opens the program.

Next, click on the team you want to install thefarm under and then click the "hammer"
button. You should now see the team's uniformsnlBdown to either an empty slot or a
uniform you want to replace. | chose an old concepto replace:



Uniform Modding for Dummies biAIHEAT32 v1.0 pg 46

e

~¥
> 4

Encode SBleced Team!

Release
FINAL 06

Once you have selected the bullet of the uniforionwant to replace, click the "+" button. You
should now see this box:

Hmm, didn't we just make these file types? Yes wédlick the "S" and browse for each file it
is asking for (they should be in your desktop whdér if you have followed this tutorial):
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Look jn; | =3 HOU Modem Throwback,
5 Dumela
L’-ﬁ [=lFoz1a.Fsh

My Recent utlzla.l:sh
Documents

\$

by Documents

-1

<
by Computer
. File narme: |fEIE1 o :J Open |
My Network  Files of tupe: Uriformn Murnber Fresdt’ fsh file * FSHI® fsh) __v_J Cancel
Flaces

[ Open az read-orly

Ok, once you have selected all of the parts, ¢hek'+" button again, let it import and you
should see the unibig file you created in the plaicihe slot you selected:
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Shortcut to

- (
Releaze.

FINAL 06

E

><|:u:urt Tu:u Game Dlrectur';.f?

The last thing you need to do is press the "ligigrbolt” for the program to put the uni into the
game. Once that is done, your uniform should keengame! Great work!

***Sometimes uniedit does some weird things and stomes doesn't install the f fsh file
correctly. The way | fix this is, after the "lightrg bolt" import is complete, | do it click it one
more time for safe measures.
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4: Additional Tips

These tips were submitted by forum members to Wélp uniform editing.

1) From DJEaglesl11:
How do you splice the script, so it look like itast in "half" ?

redsox’s response:

Use the rectangle marquee tool to select theildtaf the jersey. | usually align it with the
piping on the left hand side. Press "V" on yourbb@ard and the use the directional keys to
nudge the left hand side of the script down 2 anithé left 2. You can then use the burn tool to
give it a little bit of shadow in the separatedioag

File Edit Image Layer S Fiter View Window Help

ry - |D'Amo5&_\_ectl.ayer Lt “upe [show Transform Controls | [0 B & 5 | T2 bhagdd

o Ton ][ (4]
& wim [

T | wos
| oo I

T TTHTT T ¥

English: LIsa A3 | Smooth |

J" @ sostonressoxtoga. | @B pioreri-tanmakers... IR - VETHTEHOY ] @O Zy @ 12:35P0

2) redsox has also added that this post with indtion by umachines can be helpful.
http://www.mvpmods.com/Forums/viewtopic/t=32848Kim=15/start=120.html
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Appendix

*kkkkkkkkkkkkkkkkkhhkkkhkkhhkkkhhhkkhkhhhkkhkhhhkkhkhhhkkhkhkkkkx *kkkkkkkkkkkkkkkkhkk
Kccitystar’'s Uniform Slot Information

Accurate as of 04/30/2008
When doing uniforms, this is the list everyone dtdallow as it will help a megaton:

u***A fsh - Default HOME uniform
u***B.fsh - Default ROAD uniform
u***C.fsh - HOME ALTERNATE uniform
u***D.fsh - ROAD ALTERNATE uniform

(in some cases the D slot can be used to add emtexine alternate for teams that have them,
the E slot can be used on some teams for an eddauniform)

*kkkkkkkkkkkkkhkkkkhkhkkkhkhikk

MLB

American League

Anaheim Angels - 000
Oakland Athletics - 001
Seattle Mariners - 002
Texas Rangers - 003

Central

Chicago White Sox - 004
Cleveland Indians - 005
Detroit Tigers - 006
Kansas City Royals - 007
Minnesota Twins - 008

East

Baltimore Orioles - 009
Boston Red Sox - 010
New York Yankees - 011
Tampa Bay Rays - 012
Toronto Blue Jays - 013

National League
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Arizona Diamondbacks - 014
Colorado Rockies - 015

Los Angeles Dodgers - 016
San Diego Padres - 017

San Francisco Giants - 018

Central

Chicago Cubs - 019
Cincinnati Reds - 020
Houston Astros - 021
Milwaukee Brewers - 022
Pittsburgh Pirates - 023
St. Louis Cardinals - 024

East

Atlanta Braves - 025
Florida Marlins - 026
Washington Nationals - 027
New York Mets - 028
Philadelphia Phillies - 029

kkkkkkkkkkkkkkkkkhkkkkkkkkkx

All Star Teams
American League - 030
National League - 031
kkkkkkkkkkkkkkkkkkkkkkkkk
AAA

International League

Columbus Clippers (Washington) - 032
Indianapolis Indians (Pittsburgh) - 033
Louisville Bats (Cincinnati) - 034
Toledo Mud Hens (Detroit) - 035

North
Buffalo Bisons (Cleveland) — 036

Lehigh Valley Iron Pigs (Philadelphia) — 037
Pawtucket Red Sox (Boston) - 038

v1.0

formyeDttawa Lynx

pg 51
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Rochester Red Wings (Minnesota) - 039
S/W-B Yankees (NYY) - 040
Syracuse Chiefs (Toronto) — 041 formerly SkyChiefs

South

Charlotte Knights (CHW) - 042
Durham Bulls (Tampa Bay) - 043
Norfolk Tides (Baltimore) - 044
Richmond Braves (Atlanta) - 045

Pacific Coast League

American North

lowa Cubs (Cubs) - 048

Omaha Royals (Kansas City) - 049

Memphis Redbirds (St. Louis) - 050
Nashville Sounds (Milwaukee) - 051

American South

Albuquerque Isotopes (Florida) - 046
New Orleans Zephyrs (NYM) - 052
Oklahoma RedHawks (Texas) - 053
Round Rock Express (Houston) - 054

Pacific North

Colorado Springs Sky Sox (Colorado) - 047
Portland Beavers (San Diego) - 055

Salt Lake Bees (LAA) - 056

Tacoma Rainiers (Seattle) - 057

Pacific South

Fresno Grizzlies (San Francisco) - 058
Las Vegas 51's (LAD) - 059
Sacramento River Cats (Oakland) - 060
Tucson Sidewinders (Arizona) - 061
kkkkkkkkkkkkkkhkkkkkkkkkhkk

AA

Eastern League

Northern
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Binghamton Mets (NYM) - 062

New Britain Rock Cats (Minnesota) - 063
New Hampshire Fisher Cats (Toronto) - 064
Connecticut Defenders (San Francisco) - 065
Portland Sea Dogs (Boston) - 066

Trenton Thunder (NYY) - 067

Southern

Akron Aeros (Cleveland) - 068

Altoona Curve (Pittsburgh) - 069

Bowie Baysox (Baltimore) - 070

Erie SeaWolves (Detroit) - 071
Harrisburg Senators (Washington) - 072
Reading Phillies (Philadelphia) - 073

Southern League

Chattanooga Lookouts (Cincinnati) - 075
Huntsville Stars (Milwaukee) - 076

W.T. Diamond Jaxx (Seattle) - 078
Carolina Mudcats (Florida) - 079
Tennessee Smokies (Cubs) - 083

South

Birmingham Barons (CWS) - 074

Mobile Baybears (Arizona) - 077
Mississippi Braves (Atlanta) - 080
Jacksonville Suns (LAD) - 081
Montgomery Biscuits (Tampa Bay) - 082

Texas League

Springfield Cardinals (St. Louis) - 084
Arkansas Travelers (LAA) - 088
Tulsa Drillers (Colorado) - 090

Northwest Arkansas Naturals (Kansas City) — 091 méaty Wichita Wranglers

South

Midland RockHounds (Oakland) - 085
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Corpus Christi Hooks (Houston) - 086
San Antonio Missions (San Diego) - 087
Frisco RoughRiders (Texas) - 089
*kkkkkkkkkkkkkkkkkkhkkkkhkx

A Adv

California League

Bakersfield Blaze (Texas) - 092
Modesto Nuts (Colorado) - 093

San Jose Giants (San Francisco) - 094
Stockton Ports (Oakland) - 095

Visalia Oaks (Arizona) - 096

South

High Desert Mavericks (Seattle) - 097
Inland Empire 66ers (LAD) - 098

Lake Elsinore Storm (San Diego) - 099
Lancaster JetHawks (Boston) - 100

R. Cucamonga Quakes (LAA) - 101

Carolina League

Northern

Frederick Keys (Baltimore) - 102
Lynchburg Hillcats (Pittsburgh) - 103
Potomac Nationals (Washington) - 104
Wilmington Blue Rocks (Kansas City) - 105

Southern

Kinston Indians (Cleveland) - 106
Myrtle Beach Pelicans (Atlanta) - 107
Salem Avalanche (Houston) - 108
Winston-Salem Warthogs (CWS) - 109

Florida State League

Brev. County Manatees (Milwaukee) - 110
Daytona Cubs (Cubs) - 111
Jupiter Hammerheads (Florida) - 112
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Palm Beach Cardinals (St. Louis) - 113
St. Lucie Mets (NYM) - 114
Vero Beach Devil Rays (Tampa) — 115 formerly adtdid with LAD

West

Clearwater Threshers (Philadelphia) - 116
Dunedin Blue Jays (Toronto) - 117

Fort Myers Miracle (Minnesota) - 118
Lakeland Flying Tigers (Detroit) - 119
Sarasota Reds (Cincinnati) - 120

Tampa Yankees (NYY) — 121

kkkkkkkkkkkkkkkkkhkkkkkkkk

Legends — 122
Heroes — 123
EAC1 - 124
EAC2 - 125

kkkkkkkkkkkkkkkkkhkkkhkkkhkkkkkkkkkkhkkhkkkhkkhkkkkkkkkkkkkhkkkkk *kkkkkkkkkkkkkkkkhkk

List of the stock uniform slots in the game frorfressh install of MVP 2005 provided by Kraw.

0O0O0Oabcghijko
O0tabcdghijklo
002abcgho
003abcdghijo
004abcdghijko
005abcdghijo
O06abghjo
007abcdghijo
008abcdghijklo
009abcghko
0O10abcghijkop
O11Mabghijo
012abcdgho
013abcghko
0O14abcdgho
015abcdghko
O16abcijko
017abcghko
018abghijklo
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019abcghijo
020abcghko
021abcdghijo
022abcghijklmno
023abcdghijko
024abghjo
025abcghijko
026 abcdijklo
027abghijo
028abcdghko
029abghko
030 a

031a

032ab

033ab

034ab

035ab

036ab

037 ab

038ab

039ab

040 ab

041ab

042 ab

043 ab

044 ab

045ab

046 ab

047 ab

048 ab

049 ab

050 ab

051ab

052ab

053ab

054 ab

055ab

v1.0
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056 ab
057 ab
058 ab
059ab
060ab
061ab
062ab
063 ab
064 ab
065ab
066 ab
067 ab
068 ab
069 ab
070ab
071ab
072ab
073ab
074ab
075ab
076ab
077 ab
078ab
079ab
080ab
081ab
082ab
083ab
084 ab
085ab
086ab
087 ab
088ab
089ab
090ab
091ab
092ab
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093ab

094 ab
095ab

096 ab

097 ab

098 ab
099ab

100 ab
101ab
102ab
103ab

104 ab
105ab

106 ab

107 ab

108 ab

109 ab
110ab
111ab
112ab
113ab

114 ab
115ab

116 ab

117 ab
118ab
119ab
120ab
121ab

122 a (Legends)
123 a (Heroes)
124 a (EAC1)
125 a (EAC2)
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Additional Resources
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Forums and Downloads

This tutorial was initially posted on the forumse#se visit the forums for additional information
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to this tutorial or other MVP 2005 information adownloads.

http://www.mvpmods.com/Forums/viewtopic/t=328484im=15/start=0.html

http://www.mvpmods.com/index.php

http://totalclassics.mvpmods.com/tcmainforums and downloads for Total Classics

http://www.eamods.com/
http://simcentral.net/index/

Logos

http://www.sportslogos.net/
http://www.section219.com/
http://members.tripod.com/logoman55/
http://www.logoshak.com/
http://www.logoserver.com/
http://www.vectorportal.com/

http://www.ssur.org/research/TeamColors/team cditors

forums and downloads
forums and downloads

Chris Creamer’s site

Classic Sports logos

Cody Fields’ site

LogoShak

LogoServer

SportLogo

team colors

http://www.sportsecyclopedia.com/

Sports Encyclopedia

http://exhibits.baseballhalloffame.org/dressed he_hines/index.htm History of MLB

uniforms

Graphics Programs

http://www.adobe.com/
http://www.corel.com
http://www.gimp.org/
http://www.irfanview.com/
http://www.getpaint.net/
http://www.mvpmods.com/index.php
http://www.nba-live.com/

Photoshop trial available
Paint Shop Pro trial available
free graphics program

free graphics program

free graphics program

tools and editors

tools and editors



