Before I begin my tutorial I would like to thank the folks from the specialist mod for Half-life who thought of this idea before me. I would like to point out that all I did was modify what they did with the Half-Life engine and put it on my cheap standard copy of 3DGS.

To start this tutorial you’ll need a room. So make a large square or if you already have a room just skip this first step, but delete the floor.
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If you followed my instructions at the top you should now resize, hollow, and ungroup your square, and delete the floor.
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What’s that you don’t have a floor! We’ll get to that later. In the meantime, you should also add some light and some décor.     (In this demo I made 4 pillars).
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Now for the floor let’s get our favorite texture editor (i.e. The Gimp, Corel, Photoshop, or even Microsoft Paint) and make a sprite that you can substitute for your floor
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Now copy, paste, flip, and align your room to look like this one. Now you can finally add the sprite. Oh by the way resize it so it fits the room.
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Ok to make your floor reflect select your sprite and make it transparent then change the ambient to some value between 1-99. And check flag one in behavior.
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HOLY THIRD FLYING NIPPLE OF FURRY BATMAN! Its shinny.

I would like to thank my brother for helping me with this tutorial if you use any of my advice you don’t have to use my name or affiliate me with any of this stuff. But please don’t say it’s solely your idea either.
