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Make sure you're in object mode
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Got to edit mode
Select the top face of the cylinder
Extrude it by 2
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Make sure you're in edit mode




Scale the selected face by 0.5

Move the face back down so it's flat
 Extrude face so it's makes an ﬂ
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With normals displayed so you can
see that they are all pointing
» outward
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Go to the
Shading/UV tab
To flip the
normals, select
the face you
wish to change

Click icon to
show / hide
normals.

You can also
change their

and then click size

"Flip Normal"
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: When exporting deselect "write
materials". This creates an extra
file that AGK doesn't / can't use.
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Model loaded into an AGK app

m main.agc - D\agk_v2_projects\Gent | — ‘i?-j
File Edit Search View Documen
B . & el @ & i @ B & % 5 Wl
New  Open Save Save A Revert Back Forward Compile Run Broadcast Debug Find Quit
Project | Symbols | Debug main.agc ¥
= - general % loadobject(1, "cylinder_001.o0bj") 4
main.agc 3 SetCameraPosition(1,0,5,-10)
4  SetCameralLookAt(1,0,0,0,0)
5
6 CreateLightDirectional(1,-1,-1,1,255,255,255)
7
8 fdo
9
10 RotateObjectGlobalY (1, GetJoystickX())
11 RotateObjectGlobalX(1l, GetJoystickY()=-1)
12
13 sync() =
14  ‘loop
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Status| Compiler | Search Results | Seribble | Debug Log
Running C:\Program Files {x86)\The Game Creators\AGK2\Tier I\Compile\AGK.C

Compilation finished successfully.

line: 15 /15 col: 0 sel: 0 INS TAB  mode: Unix (LF)  encoding: UTF-8  filetype: AGK  scope: unknown




