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Introduction 
 
This tutorial will help you create uniforms for Maximum Football. You will need to know how to use a 
graphic editing program to be able to understand this tutorial. I will use Paint Shop Pro 9 as an example. 
Photoshop users and users of other graphic programs should be able to follow along easily. Since the game 
has not been released when I wrote this tutorial, I will update it soon after the release. Some aspects of 
creating uniforms, such as creating uniform numbers, are not know by myself at this time. I have 
experience creating uniforms for NBA Live, and vehicles for NASCAR Racing Season 2003 and rFactor. 
The templates for these games use layers. I have used the original Maximum Football (MaxFB) textures to 
create templates. Once you get the hang of using the templates it should be easy to quickly make new 
uniforms. The templates make it easy to change colors for the base color and for the trim. I strongly urge 
you to add to the template that I created. Make the template your own.  
 
 

Programs and Files Needed 
 

1. Paint Shop Pro – http://www.corel.com/ 
2. Adobe Photoshop – http://www.adobe.com/ 
3. uniform template - http://rapidshare.de/files/10337073/Beta_Templates.zip.html 
4. uniform viewer - http://www.thornbird.net/downloads/viewers.zip    Thanks for the link Thornbird 

 
 

Programs Possibly Needed 
 

· A program to extract downloaded files such as ZIP files or RAR files. 
· WinZip - http://www.winzip.com/ 
· IZarc - http://www.izarc.org/ 
· WinRAR - http://www.rarlabs.com/ 
· Windows XP has a zip/unzip program built in. 

 
 

Information and Resources 
 

· http://www.matrixgames.com/support/forums.asp   Maximum Football forum 
· http://www.ssur.org/research/team_colors/team_colors.htm  accurate uniform colors 
· http://www.sportsecyclopedia.com/     team information 
· http://www.geocities.com/Colosseum/Arena/6925/index.html  extinct team info 
· http://www.logoserver.com/     logos 
· http://www.logoshak.com/      logos 
· http://members.tripod.com/logoman55/    logos 
· http://www.sportslogos.net/Site/index.php    logos 
· http://inside99.net/Helmet_Project/index.htm   helmets 
· http://www.oursportscentral.com/uniforms/index.html  uniforms 
· http://www.stadiumsofnfl.com/     stadiums 
· http://rjccourt85.tripod.com/     helmets, info 
· http://www.sportsattic.com/nflphoto/NFLphotos.html   photos 
· http://www.helmet-collectors.com/     helmets 
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· http://d843966.u21.infinology.com/johnsstuff/mainpage.html  helmets 
· http://www.mikestanhope.com/Helmetpix.html   helmets 
· http://www.helmethut.com/     helmets 
· http://www.athlegraphic.com/FFP/     uniforms 
· http://www.thundercrush.com/     helmets/logos 

 
Note: Please be aware of copyright laws concerning logos and photographs. 
 

Step 1 – Research 
 
Before you create a new uniform you need to have an idea of what you want to accomplish. Do you want to 
make a uniform for your favorite NFL or CFL team, college team, or high school team? You can create 
current, historic or fantasy uniforms. Once you decide what to make you will need logos for the uniform 
and/or helmet. You can download logos from many websites or even create your own. Remember that 
raster images (bmp, gif, jpg, tga, etc.) can not be resized very much. They will loose quality when resized 
excessively. Vector images (eps, ai) can be resized without any lose in quality. If you use raster images find 
an image as close as possible to the size you need. Find pictures of the uniform you want to make if you are 
making real uniforms. Use any site listed above or search the internet. Sites selling trading cards can be a 
good source as well as team sites and Ebay. Magazines and books are another good resource. 
 
 
Template Information 
 
Template  Description 
 
Help Pictures  each section shown in different colors 
 
H1   hands - adjust multiply/overlay transparency, use different skin tones 
 
PAD   interior helmet padding - may not appear in helmet viewer 
 
S1   skin - adjust brightness/contrast, H/S/L, or multiply/overlay, skin tones 
 
U0   right leg - belt, sock, stripe options 
 
U1   left leg - mirror U0.bmp and save as U1.bmp 
 
U2   upper jersey (shoulders) four different textures 
 
U3   jersey (torso) four different textures 
 
U4   right sleeve three different textures and different stripes 
 
U5   left sleeve three different textures and different stripes 
 
U6   helmet - different stripes and manufacturers 
 
U7   uniform numbers (magenta may be used for transparency) 
 
U8   back (between shoulder blades) 
 
U9   shoulder numbers 
 
U10   cleats (shoes)  
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F1   player's face 
 

Step 2 – Setup 
 
Create a folder wherever you’d like. For this tutorial I’ll make the Pittsburgh Steelers 1975 home and away 
uniforms. So I made a Pittsburgh folder and within this folder I made a 1975 dark and a 1975 light folder. 
You can name them home and away if you like. I can’t remember which is which for each sport. Copy the 
contents of the original viewer (all BMPs and helmet.exe and player.exe) to each folder. These files will be 
eventually imported to the game. Each uniform must have a unique folder. 
 

 
 

Step 3 – Making a Helmet 
This should be an easy uniform and helmet to make because it is not complicated. It is really just a bunch 
of stripes. Try making a Cincinnati Bengal uniform after you have more experience! 
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Now that we have some pictures for reference we are ready to start. Open the U6.pspimage file (or U6.psd). 
I won’t keep repeating that other graphic program users should save as PSD or PSP. This template has a 
number of layers. There are layers for the chinstrap snaps, ear holes, front and rear pads(bumpers), stripes 
and base colors. The multiply and overlay layers provide the “texture” to the helmet. This can also be 
referred to as shading or highlights. For the helmet these layers give the illusion of a three dimensional ear 
hole. 
 
Make a copy of the U6 image (CTRL-D) and save it to your ‘1975 dark’ folder as U6.pspimage. You will 
only need to make one helmet for the team since both home and away are the same. I keep a copy of the 
PDF file for NFL team colors from SSUR for easy reference. I then use the screen capture from within PSP 
to save the Pittsburgh colors for 1975. Use the dropper tool to extract the correct color for the helmet base 
color. In this case black (30,30,30). Fill the base color layer.  
 

 
 
Important Information: 
Colors vary from monitor to monitor and how you view them. Adjust the colors how you like them. The 
SSUR charts are the official team colors but the colors may show differently on your monitor and 
differently in games. I don’t know how the lighting is in MaxFB so you probably will need to make 
adjustments when you view the uniform in-game. As long as you save your original pspimage file you can 
easily make corrections. 
 
You should now have a black (or gray) base color. Save a copy as U6.bmp in your ‘1975 dark’ folder. You 
can view your creation by double clicking the helmet.exe file. You should now see a spinning helmet that is 
black. Wow! Next you will add the gold stripe (which I think is yellow). Click on the Steelers swatch and 
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grab the gold color with the dropper tool. You can either replace the color on some of the pre-made stripes 
that I included in the template or create a new stripe. To make a new stripe just create a new vector 
rectangle. I usually turn the anti-alias off for stripes and set the stroke width to zero. Position the stripe and 
adjust the width as necessary. Use guidelines, set a guideline for the helmet center. Use photos as a 
reference. 
 

        
 
Save your pspimage and a bmp copy. Use the helmet and/or player viewer. Make adjustments to the 
pspimage as necessary and view again. You will need to close the viewer and open it again after each save 
since the viewer won’t refresh the texture. 
 
Next you will need the Steelers helmet logo which is only on the right side. Ignore the drawing shown 
above. The helmet pictures are of Terry Bradshaw’s mid seventies helmet and the picture below is from 
Super Bowl XL. 
 

 
 
Paste the logo on your helmet and position it approximately where you need it. From the pictures below 
you can see the round logo on the helmet template looks oval on the player model. This is due to the 
mapping of the 3D helmet. This is called warping. You will have to compensate for this by re-sizing the 
original logo. This will take some trial and error. Resize the logo layer. 75% of width and 100% of width, 
lock aspect ratio off. 
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Original logo added 

 
 

       
logo fixed 

 
The second effort looks much better in the viewers. You may be able to use the 75/100 ratio for other 
helmets. Trying to be perfect may be futile due to the size of the players in the game. You may notice that 
the black base color still looks too gray. In the last few screen shots I adjusted the opacity of the overlay 
layer to 22% and this made the helmet darker. I adjusted this value so that the ear holes still look correct. 
Black is a hard color to work with for uniforms. A little experimentation is needed. You can change the 
blend mode of the multiply or overlay layer to another type or create another multiply layer on top. Your 
ultimate goal is that it looks good in the game. Here’s my final version, at least until the game is released. I 
ended up with a base color of 20,20,20, another multiply layer and the overlay layer set to 30. I also 
changed the manufacturer to Riddell since I found a Jack Ham helmet with that logo. I don’t think we can 
add uniform numbers to the helmet as the Steelers actually do. This would require that every player have 
their own helmet. 
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                                               final helmet 
 
 

Step 4 – Making the Uniform 
 
The mapping of the uniform requires that different sections of the uniform are in separate files. NBA Live, 
NHL series and MVP Baseball have templates where the uniform is in one file but these games require the 
use of extra programs to convert, unpack and repack the graphics files. MaxFB makes it easier but you 
have to use your imagination to understand where each section goes. This may cause problems when a 
stripe goes from one section to another. There may be warping issues and you may have to compensate for 
this. To learn where the sections are, I painted each section a different color and took some screen shots. 
Look at the help pictures.pspimage I included with the templates. 
 

     
 
Step 4A - Shoulders 
 
Open the U2.pspimage. Make a copy and save. This template has a lot of layers! Basically there are four 
different textures that you can use. Take a look at each type by turning on/off the appropriate layers. I’ll use 
the ‘texture 4’ layers for this uniform. Choose whatever you prefer. You can delete the other unused layers 
but you should probably wait until you have the uniform nearly completed. 
 
Fill the base color with black (20,20,20). Same color as the helmet. Adjust the opacity of the multiply and 
overlay layers. Since the color isn’t dark enough I’ll duplicate the multiply layer twice and set the overlay 
to 30. Save the file and a copy as U2.bmp. Load the viewer and see your progress. 
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Step 4B – Torso 
 
Open U3.pspimage. Make a copy and save the image. This section is similar to the shoulders. Choose the 
texture you prefer. I’ll use ‘texture 4’. Just like before, I’ll add two multiply layers and set the overlay to 70 
and fill the base color with 20-20-20 black. Save the file and a copy and load the viewer. Adjust the colors 
as necessary. You want the sections of the uniform to look alike, unless you are going for contrast. This 
template has a Brightness/Contrast Adjustment layer. This layer can also be used. It is especially useful for 
very dark or very light uniform colors. 
 

     
 
Step 4C – Back 
 
Open the U8.pspimage. Make a copy and save. This is an easy template. Fill with the 20-20-20 black. 
Adjust the multiply/overlay layers. Save and also save a BMP copy. Load the viewer and inspect. After a 
few attempts I changed the multiply layer to ‘lighten’ and set it to 12 with the overlay set to 50. This 
section should blend in with the shoulders and the torso. 
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Step4D – Sleeves 
 
Open the U4 and U5.pspimage. Copy and save as U4.pspimage. You will need to make only one sleeve 
unless you uniform is like the University of Miami Hurricanes or Virginia Tech. Fill the base color 
with160-160-160 gray temporarily. I’ll use the ‘texture 1’ layers for this uniform. I set the overlay to 50 
and used the Brightness/Contrast layer (set to 75) just to show that there are different methods. Next we 
need to add the stripes. You could use the pre-made set included and change colors but we’ll make new 
ones. The 1975 jersey has the same stripes as the 2005 uniform and I’ll use Hines Ward’s jersey as an 
example. You can see it has a yellow, thin black, white, thin black, thick yellow, thin black, white and 
yellow stripe. You could make nine stripes and that would work well. Another alternative is to make one 
wide white stripe and three yellow stripes with thin black strokes. Actually you can duplicate the narrow 
yellow stripe so you need to make three stripes in total. 
 

 
 
Using the rectangle tool, stroke 20-20-20 black, fill Steelers gold, anti-alias on, stroke width 3 pixels. Save 
a bmp copy and inspect. Adjust the width of the stripe as necessary. Make a copy of this layer and paste as 
a new layer. Create a new rectangle on another layer and make this stripe wider. Position as shown. Make 
sure the rectangles are wide enough so that the ends do not show. The ends should extend beyond the 
visible edges. Here’s a tip: create a spacer to use for positioning the stripes. The space should be the same 
from the narrow to the wide stripe on both sides. Delete the spacer or turn off the layer when you don’t 
need it anymore. 
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Next create a white layer below the yellow stripes wide enough to fill in the area between the stripes. You 
could use the paint brush on a raster layer but the vector rectangles are much easier to use. Remember that 
this uniform can be used to make other uniforms. You can borrow layers from a previous template to make 
a new template. You can also copy these layers to a master template. Changing colors on a vector layer is 
very easy. Fill the base color with 20-20-20 black. I had you fill with gray previously for some contrast of 
colors while you are working. 
 

    
 
Save the file and a BMP copy. Load the viewer and inspect. Make adjustments as needed. 
 

       
 
Step 4E – The Other Sleeve 
 
Save another copy of the image as U5.bmp. Reload the viewer. These strips may be too wide when viewed 
in the game but you can easily fix this. After viewing the uniform in the game you’ll get a better idea of 
where the stripes should be positioned. With experience you should keep improving and be able to make 
uniforms faster. 
 
TIP: I usually rename my layers and in PSP you can create layer groups and use colors for the layers. This 
helps organize your template and make it easier to identify layers. For example you can create a layer group 
for your logos or make a group for the sleeve stripes. I renamed these layers’ thin yellow’ and ‘wide 
yellow’ for this section. 
 
Step 4F – Pants 
 
Just like the sleeves you only need to make one side. For the sleeves you just use the same image for both 
sides. For the pants you need to mirror the image to make the other side. Open the U0 and U1.pspimage. 
Make a copy and save as U0.pspimage. This template has a few options. First you can select two types of 
belts. One is visible all around the body and the other is shown on the front, hip to hip. Unless you can find 
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a photo which shows the belt type, just use whatever you like. Another option is the sock length. Many 
teams have two toned socks. You have a choice to two heights. Some teams use a single color sock. In this 
case make the base color and the lower sock base colors the same. My template even confuses me 
sometimes. I need to find better names for the layers on this template. The color coded layers for the PSP 
version make this easy. Unfortunately I loose this information when saving as a PSD file. So Photo Shop 
users should make their own groupings and own enhancements. 
 
Go to the belt layer you are using and turn off the other. Set the ‘lock transparency ‘on. Select your paint 
brush with color 20-20-20 black and paint over the belt. Just the belt should change color. Next fill the base 
color with Steelers Gold (254-203-0). Next fill the lower sock base color with white (may need to turn on 
the layer). Lastly fill the sock base color with 20-20-20 black. Change the multiply layer to ‘burn’ and set it 
to 36. This will give the black section a little texture, otherwise it’ll look too flat. I also added another 
multiply layer for the pants texture. From top multiply layer to the overlay layer the settings are 54, 18, and 
96. These adjustments will make the pants more gold. 
 
Note: I made a mistake on the template. I labeled the “multiply texture 1’ and ‘overlay texture 1’ layers the 
opposite. I will correct this in the future. So for now you should have the following settings.  
 

 
 
 



Creating Uniforms for Maximum Football 
Ver 0.9 

             
     belt done              base color done       lower sock color       upper sock color         stripe added 
 
The only part left is the stripe. This part is easy. Just use the pre-made wide stripe, set the ‘lock 
transparency’ on and paint the stripe 20-20-20 black. Save your image and save a copy as U0.bmp. Load 
the viewer and inspect. Fix if needed. 
 

 
 
Step 4G – The Other Leg 
 
Open the U0.bmp and make a copy. Save this file as U1.bmp. Mirror the image and save it again. Load the 
viewer and inspect. 
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Step 5 –Skin 
 
H1.bmp is for the hands. F1.bmp is for the face. S1.bmp is for the arms. This includes the wrist bands. 
From the screenshots of the game I can see that skin colors can be different for every player. Using the 
different layers that I included in the templates you should be able to make many different skin tones. 
 

       
    hand                       arms                                 face 
 

          
Here are a few samples. 
 
At this point in time I’m not happy with my attempts at changing to dark skin colors. The skin looks more 
like they are wearing long sleeve sweats or Under Armor. I have to play with the available adjustments in 
Paint Shop Pro some more. When the game is released I’ll look at the original skin files. NBA Live 06 
allows you to create players but you are limited to 5 skin colors, so you have to compromise. Hopefully 
we’ll have more options in the future. 
 

    
 
I won’t even attempt to create new faces. I don’t have enough artistic talent. NBA Live patchers create 
cyberfaces for use in that game. These faces are mapped to a 3D model very well. The textures are usually 
512x512 so they can be detailed. See a Michael Jordan cyberface below. Even resized it looks good. I tried 
to take a photo of Tom Brady and paste into the F1.bmp image. For a few minutes of effort it doesn’t look 
great but might look OK in the game. Many NBA Live users do not like generic faces used in the game so 
they create some amazing cyberfaces. They also want players to have accurate tattoos and sneakers. I’m not 
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opposed to having generic faces in a football game since the players wear helmets. I don’t really want a 
bunch of clones but creating accurate faces for 1,700 players in the NFL would be a daunting task. We will 
soon see if the developers have created more faces. 
 

    
 

 
 
You can change the wrist straps/tape color. Create a multiply and an overlay layer above the tape layer by 
duplicating the ‘tape’ layer twice. Then set the ‘lock transparency’ on for the tape layer and paint it. With a 
little bit of work you could even remove the tape texture. 
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                 gold tape                                                 no tape 

Step 6 – Shoes or Cleats 
 
I haven’t done much with this template other than change the basic color and add some logos. Maybe 
someone with artistic talent can do better. The player models in the game may never show much detail so 
anything other than color may not matter. 
 

   …  
                      Nike                                              Reebok                                        Adidas 
 

Step 7 – Numbers 
 
U7.bmp and U9.bmp are used for the uniform numbers. U7 is for the numbers on the back and the front. 
U9 is used for the numbers on the shoulders. That’s all I know at this point. I don’t even have the U9 file 
myself. David Winter replied to a forum post and provided some information. From working with custom 
end zone art in Madden Football I think the magenta background will be a transparent color. Since the 
viewer does not show any numbers this is just speculation. I did download some NFL fonts so accurate 
numbers can be made. Here’s a link: http://thundercrush.com/fonts.html 
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Step 8 – The Away Uniform (the light one) 
 
For Pittsburgh this is very easy. You need to change the base color for the jersey. Start by copying the U* 
files from the ‘1975 dark’ folder (BMPs and pspimages) to the ‘1975 light’ folder overwriting all files. 
Open the U2.pspimage file. Fill the base color with white. The image will probably be too shiny since we 
are using the dark file. Just delete the two extra multiply layers. Make any adjustments if needed. Save the 
file and save a BMP copy (to the light folder). Open the U3.pspimage file and make the same changes as 
the U2 image. Save the image and the BMP copy. Load the viewer and inspect. Make any adjustments if 
needed. Next open the U4.pspimage. Fill the base color and save the image plus a BMP copy. Save another 
copy as U5.bmp for the other sleeve. As before, use the viewer to inspect your work.  Lastly open the 
U8.pspimage and update the color. The away uniform is now finished. 
 

    
 
 

STEP 9 – Pads 
 
At this point in time I don’t know much about the pad.bmp file. It is not visible in the viewer. From 
comments made by David Winter it is used for the padding inside the helmet. 
 

 
 
 

STEP 10 – Adding Uniforms to the Game 
 
Don’t know yet. 
 

STEP 11 – Additional Information 
 
Some teams do not wear socks at all or wear low socks. You can easily remove the sock texture(s) as 
needed and fill the lower leg with a skin color. You can also make striped socks. 
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I’ll probably update the templates to allow you to use low or no socks as an option. As I make more 
uniforms for myself I’ll add to the templates but I don’t want a template that’s too large since not all people 
have broadband or cable service. 
 
 
 
Please make any comments or suggestions on the MaxFB forum site. I don’t mind constructive criticism. 
You can also PM me if you prefer. Sorry, I can’t make a Photo Shop version since I don’t know PS very 
well. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 


