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Ta!;:le of Conte{lts

\"'L-lt'nlllc to ll\t_‘ \\I':ill'l(l\'i'f.: '_)nlé Max to \"iiml‘[l Ce mL‘l)t ..;L‘_ -|I|liS guide 12 illlL‘lltlL'l.l Lo ease lllc

process ol L‘\pui'lill\_“"l'uln max to Vizard.

|.||u topics L'l)\'L‘i'L‘l.l are:
|),2 - Using the OSG exporler
Materials:
p- 3 - Setting | '|1 .“.ﬂurials [ |Z\|1ni'lin.._'~'
p. - Multi-subobject sebup
- Detail Maps

Ut

p.6 - Blend Mask Setup

- Rt'l I(_‘t_'l 1on i\iné

p-Ad
p-8 -1 he Water Shader

|1,L) - {_.(||1IQ|)( ML‘ (_‘lmll_g'c |_ng‘




[ Save Texture Images

v Quick Yiew Scene

r— Optimize

[V Tri Stip Geometry

[ Merge Geometry

™ Flatten Static Transform
™ Share Duplicate States

ﬂ

Error Reporting

’7 ¥ Show Ermor Messages
MNode Mask ————
v Use Defaul Mode Mask

(x000000FF

The OSG Exporfgr

— Export to Scene Geometry State

I I

I I

Jv| v Wertex Colrs

¥ Cameras [ Uselndices

[~ Lights v Nomalize Mormals

v Hidden Nodes [ Tum off Lighting

v Animations
E — Material State

¥ Helpers ™ Set Diffuse color to white
¥ Paint Helpers when 100% textured
¥ Particles
I
 Material

I~ Export Opacity Maps
I~ Export Unknown Maps
I~ Export Self-llurn Maps

I~ Auto alpha blending for
Textures with alpha

I~ Automatic 2-sided lighting
far 2-zsided materials

S3TC_DXT3_COMPRESSH ~ |

()8 Cancel |

For more information on the individual

settings, visit the OSG Export website.

To view models in Vizard, go to File
-> Export or Export Selected and chose
OpenSceneGraph. By default, files will
save as the IVE })inar}; format. This is
usua“y the format you want to use: the
files are smaller, it loads {asl'.er_, and it
can automatica.“y resize textures to be
divisible ]J_\r 4 for using DXT compres-

sion.

Bllle: chp these checked. These
are ll]c main settings to use to see

your models in Vizard.

Rut]: Leave these unchecked.
These either have no o”‘ocl, such
at thealemenaseNats |‘ia|, or
llw}-' can con”icl will] l]w slm(lcr,

such as with Use Indicies.

WEIR LD VI Z




4

@22 |8 X | |6 %ol |8 |||l &
% Ibox [NoColispDe] Eomposne

Setting [Jp .Materials for Exporting

[
1 s . T
= We need to set up a ma terial that Vizard can use to au-

lﬂlll(llil.'.‘lll'\' a |)|1|)-' the necesza ry shaders. It will look

.| snmolhing‘ |i|:o the 1mage on l|u- |L'|‘|..

Composite Basic Parameters

Basze Material: Material #45 [ Standard | CompositeType

Mat.1; bricks nomal [ Standard | IK _SJ EL' I‘IDD.D :_I

S M|I1DD

Mat5:  rock detail [Stant:lan:l]JI |K 5| ”100- 3

|_
v
v
v
-~ NN
g
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Mat.B: Mane |[& 5|M|[F000 2

Here are the basics:

-For each map, create a sla ndard material and |)|c|cu
that map in the material's diffuse slot.

-The name of the composite material is read |)} the
slm('vr to Ll\‘lL‘l'llliI'lL' |mw to use om"l map

-The sul.lhix must come nlhlcr an underscore — an(' must
be surrounded with square brackets I

-The suffix uses a series of two letter codes that reflect
what maps are used, and the order lllc)' have been

|)|.1L'u| in.

8

Maps to two lotter s:ffﬁl‘c& (case sensetive)

Co - Color map
No - Normal map
Li- |_i£:'lll map
Sp- 5|)ucu|a r map

De - Detail map

Re - Rc”ct'l‘lnn map

\L‘I - PILI](' Ill"l:'-l-\ﬁ

*When using blend masks, for the maps you are blending into

substitute a 2 for the second letter.

the regular one

Ex. C2 -




Multl/ Sub-object setup

@ Box (Muli/Sub-Obiect ) Setting them up:
[1] bricks: Left_[CoMo] [ Compozite |
Base: Material #160 [ Standard | e e 0 - i =
Mat. 1: Material #1561 [ Standard | | |1c Mull|..-"'::L||)-(_)|}ja.‘cl malol‘m' wm"es lllL‘ same way \\’Ill'l Viza |‘(| ex-
{F Diffuse Color: Map #28 [bricks_Co.tga) a - = ; o ' .
Mat. 2 Material #165 [ Standard | ports as \\f|l|1 |'o_,=,'~u|.1 r Max scenes: | lw M u|l|..-"-‘:"u|)-( )I]jccl Soes on llw
&F Diffuse Color: Map #30 (bricks_MNo.tga) > ool [ ISRt ) T - 2 e e e .
@ (2] notbiicks: Fight.[Co] [ Composite | top, and the materials for each Mat ID are |)|au(| in the next level
Ao et S lancarc] £ down. These materials use the exact same setup as shown on the pre-
# Mat. 1: Material #164 [ Standard )
----- .4 Diffuse Calar: Map #29 [rock_Detgal  © wious page.

—|—|1in,~_‘,'s to note:

-You are not |'osl|‘|clo(| to using lll(_‘
same kind of maps on both parts ol

l|1u nl]iocl‘ '”10 exa mp|o uses a c.r;lm iy

.1n(| nm'nm' map on l|w |o|.l ,an(' a

125 X | @ |6 %] 0@ [T

%, [Box ~ | Muli/Sub-Object |

different color map on the right.

-The Mu|li-"Eu')-()')iOCl material can

[- Multi#Sub-Object Basic Parameters i

l)(_‘ I.I'L‘l.‘l}" na Il'IL‘{l‘ Il‘:— name l‘l{lS no

2 Set Number | Add | Delete |

effect on the oxpm'lo(l scene.

M M ame | Sub-Material | OndDff
H I_I Left_[CoMo] [ Composite ]J|:| v
I_I Right_[Ca] [ Composite | |:| Ird

#
LS -
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seen in the upper right.

S ety
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| Detail Maps

Detail maps are used to make relatively low resolution color maps
look like very high resolution color maps. This is done |))-‘ (wol'ln}-'in,;:'

a g‘rn)-'sca]e texture, which is often tiled clonsol}u An exa mp|0 can be

MNVIDIA dds Format (v7 .83

DET1 ARGE (1 bit Alpha)

2D Texturs =

MIP b ap Filtering... Sharpening...

Image Options... Mormal Map Settings...

Fading MIP maps... ‘wirite Config...

Fading

v Fade Color . Fade Color

——

am

A%

Fade Alpha To: o

|

Blend Amount  5q %o

Comment
Start st MIP map # g

SAlA

Save Cancel
MIP b ap Generation
Generate MIP maps
* Llze Existing MIP maps All [§
Mo MIP maps
20 Preview 30 Preview

Freview Options...

Save Praofile

Custom Fading per MIF level. .. bl Load Frafile

To prevent the dense li]in_._.:' from
|)cin_,;;' e T L R nce, it
is common to save them as DDS
materials with mipmaps that fade

to middle grey.

Middle grey blends noulm”y with
l]w (li”.uso texture, so it ()nl_\f ].n(lcs
in when you get up cloze.

Saving to DDS [rom Pl]olos]l(}p
requires a free plug‘in, which can

be found on the NVidia website.
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Layers

. :@ .J St
I:‘ § D g
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F 20 Preview

- .& . Layer 1

“Channels W Paths

Blend Maps

B i v Blend maps allow you to blend between at most three
sets of ma ps using an RGB mask. The R value spocil‘ies
l]m |‘i rst texture, Green l]w secon (I, a n(l [.)»|uo ll‘lL‘ ll]ircl‘
When painting the masks, it is recommended that you
use on|}-‘ la}-‘crs filled with a solid red, green, or blue and

control the output with the alplla‘ This ]eeeps the mixed

values from going l]ig‘]m r than ll)cy are supposotl to be.

Blen (ling:' is not just limited to color
maps. In l‘acl, ll]el'o (loosnrl ncctl to l)u

any consistency between the kind of

maps lISL‘(l |)} @acl] setl.

I'he composite materials used are set up the exact same way as the |‘c,~_‘:’u|a r ones are, excepl
llw tags for l,l‘l(.‘ olllor setz del a numl)o ra l.lac]w(l to ll]o m. Dince l]lore are (m])’ 9 usn])lc s]ots

in a composile mate ria', you can cu |‘|'on|l}-‘ on]}-‘ use O maps total when blen Llingl

The material name will look like this: ( )l)jccl_l MaCoSpNoC2D2N2C3N3|
WORLDY VIZ




e
Reflection maps can be added to OJJ]OLl'— to l"l](lL’.C llwm |ool\ more ].l]ee metal, "laﬂs eto. The re-
flectivi Ly of the surface is controlled I)}-‘ the spucu.lar map and the al]_:l]m channel of the reflection
map. The spcculal' map indicates what parts of the olljecl are more 1'efelctive, and the alp}m

channel indicates what parts of the ma p to reflect and how much. Some materials have mirror

like-reflections. Other materials will reflect {)nl\f the br lg[]le--l parts, which is what creales npe

l.'.ll ]ug]lll ]1[:-.

Tl'lin.:'s to note about using rellection maps:
—1 he u;ln|‘m=|lc material Lag for rellection maps iz Re

—l\L‘[l(.'LllOl'l‘ are Jl',ll'JIIL‘(I Jlll.l’l'l'l'l;'lllLﬂ“\ IJ;I“C(I on I.Ilt‘ ‘lll'l.ﬂl.t.. l'l()'l'l'l'lﬂl!

[TV\‘{ L()lﬁ)l(lll'l"ll.t‘s II;'I\'L‘ no "lIlLLl. on lL‘rIL'LlIOI'I maps

—TIIL‘ ‘I]l'l(]L"I cannot Llll'lt_‘l'lll\ I'ICII'I(.“I_' I.lIITL' il)l'l(_'ll(.l'll mMaps. It 1= (.I.'l'l'l.'t.lll.l‘,l l.ml_‘ﬂ!ﬂ]l‘]lL 1 %

mel. I.l oc].- -

doa u)mplclcl) acenrate reflections of an nl!]xtl s surnnuu:]l.n..fs Llslng l]u

...,.4-«; i




= Water Shacler :

d_:_—“ : g “"‘“.

Limitations:

-()n]y works with flat and nea |‘|}-‘ flat

c:]]jecls (eg. pl.:mc), A O Sy T

for n.l)]ocls el e b T (eg.

|)<'-xes.f'sp|1o res/characte rs)

-SII.‘I('L‘ r must C.lll'l'l‘..‘l‘lll}‘ I‘IL‘ G | (l(lt‘(l

man ua”}-‘ to objects within vizard

S
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_ Phang’e Log—_

6/6/2007
~-**New** Reflection map page

= to :L'I.IL'\.“ clmn,;'c:‘

--Madified table of conten
ax 'p(fae‘[ other pages lo include reflection map info

--Changed page order

5/10/2007
~-**New"** Blend Map page

--Modified table of contents to reflect changes




_‘“Cllange Log

4/25/2007

- **New** Detail Map page

--Madified table of contents to reflect clmngos

--Corrected spc”in._:' er

'8

4/24/2007%

--Now in PDF Format

--Maodified table of contents to reflect flmng‘us

--Modified OSG Page:

-Made blue darker and red lighter so page iz still understandable when printed in black and white.
-Now recommending DXT3 compression instead of DXT1

-“-"\li;_'hl modifications to text

**New** Multi

-Defines setup to be able to use Multi/Sub-Object materials with the shader

ih-object Selup page

--**New"** Water Shader page

—**New** Change Log page

4/20/2007
——:_:lig:'lll change to composite material naming convention. Suffixes must now he surrounded |\y Square brackets [l
==**New** O2G Exporter Page

4/19/2007
--Cookbook =
-—"N‘.‘““‘ (.‘(i"'

--**New** Intro/Table of contents=

'lccl, created page lcnlplalc

-**New** Composite ma terial export page
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