WORLD'Y VIZ

Vizard - 3ds MAX
Workflow

Topics covered:

*Render to texture
*Complete maps
*Light maps
*Export settings
*Vizard Inspector
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Set viewport render
properties

[ +] [ Perspective ] [ Smooth + Highlights + H\W ]

Especially for learning, take advantage
of hardware lighting and shadows by
setting your viewport to a rich render
setting. For complex scenes, you’ll
need to back off these settings.

Right-click for

options
v Smooth + Highlights
Hidden Line
Wireframe
Flat
Edged Faces
Lighting and Shadows k| v llluminate with Scene Lights
Transparency » lllurminate with Default Lights
®Wiew b | ¥  Enable Hardware Shading Shift+F3
Other Visual Styles N v Enable Exposure Control in Viewport
v Enable Shadows
P R g Enable Ambient Occlusion
Configure...
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Set up an ambient light

When creating complete or light maps,
you’ll usually need to have an ambient
light in your scene to soften the effect
of light sources. MAX’s “Environment
... Global Lighting” ambient light does
not export in Vizard IVE format.
Instead, use an omni light in ambient
mode.

Light Type

I Omni directional

Shadows

Shadow Map -

Exdude...

I Give it low multiplier

" ~=*fColor fAttenuation

Alternatively, you can use a skylight for Multiplier: 0.3

ambient lighting effects and also get

global illumination lighting. Skylights I No decay
are considerably slower to render,
however.

Decay

Start: app = Show

-

Near Attenuation
Use Start: 0.0
Show  End: 40.0
Far Attenuation
u Start: 80.0
Show End: 200.0

- Advanced Effects
Affect Surfaces:

I Ambient

¥ Ambient Only
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Render to Texture (step 1)

Select all target objects in viewport
and then these objects become targets
for baking.

The baked textures must be placed in
Mapping Coordinate channel # 3.

Selecting objects in
viewport puts them
in the “to bake” list

it

“8” pixels
recommended

/

I Channel “3” required !

Render To Texture = X3

Dutput

Render Settings

Metwork Render

Setup...

Objects to Bake

Object and Output Settings

v Enabled Padding: 8

Mrojection Mapping

Sl Wl (4o Projection Modifier - =T 88

Options...

Mapping Coordinates

g Channel
atic Unwrap

Object: Use _
. Channel: 3

Clear Unwrappers
vs Render

Cloze

Unwrap Only

Render
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Render to Texture (step 2)
CompleteMap method

Complete maps are the most robust

method to capture every material and I (1) Click Add ...
it’s lighting into a rendered texture.

The quality of your real-time scene will

entirely depend on the size you choose

for the rendered textures. (2) Select

“CompleteMap”

-

Add Texture Elemvae...ﬁ1

Available Elements

CompleteMap

(3) Select
Diffuse Color

[ =

<

sMap
LightingMap
MormalsMap
BlendMap

AlphaMap

HeightMap

(4) Choose
map size for
rendered textures

r

Add Elements

(S

Render To Texture I. = S

Mapping Coordinates

Obiject: 5 1g Channel
atic Unwrap

Channel: 3
Clear Unwrappers
Individual # Al Selected All Prepared
Output

Element Mame Size Target Map Slot
CompleteMap 2561256 Diffuse Color

Selected Element Common Settings

v Enable Mame: | CompleteMap

Element Type: CompleteMap

Sele—t o 1T Unigue Settings

SNQ00Ws

Baked Material

Baked Material Settings
B Views Render

Render Unwrap Only Close Original: .




WORLD'Y VIZ

Render To Texture = ZE

Mapping Coordinates

Render to Texture (step 2)
LightMap method

LightMaps have the adva ntage of Individual * Al Selected All Prepared
combining with your original textures I (1) Click Add ...

so your real-time scene quality
remains high.

Output

Target Map Slot

Map size only affects the quality of the

shadows and light effects. ”(-2) Select”
LightMap
Selected Element Common Settings
]
( | — ]
Add Texture Eleme...ﬁ —
Available Elements (3) Select

Self-lllumination

i}
[ 1|

BlendMap Jnigue Settings

AlphaMap
HeightMap (4) Choose

map size for
rendered textures

- Baked Material

Add Elements Cancel

Baked Material Settings

ws Render

Render Unwrap Only Close
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Render to Texture (step 3)
Baked Material Settings

When “baking” your rendered scene
into textures, instruct MAX to save the
result in a new shell material. When
you export your scene to Vizard, the
exporter will choose any baked shell
materials over your original materials
when available.

Preserve your
original maps by
creating a new shell
material

I

Click “Render” to
begin final process

Render To Texture =

Selected Element Commaon Settings

1
— 1

Self-Illumination

Selected Element Unigue Settings

Baked Material

Render to Fi

= Automatic Mapping
Automatic Unwrap Mapping

v Rotate Clusters Threshold Angle: 45.0

v Fill Holes Spadng: 0,02
Automatic Map Size
Scale: 0,01 = 32

Mearest power of 2 viax: 1024

Views Render

Render Unwrap Only Close
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Export to Vizard

Depending on whether which
extension (.IVE or .0SG) you give your
file, a binary or text version of your file
will be save, respectively. The binary
has the advantage of embedded
compressed textures and faster load
times.

Al OpenSceneGraph Exporter (*IVE,” 0O5G) -

Choose

“OpenSceneGraph”
as your exporter
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Exporter settings

Show here are the typical settings
recommended for use render to
texture applications.

OpenSceneGraph Exporter version 0.9.8

Qutput
v Save File
¥ Indude Image
in Binary ive File
Cameras
Lights
S Hidden Modes
Optimize
Tri Strip Geometry Animations
Helpers
Point Helpers

v Partides

Flatten Static Transform
Share Duplicate
Material

¥ Export Op

Spatialize Groups

Error rting v Export Unknow

v Show Error Messages v Export Self-Tllum M7 os

Mode Mask Auto alpha blendi g for

|Use Default Mode M-}

Check to include Check to disable real-
lightmaps time lighting effects

Geometr

lse Indices
¥ Mormalize Mormals

v Turn off Lighting

xiure

Texture

S3TC_DXT1_COMPRESSION -

v Allow nov

To reduce load time
and file size use DXT
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Use Vizard Inspector to
examine your bake

After exporting your baked scene,
open your IVE or OSG file into
Inspector and verify the visual quality
and it map structure.

Light maps at chosen
256 x 256 resolution

'e‘k light2VE

. -

o s o

Scene Graph
Name
) {7 _VIZARD_NODE__
4] {5 Box001
(4] b Box002
4 ¢ Box003
+{#]) {dh Box004
[ {5 Box005
{2 ¢ Box006
{# {5 Box07
(4] &2 Omni001
| H Omni002
(4] 5 Sphere001
(3 4G Sky00L

File View Colors Lighting

Polygons

1,044
12
12
12

R
°§°°-~N

Poly % Textures [

1000

11
11
11
11
11
11
11
00
00
920
00

Textures
Name
[#] i Box001LightingMap
4 i& Box002LightingMap
(] £ Box003LightingMap
[+ i Box004LightingMaza

®E &=

€]
[+ iE | cement
() i=|fence

] = Sphere001LightingMap

Dimension

1014 x 760
1045 x 760
256 x 256

256
256
256
256
256
256
256

Size (KB)

Format
RGBA
RGBA
RGBA
RGBA
RGBA
RGBA
RGBA
RGB
RGB
RGBA

Original resolution
diffuse maps

B
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