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MNote: This manual is not -::uﬂiciﬂll_v released - it is still in Pmductinn. Ifj_.-'n::-u get stuck, let us know.
This guide is intended to explain the workflow from Autodesk 3ds Max to Vizard. It covers the basic features of the OpenSceneGraph (OSG) exporter and
both standard and custom shader workflows.

Contents at a g]ance:
Section A - The OS5G E:i:l::-:-lt Screen

Appendix 1 - Example Shader Materials - (see max file)

Materials:
- 5ettm.g UP' Materials for Exl:mrting

- Multi/sub-object setup
- Detail Maps

- Blend Mask Setup

- Reflection Maps

- Body of Water Shader
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[0 view models in Vizard, go to File ->

OpenSceneGraph Exporter vers ion 0.9.3

Export or Export Selected and chose Open-

—Export to Scene————— & Geumetry State

v SceneGraph. By default, files will save as the
v IVE binary format. This is usually the
v v Vertex Colors format you want to use: the files are smaller,

[ Save Testure Images I Cameras I Use Indices it loads faster, and when usi ng DXT com-

I Buick View Scene [ Lights I Noimalize Noimals pression, 1t will automatically resize textures

~ Uptimize to be cmmpahl][e with your gra pf‘m:s card in-

. v Animations :
I Tri Stip Geometry — M aterial State stea L|. .;3{' at [ua d time

IV Helpers W Set Diffuse calor to white
W i =
™ Flatten Static Tranzform v Foint LiEDER when 100% testured

v Particles
I Share Duplicate States v s ] =
Eas

v Export Opacity Maps BI.[IL}: [{va I:l1esu C IIE-‘JL‘.ECI. Tllese are

I Merge Geomety

gl LR Iv Export Unknown Maps the main settings to use to=ee your

I¥ Show Eror Messages . .
= ¥ Export Sedf-llium Maps mn-:'uls 111 Vl:ﬂ:ﬂrcl,
~ Node Mask v Auto alpha blending for

v Usze Default Mode Mask Textures with alpha S3TC_DRT3. COMPRESSH ~|
v Automatic 2-sided lighting

0=000000FF for 2-zided materials

I‘EL?L]Z ]_.'E."ﬂ Ve tllE‘SE 'lllll..‘l'll.-_‘l._‘. I-H-.‘{l. Tlmse

zettings are known to cause 1:-1'01}[@1115 in

Al Eance | Vizard. “Use Indicies” can screw Lp
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—— Ellll’.hﬂtll] Ng sTOUpPS, c'll]’[l L‘:llﬂlllulg i |

—
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=4 & - l . I H I I bl'l.‘ll] il._"'E'!l]'l'l'li:.‘*l.l':||-r Ca1l Caluse l..'fl.‘c'l.i‘-l]l.-."'S 1T
]."l'_'ll' more llll"Dl'ﬂl-El tion on the individual set-

tings, visit the OSG Export website.
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The shader requires a spm'ial material setup to work

wiK prc}p{*r'}f, as seen on the left.
LD
R

F i
% (%X (@4 %0 |R | & &
% |I:n:u:-:_ [MoCoLispDe] - Composite | I{Erﬂ are i’;lﬂ IJ{IS;{‘-'S.'

-Shader materials are cu rrcnll}-' set up in a composite mater ial with slots filled |:-:.f

|- Composite Basic Parameters |

standard materials. The ma p you want to use for that slot needs to be pl;u.‘f.-{' in

llw gta nur.l;n'.r.l nml-.*ri;nl’-_-" Jif‘[u::u ='-|1:rl.

Baze Matenal Matenal #45 [ Standard | ComposziteT ype

-The type of map is 5|}f.-4:i[i1.‘f.-ur.| in the name of the com posite ma terial with a

Mat.1: bricks_narmal [ Standard ) |E ﬂm 00,0 ﬂ series of two-letter codes pl.]u.u:wr.l within I gquare brackes after an _ underscore.
- -The names of the sub miaterialz are a |'|1itra|'}r, but it is useful to dive them a

Mat.2: bricks color [ Standard | E ﬂm 000 ﬂ mmnin;,frul name to |~t4:4.-|:- from getting confused.
-LComposite materialz will work within I'Illllti.-"illll-ﬂlli&cl materials, but not the

bat. 3 box_lightmap [ Standard | |E ﬂw |1DD.D ﬂ other b around.

-The two-letter codes are case zensitive.
b at.4: rock_specular [ Standard | |E ﬂm |1|:||:I.I:I ﬂ ,"
Mat5: rock_detail [Standard] |[& S]M|[7000 2] Rﬂfﬂrﬂﬂcﬂ fﬂrr two-letter codes:

{_ 0 - [_ HII’JI' map I'?J.." = I‘EE_‘{:IL"'L'I.‘“ M1 mMap

No - HHI'II'IEII map Ma H|v“{| mas il
i o - ol =

Mat B: Mare la S|M|[T000 2|

Li - Light map

=] gE I i *When usi'ng blend masks, maps for the second material use a 2
R e in |J|a-:e of the second leter of their map code. Same idea for the
e Totail vna p 3rd, if used. Bg- C2 - Color map 2

-

e
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—
i@ Box [ Mulbi/Sub-Object |

: ﬂggﬁf hh:::gr.[jnﬂn[[csngﬁzjfj]] The Multi/Sub-( H]juct material works the

-4 Mat. 1: Matenal #1671 [ Standard | gaIme way wlwn uxpnrling slmclur mﬂteriﬂls as
: Diffuge Color Map 828 [bricks_Cot . T -, .
: ﬂrﬁt éuhiztef:;rmgg [Sta[néll.:rdg] .1ga) w:tll l'u-,;:'llﬂlr ex ports. | Im Hultu bul:--{]lljuul
i Diffuze Color Map #30 [bricks_Mo.tga) -
Z ﬂ[E] notbnick s Right_[Co] [ Composite | ,
-ﬂEEIEE b aterial #1632 [Standard] dre l]lﬂl."'E!'f.I L1 il1L" next Il.."vi::'-"l {IUWI.I-.
ﬂh’lat 1: Matenal #164 [ Standard |
L Diffuze Color Map #29 [rock_Detga)

goes on the top, and the composite materials

You are not restricted to using the same kind of
maps on hoth parts of the f:-l:-wc This ex*lmple
uses a colorand normal map on the |u|l, anda =
different color map on the right.

-The Multi#Sub-Object material can be liruuly
nmamed. [tz rame has nd effect on the uxpurlutl

BCere.

—

%q IEh:u:-: *  MulbSub- EII:||E|:t|

|- Fulti/Sub-Object B asic Pararmeters
Set Nurnber | Add | Delete |

] | M arne | Sub-M aterial | Or 0

1 Left_[CaNa] [ Composite )|[] ¥

2 Right_[Ca] | Compasite ] (] W
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DETAIL MAPS

I

Detail maps are used to m_'i_n;:_in-t-l'[é'"iiloseup detail of a map. This is done by over-
11}!111; another tex‘l:ure, 'usua]lj? g‘reyacale and c].er.ls]}r tiled. An example can be

seen in the upper right.

MWIDIA dds Format (v7.83)

DET1 ARGE (1 bit Alpha) =

MIF Map Generation

|¢D Texture = Generate MIP maps

* |lze Exizting MIP mapsz
Mo MIF raps

MIF tap Filtening... Sharpening...

Image Options... Mormal kMap Settings...:

Fading MIF mapz... Wirite Config...

20 Preview
Fading MIP maps

v Fade Color . Fade Colar

<

Fade Alpha To:

Blend Amount  gp Custom Fading per MIP level, ..

Comment
Skart ak MIP map #

Cancel

11 |

30 Freview

Freview Ophions. ..

Save Profile

Load Prafile

To prevent the dense tiling from being
noticable from a dis'tance, it i2 common
to Ha 1em as DDS materials with

m;;:mapﬁf'l:]:.ai: fa.c[fs to middle grey.

Middle grey Lléﬂela”neutrau?,r with the
EH]IEE"'EEIEHIE,‘ =0 it nn_l_}rrfm:lﬂam WllEIl

vou get up close. | |."':-5—1____'_:“”

=

- e

e

111 Phﬂtnsllup
ugln which can be

f \
E!avi_tqf{u DDS

~ requ_i_rés a free
- fotm:l on the WICEJE website.

Prod
5 rent su f

ction No

(8- 1

e lug
has a.{ewcumpa ibility izsues with Vista.




BLEND (AKA MIX) MAPS

—————— |
| Layers H'Qbannels‘{'_aths\_ v ()

Blend ma ps allow you to blend between at most three sets of ma pe using an
RGB mask. The R value E.Peciﬁes the first texture, Green the secnncl, and Blue

.~ the third. When painting the masks, it is recommended that you use only layers
v 3 MixMap filled with a solid red, green, or blue and control the output with the a.lpha

. . e oy This Lzeeps the mixed values from going lug']'ler than tlle}r are suppue-ec]. to be.

. i D i Blending is not just limited to color maps. In fact,f;t'llere doesn't need to be any
= consistency between the kind of maps used Ly"eacll set.
' - . Layer 1 copy

[+ &

The composite materials usecl are set up the exact same way as the regular ones
| ® Y O3 Preview are, except the codes for thé—u{lwnsets llas 1:-11-3 secnnd letter replace::l with a

number. Since there are {mlv O usable '-:lc-ts in a c"nmpuilte matenaI youcan
L d T c:u_rren_lt}r cm_l}r use O maps total when blenclulgl ' =20 -
. ] E Layer 2 — The material name will look like this: O]J]E"C't [Ma CGEPNGCZ DZNZ(. IN3| 5

[ | |
- @ Layer 1




REFLECTION MAPS

Reflection maps can be added to nl]]' ects to make them look more like metal, g’lass, etc. The reﬂectivit}’ of the
surface is controlled by the specular map and the alpha channel of the reflection map. The gpecular map indi-
cates what parts of the n]:ljeci: are more refelctive, and the ﬂlplla channel indicates what parts of the map to re-
flect and how much. Some materials have mirror like-reflections. Other materials will reflect only the brightest

parts, which is what creates specular highlights.

Tl‘ninﬂs to note about using rellection maps:

Rﬂﬂbﬂli?‘it}? 15 Lnnl.rn“ul l:l}' llu._ spcculclr lf._"nl map -:u1d |:I.'1E: iIJ.PI:l-'.l n[ I.Iw l'unuulinn map
I\_ﬂﬂi.l.‘.‘l.lullﬁ are -:l]._:lPllLl’l aulom 1[11:,1”1-' based on/ llu_. !-urfan'e nnrma.lﬁ

VW coordinates have no B—I.[EL'. on reflection m maps
Editor's Note: Cube maps can also be usch {f code 1 tl'un]z was Cu? Nu{: sure il we gol 1t
L_Lu}* wnr]ﬂng' Cube maps can be renered out from max's re:[l.arl' map. } =

2 3

Reﬂecl‘iun + ﬁlpl‘la + Elpecular =i Resull; Rcﬂccl‘iun + ﬂ.lplm- + Spec‘u.lar e Reﬂull:
- ==

LLC ' viz




Limitations: .
-0111}? works with ﬂa.t horizontal planes
-Relfection/ refriu:hﬂn does not w-:-rla prop-

erl}? m stero.

. ..Ehacler 11111st currentl}r be ad‘l:ledunam.lall}r

to DI_)]EL t= w1t-1_1u1 ﬁ!:',ﬂ.l:_t]. »
Needs a custom DuD# (7) I:I:lﬂ.]_;fl. -






