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Inporting & Exporting 3D (pj ect s

Worl d Builder enables you to inport 3D nodel s fromather prograns and into
your Wxld Bilder scenes. You can t ake advant age of your favorite nodel i ng
tods to construct and apply nateria s to an agject, theninport it into Wrld
Bui | der to enhance scene rea i sm

If you use 3D Studio MX you can inport 305 nodel s wth their naterias into
Warld Bilder. You can dsoinport .MEfiles for any ogect, canera, o light
anination

Worl d Buil der a so includes a MX Gonmuni cation (yject plugin, which allows
you to use Wirld Bilder to render the terrain, gdats, gass, ec, o yor scee
It thenle s 3D Studio MMX render nesh obj ect s, such as buildings, and then
autonatical |y conposites the MAX and AVB inages into a single frane or

i nage.

Chapter 6
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I nporting

RTI NG

World Bilder inport s 3D Studio 305 nesh files, 3D Studo MEfiles, AutoCad
D& files, Vis aPro DEMfiles and USG5 DEMTi | es.

| nport  f rom DEM
* Vi aPro DEM

+ USGS DEM

The one degree DEMfile covers, in 1XL degree bl ocks, all of the contiguous
Lhited States, Hwvaii, and linted portions of Aaska The dat a are free and
avail abl e through an FIP dte

Access the EDC on the Internet  procedure
1 FIPto edf tpa . usgs. gov.

2. BEnter "Aonynous” at the Nane pronpt.
3. Eter your entire Enail address at the Password pronpt.

4. Qange directories to "pub/dat & 250'.
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Inporting & Exporting 3D (pj ect s

5 St thefiletrasfer node to binery.

6. ke get and nget conmands to downl oad the OOreadne and dat afiles

The readne file contains infornation about directory structure and uncom
pressi ng dat afiles

Inport a DBMfile  procedure
1 Sect Alelnport and either Vid aPro DEM or USGS DEM

The Slect Fle to Inport Dal og appears.

2 Sect the EMfile you vant.

The sel ected file is opened and appears in the viewort s

| nport from 306
o Msh yjects inport wth nateria s (including Mpping) and snoot hi ng.

« Smtligts wth cdor and Intersity (Mitiplier) defiritions, as vell as

Hot spat and Fl | of f settings (converted to Wrld Bilder uits), adta -
get. Exclusions and Gast Shadow settings are ignored.

«Om ligtsinport as Point Lights wth cdor and Intensity (Mitipier)
Settings.

e Greras inport wth FO/ settings and t arget s

Inport a 305 FHle procedure
1 Choose Fle/lnport/308

WVLIE.
Di=F... The Select 305 Fle dia og appears.

EISEEEEEM 2. (hoose the file that you vart to inport and click Quen

The 305 Load Fle dia og appears asking you what you want to load. You
can check the Hace objects on surface option to place the inported nesh
ajects directly on the surface of the Landscape. Wththis gtion

unchecked the inported object swll naintanther positioninverld space.

Chapter 6
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I nporting

Load 3D5 file
‘what to load
W Light sources

v Carmeras

[ Ambient

[ Place objects an the suface

kK | Cancel

3 Qick X
The object s are inported.

Inport fromDXF procedure
D 3D faces are inported and converted to nesh object s

1. hoose Flellnport/ D4

YiztaPra DEM. ..
SGS DEM. ..

The Slect Fle to Inport dial og appears.

2. (hoose the file that you vant to inport and click Gpen

The odgect isinported andits position inwverld space is naint a ned.
| nport LE

MEfiles are A3I text files that cot ain anination instructions for sel ected
ajects for every frane in an anination.ME anination files are inported and a
path is saved d ong wth the scere file. MEfiles can be converted to
keyfranes as desired. The files contanthe fdlowng instructions for each
frane in an ani nation:
* Msh PRosition, Rtaion, Sae
e Gnera PRosition, Target, R, RV
e ligt PRosition Qo
*Spligt PRosition, Q@aor, Target

TIP. Wirld Builder s increased ani nati on capabilities alowvall atribues
of aMEfiletobeused |If youare exporting a ME file from3D
Studio MAX you can export a .3065file along wth it and any ME
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supported ani nation can then be transferred to World Buil der.

Inport a MEfile procedure
1  Choose Flée/lnport/ME

The Select ME F | e dial og appears.

YiztaPra DEM. ..
SGS DEM...

2 oose the file that you vant to inport and click Qen

The MEfileis inported The MEfileis dsolistedinthe Mvie
Paraneters dialog in the ME Fle Infornation box. For nore infornation
on the Mvie Praneters, refer to Chapter 5.

NOE If there is nore than one canera in the scene, and the ME file
contains canera information, the canera that is topnost in the
oject Tree list wil be affected by the MEfile Aso, the MEfile

anination instructions wll replace any keyfrane ani nation that has
been applied to candidate objects in the Worl d Bui |l der scene.

ORTI NG

Warld Bilder exqport s 3D Studio . 305 nesh files, VRML Virtud RAity
Model i ng Language . WRL files, ad AutoCad DX files.

Export to D&  procedure
Ay object s (except caneras and |ight sources) can be exported to D files
and are exported as nul tiple 3Dfaces wthout naterials.
1. Choose F e Export/ DX
The Hect file to Bort ddog appears.
2. (hoose a path and file nane and click Save.

The Select (pjects to Export dia og appears.
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Exporting

Select Dbjects to Export

= Scene -
Panoramall_LF
Panoramal_RT

Panaramal_FT

Panoramall_BE.

Panoramal_DM

Panoramal_LIF

Panaramal

= venus
= h_1

SkeletonLine19
SkeletonLine1d
SkeletonLinel7
SkeletorLine16 =

Select All Unzelect Al Irveert Al ‘

Cancel |

3 Tagthe djects that you vant to export and click &K

The object s are exported.

Export to 306
o Msh (yects export wth naterids.

* Smtligt s wth cd or
e Omi ligts
o Ganeras wth FO/ settings and t arget s

Bport a 305file  procedure
1. Choose H I el Export/ 306

The Select (bjects to Export dia og appears.
2 Tagthe djects that you vant to export and click &K
Adaog appears asking if you vart to save wth naterias.
3 Cik Yes or No.

The object s are exported.
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Export to VRM. procedure
Ay objects (except caneras and |ight sources) can be exported to VRM
file wth nateria s as an indexed face set. For Landscape object s a spe-
ciad texture nap is created and assigned to the nesh.  This specia nap is
the snapshat of the | andscape from Top vi ew

1. Ghoose H el Export/ VRV, then choose a path and file nane.
The Sl ect yjects to Bxport dial og appears.
2 Sect thedgects that you vant toinclude inthe VR file ad dick &K

Atop view w ndow appears and the viewis rendered using Phong shad-
irg Ater anonent, the wndow di sappears and the obj ect s are exported.

NOTE |f you select nore than one Landscape (bject to export, then both
Landscapes w || be rendered froma top view.

STUDI O MAX COVMUNI CATI ON PLUG I N

The World Buil der M conmuni cation plug in enabl es you to quickly produce a
seanhessly conposited i nage which is produced fromlinked scenes in 3D
Studio MAX and World Bil der.

The plug-in works by autonatical |y rendering canera views in each program
and then conpositing the resulting i nages together using the Zbuf fer ¢kt a from
both apications. Wth both gpplications rumning, you caninitiate the conposit -
ing process fromeither Wirld Builder or 306 MX Furthernore, the

Gormuni cation plug-in wll even render shadow naps between appl i cati ons!

You render a Canera viewin Wrld Bilder, vhich then tells 308 MX to ren-
der the Mix objects, theninport s the Z buf fered i nage, then the Wrld Bil der
inage is rendered and autonatical |y conposited wth the M i nage.

Chapter 6
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3D Studio MAX Gormuni cation A ugin

Est abl i sh Gormuni cation  procedure
Tre first stepisto est abli sh conmuni cation between Wrld Biil der and 3D
Studi o MAX

1 Start Wirld Builder and 3D Studio MX

NOTE The order in which World Builder and 3D Studio M are st arted
does not natter.

2 In3BMX dickthe Uilities Tab and choose AVB Gonmuni cation Wility
framthe UWilities pdl dom list.

P D e aulk

Mi Dl The Gonmuni cation, Light Export, and Canera Export rollout's appear in
smbtﬁﬂp the 3DS MAX Command Col um.
Shapshat Plus
Reset Transfarm
ALE Eommucatlon
B on il

- - Communication Panel - Light Impart | - Camera [mport |
Connection with B
’7 Connect I Eancel
.-’-‘«bout
| pdate | ot | pdlate | ot
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3 Qick Gmect.

If the Active Frane Ranges arent the sane in both prograns, you wll get
a Mssage dialog asking you i f you want to change the Ative Tine
Segments. Qiding Yes wll nake the World Buil der scene updete to the
current active frane range in MX |f the franes are the sane, then you
sinply won t get a nessage when the two prograns connect.

& Active time segmentz do not coincide. Change?

4. Sntchto Wrld Builder and choose Q eat e/ MMX Gommuni cati on Qpj ect.

MAX Communi cati on Chj ect appears inthe Qyject Tree and is se ected.

—I- Scene
Waterl
Max Communication Object
Light5ourcel
Camera_00 target
Camera_00
Landscapel
Sky

Object: Max Communication Object
General Preferences
k& Rendering Parameters
Lightz E=part
k& Objects
& Cameras
k& Lightz
i Meshes

Inport Gpjects to MX  procedure

You caninport light s and caneras fromthe Wirld Buil der scene into 3D
Studi o MX scene to natch the scene lighting, canera settings, and point
of viewin the M¥X scene.

1 Inthe 3DStudo MX Uilities panel, expand the Light BExport and Ganera

Chapter 6

—p—




CHAP_6B. QXD 6/ 5/ 2003

10: 20 PM Page

NOE

TP

1

2

3

219 $

3D Studio MAX Gormuni cation A ugin

Bopot rdlot s

Therdlots appear, eechone dspayingalist of associated ligt o cam
eraadyjects fromthe Worl d Buil der scene, and Update and Export buttons.
Undate updates the list if you have created an object in Wrld Bilder
since conmuni cation was est adished The Export command exports the
object fromWrld Bilder into the 3D Studio MAX scene.

Sect the Ligt source that you vant to use for the MX scene and click
I nport.

Ater anonent the selected lignt appears inthe vieworts The nane of
the inported Li ght Source di sappears fromthe |ist.

Repeat step 2 for the Ganera.

The canera fromWrld Buil der appears in the MX scene and di sappears
fromthe list as well. Both caneras and light s import wthther aigrd
nane and an "AWB_" prefix. Nowyou can open a viewport for the Wrld
Bui | der canera and frane the MAX scene object s in the canera view.

It isnot required to inport the World Builder canera into 3D
Studio MX to performthe rendering and conposition, but it is rec-
omended to ensure that the Max scene objects are properly posi -
tioned and franed.

e Hle/Export/305in Wirld Builder to export Landscapes fromthe
AVB scene. You can then inport the Landscape nmeshes into MAX
to help you aign objects wth the World Buil der scene.

Render fromMix  procedure

Choose Render/ Vi deo Rost.

The Video Post dial og appears.

Cik Add Scene Event.

The Add Scene Event di al og appears.

Inthe Add Scene Brent dialog, use the drop domn list inthe Viewbox to
choose the Wirld Builder canera viewand click (K

i
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The World Builder canera Scene BEvent appears in the Video Post Queue.
4 Cik Add Inage Flter Brent.

5 Wethedropdown list inthe Hlter Hugin box and choose AWB MAX
Qnmuni cati on fromthe list.

AVB MAX Qormuni cation appears as an Inage Flter Event in the Video
Post Queue.

Filter Plug-n

About... Setup...

6. Qick Execute Sequence.

The Execute Video Rost dial og appears.

7. SHed the Tine Qitput, Qitput Sze, and Qitput options that you want and
click Render.

The Qutput S ze paraneters wll be transferred to the Wrld Bilder ren-
derer tenporarily for the purposes of the rendering. Mx renders the
scene, thencalls the Wirld Biilder renderer.  Wen the Wirld Buil der
scene is rendered, the two inages are conposed in Video Rost.
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3D Studio MAX Gormuni cation A ugin

Execute ¥ideo Poszt

Tirne Clutput

" Single = Ewery Mth Frame [7 =

FiHangéf 0 3] Ta [100 =

Output Size
widh[720 2| 320240 | 256x243 | 5120486 |
Height[488 =] Ganwaso | 720ua85 | aoows00 |
Pixel Azpect Ratio:[0.83 | 3]

Image Azpect Ratio: 1.319

Okt
[v “irtual Frame Buffer [

Render | Cloze | Cancel

Render fromWrld Bilder procedure
1. Slect the Ginera that you want to render the Mix scene and Wrld
Bui | der scene.

2. pen a viewport for the canera and click Phong Render.

The Status |ine Reads MAX Render XX%done as Max renders its scene.
World Bilder then renders it s scene and Qonposes the two i nages.

AX Conmmuni cat i on (bj ect
You use MAX Cormuni cation object s to specify lirk sdected The fdlowng is a
short description of the MX Gonmuni cati on (pj ect Properti es.

General P ef erences:

e Msh Mination Type Setstheinport of 3D Studio MAX obj ect sto
Boundi ng Box or Static Msh if the Mx renderer is not bei ng used.
Bounding Box wll only use the obj ect Boundi ng Boxes and their ani na-
tion Static Msh wll inport the Static Msh and anination infornation at
the first frane of the anination. Msh transfornati ons such as ani nated
Oy ect Mdifiers are not supported.

e RrformRender in MX (otionto cal the Mx renderer to render its
scene. If this box is unchecked, the Mix renderer will not be used, ad
the Mesh Anination Type options wil be used.

e MninumRender Type to Gl M Sets the nini numshadi ng | evel
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used in Wrrld Bilder that wil invoke the MX renderer.

e Hat Rndering The Mx renderer wll be caledif you use Hat,
Gouraud, or Phong shading to render a view

e Quraud Rendering  The M renderer Wil be cdled if you use
Guraud or Phong shading to render a view

e Phong Rendering  The Mx renderer wil be caled ony if you use
Phong shading to render a view.

o MMX Rendering Paraneters Dsplays the rendering options Video @l or
Check, Force 2 Sdes, Render Hdden jects, Render At nospheric
Hfets, Super Back, and Ati-Aiasing for 3D Studio MAX

e ligts Bport  Alows youto sdect ligt sources fromthe Wrld Bil der
scene to export to 3D Studio MMX  Save to FHle saves the Shadow Mp
fromthe light, and alows you to lcad the nap in MXin a specia
options button inthe Ligt s Mdfier Pandl.

 MMX (jects Lpdate Al MAX (oject s wil update any edts nade in
MAX to the represent ative djects in Wrld Bilder. You nost exqlicitly
updat e any changes nade in either program

o MMX CGaneras Alows you to sel ect caneras fromthe MAX scene
toinport into Wrld Bilder.

o MXLights Alows youtosdect ligts fromthe MM scene to
inport into Wrld Bilder.

o MAX Meshes  Alovs you to select ohject s fromthe MAX scene to
inport into Wrld Bl der.

Inport Ligts, Ganeras, and Qbjects fromMAX  procedure
You can inport light's, caneras and object s from3D Studio MXinto the current
World Biil der scere.

1 Wth both World Builder and 308 MX runni ng, sel ect the MX
Gnmuni cation (hject fromthe (pject Trea

2. Slect the MX yject s Froperty fromthe Rroperty Tree

The Wodate Al MAX Qpject s button appears in the Property Page.

Chapter 6
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3D Studio MAX Gormuni cation A ugin

Update All Objects
that Reprezent
A0S tudio Mak Objects

Update All MAx Objects

3. Slect either MMX Ganeras, MMX Light's, or MAX Meshes.

The correspondi ng Rroperty Page appears wth an object list and Sl ect
Al Usdect Al, and Update buttons.

Select 305 tudio MAX Objects Select 305tudio MAX Dbjects Select 3D Studio Mo Objects
ToAdd In Project ToAdd In Project To Add In Project
Cameralz Spot02 Teapot01
Spotd Box01

Select Al |UnSeIectAII| Update | Select Al |UnSeIectAII| Update | Select Al |UnSeIectAII| Update |

4. Qick Lpdate to nake sure that al ojects available fromMX are in the
lig.

The list is updated
5 Sdect theitemo itens that you vat toinport, the click Apply.

The sel ected object s are inported fromMx and appear as children of the
MAX Gormuni cati on (bj ect.

NOE It is very inportant to naintain Cbject Names once communi cation
has been est ablished. Changing the nanes of |nported/ Exported
objects in either programcan produce unpredictable resuts
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Boot ligts & Shadow Maps to 3D Studio MAX  procedure

You can create shadow naps in Wrld Bilder and save themto file  You can
then choose to export these shadow napped lights to MX then | oad the shad-
ow nmapsinotheseligts so you can project shadows fromWrld Bil der
ajects onto MX objects Aterrativdy, you can choose to create Wrld

Buil der Support Ligts in MAX and | oad the shadow naps irtothese ligt s

1 InWrldBilder, select the M Gomuni cation oject, then select the
Ligts Export Property.

The Light s Export Property Page appears.

[+ Expart lights to MAs

o o

Save to file
Shadow Map Bias 1 =i

2 Qicktocheck Bport Ligts to MX

The ligtsinthe Wxld Bilder scene that appear inthe list are autonati -
caly exported to M.

3 Tagtheligtsinthelist that you vant to create shadow naps from
4 Cick SvetoFle
The Slect Fles to Save FHle dia og appears.
5. (hoose a path and file nane and click Save.
The Shadow Myp is saved to file. The Mp B as setting nirrors the sane

settingin Mx ligts, ad of fst s the shadowfromthe object casting the
shadow.

Chapter 6
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Geate AVB Support Lights in MX  procedure
1L In3DStudo MX click the Geate t ab, then choose Light s

2 Intheligtspad, sdect AVB Support Light fromthe drop down |ist.

The AVB Support Light (bject Type rdlout appears.

[wE Supportlight =]

- Ohbiject Type

Directional Spot Light |

- tame and Color

3 Qickethe Drectiod toceseapadld ligt o Spa ligt to crede a
spat.

The button turns green and sticks.

4 Fr aSpa Ligt, dicktocregethe ligt sorce dragto define the dst ance
tot arget, then releasse the nouse to create the t arget. For a Directiod
ligt, dick aceinthe desired | ocation

The General Paraneters and Shadow Paraneters rol | out s appear. A
Spat Light wil appear wth a yellowcone, and a Drectiond light wil
appear as it does in Wrld Builder as ayellowXwth a yellowline
comecting to the vorld originn. A so, the Spatlight will have and add -
tiod Spat Ligt rdlout wth Ht spot and Fallof f spmears. Therdlout s
cont anparaneters that are coomon to both AVB and MAX |ights, and
any unsupported features have been renoved.

- General paraneters - Shadow Parameters - Spat light
Colar ' Usze shadow Hotspot: [42.0 | 3]

On: v Exclude...

" J tapBiaz  Size R ange
R: (120 ﬂ H:[0 ﬂ 1.0 g A12 ﬂ 0.0 ﬂ
G:1an (& S0 3 W Load from file

B:[180 2] V:[180 = -
Multiphier: [T.0 3]

Falloff: [47.0 =

5. In the Shadow Paraneters rol lout, click ke Shadow.

The Load FomHF | e option i s now enabl ed.




