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Introduction

X2DK4 converts .X files (Direct3D) to Beam 3D/Vertigo DK4 files which can then be loaded into an application using the appropriate DK4 loader.

X2DK4 is invoked as follows….

X2DK4 [options] Outpath Infile

Outpath is the path where the resultant DK4 file will be placed.

Infile is the filename of the input .X file with no extension specified.

The converter produces 1 to many DK4 files, one .LST file which lists all the DK4 files produced and a .OUTLST file which displays messages about the conversion process including whether or not it succeeded or failed.

Options

INI File Options

Using the command line option –i<inifile>, you can specify an INI file which contains parameters for the conversion process. Parameters specified in the INI file will override any specified in the command line options.

Note : In the below , | means specify one OR the other and <> symbols are used to show where to specify a setting.

Eg. 

DEBUG_LEVEL = <n:n=1|2|3> means any of the following lines are valid in the INI file.

DEBUG_LEVEL = 1

DEBUG_LEVEL = 2

DEBUG_LEVEL = 3

______________________________________________________________________________________

The INI file should have the following format :

#comments start with a hash as the first character of a line.

[MODE_OPTIONS]
KEY_SUPPRESS = <TRUE | FALSE >

PARSE_MODE = <MODEL_ONLY | MODEL_AND_ANIM | ANIM_ONLY | RACELINE | TERRAIN>

[WELD_OPTIONS]

WELD_TYPE = <PART_WELD | SKIN_WELD | GLUE_WELD|SPLIT>

STRICT = <TRUE | FALSE>

COMPONENT_PREFIX = str

PART_FRAME_PREFIX = str

NBR_OF_LODS = <int n: n > 0>

[SKIN_OPTIONS]
JOINT_TOLERANCE = <float n>

SKIN_TRAVERSE_DIRECTION = <CHILD_FIRST | PARENT_FIRST>

IGNORE_TEXTURE_COORDS = <TRUE | FALSE>

[ANIMATION_OPTIONS]

ANIM_RATE = <int n: n > 0>

ANIM_TYPE = <ANIM_LOOP | ANIM_PLAYONCE>

ANIM_SLERP = <TRUE | FALSE >

ANIM_FRAME_PREFIX = str

ANIM_IGNORE_SCALING = <TRUE | FALSE>

[DEBUG OPTIONS]

DEBUG_LEVEL = <n:n=1 | 2 | 3>

[MATERIAL_MATCH_OPTIONS]
COLOR_TOLERANCE = <val>

FLOOR_SPECULAR_POWER = <TRUE | FALSE>

IGNORE_EMISSIVE_COLOR = <TRUE | FALSE>

FLIP_TEXTURE_V = <TRUE | FALSE>
Command Line Options

If no INI file is specified then some parameters can be passed from the command line options. The following will explain the results of issuing the various command line options. The corresponding INI file options are also listed in italics/brackets.

-a 

(ANIM_IGNORE_SCALING = TRUE)

Ignore scaling information in animation parsing.

-b 

(KEY_SUPPRESS = TRUE)

Without this option the program will prompt you to hit a key after an error occurs. This option supresses the key wait.

-c<tol>   
(COLOR_TOLERANCE = x)

Specify Diffuse Color Tolerance for more relaxed material matching. The material loader will copy the first matching color (within given tolerance) on the material stack. Use this option to give more matches on material color (diffuse).

-dn {n=1,2,3}
(DEBUG_LEVEL = n)
This option specifies the debug level. Level 1 gives minimal extra information, level two gives summary style info and level 3 does a complete dump of vertices, normals, trisets, materials. All debug info is written to “infile.outlst” in the current working directory.

-e

(IGNORE_EMISSIVE_COLOR = TRUE)

Ignore Emissive colors when defining materials. This possibly could increase the number of material matches.

-f 

(FLIP_TEXTURE_V = TRUE)
Flip Texture V co-ordinates. Use this when exporting BMP files from the Softimage converter (which converts BMP’s upside down.

-i

Supply an INI file….see above for an example.

-j<tol>

(JOINT_TOLERANCE = x)

Supply the joint tolerance for determining whether or not vertices in different parts are equal when building a skinned model.

-K

(WELD_TYPE = PART_WELD)

Do a skin weld.

-P

(WELD_TYPE = SKIN_WELD)

Part weld.

This option indicates that the input .X file has frames which indicate the valid part relationships which are to be output into a part hierarchy. The artist can use this method in conjunction with programmers to design the model’s part hierarchy at the modelling stage.

-q

(FLOOR_SPECULAR_POWER = TRUE)
Floor the specular power to the next lowest power of two. This could possibly give more material matches on creation of materials.

-s 

(STRICT = TRUE)

X2DK4 will try and overcome certain invalid modelling situations when certain options are set unless this option is set. If strict is set then X2DK4 will fail if it cannot process the input file with the information given. This relates most to part welding which requires the “P_” prefix for valid part names.

-S

(SMOOTH_VERTEX_NORMALS = FALSE)
By default, this is set to true. If specified, this option will disable code which identifies vertices which are identical on position only and copies vertex normals to provide more reduction (using makeTexVerts switch in the load DK4 process).

-tp

(SKIN_TRAVERSE_DIRECTION = PARENT_FIRST)

For skin welds, process frames in parent first order , as opposed to CHILD_FIRST which is the default.

-v<val>
Scale vertices by this amount. Note, this is uniform scaling only.

-V

(VERTEX_LIGHTING = TRUE)
Enable vertex lighting parsing and output.

-w (weld)
(WELD_TYPE = GLUE_WELD)

This option will attempt to weld all frames together into one resultant part and produces a model similar to the previous DK3 format (with weld option).

-x

(IGNORE_TEXTURE_COORDS = TRUE)

Ignore texture co-ordinates when doing a vertex comparison for skinned model generation.

-y

(CLEAR_VERTEX_NORMALS = FALSE)

By default, vertex normals are cleared in pre-process.

-z

(WELD_TYPE = SPLIT)
Split each part into a separate DK4 file. Similar to functionality of X2DK3.

Converting Models

· Do NOT freeze the models (don’t think its actually possible).

· Use “P_” to prefix model parts for part and skinned models.

· All centre points must be aligned in the model.

· If you’re going to generate skinned models you must remember to include common vertices across parts for them to skin properly.

Collision Models

A collision model should consist of one component only. To ensure this is the case use the –w (weld) option to weld all frame meshes into one component.

NOTE: Currently GROUNDBUILDER still requires DK3 files as input.

Converting Animation Data

Currently, you will need to clean up the output .X for animation data…

· The first frame must start at 0.

· A lot of extra animations are exported for Soft. Basically it exports animation frames for each frame in the hierarchy, whether or not there was any movement for that frame. For Vertigo, you only need to generate animation frames for those parts that move in the model. Therefore you can save space + processing time by removing the Animations for parts that don’t move. You can easily spot these from the fact that the data is the same for all Key data elements.

Converting Terrain Models

To convert terrain models from Soft, 

· Attach objects to a null for each Level of Detail. The null must be named L_x where x is the LOD from 0 to n (max lod).

· Attach each of the LOD nulls… ie. L_2 is the child of L_1 and L_1 is the child of L_0.

· Make sure the terrain model is FROZEN. This gives all part transforms the identity mtx.

· Export using option 2 in the Soft to X conversion (preserve nulls).

· Invoke X2DK4 using the following options specified in an INI file.

[MODE_OPTIONS]

PARSE_MODE = TERRAIN

[WELD_OPTIONS]

WELD_TYPE = PART_WELD

STRICT = FALSE

COMPONENT_PREFIX = TER_

[DEBUG_OPTIONS]

DEBUG_LEVEL = 2

Converting RaceLine Models

Raceline models represent the visuals and information required for a raceline. A raceline is a cyclic graph (a loop) and this is conveyed using certain NULL’s in the hierarchy to represent the joins back to parent raceline segments.

· Use the following prefixes for frames in Soft.

“R_”
Represents a raceline segment.


No prefix is used to hold the actual mesh and is attached to a raceline segment.

“I_”
is used to convey the desired speed for a raceline segment.. eg. I_100 to say, go 100km/h at this 

segment.

“J_”
Is used to represent a loop join back to a parent raceline null.. eg. J_MAIN says this segment joins 

back to the MAIN raceline segment.

· Make sure the model is frozen in Soft.

· Use option 2 in .X export options to ensure NULLS are propagated to the X file.

Use the following INI settings to convert a raceline…

[MODE_OPTIONS]

PARSE_MODE = RACELINE

[WELD_OPTIONS]

STRICT = FALSE

COMPONENT_PREFIX = RCL_

See the example raceline hierarchy below which represents a raceline with three sections…
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