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B HEHG

BRI
O =a7)ViE, Maya 7 —L bV AL—2OMHFECDOWTHIAL T
ESCRS

EE: Maya 4.0 LI Tld. Maya O APl ZE#EH T2 L2 BEIDLET,
MDT LA ¥/ Maya 1.0 FICBIFE S N TLLKE, APTICW K Db OBEEMEINE N
7eDT, MDT LA V2T 24083580 X L,

Maya 7 —L b J Y AL—2&, Autodesk DT A & A %2 Fz 1— IRt
NE9, £, #BMtENMaya 7 —L F SV AL —4%Z21—8 YA FTHAIK
NARIARXTES LI, FTIVAL—RDY—Z I— K& MDtApi &t
Nnx9J,

VRML2, RTG. GE2 DEF—L FS VAL —RIFAPI A VX T 2—A LAY

(MDtApD) THEMNTWVET, MDtApi HhElE Maya API Z i L THREINT
WET, MDtApi l&, WhixBERD Maya API £ {8352 L IxH D XA,
Dt#hEIX. FI VAL —ZBEREL MDD TSy b T A — LB TOY—RX 32— RO
FHAERGICL, APLYV—X O— ROV U FIVERMET 2 L EHNE LTV E
ERS

T—L b VAL—RE, T7A)V>FXTLY AR—1 (File > Export All)
FE72ET 7 A > BREHOT 7 ZAR— b (File > Export Selection) A= =2 —IH
o7 O ATERT 74V T AL—% (File Translator) 7574 > T
ERS



bS5V ZAL—2RERNED, 2 DDEAR T ERE

B Maya O — VIEHICHIRINEHIC T 7 2 A TE BZNHT— 2 N— X ZFK
LET, TOT—ERN—RR@EITIN—TUANZZALEEZ BT ENTEET,

B COTF—FZR—ADEREFHA LT NS VAL —2EEHLET,
FSUAL—ZDHEH Tat AciE, A—FORENNELL T g HNL D
rHOFET, chicid. RET—2RX—A 2ty 7w T3+ T3 &y
Fe. EBIC RS VAL =2 ERHT 7200473 vy bHABH O T,
RETF—EZRN—ADHEEA T3>

P A= 3> #47 3> (AnimationOptions) 7L —L LY, BEREN
o7 A= g VDL EEEZT

IV ARKR—bt T2 3> (Export Options) FEfE R, 7vtlL—ra >
TA=2, IEMEOLR—+EE2ET

TYIRF v F 723> (Texture Options) < = —XiHii/ 8T A—RZ2EL
FOMOA T gy VI UAL—REBEOF T g

IR — =
T—=L bSVAL—2%R1TTS

Maya 77— TV AL—XITiE VRML2, RTG, BXTU GE2 W EINh T

%9,

F I YAL =R 2T HICIE, KD 2 DDTEAZFTLET,

B U YRYSHRE/TVIT7LVAS>TIT4Y 32—y (Window >
Settings/Preferences > Plug-in Manager) W« ~ FUMNS F S VAL —2%
H— F Li@‘o

B FIUAL—YavEBTBICE. 77 A > TRTII AR— 1 (File
> Export All) 7237 7 )b > FEREHDOT 7 AR— b (File > Export
Selection) A= a—IHHZERT S, MEL A7V S b XAy R
EEALET,

file -rename output filename
file -exportAll

EJArS
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file -exportSelected

FSYVAL—R2ZNHREZ2IAL X /BERT S

i, FIVAL—REFHOAISAIVLIED, BT 2 5IEC DV THIAL X

‘a_D

FSYRAL—2ZBIaAVINTIVT BICIE

1

2

BRIV BHNT, KD C+ AL TEARMLUET,
(Linux®) SGI C++ 7.3.1
(Windows®) Microsoft® VC++ 6.0
(Mac® 0OS X) Metrowerks® CodeWarrior 7.1

O — VISR 2 FR L T RD K 57T+ L7 Y W —Z2 e
BHTEMNTEET,

MDt/MDtApi

MDt/include

MDt/lib

MDt/vrml2Export

MDt/rtgExport

MDt/ge2Export

$MAYA_LOCATION/devkit/obsolete/games D S{H < DT« L7 h 1) %2
Ef'_ L/ i ‘g_o

Maya (&, CodeWarrior®, SGI®, MSIDE 7m¥x 7k 77 A IIVHD
Makefile ZfTELTHEH., TNEZ2ME>TF I VAL —RZHERTEX
ER

i HEICE 5> T Makefile Z#ifk LT, Maya DRFED >~ A b —)Vi
Wo7a 2o b T ANENARZIARXT Z20ENHD ET,

FLHIC, MDtApi 74 75V 2 LE T, EFDDF T AL—2Eff
HTERART v IATIVREKRLET, ThZLIB MacOSX) .
DSO (Linux) . F72(& DLL (Windows) 77 AV LTEKT 5 &8
AJRETY D, HME I VAL —RZFH LI OEFT 20D ART 1w
7 SA4T TV EERT 1T DT,

FSVAL—B2ZHREZIAX/BIEKT 5 |3



(Linux) libMDtApi.a iZlib 7« L7 FVICOE—ENTEIHhHBIE
nx9,

(Windows) 1ibMDtApi.lib & Release %77« L7 FVICKHIENTE
D, ZTHLBRENET,

(Mac OS X) libMDtApi.lib I& CEMSupport 7 # )LV Z I ENTED |
ZThoBEnEd,

DEBIE NS VAL—2%1EET S

E: Mac OS X DIE. A TS UNBICHEBEENTHWEDTr I VAL —4%
WERTZRERIH D FH A,

1

NI VRAL—=RDTSTA Y T 7 A )i I—YD Maya {EEEHD ST J
AV TA4LZMIICaE—LET, RDKS57%T 1 L7 H RSO
Hica¥—LT<ZEw,

$HOME/maya/prefs

$HOME/maya/projects

$HOME/maya/plug-ins

$HOME/maya/scripts

T4 YR SHEITVIT T LVASTITA4Y 32—y (Window >
Settings/Preferences > Plug-in Manager) »5, ALYk N—Ya3>D/
STAVET7a—RLET,

HLWN=23 DTS5 540 a4V LET,

MLWNS Y AL—% F5 51 27% plug-ins 7« L2 FUIZ, MEL 47
ay A7V T N scripts T4 L7 MUIC, TNEIUEMLE T,

T4V RYSEE/TVI 7 LVA S TI554Y 32—V % (Windows >
Settings/Preferences > Plug-in Manager) 5, 7574 »ZJn—FRL
ESCS

MELA T2 a >y A7V S s 2EH LRSI, ZOEHED Maya Wil CH
icha ko1, A7V T 705 (SciptEditor) 7 7)1 (File)

AZa—&KDYV—Z X7 VY b... (Source Script...) ZFR L, FE MEL
A7V T M ERPABEBLET, 5 LTI, ZHIIKMENER

Ao
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7 RIUVAL—RERHLET,

BEZT5YMITA—LANDAVRA =V
F—LHD NI VAL —2E, Maya V7 b7 =7 D devkit/games NICHEHET
AVAR—=IVENET,

F—LHF I VAL—2DT 1 L7 FUMER, MayaZdA7925 75y b T4 —
LICEK->THREDFT,

F: XOT 4 L7 b OLEFTOEE, Windows Tld Maya BRI A7 ClcA >~
AF—=ILENTVA I LZFH-ICLTWE T, £5 ThWLERE, [Cl Z2Z4HE
L. WindowsMaya W1 VA F—)LENTWVBE RS AT Z2BlT5K51CLT
{FZEW,

FSUAL—RDINAFY A A= 1ib Mac OS X) . .so (Linux) F7ziZ
.mll (Windows) ZXDT 1 L7 VICHH T,

B (Linux) /usr/autodesk/maya201l/bin/plug-ins/
B (Windows) C:¥pProgram Files¥autodesk¥Maya2011¥bin¥plug-ins
B MacOSX) /77U —33

>/ /Autodesk/maya2011/Maya.app/Contents/plug-ins

I—Y AT a TS MEL AU T~ 77 A)VEROT 2 L7 bV
HHET,

m (Linux) /usr/autodesk/maya201l/scripts/others/
B  (Windows) C:¥Program Files¥Autodesk¥Maya2011¥scripts
B (MacOSX) /77Uo—-23

>/ /Autodesk/maya201l1/Maya.app/Contents/scripts

b VAL—R BT BDICHERT 7 A VIR, @ H, TSI A DN T
T7AIVEMELA T a3y 77 ANVETTT, V—A I— KBAREREAIR.
devkit 7«4 L7 b WU —TFIcHHET,

m (Linux) /usr/autodesk/maya201l/devkit/obsolete/games/

BLHEB3T5Y b TA—LADALV A=V |5



m  (Windows) c:¥program
Files¥Autodesk¥Maya201l1l¥devkit¥obsolete¥games

B MacOSX) /77U — 3> /Autodesk/maya2011/devkit/obsolete/games

INEDOT 4 L7 FVIKIE, RO TT4 L7 FUNBHOET,
MDtApi

include

vrml2Export

rtgExport

ge2Export

E b T L7 FUZRRERLTLEE W, lib T4 L7 MVET 74
FTIERE N T A

Mayalc b5V AL—42%Z0—F9 %

P—LHOT ST TS5 VA MaGBMLES, a— FUTHERHLE
ER

1 U4V RYSHRE/TVIT7LIVAS>TITITAY 7=V X BT,
75594 IZx—V+ (Plug-in Manager) 7 ¢ > RUZ[HE, Fi#iEh
TWB TS 54T RNTERLET,

2 HWOTS 74 EHm#EZELTE—F (oaded) Fxwv7 Ry I X%IUw
LTI 7420 —RLEYT, HEO—F (autoload) Fx w7 R
D ADIEF N UTEEIE. Maya B FllEi LTS5 74 V20— R9 %
RERH D ET,
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VRML2 F S AL —%

VRML2 DIEE

VRML2 5 Y AL—%Ii&, MayaD>—> 77 A )% VRML2 7 4+ —=<v ML
JAR—=FLET, NURBSY—T7 2 AR IVCTFvEL—yaryLThbol
HENET,

#: VRML2 F 5V AL —ZTiE, Maya DI XN TOEEEL Y R AT NS DI
TRHL T A,

VRML2 Di&E

HA

RKVIY VA ARY

NURBS =7 x A CEMAEXRLEMNABICT vEL—Y a3 ENET)
BRI (B

VRML2 7V 27 ¢ 7 (2T EDGE)

VI—FRDINT A—H

T AF % (SGI D RGBA A A—Y 74—<w k)

UYw RTRS 7= A= gV

JHEDT = A=y 3 v

71 A R



B o1 MER

avvFk

VRML2 F 5> AL —&ICIE MEL XY RHHAATFNTVET, 2D
vrml2Tags A Y RFZ2ffifT 5L, A7V 7 DXL FIv T 7R a—
FEERTHIENTEET, EA4F3Iv Y 7 MU Ea— bOffIZ VRML2 b
FUAL—RICEXHSTHBBREN, M7 7 AIVOERICHEREINET,

7hrJEa2—F
VRML2 b IV AL —Z T, RDEAFIwv 7 7 I a—rEEELUTER
TEHENTEET,

B userAnimated boolean: On = force vertex animation processing
B VRML2 Primitive: long, cube/plane

B VRML2Billboard: long, camera facing/Y facing/Z facing

CDTSTAVICHRELR T 7ALIV
COTS5A4VRGHATBICE. ROT 7 A IVHBRHRETT,

m vrml2Export.lib (Mac OS X) . vrml2Export.so (Linux) . X7z
vrml2Export.mll (Windows)

B vrml2TranslatorOpts.mel

V—ZX d—RiE LFOT+ L7 MVICHO £,
(Linux) /devkit/obsolete/games/vrml2Export

(Windows) Program

Files¥Autodesk¥Maya2011¥devkit¥obsolete¥games¥vrml2Export

(Mac 0S X) 77U —23>/maya2011/devkit/obsolete/games/vrml2Export

HIPREIH
B MacOS X DFH, VRML2 Exporter (37 7 AF v 2 L7 AR— b LEE Ao

B VRML2 OFEEOHIFAL [0~1.0] TY, Maya I HIEDH O A, Maya
T T OHIEAEV I, VRML2 k52 A L— &I [0~100] DA —1) >/
Jzuifd UT. Maya OBEEOHIFZ 0~ 1.0ICINE 5 K5 Ik L E T,

8|%F2E VRML2 FS VAL —%#



B BDRT—IUEICDOWTIEF v 7 ENETA, VRML2 Tld0L DA —
JVEDEHEE SN E T,

m HENET 7 AV T AF ¥ Id SGI D RGB/RGBA 74—~ v MRS N
%9, Microsoft ® VRML2 ¥ 2 —7"1& RGB/RGBA 7 + —< v F &2 R— |
LTWEHE A, Cosmoplayer ZffiH] 4% &, Linux ~A7 L k& Windows
VAT L EDWSTIDT I AF Y T 7 ANEGHHPAL T ENTEET,
Windows ¥ A7 L ET7 VU r— a Y OHBLEBEEENREIN TS
6. Explorer Df8H D IC Netscape &7 7 A )V ZA TRT7 SV r— 3>
CBET) 2 ENH D £T,

B TIAFyEELLEEEIEZICIE, TUVAF¥ T3> (Texture
Options) 7 MU Ea—+%Z2Y 27 )L (Sample) ICRET ZHENH D X
ER

B VRML2 SV AL—RIEAEY V=7 (R DRETRHENRH D E
o THUT. PRINRNEIEEAED - TLES D TT (Fze Zid.
Maya 1.0 TNURBS H—7 2 A% 7 ZA—=+F% &, Tvkl—rarofk
DICHZORKEDRAEY V=UWRELED) o

B HADO7=ZA—=y3avidinMesh 7 hU Ea—FDaAXRT ¥ g VHDINT
HITFENZT2D, FBEIDEZLDIAARNIRNTZ A= SNz HxEh
BUREMDH D T, REEGSE. T2 A—varyoftkiFe LT, 7=
A—rENTWiERWV tweak (V4 —27) DA R EIZ)—2T v LTL
7ZE0,
userAnimated £\ 5 XA F w7 7 bV ¥ a— bOsEHIEHICOWTF 2 v
TENBEICEDELR, 7 hJE2—FDEM (AddAttribute) <>/
RZEEFA LT, userAnimated XA+ I v 7 hICa—rET—)L TS5
LB, HEOT Z A=Y 3 VBRI THEH LzwAt T
V7 MIRHUT, TOT7 M) Ca— A VICRELET, TDEAFIY
7RIV a—hE, BEAERAVART I3 Y CAR)DRENET
Y7 hRinMesh A% 73D AT V7 MIERALET,

B VAR ZELT VA A N BB ENE TN, COTVA ARV IEH
FHENEE Ao

VRML2 F SV AL—R2ZA VA M—=ILT S

75947 %=+ (Plug-in Manager) Z{fiflLC., 75 %1 > ® VRML2
FoIUAL—2%A VA F—ILLET,

VRML2 F SV AL—B2%ZALVAM—=IVTS |9



1 UV RYSRE/TVIT 7LV AS>TIT42 %=V (Window >
Settings/Preferences > Plug-in Manager) Z3HRL Cilikc % /554
VTR TERRLET,

2 vrml2Export.so (Linux) . vrml2Export.mll (Windows) . 7zl
vrml2Export.lib (Mac OS X) OBfDOO—F (loaded) Fx v 7 Ry 7 X
ZO)w I LT, 59740 Z0—FLET,

HEja— R (autoload) Fx v 7 Rw 7 ADHEZ N LIGEIE. Maya
ZHEHHLTTI A0 20— R 20808 H D X7,

Maya CVRML2 7O/\T 1 #5RET S

VRML2 7551

vrml2Tags A< > REHEITT S L, Maya TIAAFIv 7 7hUEBa—FD
I7 17 MERZEODVRML2 7 7 A VIBINE NS A TV 27 M, 2T 7%
TRAYFTBHENTEET,

vrml2Tags 1< > Fid. scripts/other 7«4 L7 FVICHZ MEL AV VS T 7
A )LD vrml2Tags.mel T3,

VRML2 7O/\TF 1 ZRET BIcIT
1 VRMI2 7 NV B a—hETRvF§T247Vx 7 MeBRINLET,

2 OV F 54~ (Command Line) IC viml2Tags & AJJ LT, vrml2Tags
ARV RERITLET, XD 1 Y RUNLRINET,

Add [Delete l<a |4 »]

3 ZOUAYRYTvimI2 ZTDOREZEZFHLTAAdRZ 2T )y LE
ER

10|%2E VRML2 FSVAL—%



4

Add Delete l<a 14 »l

7hUEa21—F ITF71% (Attribute Editor) OBIMD7 FJE1—F
(Extra Attributes) £ 7> 3> C. TO7 M2 — 2 ELICEHTE
ERC N

7RI ECa—FOFIAET = Ta—l DT, UREZSIRLTIZE N,

VRML2Link Z{E>TH IV 7 b ZWeb 7 FLRICY 9T 3
Link & Message (Msg) 7 FUE 2 — T, NA3=FTF A FDVY 7 DIFIKL,

=4

N ﬁlﬂg{%%?‘?b A i bé‘o

F79x9 & Web 7 FLRICV V7T BlclE

1

2

VY7 ERTENF TV 27 FeBERUE T (EGERRD

vrml2Tags O MEL 2~ > K237 T, VRML2 OBHED X 71§ &R
L9, OV K354 (CommandLine) I viml2Tags & AJL £,

T4 Y RUTNEHICHS Add REVEIY Y I LET,

vrml2 TagsWin 7« > RO T Add A& 2T &, BRUA TV 2o
FOT7 FJE21—bF IF 142 (Attribute Editor) OEMDT7 FJE1—F
(Extra Attributes) 7> a3 VW57 M a— RN T7 7L ATES LS

1D £,

vrml2 Link ;R 7 ZI1Z URL # A LE T, fi:
http://www.alias.com

Fie, ROEAXTY V7 EROHAZENT 52 L ETEET,
URL*DESCRIPTION

TTTC, URLWIZY V78D T7 RLA, TAZYRY %) 13w/ SL—&% (X
Yj %) . DESCRIPTION &, VU > 7 %#457%E LIzKHT VRML 75 I
FRENDBFHAL T,

Maya € VRML2 7O/N\T 1 BRET S | 11



:

http://www.alias.com*Alias Web Page

5 77A4)>FRXCLY AKR—F (File>Export All) ZERL T — 27z
WUttt A7Y2 7 372774 77% VRML U Y71 b £9,

VRMLE 12— RA14 > F %2Rk T %

Ea— RAVMid, VRMLY—)V R THLD UBHFRES NIz AT DNEEH
MT3, Ea— RAVI2ERT S E. VRML V=)V RDFES— 3 VIA
HIx0ET (FzezxliE, VRIS VA RSV NIRSED, ATV MR
IJO—X7 v T UTERLIEDTES)

VRML E 21— KA F2ERT BT

1 AAXTZHBUMERLE T,

2 fERRL7e A X ZICHHETZ T 9, 1 X T8I VRML2 THANETD
FHEFEHLET, LMo T, Xyva, [\ JREHATEEEA, ZEX
¥, Entranceview & VRML2 I XS DHFTE L THEINTT,

3 vrml2Link 74 —)VRD URLIC, TOXR—=YDFHTZE 12— KAk
D&HT% # 2 TASILET, fHi:

#EntranceView

vrml2TagsWin 74~ F7 7 FUE 21— MZDWT

K<, vrml2TagsWin ¥ ¢ > RO D7 FY Ea— MZOWTHALE T,
vimITagsWin ¥V ¢ >~ R U TREL, AddRZ > TEMNLIZTANTDT M a—
M, 2047V 7 D7 FJE21—bF I7 442 (Attribute Editor) D3ENN
D7 bUEa2—F (Extra Attributes) 7> 3 VICFEREN, HETZH eh
TEET,

vrml2 Billboard X = 1—

VRML2 billBoard & 7' 3 >Icid, VRML2 OfF#ELX T2 3> (None,
X-Rotating. Y-Rotating. Screen Aligned) DHEEINTVET,

12|%2F VRML2 FS VA L—%



vrml2 primitive X =1 —

VRML2 primitive 4 72 3 i, #5E4ED VRML2 472 5 > (None. Box,
Cone, Cylinder, Sphere. Elevation Grid) WEZENE T,

vrml2 Sensor X = 1—

VRML2 sensor A 7> 3 Vi3, 154D VRML2 472 3 > (None,
Cylinder) . Sphere. Plane, Proximity. Touch. Visibility) D& XN £ 9,
vrml2Collision X — 1 —

vrml2 Collision # 7’ 3 ICi3, VRML2 DfE#EL 7> 3> (None, Object)
PHEIhTVET,

Do All selected Fx v Ry 7R

CDF vl Ry I ABZAVNRET D L. BIIBERENTWEINTOAT
P NI, viml2TagsWin ¥ ¢ >~ R OFEMBMEIEEHENET, C
NEATICHET 5 &, viml2TagsWin 7 ¢ > R DO—F LICERREN TS IH
HICOAREMEH SN,

DT avid, HEBOATY 27 F2BER LU TWA5EICERTY,

Add and Update Fx v 7 Ry 7 R

COF vl Ry I A% VICEET B L. BIMEEHVRIICITDNE T,
FTCEELTAAd KRR 2T ATV 27 M XA F Iy 7R Ea—
FOMERRE N, T4V FEREMEHENE T, AICRET S L. BERRE
NTVBFREMEFAENT, 7 MU Ea—MIHOYTENET,

Add K&z

HEDOEL 7Y aY VAMIHD, ATV MCTTHINVMDEALF I v
7RV a—b2ENT REEE. TORZZT )y I LET, sElicDONT
i¥Do All selected v 7 Hw 7 A (13 X—2) £ Add and Update F v 7
Ry I A (13 RXR=D) 2B TLTEE W,

Delete 7K%Z >/

BEORL 7y ay VANMCHBAT I ST ITHIVEDEAFT IV
7 U a— b 2HIBRT 5B CORZ 2T Yy 7 LET, il DNTIE

Maya TVRML2 7O/N\T 1 ZRET S |13



Do All selected = v 7 Ky 7 X (13 X—) & Add and Update F v 7 R
JA (A3 R=)ZBRLUTLIE,
L3RRy

4D0RLryay RRVEMHLT, REZEHTSA T 27 hdERL
X9, TOFTva Vi, %’E?ﬁl®21‘7/17 k2R LTV B 5B IR T,

NS, BHOF T b, 1DHIDZF T b ROAT V=7 b, ik
DAT V7 NEERLETD,

ROEWMHT AT Y 27 M&, viml2TagsWin ¥« > R O—& LDIFIC )
AhENET,

Close R&Z >

viml2TagsWin 7t  FUZH U5 5H1E. CORZY 27w 7 LET,

wr2ma ZERA LT VRML2 7 71 IbE A VR—
o )

wrl2ma A2V R7a—> 7ul I Lz LT, VRML2 7 7 A )L% Maya
ASCII ICAH ST BT &N TEETD,

vrml2 f VI R—= R RDE DN EENE T,
(Linux & Mac OS X) wrl2ma
(Windows) wrl2ma.exe

EENZEDEIRDEBOTT,

m UFANY

m L

B T RAT v R

B AT —

B 1—% 85 A—% (Lambert & Phong)

B Ttexture 77 A)VDV T 7LV A (A VFAY TIARAFYIITR—FENT
WEHEA)

14|582% VRML2 bS5 VR L—%



¥ T A= a3 ON—Vg TR R—FENTVER A,

wrl2ma Z{E5 Il

> AN wil 77 AVvERS ma T AN, FUTRERIEETFEIEELE
ERS

e ZiE, YATLOY 2)VERIZZA—IFIVCLITDX 3 BNEZ AL TL
ZE W,
wrl2ma -i Porsc9ll.wrl -o Porsc9ll.ma

ZDRFITIE, VRML 7 7 A )L Porsc911.wrl % Porsc.ma & > Maya 2011 ASCII
T7AWVCEBLET, 2OARY RIZBERDE I BA T arhidbrEd,

FTvav rsE

-h NIVT 77 A IVDRTR

-i <inputFile> TS BANT 7 1IVDIEE

-0 <outputFile> RETZHENT 7 A IVDIBE

-m AT 74 IVH Maya X TIRIEFENT
WBZ EETRY

v TTRA Y=Y DFRR

-d TNy FT Y= )EFERLT.

libvrml97 D>/ — > IN—HU A I F )LD
VRML 7 7 A JVE BRI 25 5% R
%0

wrl2ma ZfERALTVRMR2 77 IbEAVR—FF 3|15



A=-a1—
7741V (File)

7741 >FXTITYRAKR—F >vrml2 (File >
Export All > VRML2)

Animation Options

Range Control 77> 3

Loop 7= XA—>a ) —7HETS VRML2 &7 q VL VICRELE
‘a"o

Time Slider CDA 7> 3> U4 VY RUDFETIERL, ALY T4V RUD
ZALATARZTHRELRRME T 7L —LZEHLET,

Enabled 4L VY %F Uty b9 3L, TLCTZA—=varELTICL
%9,

Start/End Start 31 ZFIEdT 2T L—Lz2fELET BED o End EHH))
ZRTT2TL—LZ2iELET,

Step Start 7+ — )V RICAI LTz 7 L—LD BT L—LZLICZ 7 AR— 9
BN ERELET,

Frames per sec VRML2 D47 L—L L— M Z24EELE T,

Animate

ROA T a vt VNCRET D58 Fov I Ry I A27) v 7 LET,
AVECRETBLF v 7 I—IWEREN, BRLA T3 U7 = A—
FENET,

Vertices %7 L—LTODHEEDT ZA—>a 2L 7 AR—bLET (NURBS

U A ) OEEZUELEIEA FHE T LA ET) , FIAVRTE. +7
CHEENTVET,

Transf 7L —LTD LI VAT 4+ —LDT A= g VIV AR—FLE
T, TOF T ayOTFT ANV RNIAVTT,

16|382% VRML2 SV AL —%



Materials > 1 —X X7V 7 IVDIRTGRA—=ZDT Z A= 3 VLTI AR—FL
F9, TOA TV aryOTITHIVRIAVTT,

Lights 714 FDINTGA—ZDT Z A= 3V2#T 7 AR—FLET, TOFT
2avOT 74V MEAVTT,

Cameras /1 X 5 ORISR AEHIE L E T,

Keyframe using Anim Curves

TZA—=2a Y =T DF—TL—LENTHILET, 774NV T, &
TICHEEINTVET, CGECoxTyavid, 5BON—I3 V7 v T TfF
HATE5TETY)

Export Options
IO AR— SR EERFELE T,

Hierarchy

World World ##+ VIci&EdT 5 L. VRML2 h IV AL —RICHEE T 7 AKR—
FLEWE S IHRLET, LT, IXTOMELSITT —)V R2ERiZ L
9,

Flat Flat i3 1 DA% T 7 AKR—bLET, LizH> T, Flat 4 ICRT
T5E, FIURTA—LIET—)V REREM@H U, [Ealda— )V ZE /% # 5
LET, BEEEHRCB BRI 7 AR— 1 ENE L/, Hierarchy D7 7 + )
FRETT,

Full Full (3. DAG VU —DOMERAEZ T AR—FLET, LIEHF>T. b

VAT A —LETHRb O —A)VEMZRH L E T, e R & B BER
I AR—FENET,

Joints fEEEIRE UC NULL Fx—>2HHLET, 2L DEE. ATV EY
Fr3YaA P CHHLES,

Export

All TXRTOY—ER (—YWNORER) ZT7 AKR—FLEJ, Export
DTFTHIVIRETT,

Picked > —>YWTEIREN/TZIXTD/—F (DAG YV —T, BERENAT
Y7 FDODAG/—FXD MDD/ —FEEFENFXEA) ZL V7 AR—FLE
ER
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Active > —YNTEIRENTZIXTD/—FE, DAGY YV —TZTNXD il
HBATV T bOfEHREL I AR—FLET,

Tessellation
Tri NURBS ¥ —7 = A% =fEIcT v L — 3 > LET, Tessellation DT
THIVIRETT,

Quad NURBS V—7 = AZPUAEIKIcT vyl —a3 Y LET,

Include

Cameras Camera (7 XF) DIERET—EZRX—AIKHLEST, DL T3
VDT T A NEA T TT,

Lights Light (51 }) O#%ETF—ZRX—2HKMLET, 2OF TV arn
FIT ANV REA VT,

Debug Info

Geo/Mat =7 AR— hHACEZ S DIHFREHIILET, oA SO TUTILD
THREHIENET,

Cameras 51 A OIIERZHIH LU £,
Lights <1 S OURFRZHIE L £3

Texture Options

Evaluate convertSolidTx I~ > REMHL T, 77 ANV TI7XAF v T —
VX TIRFYDOMIFTDA A=Y T7 A NVEERLET, TOX T arzdt
TICET DL, Maya 37 7 AV 77 AF Y IEZDEEHHAS, THY—
v TURAFYOBEEHBRLUET,

Sample 2D 77 AF ¥ LA ZAAY DT VAT A —LIEREMH LT, H
TR T 7 ANV A A=V 2FRLE T, el Z . F2 v AT IAF YDA A—
Uh8x8 Y ADF = wh A— R Hix5E. Sample A JICHRET S &,
Repeat UV % 11, Rotate UV % 0.0 ICZNZNHNERINCRE L TT 7 AF v
MUEENE T, ZOME, Fruvh A A=VIE2x2 RADF =y HITED E
T (F7 4D 4repeat & LA o

original 77 AV T 7 AF v A A=Y DYH, TOFT Y g 0 =F VICHRET
%k, Texture /— RTCRELIEAVIFNDIT 7 AN TIAF¥D) T 7L
VA (SN ZHHLUEDS,
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FRIREESRE

iz AU T, Enter ¥— (Linux & Windows) F7z(d Return +— (Mac OS
X) ZHThH, A5AXEZRTv I LT, UFD X &Y DT AT F v fRBED
AT AV F YA AR ELET,

X Tex Res/ Y TexRes 73—V v 77 AF X IMHHATS XYV TV YA X
ERRELET,

Max X Tex Res/ Max Y Tex Res I XTDT 7 AF ¥ ICHHTE2RAX/Y YT
WHAREEELET, CTTHRELIEYVAAEDERENT 7 ANV T I AF v
1Z. convertSolidTx I~ Y R TCEtEEINTIREI NIV A ARICAT—)IVEN
EJ B

Texture Search path

Thid, V=2 AR—Z -q-1d THIELEF 4 LZ FUDF T4k YA LT
77 AN T IAF X MRHENZN G, RENREZDT 4 L7 FUDY
A LTI,

VRML2 options

Navigation

TOT74—)VRIZE, VRML2DF 5 —r gy E—RPUARENET, Th
5DE—RiZ, wil 77 ANV ZEHWIZEED VRML 75948 (Ea—7) OF)
HREEHHLUET, T—FZBRLTIZV v oL, AVCRELET (Fxv
= &NFTET) .

Walk Walk 47— 3 > B— Rid, N—F v )V HFRZHEHT, Fizidze
ICERIE L2 DDA TV R IRYNCTE > TIRRIT D IGEICHEALET, Walk €
F—2a Yy E—RRAT7 T RXZ MV Y HAICER L, HIT0EEOMRE I
TIDIHIELENERHLES, T T avEFICHRTTEE. TV
Pixavvay (&R omHEYR—-—FLET, TTHIV TR, F7ICRE
ENTVET,

Examine Examine FE/'— 3 Y E— K&, MADA TV 7 b EEET S
HOETE—RT, ZLDOEERAT V27 FORID ZEELLIZD, a—T%iED
Fizb, E@EFEOLET, 2OX T arOF T+ MEAVTI,

Fly Fly 75— 3 ik Walk FE7—> 3 VIcllTOETH, HELE %
FEMC Lz, BRLIEDTETENTEET, 774V R TR, AT7ICRES
nNCVET,
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Any Any 7B —>a Y B—REBRRTS L, 77‘7*?73‘:1/7‘/%@@4‘36/\
IFET—2a Yy E—REBRL, SE—RFUEZXAF IV JICEHETEE1—
YW AURT =AM ENE T, CcOF Ty arrzt I ETs e, €
F—2ayE—Fz2EHET S LITTET, Navigation 47> 3> TFzv 2y
L7cE—RUMMERTEE A, TOF T avDT T4V NEAVTT,

None None ¥ — 3 VI RTO TSI YEEFEOF S —y 3> a—9
AVET =AML, HELET, LA ->T, Anchor /— F®
loadURL() ZEL A7) TR E, = ICHMEEN TV B A A LE[MHL
THET—hT22 LN TEELAEDEDS, 774NV Tk, TOREZAT
K> TWVWET,

Options: Headlight

VRML2 Ny RS54 FDOFlIA 7> 3 VT, TOF v o Ry 7 A%E IR
ETHE, Ca—ThHr—ioA A LES, COXTvarDF T4+l
A TT,

Navigation speed

TDT4—IVREOMET, VRML2 FEHF— 3V AV—RERELEFT, Ea—
T OPEEZEE LI 0IGEE. FiiOEZ AL, Enter ¥— (Linux &
Windows) /Return F— (MacOSX) Z#idh, RTAXEZ Iy T LET,

Float precision

INT, NIGILL RO RE LE T,

Export

ROFA T arvkdA NCRETDHEE. Fov IRy IA &IV I LET,
AVCRET B EF v 7 X—IHEREN, FEIRLU T Export 7 3 VW
VRML2 ICZ7 AKR—FENET,

Normals {#£FE T 7 AR—bLET, T 74N FTlE, A TICRHRESNTVE
ER

Opposite R E NTEMOTTMZHICLET CEFELEDD FEA) o 77+
IVETIE, AT7ICRESNTVET,

Textures 7 7 AF v H#IL I ARK—FLET, T4 TR FVICH/EEH
TVEY,

Long Lines {17 7 A VTRV T2 LE T,
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FIICHFETSHE. VRML DT F Ak 77 A I)VEEBMTICHEILEST (BED
WITENET) o 2R, HSOXFLDEEWITEMO /A HEWVTF AT
Fax ViRE) BEHUCHIT 7 ANV ERET B, COLFTva v
A TICRELET, T 74NV ETIE, A TICRTEENTVETD,

Verbose NS VAL —v g VDT 4 — KNy I ERISLES, T 74NV T
. ATICREENTVET,

Launchviewer 21235 L, FT VAL —X DI TRHIC Netscape (Linux)
KR T wil O 7 7 A )VICBEHT STz 71 75 L (Windows) AVELE)
LEYS, TOFTvavidT 74V TRATICREESNTVEY, Mac_0S_X
TRHHTEEE Ao

Compressed gzip 707 J LziEI LT, N7 7 AV ERHMELET, 774
VOYERETE wil DF £ T9, Windows DIFEIE, FF7/ VAT gzip.exe 71
T LDREENTVARENDH DX, 774NV TR, A7ICREENATY
ES

Reversed Opposite & 7' 3 VA TERE SN TS, FiHi723 D NURBS
Y—T 2 AD%E LRI EE T, TOLF TV a3 DT T4V MNEA YT,

ColorPerVertex /1 EN2 AT =7 R RY IVDYE, ZOX TV b
DOHS—THMBEMNTHALET, 774NV TR, A T7ICREENTVET,
Texture path

TIAFvE, TOT—)VETHRELET L7 PUIREINET,

Run script when done

Browse "2 277Uy 7 LT, FIVAL—3 URRTRICETENS ATV
TrEERT B, A7) T NORHZE#HATILET, system() I—)LHVE
TEN, FITAMHEIS Y R PATH A7 — M AV MciEM N KT,

Append file name to script

COF TV aviF, FirEnkaxy R S VORRBICH T 7 A IVOLTIT%
BT AN ESHEERELET, COFTVavOT TV MIA VT,
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RIGA—T7T1 )7« &
72741V 74— v

RTG PS5V AL —Z2DEIE

RTG T YA L—%IE Maya O — & #RZ2 —RAINCINIT 2 FRZIRH L X
o A MUHOEEDH AL A XMMTAZ LI, V—X a— REfEfitch
TVEd,

RTG DiHE

Hh

RVIY IF AR

NURBS Yt—7 = X (A EENARICT vEL—YaryEnEd)
BEERSE (BTG

VI—ROINTA—&R

TUXF ¥ (SGI D RGBA A A—Y T4 —< v })

YIY RTRS 7= A= g

av vk
RTG F S VAL —XICiE, MEL <Y RIZHRAEFNTOE R A,
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7rJEa—F

RTG F S VAL —XTHRTEZRED Maya 7 PV Ea—MEH O EE A,
CDTSTA VIR EET7LIV

DTS4 VRGBT BICIE. RDT 7 A IVHRETT,

m rtgExport.lib (MacOSX) . rtgExport.so (Linux) . F7zid rtgExport.mll
(Windows)

B rtgTranslatorOpts.mel

YV —X d— K&, devkit/obsolete/games/rtgExport ICH D £9

RTG F S VAL—2DA VA M=

7594 X% —T+ (Plug-in Manager) ZfifiLC, RTG hT AL —%
TGV A R—=IVLET,
1 UV RYSRE/TVITT7VLVAS>TIT42 %=V % (Window >
Settings/Preferences > Plug-in Manager) ZB{RL Tl Nz /o571
VTN TERRLET,

2 7974 k0—R9 B3, rtghxport.so, rtgExport.mll, F7ziX
rtgExportlib (ARXL—7F ¢ 27 VAT LI K-> TEEDEFT) Ofon—
F (loaded) v 7 Rv 7 A%V v 7 LET,
HEim— R (autoload) Fxv 7 Ry 7 ZADIH=EF N UiEIE, Maya
EEEHL TSI 740 EO0—RIZ0ENHD £,
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A=-a1—
7741V (File)

7741 >FTANTIY AKR— b >rtg (File > Export
All > RTG)

RTG FSVAL—2DF T3>
RTG Options

Base options
RDA T a A VCRETBHEE. Fov I Rw I AZI Vv I LET,
FUCRET BT v 7 = NEREN, BRUTA T 3 VIR
HHENET,

Verbose NI VAL —2a VKD T 4 — KNy I ZEISLES, T 74NV T
i, A7ICHRESNTVET,

Reversed Opposite & 7> 3 VA4 VICREIN TV S, FH/Z D NURBS
Y—T 2 ADE FFZWiEE £, 774V E TR, FVICHEESNTVE
ERS

Image Format

A +H 5 SGIRGB. Alias PIX DWINAhEZHRLF 9,

Format

Linux/DOS 79 % ASCII 7 7 1 JU7% Linux <lIf> ¥ 7213 DOS <cr><Ifs 7 4 —
< hDSIEELET, ROX T3 v EFVICRET ZHEIF. Fov o Ry
ATV I LET, AVIKRETBEF vy I—INERIN, ERL
77—y kXA TTayMRIG bV AL—RIchEnE T,

V1.8 Compatible PArtg 1.8 i1 7 +—~w FO—EZF VICEREL T,

V Normals JTESERR (Vertex Normals) ZH 1 LT,
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P Normals 7K' I>i%#& (Polygon Normals) ZHJjL %9,

V Colors TE= 75— (Vertex colors) ZH 1 L%ET,

UV Coords Games Translators I & > T UV EERZH I LET,

indexCnt VA DBV MY DREHICA VT I A oV 2ERILET,
Degrees b T VAT +—LOfERT VT U TIEELERTHEILET,
Materials > = —7« > %7 V=D 7V 7 NVOT ST 4 M LE T,

MultiTexture Diffuse, Bump. Translucence. Specular Color. Cosine Power
BE, TUVAF Y X TENT VT NVDT ST 2 lcx Uy il 727 A
Frv A A=IHHLET,

MDecomp F I VAT F—L X MU w7 X% T/R/IS DAV R— MIHRL
SN

Pivots R MERZL LT,

Transforms 5> A7 +—LIERZHIILET,

Local Xform O —7)Vic b IV AT+ —L <X U w I A [4x4] ZHI LT,
Animation T/R/S 7 = A—> g 2L T,

All Nodes 7 = A— 3 VDI RTD / — REidEHIc i LE 9,

Animation Options

Range Control 77> 3

Time Slider T ® Options V1 > RUDRETIZHL, ALY U4V RUDXR
£ I AT A ACHGE LI B T 7 L— LR L

Enabled 4L VPRV b 932 %L, TR T A=Y a vyt 7L
B

Start/End Start [Z (1 ZFIE T 2 T L—LZ2fELET CBED o End EH))
ZRTT2TL—LZ2iELET,

Step Start 7 4 —)VRICATI LT L—LHW 6T L—LT EICZ I AR—1T
B ERELE T,
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Export Options
IIAR—PTBERZIRELET,

Hierarchy

World World ZF+ ICERET S &, RTG FI VAL —RICBER T 7 AR—
LEWESICHRLET, Lo T, IXRTOEMIEY —)V RZEfZEH L E
ERS

Flat Flat i3 1 BEEOARZLT Y AR—FLET, LA > T, Flat 24 VICRE
T2, FIUVRATA—LET )V RZERZHEH L. TERda—2)L2E 2
LET, BEEEHRCBTERIET 7 AR— 1 ENEE /A, Hierarchy D7 7 )
FRETT,

Full Full 3. DAG V) —DOEREEEKELZ I AR—FLET, LizH>T. +F
VAT A—LETEHRE O — V2R LE T, Full GE27%) BEEEHREH
FRFREHAT I AR—FENET,

Joints
FERE &S e UC NULL Fo— > 2N LET, £2LDEE. A7)V R
JaAY P TERALES,

Export
All TXTOY =N (—2NOFHER) 217 AKR—F LT, Export
DF 7 AV MEETT,

Picked > —>WTEIRENZTXRTO/—F (DAG VY —T. BRI NAT
VL7 FODAG/—RED PO/ —RRBEFNFLA) ZZIAR—FLE
ER

Active > —VNTEIRENTZITRTD /—RE, DAGYY—TZNXD Tl
HBATI LT FOERELI AR—FLET,

Tessellation

Tri NURBS Y —7 = A =ABIcT vl —3 > LET, Tessellation DT
T+ IV IRETT,

Quad NURBS ¥—7 £ AZPUAEICT vl — 3 L&D,
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Include

Cameras Camera (71 X5) OEWRET—ZX—AHKMLET, cOF T3
VDT T ANV NEA T TY,

Lights Light (51 1) Oz F—2N—RIHEHLET, cOL+Tv a0
774 ) MEA Y TT,

Debug Info

Geo/Mat TV ZAR— FRACZ L DfFHRZH NI LE T, oA T TV T ILD
MHHlRE I NEd,

Cameras 71 A 5 OUFRZHIE L £ 9,
Lights -1 ~ OURERZHIE L £9

Texture Options

Texture control

Evaluate convertSolidTx A< REfiIHLT, 77 AV T AF ¥ & SO —
Vv TIRAFYDMTDA A=Y T 7 ANV EVERLET, COL T gkt

TICRET DL, Maya 37 7 AN T AF v B3ZDEFFHFHHAR, T —
Vv TOAF XY DOREEBLLUET,

Sample 2D 7 7V AF v LA AAY MDD T VAT 4 —LIERZFEHRL T,
TR T 7 AN A A=V ERLET, Tee 2, Fo v T I AF v DA RA—
IH8x8 RADF v/ R— FH5&EB%E, Sample 74 TICFRTET 5 &
Repeat UV (% 11Z, Rotate UV iX 0.0 I, ZNZFNNIICHREINTT V7 X
FyMUHENE T, ZOMR. Fx /73 A RA=VIF 2x2 RADF = v HTH
DET (F74)V D 4repeat & LIS

Original 77 1)V 7V AF v A A=Y D&, TOFT v a et NCRed
%L, Texture /— R TRELIAVIFNVDT 7 A)V T I AF ¥ DY T 7L
YA (B ZERLET,

FRARBERRE

7% AJ1 LT, Enter ¥— (Linux & Windows) % 7zid Return &¥— (Mac OS
X) ZMTH, ATAEZEZRIYT LT, UFD X &Y DT AT F v RBED
AT v F YA X EHBELET,

X Tex Res/Y Tex Res 70—V v T 7 AF ¥ I T S X/Y TN HA4 X
EIRELET,
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Max X Tex Res/Max Y Tex Res 3 XT DT 7 AF AT BHmA X/)Y YT
WHAXERELET, IXRXTOTIZAFYIHHTIEAX/Y YTV T A
AFEEELET, CTTRELIEYAZEIDERENT 74V T I XF v,
convertSolidTx I~ Y RTIEINT, HEY A ARNICAT—IVEnEd,

Texture Search path

chE, 7= AR—RZ -q-1d THEENET L7 IDTFTH)VE UX T
TIT 74N T AF ¥ HBRHENZWIGEIC, BENREESZT L7 RO
U2 LT
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GameExchange2 F 5/ X

L—%2

GE2 F S VAL —2DINE

GE2 F VAL —&IE, Maya DY —> T7A)V7% GE2 74—~ MIIZF R
j‘:—]‘bi@‘o

GE2 Mg

GE2 DHN B1 R=) e T DTS5 A N EIZT 7 A )V (32 R—=INE. KD
B TI,

A

ATy IFARY

NURBS ¥—7 =z XA (ZfABXEMNARICT v EL—ra yEnEd)
BEERSE (BT E)

VI—HDINTA—H

TIAFY: HHTES 7+ —<v ;id. SGIRGBA. Alias wirefile, bmp.
png. ppm, tif T,

¥ GE2 TU AH— F Tl BENTF 5 AF IS 5 bmp BROA
A=Y 77 AVRELERENFER A, sgi £7-13 LB 2D D ICfEE
L. 77 AFv7% bmp I 52 L BHHLET,
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B TRS7=X—>3v

B HADO7 A= 3V

av VK

GE27 FUEa—b7ZMayaD¥ = —XICH DY TBITIE, ge2tags I F7
AL E 9, ge2tags A~ F&EF{T9 % &, GE2Material 7 MV € o — MM
T BHFHOT7 PV Ea—k 2y FAITXRTOY z—XIBIMENS & & EIT,
GE2 7 FU B a— WA TNEDORRTWVEATT P E2I—F IF710 4
(Attribute Editor) ICFERENEKIICHKDET,

7hUEa—F

ge2tags I RZ%ITd % &, GE2Material 7 MV € 2 — MIHILT 2 HiHID
T7HRUBa—hk £y FBTRTOY 2 —RIBMENET, TOT RV Ea—
M, EDDY P Ea— bk EABROGETHREZTZEIBRTH L TEE
ED

ZDTZTALVNRERETT7AIV

CDTSTA VRGNS BITIEZ. ROT 7 A IVHRETT,

B ge2Exportlib (MacOSX) . ge2Export.so (Linux) . %7zl ge2Export.mll
(Windows)

ge2TranslatorOpts.mel
ge2tags.mel

ge2MatAttr.mel

AElambertGE2Revision.mel

YV —X d—Ri&. devkit/obsolete/games/ge2Export 7« L7 hJIcH D £
‘a—o

GE2 FSVAL—=Z2DA VA =1V

75947 I%x—T+ (Plug-in Manager) Z{lfiLC, 757 4>® GE2 k
FUAL—REZAVAM—ILLET,
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73914 0—-F73IciE

1 Y4V RUSHE/TVI7LVAS>TI574Y 32—y (Window >
Settings/Preferences > Plug-in Manager) ZBIRL Tl 7571
VEINTERRLET,

2 bo—F (loaded) . £XiFAHT—F (autoload) Fx=v ¥ Ry I A%7
Uw 7 LT, ge2Export.mll, ge2Export.so, ¥7zl¥ ge2Export.lib 755
AoV Fnrzu—RFLET,

A=-a1—
7741V (File)

7741V >FTXTITYIRAKR—F >GE2 (File>Export
All > GE2)

Domain Options

ROF T2 a kI NCRETDHEEEF. Fov I Ry IAEIVY I LET,
FUVICRET R EF v T I—IHWEREIN, BIRLA TV a3 VB HRIC
FHIENET, BIRLERAALCESTUT7ILDOT U 2 — MAAERENE
ER

Format data for domain: 4 7’2 3 »IZi¥, GL/DirectX., SonyPSX, Né4,
Custom %% D £9,

Animation Options

Enable Animation
HELYOZUYY Fg5C8%L, QKT ZA—Y a2t 7IcLET,

Start/End Start (31125469 57 L—LZHEEL XS B . End (3H)
ZRTT2TL—LZ2iELE T,
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Step Step 4 7> 3 ik, Keyframe using: Anim Curves 7> 3 > &2+ 71C#
E LTI OBEMATREIC IR D 97, Start 7« —)V RICASI U727 L— L
ST L—LTEICT I AR— 20 ZFELET,

Animate options

ROEF w7 Ry I A%V I LT, FVIAT2ZYODEZELT,

Vertices # VICRET S L. [HRD T ZA—2 9 V2T AKR—FLET,
Transforms A VICRRET S L. FIVRATA—LT A= 3 22I0 AKR—

FLET,

Lights 2 VICRET B &, V—VYHNDIA MDT A= a VL7 AR—h
LET,

Camera A VICKET D L. P—YHNOHATDT A= 3 V&L AR—b
LET,

Keyframe using -7 3>
ROKEF v Ry I A7V w I LT, AU/ TEYIDEZET,

Anim Curves % VIZFET B &, Shape /— RDT7 ZA—2q v h—ThHF—
=L ENE T, £, TIAR—FENBETL—LECF—TL—LA
DEFICHE S NS K DS, Step A7V 3 id 1 ICHEESNEERANCRD
T, ATICRET S &, Step ATV a YHMEMAAREICARD, 77 4)V MEEE
HI BT ENTEET,

Sampling 4 VIZFET S &, Maya BT = A— 3 U EELY TV VT UE
9, F/z. Sample By & Tolerance D754 7' g U HMEHA[REICR D 97, ¥
FARUDFFEL L (Tolerance) Zfii’c L TCWAWEA, #EELKL—FT
TL—LWG YTV TENTF—TL—LELTIZ IV AR—bENET,

Sample By Sample By Z i A[fEICd" % 1Cid. Keyframe Using 73 3> T
Sampling MWEREN T RITNIED FEA. TOF T2 a VO, #nY
IV TG BIDDY T T L— 2R LET,

Tolerance Sample By Z i FIREIC 9 2ICiE. Keyframe Using 272 3T
Sampling MEREINTWRITNEXED FEA, TOF T a0, o7
VT2 7L—LEF—TL—LELTIZIAR=bTHNEIDETELE
‘a_o
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Animation Displacement 4+ 7 3>

TNbBDA T 3. Animation 7 2 3 2T Vertices Z3EIR L5 EICO
AERRRRIC R D £ T,

B Relative to Current Frame Tl&. [HROMNMNERT AT LA ARXRY M 2R
EFLET,

B Absolute: JHEOHNMN T ¢ AT LA ZARAY M EERLET,

Export Options
IIAR=PIERLLAY FEZDILY AR—FHiE=REELX T,

Hierarchy

World World 24 Vici&iEd % L. GE2 PV AL —RICEREAET 7 AR—1
LW SIHERLET, Liel> T, IXRTOIESIE Y —)U RZEEfZMHEH L E
ERS

Flat Flat i3 1 BEEOAZT Y AR—FLET, LA > T, Flat 24 VICRE
T2, FIUVATA—LET )V RERMZHH L. TEREE—2)V2E R 2
LET, BEEEHRCBTERIET 7 AR—FENE L/, Hierarchy DT 7 + )
FRRETT,

Full Full i3, DAG YV —DEREEkEZLZ I AR—FLET, Lizh>T, +o
VAT A —LBTHEE O —)VEMZER LU E T, ekl R & TR
IVAR—FENET,

Export

All $XRTOY = (—NORHER) 217 AKR—F L% T, Export
DT T )V METT,

BIRENREE O — VA TERENTZTARTD S/ —F (DAGY Y —T, #ERE
NeATI 27 FDDAG /—FED D/ —FREFNELA) 2T X
ﬂ’g'— }\ Li—é—o

Active > — YN TEIRENTZIXTD/—FE, DAGY Y —TZTNXD Ml
HBATV Y bOEHREL I AR—F LT,

Tessellation

Tri NURBS ¥y —7 = A =MFIcT vl —2 3 Y LET, Tessellation DT
TAIVERETT,
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Quad NURBS ¥ —7 = AZPUAEICT vl — 3 Y LET,

Export

INHDF TV a A VICREEINTVEE (7 74V F T, Export DY
NTCDF T avPAVICREENTVED) . T4, TAT, TITARF v,
ARV ERICBT B ERNT 7 AR—FENET,

Export options
RDOAT>a T TNV TRATICHRESNTVET,

Reversewinding  Ci&ET 5 L. KU IVDE EFERESEEST, 774
JU RO EIFIEKRETE D TF,

FlipNormals & CERET % &, RO AENIZSEET, 774V b Tld,
FICREINTVET,

Texture Options

FOAF¥ aArba—ib

convertSolidTx AX Y REMHALT, 774NV T IAFrTas—Ix 577
AF X DDA A=Y T7AIWEFRLUEDS, TOF TS arirkt 7ICHRE
T3E, Maya 37 7AW TOAF X B ZOEEHHIAFA, Tay—I% 77
AF v DHEEBHMLUET,

Use 2d and 3d texture placement Uses the 2D texture placement O = > A
Tx— LM LUT, WOHICT 7OV A A=V FRLE T, & A,
Fzvh TIRF YDA A—IN B8 Y ADF = v R— R BRRBGE,
Repeat UV IZNEBIYIC 1. Rotate UV i 0.0 ICZNZFNAHINCRESNT, T
JAF ¥ MENFT T, TOMEP, T2 vl A A=V 2x2 RADF v 5
KD ET (F74)VhD 4repeat & LIZHA) o

Use convertSolidTx on file textures DA 7 3 Vid, SHBDONN—T 32 T v
T CHHTESTETT,

Use original file textures 2D 7> a3 V24 VICFET 5 &, Maya &7 7 A1
WT I AF Y EZEDEEFHAAS, T —T v TIAF v DREEHLET,
FTCHRET DL, T7ANVTIAFyeTuy—I% 77 RAF v O fj 2%
#LFE9,

36 | 55 4E Game Exchange2 PS5 VAL —%



FRIREESRE

iz AU T, Enter ¥— (Linux & Windows) F7z(d Return +— (Mac OS
X) ZHThH, A5AXEZRTv I LT, UFD X &Y DT AT F v fRBED
AT AV F YA AR ELET,

X Tex Res/Y TexRes 70—y T AF Y ICHEHT S X/ YV IL A4 X
ERRELET,

Max X Tex Res/Max Y Tex Res $XTDT 7 AF ¥ ITfEAT S HEK X/Y T
WHARXERELET, IXRNTOT I RAFYIHHTIERX/YY TV YA
AE/ELET, CTTHELIEYAXLDEREVT 7V 77 AF I3
convertSolidTx A~ RTRIREINT, BEY A AWICATr—IVENET,
Texture path

Thid, V=2 AR—Z -q-1d THIELEF 4 LZ FUDF T4k YA LT
77 AN T IAF X MRHENZN G, RENREZDT 4 L7 FUDY
A LTI,

Other Options

Float precision
NG LL R D72 iRE L K o

Format Output

Tabs *FICEET B L. N7 7 AINOFEICE THIMPNTHARTED £,
COFTaryOTF T+ REA VT,

Comments  VICRET B &, HHICaxX vy EENEA YTy IR E)
MEEEST, TIHIVETE. A TICRESNTVET,

Debug Output
RDOATaET T3V TR A ZICRESNTVET,

Geometry A VICHRET B L, T7AR—FHICIA A MVICHET 31EHE F
AR (TVTIIVEEE) WCEEMT SN TS T X TOHRPHIIENE
T, ORI KEDERDERENE T,

Cameras 4+ VICRET B &, TV AR—bHICHATOBERPHNIENET,
Lights 7 VICRET % &, T7 AR—FHIZT A FOERPHIENET,
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Run script when done

GE2 T 7 ANEIEDNDT 7 AV TH+—<w MCEH LD, 77 )V R2%0E
T B7DIC, TIVAR=RRICFITENZAZV S eavy R4 AT
VERELETD,

Append file name to script

COFA T arvet CET B, A7V T FOFATHIIC, Run script when
done 74— )V RCHEL AV 7 FORREICHEHY) R T 74V (grp £721&
.gaf 77 )L) MEmENET,
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MDt API

T=LIJAR—=FY=IbF+v DHEE

BE: Hf% Maya D APl ZBHWVICEZ T L2 BEDLTVET, MDT L1YH
Maya 1.0 FICBHFRE SN TLEE, APTICW S D& DBEEMMBINE N/zD T, MDT
LAYZEHT 20830 £ Lz, £/ —X 3— K&, devkit/obsolete/games
ICBEILX LT,

MDtApi &, [GAME EXPORT toolkit for Mayal % Maya ICFEE L&D T,
Maya APl HHDZ /83— LAY TY, FHHMEIRDLBO TT,

BEROMN S VAL —2TH@OaO— FZHAMHATE S X 21CT 5%,
PA 7' —L F TS VAL —ZH 5 Maya \DEHRERGHICT %,

Maya APl 05351 % ZIV—E U THERO L)V AT 5,
Maya APl DY > 7))V V—RA a— R7zfiitd %,

#E: Maya APLIZIR L T MDtApi ICiEENE A 2T 2 —A LAV TWEHD
FH A, MDtApi BI%E Maya AP ZfEf L CEIfEL £ 9
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R zHAL

MDtApi &, FIVAL—REV VI TEBRART 4w T AT 5)IcavN
ANVENTOET, MDtAPi 7147 TV ZHK T 57 7 A IVERD EFLH T,

MDtShape.cpp IFAANIDT V=T (TBR. EiR
ho—. Fyvtel—3Y)

MDtMaterial.cpp VI—H, TURF Y A A—TJDERM.
RTUT7IOTONT «

MDtLayer.cpp Z DOFIHER &g v ) —> Ty T
MDtLight.cpp SAMDINGA—=7Z

MDtCamera.cpp AATDINT A =2

MDtCnetwork.cpp IREFFERA

iffreader.cpp iff 771 IVEHHRD T Z R
iffwriter.cpp iff 77 1MIVEEEAGT TR

MDt.h MDtApi DEEAY H— T 741 )b
MDtExt.h Maya APl COERZRIREICT BT D,

MDtApi DHEFRREEL. 7 ) 2 F )LD Maya
FITITY MNDT IR

MDt 541 75 U%Z{ERT S

MDt 1475V, ¥—>2D DAG ¥i&iZz A+ v > LT, MDt B ITE
BNERT—R T—=TIVPERENTIECHTHERELE T, coTatRiE, K
ERRT 7 AIVRNURBS Y — 7 = AT L VRN DN RIGE0NH 0 ET, HE
T =& T =T IIVDLEKICH 7R D DEFA NS & ZiE, Maya APIZEEEH L
TEHDOWIGEENH D £7,
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TF—=R =TIV ENE ., FIUVAL—REFCOT—=T W7 I7EAL
T BEETA—<v b TTF—2EMNHLET, £z, DAGYV Y —ZHEAF ¥
YUBELSTEBBLGENT—2ZATFTES LS, AV TVFI)VD Maya %
T2 bADY T 7 LV AL —HFINHEHENE T,

MDt 7—2 7—=7)VTHF+ v ¥ a SNEVERZAT T 2581, £9 MDt
BEE M L C. Z D% T Maya AP Z{E LT 728 W0,

e b RS Maya APL 2 L T, Z 0% MDt BAEZEH LA & SicL
TSV, ETMDtEEEMHAL TSV AL—2%E 04w A 22—k L1
DTBrNRAEYTUT, 0%, BGFLIARZEHL TN Y AL—2%1
T AZIAXTBEIICLTLTIET N,

API BT = 27 IVEANS

MDtApi DX =27 )V, AMRERIRED V—X 7 7 A IVICHPAENTVET,

MDt 514 75 & {ERTS

MDtApi Ik Maya AP Zffifi 3% 1 DD AIEICT EFH A, MDtApi l&, Maya
o —NERZIUST 2 72D DOME—DFTEE WS DT TlEH D A, MDtApi
l&. Maya API B§#(& MEL O~ > FOFET2HAGDETT—RICT VAT
% )5k TY,

MDtApi (& Maya APLICREENZEDTIEHD FHA, TEFETFLHI—HYIC
EoTRERIGEDMBZE LD DEEZ DTN TEET, AR, T
NTOYT—4 (Shader) 7 hUCa— MR TF—ZX—RFvrvadnd
DITREDHD XA, HNTHROERUMEHENS Z EBIENZT Y Ea—
FDHMEY v 2ENET, LML, TDAPLIE, £V IFHILD Maya £ 7
VU M EBIRLT, REEENMT -2 ZHF T 5T LN TEET, Lich->
T. MDtApi 358V —F VD EHIcH B TNV —E VTR EEZEA BT ENTE
ES

WERT—ZR—=ZAZ LR L, RICZFDT—RZEFHLT NIV AL—REETT
5209, 2BFEDO SO AT, DAGY ) —ZAF+ > L THET—
ZN— R BT BITIEZ DRI D £9, ZDHAIE. Maya API ZE#
AT, KOEBERFN I VAL —22HLTENTEET, VRML2RIEHD
MDt X"—ZAD F T VAL —RIHHEINTVWS 7 To—Fik, ¥+ AL—
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ZICHLUTHLC T &2 DIRT LW AR 2L, BFEO NS VAL —2X
THABEZ BT 5 805 £EDTY,

VRML2, RTG, GE2 7' —L FIVAL—&IEZ, 774V bIVAL—4&]
ELTHREINTVET, ThHIEETED Maya MPxCommand 7' 71 > &
LCHEEARETY,

R T — 2 N—2ADIEE

DAG YU —ZAF¥ Y LTERENDZNIT —2N—RF, 774V FFVA
L—=2DATay Ry I ATI—YDRET 24T 3 THIETZ &N
TEEI,

WEBT — ZN—R1&, ROWRZIEL TERENE T,

Shape., Group. Material, Texture, Light, Camera

Controls (A +A—JL)

Controls 7> 3 /DWW Tk, MDtApl ZFH L THITT 587 —L Fo
AL—=2DY sy g VTHPALTVET,

TNSDOF T a v EDTILFVTIIICRET BT ENTEET, T
V—X = RERHEINT VB2, oA T a vEBMLTa—HIUTH
ARZIA AT BT LETEET,

TOX T aE7 74 )L MDtLayer.cpp &N\ X 7 7 A )L MDtExt.h IC 5%
ENET, VR IOA—REIblkcaryrua—)L 7557 %8MMT 5T &%, MEL
AT ay ATV TSR EREELT, ATV arve#RE/ ey bR EETE
ES

IHIC, FA TV a TR U TIFEOBEZ 87 MDt 7 7 A IV EZEE Lz
D, bIVAL—ZDF T ayDMEL AV YT T 7 AV EEEHLTE S
vavoEE NSV AL—ZBEKIET L ETEET,

Shapes (¥ T A7)

Shape (¥, HAMNGZ NSV AT+ —L, YaA v, RUIY/NURBS A 7Y
7 MCBET B1EM T, %% Shape lICIZZNZFNEHT /35 A—20RH DX T,

B Transoformations (Z)
B Materials/Groups (%5 VU 7L/ 7 V—7)

m Parents (X7 LK)
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F7z. %% Shape IIFZNZNEET % Groups U A hAH D £9°, Shape Hiili
MR NIV ATH—L /—RERIEITaA> s /—FDFE, Groups £ 0
WKiEDET z—EHEDHTOENTHERA) » THLET. BEZ%Z FULL
IKRELTHER, IRNTD I VAT H—LDTZ v MATbN TV BS54,
HBNETA A B VUNTRTO Shape ICBHETIF 5N THAHEICK T D £,

Shape > & ZZMH L THES % AP BIEUCIE. XD ES5EDHH D
F£9,

B DtShapeGetCount(): #H} X 17z Shape / — FOHZIR L £7,
B DtShapeGetMatrix(idx, *matrix): shape idx D F VAT —L X FU v
DA By P ATRLET,

—f&ic. ByGroup Tld7x { ByShape X—ZADMEEMH L T4 X bV I5#%E
B U7z 5 VLA E 2R D £9, 72720, a—ViliciEEsnsg —Ra—idE
RENEE A,

Shape B3%lZ. MDtShape.cpp 7 7 A IVicH D £9°,

Groups (¥Ib—7)

Groups & Shape ZHKd %7t w N T, Shapell#|D Y THN/EHDY = —
RICEH>TEHEINE T, NURBS A7V =7 hTlE, ®mKTH 1 DD Group

LhdbOEEA, RV ATV 7 TR, HIDYTENIEY = — &I
LT12DGroup BHDET, RUIV ATV My z—EhE0Y4TH
NTOWERFNE, Group BUF 0ICED £9, TOHE. FEAEDMSHD F
FUATF—L J—FTY,

ByGroup BI¥iE. U A MEER L TRIBIC AT U ZEID TS T LBET
T, APLBEUE AV AHRIE NF=C LR LRV F2h, U R FAEE N5
TR LU D A,

TN 5 DREIE MDtShape.cpp 7 7 A IVICH D 9,

Materials (7Y 7JV)
Material &, DAG YU —%2ZAF ¥ VL THRHEEINZY 2 —&TT,

BHEENZEY 2 —XICD0TY 77 LY ADMERE N, name F£7/213 ID &5
DWTNINTT IV EATEET, 2DV T 7 LV AZMHL T, Maya APl Z[E
Ba—vL, BHOY 2 —RONSGA—2EZRETEENTEET,

TN 5 DOREE MDtMaterial.cpp 7 7 A WICH D £9,
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Textures (77 AF ¥)

Texture 32 = — XY SENIET IV AF ¥ TS, TT74IVETIR, Ho—
TIAF v EBRAT I AF v ZFNFHEENT, RGBAEHET 7 AV A A=
MABVIMERENE T, SSHICUHEITo T, Yo—FRIcRy TENZTXT
FRRFEAEDT IZAF Yy 2R IT5LETEET, 2L, MultiTexture
F 7 ayDO—ETY,

TN 5 DORIEIE MDtMaterial.cpp 7 7 A IVICH D 9,

Lights (51 F)

T4 FDERENEL THHIT B &M TEET, Material E[FERE U771
VAM—HFHICEEE N, HNDS A FOIRTA—=RICT 7V AT BT EMTE
9,

TN 5 OBEIE MDtLights.cpp 7 7 1VIcdH D £9

Camera (B X*3)

HAASOERENELTHHAT ST ENTEET, Material LRI V77 L
VAN —HFHIICEEE N, HINDH AT OIRTG A—RICT 7X AT B ENTE
9,

N5 OREEE MDtCamera.cpp 7 7 A VICH D £9,

utility (—7s U7 )

< MUY 7 ADGRRIE ORIt T 5 1 —T o U T BB R
TNTVET, TNHOREEIZ. DAG YV —DAF+ VEET 473>
& —#%IC MDtLayer.cpp 7 7 1 I)VICH D £,

Animation (7= X—<32)
MDt BB 57 Z A=Y a ¥ T—2ZRUFT 5 451EE. 72 A= 3 VSO
T—RERIST 5751 E 5L FELTY,

DAG YV —ZAF ¥ Y UTHET—ZN—ZAMELEND &, VYT 7 LYAN
RESN, ThZHEHLTRELRIA X M) T Y 7 )VOEHREIIGdT 5 &
MWTEEJ,

ALY TL—L ZA L7&FHET % DtFrameSet(frame) I—/VEFHALTT =
A= a3y LVIILblk b COBFEEOIRT E, TAXYTYI— TITH
HBIMICEH ENE T,
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&7 L—LIZDWT, DtFrameSet I— /U ER /ST A— R FHFLET, 3
FEDOEZA, MUIZrrryay d=)VEHAHLTROTIL—LDIF X
) F—ZNHETES XD, ZOIFLALRIAA MY (JEHM. . UV)
WHHRTT,

FIUVRT =L T—R@E NI VAT A —L ATV SR THIEEN
X9, L. FIURAT =L TREFvviaEnNEEA,

TEZA=Ta Y LYVICHTE, TOBDIRUEBEORBI R N]CHIZ 2 T
LBEHDLET, RCZTDOHIZRLET,

for ( animation = start, to end )

for ( shape = 0, to last Shape )
get and save TRS data for shape
next shape
next frame

=/NRDTO7 5 Ll
MDt BI¥z i3 % 7o DICIRAKBRRAE R 7T A D HBFERDED TT,
B T — 2 X=Xk
B Maya ¥ —>2 75T DAF Y 2 ENHT—ZN—ZADVERK
B NET— 2 — X DR

B D a—Vicn#Eiz a— Rl (iR ZRISGRLUE T, O a— FIXERRIC
EHFLEB A, @HEIE. WHBT—ZX—ADIERGFERE AR A RXT %]z
HOIA—)VEEMLIZD, T—Z2 MR L THIT 3 DDREED T—)VHE
LD ET, KHIERFET,

// Initialize the internal database with a scene “name”
DtExt_ SceneInit( “basic” );

//Now we can setup the database from the wire file geometry
DtExt_dbInit();

// Clean house.

DtExt_ CleanUp();
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EXNGT707 5 LA
R, BEANE DIN—ADT 7 A Vel LU TGERLIA T Y 27 Mcis

L. Shape DHfiE., ¥ —RICy T ENjzcolor 7TV AF ¥ DT 7 A )V#4%
Whss7uarI LlERrLEd,
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#include <maya/MSimple.h>
#include <MDt.h>
#include <MDtExt.h>
DeclareSimpleCommand( basic, "Alias - Example", "2.0m");
void outputFileNames()
{
char *shapeName;
char *mtlName;
char *texName;
// 1lst thing find out how many shapes (meshes) are in this scene
// currently being looked at.
int numShapes = DtShapeGetCount();
// For each shape, check out what is assigned as the color texture
// There may not be a texture associated with material, or the
texture
// may be a procedural texture and so have no file name.
for ( int shape=0; shape < numShapes; shape++ )
{
// Find the name of the current shape that we are looking at.
DtShapeGetName( shape, &shapeName );
// Find out the number of groups (materials) assigned to this shape
numGroups = DtGroquetCount( shape );
// For each group (material) check out to see if there is a file
texture
// associated with the material and output its name.
// It is possible that the number of groups will be zero. In this
case
// there would be no materials assigned:
// 1) Joint or other Transform node
// 2) user deleted all of the materials including the default
shading group
// 3) removed the connections between the mesh and the shading
groups.
// Usual reason is #1, a Joint or straight Transform node. (when
using
// full hierarchy mode
for ( int group=0; groups < numGroups; group++ )
{
// For the current shape+group combination find out its material

DtMt1GetName( shape, group, &mtlName );
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// For the current material, find out its texture file name if
any

DtTextureGetFileName( mtlName, &texName );
// output any information that is wanted about what we found
above.
printf( "for shape %s(%3d) group %s(3d), texture filename is %s¥n",
shapeName, shape, mtlName, group, texName ? texName : "(NULL)" );
}
}
}
//
// main doIt function for the plugin command.
MStatus basic::doIt( const MArgLists& args )
{
// Initialize the Dt database
DtExt_ ScenelInit( “basic” );
// using the default settings, as no initializer
// functions are called here
// Walk the dag and fill in the internal database
DtExt_initdb();
// walk thru shapes found and output the texture file names
outputFileNames();
// Clean up the allocated memory and internal storage
DtExt_CleanUpQ);
// return from the plugin command
return MS::kSuccess;

}
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#ur

2D/3D texture placement
GE2 7V AFv AT ar 36

A

Active
GE2 TV AR—hF AT g 35
RTG TV AKR—+ ASvar 27
VRML2 Z7 AR—h 73> 18
Add and Update Fx v 7 R 7 X
VRML2 13
All
GE2 TV RAKR—h A3 35
RTG =V AKR—k AT ar 27
VRML2 Z7 ZAR—h+ AT g 17
All Nodes 26
RTG A7 >ar 26
Animation 26
RTG AT >ar 26
Any
VRML2 Hh4 7> a> 20

ByGroups
MDt API FifH 43

C

Camera
GE2 7= AX—=varvA+Tvar 34
RTG =V AKR—k AT g,
Include 28
RIGZVAR—hr AT ar, 73y
JIEH 28

Cameras
GE2 73w 75 37
VRML2 ZT7 ZAR—b 7T g,

Include 18
VRML2 773 J1E#H 17-18
ColorPerVertex

VRML2 T ZR—+ 73> 21
Comments

GE2 A>3 37
Compressed

VRML2 TV ZAR—k 73> 21

D
Degrees
RTG HiiA 7> a >, format 26
Displacement
GE2 7= A—=yarvATvary 35
E
Enabled
RIG 7 ZA—Ya>rvF+T7Tar 26
VRML2 7= A=Y a > 4+ V3
> 16
Evaluate
RTG TV AKR—hk A3,
Texture 28
VRML2 7 AR—k 7 a2,
Texture 18
Examine
VRML2 /147> a> 19
F
Flat

GE2 TV AR—h AT 3,
Hierarchy 35
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RTG TV AR—h AT 3,
Hierarchy 27
VRML2 T7 AKR—hk AT 3,
Hierarchy 17
Flip Normals
GE2 TV AR—b 4T3 36
Fly
VRML2 A 723> 19
Frames per sec
VRML2 7= A= 3 73

> 16
Full
GE2 TV AR—h AT g3,
Hierarchy 35
RTG TV AR—bt AT >3,
Hierarchy 27
VRML2 T7 AKR—h AT 3,
Hierarchy 17
G
GE2

Cameras 7/ J1H#H 37
Geometry 773 Z1&#H 37
Lights 773y 715#t 37
Texture Search Path 37
Fae 31
WhA7>ar 33
ATVT RS 38
KA A T3> 33
FSVAL—ZDA VA=)V 32
FSUAL—=RDXT gy 32
T ANH, ATV S MBI 38
GE2 Displacement 7' 7~
T A=varArITrar 35
GE2 7= A—yarv47Svar 34
Camera 34
Lights 34
Start/End 33
Transf 34
Vertices 34
GE2 TV AR—h+ AT av
Active 35
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All 35
Flat & 35
Flip Normals 36
Full B5E 35
Reverse winding 36
Selected 35
Tri7vy&l—>3> 35
World F&fE 35
GE2 F—TJL—L A Tvav
Tolerance, 77 = A—/ 3 VICHRE 34
Yo I T2 A—=vay 34
GE2 TV AF v AT a3y
2D/3D texture placement 36
FVIFIVDT 7 AN T 0 AF v 72 ffi
M 36

TIOAF v, EEZRE 37
Geo/Mat

RIGZVAR—br AT ar, 7,3y
JIER 28
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