Oiginal: June 9, 1997
Modi fi ed: August 18, 1997

TITLE: RSD + Newt ek LightWave3D 5.0 LW5 -> enhanced RSD ( COD, PVT, MOT
)
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Perm ssion to Use

Sony Conputer Entertai nnment Inc. (hereafter, Sony) provides |ws2rsd and
its source code free of charge to Licensees.

Sony does not provide Licensees with support of any kind, related to
| ws2r sd.
This software is experinental and no support is avail able.

The usage, copying, and nodification of Iws2rsd is the sole
responsibility

of the Licensee. Consequently, Sony disclains any responsibility for
di rect

or indirect |oss or damage suffered by the Licensee.

The copyright for Iws2rsd is owned by Sony.
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| ws2rsd Requirenents

- Newt ek LightWave3D 5.0

- RSD output plug-in for D Storm Li ght Wave nodel er
- Mcrosoft Wndows95

- a PC sufficiently powerful to run this software

| ws2rsd. exe
rsdup. exe
rsd2hnd. exe
Using | ws2rsd
Usage: Iws2rsd *.Ilws *.rsd scalingFactor

RSD file nane is a dummy.

Options: none

(1) Use the LightWave3D nodeler to create a single-body type character
that is not separated at its joints.

(2) Use the RSD output plug-in to output an RSD file. Note the
magni fi cati on
rate as it is used belowin step 7.

(3) Load the character into the LightWave3D | ayout and assign it a
bone.

-The initial state of the character nmust be the sane as the



initial
state of the nodeler.
-Inverse kinematics nust not be used.
-Pl ease refer to other sanples and exanpl e source code.

(4) Create an LWS file by creating an animati on using the LightWave3D
| ayout .

(5) Create a work folder and enter the LW5s and RSD files to be
convert ed.

(6) Open the LW5s file in the texture editor and change the object nane.

LoadCbj ect objects\tricera.lwo
--> Loadhject tri.lwo (this nust match the RSD file nane excl udi ng
t he extension)

(7) Run Iws2rsd.exe froma DOS window. At this time, enter the
magni fi cation

rate that was used when the character was converted to an RSD
file.

This should be specified at the end of the startup argunments as
shown bel ow.

Iws2rsd tri.lws dummy.rsd 500
Not es
- The RSD file nane "dummy” is not used internally to avoid probl ens.

- After running Iws2rsd, the data will not be converted to RSD out put
fromthe Li ght Wave3D nodel er. rsdup nust be used to convert it to
ext ended RSD

- To assign texture to the RSD, performsteps (2) to (7) before
executing Iws2rsd. This is because the material editor changes the
order of the vertices applied to the PLY file.

- To conpile the source code fromscratch, create a separate ". nmak"
project for
a CONSOLE application, and add all the "*.c" files within Visual C++

(2.x or later).

- When processing a bone that has no vertex, lws2rsd will create a COD
file

that can not be processed by RSD2HVD. To solve this problem it can
be

processed by nodifying the source code file "cod.c" by changing the
code at the

"for" statement follow ng the cooment, "/* Wite respective Vertex
bel onging to

each coordinate */"

/* Wite respective vertex belonging to each coordinate */
fprintf(fp, "#Vertex belong to Coordi nate\n");

for(i = 0; i < NunmCoord; i++){
coord = mal coord + i;



i f(coord->numvert !'= 0){ /* Change this |ine*/
/* Wite coordinate index */
fprintf(fp, "% ", i);

/* Wite nunber of vertex */
fprintf(fp, "%\t", coord->nunvert);

/* Initialize counter */
counterl =

0,
counter2 0;

/* Wite vertex index */
for(j = 0; j < NunVert; j++){
vert = malvert + j;

if(vert->cno == 1i){
fprintf(fp, "%d", j);
count er 1++;
count er 2++;

i f(counterl == NUM VERTEX &&

counter2 !'= coord-
>numvert){

fprintf(fp, "\n\t");
counterl = 0O;

el se if(counter2 == coord->numvert){
fprintf(fp, "\n");
counter2 = 0;

el se{
fprintf(fp, " ");

}

}
}
}
}

(Note that this change has not been nade to the Iws2rsd.exe in this

directory.
However, producing this kind of data is not recomended. Be sure to
make the vertex and bone corresponded to each other.)

Copyright (C 1997. Sony Computer Entertainnment I|nc.



