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I nstallation:

1. Copy the plug-in files fromthe "PlayStati on Devel opnment Plugins (Ver.1.2)"
floppy to the hard drive of the computer containing LightWave3D. The plug-in
directory is under the NewTek directory in "C: NewTek\Pl ugins". (On a Power Mac,
the directory is HD: NewTek: Prograns: pl ug-ins).

Copy the following files to Plugins\Mdeler:

RSDLOAD. P (l oads RSD files fromthe nodel er)
RSDSAVE. P (saves RSD files fromthe nodel er)

Copy the following files to Plugins\Layout:

TIM MAGE. P (|l oads and saves TIMinmage files)

2. Registering RSDLOAD. P and RSDSAVE. P i n the nodel er

Start up the LightWave 3D nodel er. Select "Add Plugin" fromthe "Objects/Custoni
menu to call up a selector for registering plug-ins. Select "RSDLOAD. P' and
"RSDSAVE. P* from t he NewTek\ Pl ugi ns\ Mbdel er directory. Wen the plug-ins have
been installed, an "RSD EXPORT (Ver.1.0)" entry should appear in the

"(Obj ect/ Custonm' menu. No RSDLOAD. P menu will be displayed. The plug-in features
will still be available after restarting the nodeler.

To see how the plug-ins have been registered, use a text editor to open the
"LWM CFG' file in the NewTek\Programdirectory. The file contains plug-in
regi stration definitions.

3. Registering TIMMAGE. P in Layout

Startup LightWave 3D Layout. Select "Add Plug-ins" fromthe "Options" nenu to
call up a file selector for registering plug-ins. Select "TIMMGE P' from
NewTek\ Pl ugi ns\ Layout. Upon successful registration, a "24bit_TIM.tim" nenu
will be added to the "RGB I nage Format" pop-up nmenu. The plug-in features wll
still be available after Layout is restarted.

To see how the plug-ins have been registered, use a text editor to open the
"LWCFG' file in the NewTek\Programdirectory. The file contains plug-in
regi stration definitions.



Using the plug-ins:

The RSD format is a geonetry data file format used by the Sony PlayStation and
consists of the following four file types: (.rsd), (.ply), (.grp), (.ply).

RSDSAVE. P al | ows objects created using LightWave3D to be saved as RSD files from
t he nodel er. Choose "Custonl fromthe "Cbjects" menu and sel ect "RSD
EXPORT(Ver.1.0)". After a panel for selecting options, a file selector for
saving files is displayed.

<Description of options>

Pol ygon Mesh:
Def aul t Saves to file w thout changi ng pol ygon shapes.
Tri angl e Tri angul at es pol ygons before saving to file.
Surf ace:

Def aul t If a surface has the LightWave3D " Snoot hi ng" option set,
normal vectors of points are cal cul ated. The degree of
snoot hi ng depends on the setting of the "Max Snoot hi ng
Angl e".

Fl at Pol ygon surface nornals are assigned to all points.

Materi al :

Texture Mapping The UV paraneters for texture mapping assigned by
Li ght Wave are cal cul ated and output to a (. MAT) file. The
image file nust be in .TIMformat. The (. MAT) file type
will be "textured polygon" (TYPE T). The follow ng mapping
net hods are support ed.

"Pl anar | mage Mappi ng"
"Cylindrical Inmage Mapping"
"Spherical |mage Mapping"

Col ored Texture "Surface Color" is output to the (.MAT) file in addition
to the UV texture nmapping paraneters. The (. MAT) file type
will be "textured polygon" (TYPE D).
The (. MAT) file will be set to "no texture" (TYPE C) if the above options
are not specified, if surfaces are not textured, or if the file is not in
TIMinage format.
<Qther attributes>

The followi ng attributes of material applied using "Surfaces" in Light\Wave3D

will be automatically converted to the (.MAT) fornat.

"Doubl e Si ded" Doubl e- si de pol ygons specified. The doubl e-si ded pol ygon
bit will be set for the "Back Face" setting in the (.MAT)
file.

"Transpar ency" If the "Transparency" value is > 0% the semitransparency

flag bit will be set to ONin the (.MAT) file.

RSDLOAD. P is used to load RSD files into the nodeler. To load an object, click
the "Load" button fromthe "Objects" nmenu, and a file selector will be displayed.
Select the (.rsd) file to be |oaded fromthe list of files. RSDLOAD wil |
automatically | oad associated (.ply) and (.grp) files.

NOTE: Because the PlayStation and Li ght Wve use different nmethods for texture
mappi ng, texture data cannot be restored froman RSD file. RSDLOAD will only
load the (.ply) polygon data (excluding normal vectors) and (.grp) group data



into the nodel er

TIMMAGE. P is used to |l oad and save Sony TIMinmage files from Li ght\Wve. TIM
texture files created using this function can be used for texture mapping in
Li ght Wave. Rendered i mages saved in TIMformat can al so be used to create
background i mages for ganes.

The following TIMtypes are supported by TIM MAGE. P.

Load: 4bit CLUT (I ook-up table)
8bit CLUT
16bit Direct color
24bit Direct color

Save: 24bit Direct color

To load a TIMimage file into LightWave, click the "Load I nmage" button fromthe
"I mages" menu to display a file selector. Select a TIMimge fromthe |ist and
click the OK button.

To save a rendered inmage as a TIMinmage file, click the "RG inmage format"
button fromthe "Record" menu. Select "PlayStation(.tim" fromthe list and
specify a file name for saving via "Save RGB inmages".

On using this software:

The use of this software is restricted to authorized donestic users of

Li ght Wave3D who have al so signed a PlayStation Devel opers Agreenent with SCE
(Sony Conputer Entertainment). The distribution of this software to third
parties w thout the consent of D-Stormis prohibited. W do not

accept responsibility for damage resulting fromthe use of this software
Questions, bug reports, and requests regarding this program shoul d be directed
to the contact shown bel ow (pl ease use e-mail if possible).

D-Storm Inc.

Yoshi aki Tazaki, Devel opnent Division

Akasaka Mat subara Bl dg. 2F
6- 8- 8 Akasaka, M nato-ku

Tokyo 107

Japan

e-mail: taz@stormco.jp
Tel : 03-5570- 8727
Fax: 03-5570- 8723
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