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This is an HVD Axes M Me sanple created using the PlayStation Library 4.1.
It can be run by follow ng the procedures bel ow

Sanmpl e Data Displ ay

1. Load the HVD file at the PQLOAD command.

>pgbl oad orchi d. hnrd 80010000

2. Start the PlayStation Library 4.1 MM tutorial viewer with the RUN
conmmand (CD- ROM PSX\ SAMPLE\ GRAPHI CS\ HVD/ M VE)

>psynmake all

>run tuto0

Creating an HVD file based on a LightWave sequence file

1. Copy the orchid.lws and orchid.lwo sanple files to the hard di sk.

2. Start LightWave and access PSX Ani mati onSaver (PSXANIM P, TIM MAGE. P).
3. Load orchid.lws fromLoad Scene and start PSX Aninmation Saver

from Options->Generic Plugins.

4. Set the Coordinate Scale to approximately "300".

5. Press the Bone Setting button and check "Keyfrane To AxesM Me".

6. Press the "Apply To Al Bones" button in order to use the sane settings
for the other bones.

7. Press "OK' on the Bone Setting panel and press "OK' on the plug in nain panel.
8. File creation is conplete when the "M ssion Conpl eted" nessage is displayed.

Post scri pt:
The nmodel data [orchid.lw] used in this sanple was created using
Li ght Wave 3D Met aNURBS functions from Newek Inc. (U S.)



