V3Dexporter for 3ds Max 4.x

Installation:

This plugin requires 3DStudio MAX 4.x.

1. Copy “v3d_exporter.dle” into a plugin directory for Max 4.  Example:  “\3dsmax4\plugins\”

2. Make sure this directory is in your plugin paths for Max.  Check this in Max under Customize/Configue Paths/Plugins/

3. Restart Max

About the exporter

This Max4 plugin exports meshes into the Volition V3D format.  V3D model files are used for static meshes like clutter, powerups, etc.

V3D files are not directly loadable by RF PC.  Before they can be used, they must be run through the “ccrunch” utility and converted into V3M files.  See the readme for the ccrunch utility for more information on that step.

Preparing the model for exporting:

First, scale your model correctly in Max.  Here at Volition, we generally use meters as the default units, and scale everything accordingly.

Next, center the mesh at the “world” origin in Max.  To do this, select it, and right-click the “select and move” icon on your toolbar:
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A “Move Transform Type-In” dialog will come up.  Enter “0.0” for all three axes under “Absolute:World”.  This forces the mesh to the world origin.

Exporting the model:

You’re ready to export your model now.  Select it, then from the File drop-down menu, choose “Export...”.  Under “Save as type”, choose the “RF Mesh – V4.32 (*.V3D)” filetype, and Save it to the desired directory.  Now you’re ready to run it through ccrunch and convert it to a V3M file.

Note, V3D and V3M files do not include texturemaps (TGA or VBM) referenced by your models.  These must be included in any packfile you create, along with your V3M file(s).

If you have questions regarding this tool, email:

rftools@volition-inc.com

We don’t support these tools full-time, or completely, but we’re happy to answer questions as our schedules permit.










