3ds max Game Export Interface
Programming Guide
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3ds max Game Export Interface Overview
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Mesh

Spline

Lights and Cameras

Controllers — including Euler, constraints and Biped
IK Chains

Skin deformers

Materials

Texture — including Bitmap Texture

Custom Attributes

Custom Node Data

ParamBlocks
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Programming with the 3ds max Game Export Interface

3ds A A AAZE QIHHO|AE ZZ2ZMEA ALZET| 2/EF 2lol 2B 2|2t 34|E‘|E 717 DLL
HEl 2 MZ=ct DLL 2 3ds WA C|2l 222 FEof 2[X[sfofat stct, o] lE{H 0| A= MS XML
THE ALESIE R |E 5+ 7t A|AHIo| AX|= 0] RLo{okTt StC}, |E 5+ 7t 3ds WA A X| A||1|01|
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A Game Export 2/E{H 0| A2} E= 3ds WA AP| Alo|e] ZIESHH| 1D :

AEE2 Ho|EHE {2l 3ds WA API 2 F&E517]

Control * cont = node—>GetTMController()—>GetPositionController()

if (lcont) // Bug out if no controller.
return;

int i;
IKeyControl *ikc = NULL;

ikc = GetKeyControllnterface(cont);

// TCB point3
if (ikc && cont—>ClassID() == Class_ID(TCBINTERP_POINT3_CLASS_ID, 0)) {

for (i=0; i<ikc—>GetNumHKeys(); i++) {
ITCBPoint3Key key;

ikc—>GetKey(i, &key);

// do as you wish with the data

export AUEHO|AE SdiA| ZHEEH HO|E F&517] :

IGameKeyTab poskeys;
IGameControl * pGameControl = gameNode—>GetlGameControl();

pGameControl->GetBezierKeys(poskeys,IGAME_POS));
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Initialising the Game Export Interfaces
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IGameScene * plgame = GetlGamelnterface();

7|3t Sotol| ZHEAHE XHE 5 UL,

OIAZE QlE{H o|AE 7HEX}I} Max, OpenGL, DirectX 2f 242 = EA EFES Mo|st = JUEE
Sh= A|AEIS AIETIC) 7| 2Mo 2 Het BE|X= @2 L ZHEA S ALE25H= 3ds WA A|AHEIS
7|2Zfe2 MHESCE ol z £0| 91, y £0| stH Zo|ct.
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//plGame & IGameScene 2| EZ2lE

IGameConversionManager * cm = GetConversionManager();
cm—>SetCoordSystem (IGAME_D3D);
plgame—>InitialiselGame(true); // true— we want selected only
plgame—>SetStaticFrame(0);

?lel ZE= HE pe|AHE HAHGHA] L F OlO|E{H| O] ATt DirectX ZU S 2 HEE| ALSE F
UEE =d|5tA sttt is now a simple case of enumerating the IGameNodes and extracting

the data you need.

Clg Z=c AFSAL Eo| 234 & M- sts 22 2oi&ECt

UserCoord WhackySystem = {

1 //Right Handed
1 //X axis goes right
4, //Y Axis goes in
3, //Z Axis goes down.
0
1

//U Tex axis is left
//V Tex axis is Down

};

IGameConversionManager * cm = GetConversionManager();
cm~—>SetUserCoordSystem (WhackySystem);
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Tab < INode *> interestingNodes;
Interface * ip = GetCOREInterface();

/] AEE 2ol et 22 MSsH| fIchAM Ht WA sdk £ AbS et

for(int i=0;i<ip—>GetSelNodeCount();i++)
{
interestingNodes.Append(1, &ip—>GetSelNode(i);

}

//plGame is an |GameScene pointer
IGameScene * scene = plgame—>InitialiselGame(interestingNodes, false);

Extracting the Data

IGameScene
IGameScene LEHME = 2 E %[A2| Node 2 Material ofl CHEH 2| AER| FIRE
Node Lt Material @1 Zt [ A2| ClE{H O|A = KP" LEo| B[ AEE FX|EHC}.
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IGameScene 2 | 4t2| Node ofl CHEH 7R E #£0F off2} M Lol 2 & ode °| F—EE%
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TXIBtCt 0| 2 #ESHE 3ds WA AP & ALEsl MX2|E s&dfo

IGameNode
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IGameNode = Al H| Ob'ect o| Aol I, I Object Lt M LH2| Material & &2 9]

Controller 2t o 2t=|0{ Ut

Cl2 T =+ IGameScene 2 E6iA] FE Bf|Hof|l M Material off 235t &HH 2 204
IGameScene::GetRootMaterialCount() & st H S=5HAM M L2 Material & JH+E
GetRootMaterial 2 £38l Material 2Z|AEZ2| RF QHA S F35t= Chest dAHA

//plGame & IGameScene 2| Z2IE
void IGameExporter::ExportMaterials()
{
TSTR buf;
if(exportMaterials)
{
int matCount = plgame—>GetRootMaterialCount();
buf.printf("%d",matCount);
for(int j =0;j<matCount;j++)
{
IGameMaterial * mat = plgame—>GetRootMaterial(j);
if(mat)
DumpMaterial(matNode,mat,j);
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Nodes £ FAISH Waloz HZEC o] oFolA £2(X4¢) Nodes 7t H2 =1 F&
ExportNodelnfo() & Al el o|A 2 @47} ot 2l= | F2|5t2}.

for(int loop = 0; loop <plgame—>GetTopLevelNodeCount();loop++)
{
IGameNode * pGameNode = plgame—>GetTopLevelNode(loop);
if(pGameNode—>IsTarget())
continue;
ExportNodelnfo(pGameNode);
plgame—>ReleaselGameNode(&pGameNode); // free the memory
}

IGameNode & thrd| REME 74| 0[L{0]7| mf 20, GetlGameObject 7t BF=A| S &= 0{0f
stch, ol FAFSHAl Node 2| Material Ot Conrollrer ol T8t 2 = GetNodeMaterial() 2}
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IGameObiject 2| 22| & &l M 5t= Z2 Controller Lt Material Hl0|E{ ol = ¥ &2 0| x| X|
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IGameObjects
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// child = IGameNode Z2lE
IGameObject * obj = child—>GetlGameObject();
switch(obj—>GetIGameType())

{
case |GameObject::IGAME_MESH:

if(exportGeom )

{
IGameMesh * gM = (IGameMesh*)obj;
if(gM—>InitializeDatal())
{

DumpMesh(gM,geomData);
)3
else
{
DebugPrint(“Bad Object#n”)

)3

}

break;

case |GameObject::IGAME_SPLINE:

if(exportSplines)

{
IGameSpline * sp = (IGameSpline*)obj;
sp—>InitializeData();
DumpSpline(sp,splineData);

)3

break;

}

child—>ReleaselGameObject();

o] ofl Mol A 22| = GetlGameType() € IGameObject ofl L5 &35t IGameObject & =&
°|E1deOIA§ Hsk5ho} IGameObJect Types 2 & ClE{H| 0| A 2| 2| AE = ofefe| Fof L2t
Ct o] E= FEAME =2 = UL}

IGame Object Type IGame Interface
IGAME_UNKNOWN |GameGenObject
IGAME_LIGHT IGamelLight
IGAME_MESH |GameMesh
IGAME_SPLINE |GameSpline
IGAME_CAMERA |GameCamera
IGAME_HELPER IGameHelperObject
IGAME_BONE IGameHelperObject
IGAME_IKCHAIN |GamelKChain
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IGameMesh

IGameMesh 2EHMEE MM, f &Y, ¥H Y&, SAH IE 5SS Zasts BE HAl B2
E”OIE'IO‘” EHS,_F 2,_"‘:5‘@- EE—% X_”_g_gl_l_l:l_

It will also take care of such things as mirroring, which is again something that can cause
unexpected results when exporting as the normals will appear to be flipped.
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int numVerts = gm—>GetNumberOfVerts();
for(int i = 0;i<numVerts;i++)

{
TSTR data;
Point3 v;
if(gm—>GetVertex(i,v))
{
//use the data here
}
}

int numFaces = gm—>GetNumberOfFaces();
for(int f=0;f<numFaces;f++)
{
FaceEx * face = gm—>GetFace(f);
// use data here

IGameMesh = smoothing &0l 7|dtst Face HIO|E{of &t M2 E M Ssicl & 7HE
smoothing &0l CHollAM Mol 2|AET} ghakE 4=l ESHOo| W2 Ho Z 2 E 2| Material ID o
ldtst Mod A 2|AEo o st M A Mol=S J4El Material ID basis & ™ofl Ciai M = & 2hSShot
olefst REo MZ2 3= 017 multi-material ofl CHet ZHE S 7HX| 2 JAKX| 2ot T A7}

Holl Mol REof 7|eksl O 22 H3=2 2 %°7P 2 mf HIO|EE MAIZIS 2 C|AE2 0]
5t7| ?IshAl SR35icH o|Hd 2 220 o 2ol ctF1 Uct,

LEME MolA HAE = 2E ofE HO|E 7} &= 0 MEEICH A}
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//gm & IGameMesh 2| ZQIE
if(exportMappingChannel)

{
Tab<int> mapNums = gm—>GetActiveMapChannelNum();
int mapCount = mapNums.Count();
for(int i=0;i < mapCount;i++)
{
int vCount = gm—>GetNumberOfMapVerts(mapNumsl[il);
buf.printf("%d",vCount);
for(int j=0;j<vCount;j++)
{
vert = NULL;
Point3 v;
if(gm—>GetMapVertex(mapNumsli],j,v))
{
//use data here
}
}
int fCount = gm—>GetNumberOfFaces();
for(int k=0;k<fCount;k++)
{
DWORD v[3];
gm—>GetMapFacelndex(mapNumsl[il,k,v);
//use data here
}
}
}
IGameSpline
BEAEE F 7|8t 1GameObject = IGameSpline LEME 2 H &=l 4= QIC} 0| Object = St}
=2 1 0|42 IGameSpline3D LEMEZ A Foi== AN AZ2lel Ho|EHE 25
ZH 0| Z2Al &l Ssl0d, Ol= ol B2 AE2elo| |leiel 3ds WA AF2lels FAst=Xo
= ULt

knot 2} tangent H|0|E{= 1GameSpline3d Object ol X &= EF 7|2 knot HIO|E{ 2} &
IGameSpline3D =8t knot 2 tangent S E2| ojL{mo|M2 X A&Her Zdo|cCt.

otz o] clo|of 12 2 IGameSpline ZAE| 0|4 Object 2F 12d0] Z&tst= IGameSpline3D Object
E2| A E LiEtlC]




IGameSpline
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IK 7F 282 @ IGameNode Z2FE & 58t IGameControl 2 end effector € It HAEE2{7}
2 Zo|ct. IK 7t |2 sHE o Forward kinematics = IK ®Ql2 7AMSID U= T EZFE 9
IGameController ofl 2|5l AAH2 %= 2yC}. IK Enabled Z{ EZ2{2} 8 Seivel angle H|O|Efof| Cf &t
2| HZ0| IGameProperty 2A] M Z=lC}.

IGameCamera 2} |IGameLight

B E Light 2 Camera Z2HE| = IGameProperty 2A] F&EIC}H 0|H2 ZE ofjHOo|MHE =1
2B E 2} multiplier IO, 2] =¥ 2|8t include/exclude HIO|E{ & Z&t$tot & 3ds
WA =W 2 FtH 2tz o] AEHO|AE Sdll &0, OAXNE2 3& HOIHE "SF"SHCt
CHAbofl st = =2 & =™ 2 7i0 2t RE T M=ot

IGameSupportObject

Bone S E&5t= 2 E Helper LEM EE2 |GameSupportObject 2M wrap ElCH 0|2 off ¢
=5k ClE{H 0| A 0|0, CHE & O 2l IPropertyContainer QIE{H O] A0f CHEF 2 S M S SHot.
J2{L} Helper & Z7|st=&oll tist 2712l 20| IGameSupportObject ol 2|5l FX| = =
IGameMesh ZQIE{ & SallAM XS EICt.

IGameGenObject

H el olE{H o] A0 LHX|X| %2 2= 2EHE = |GameGenObject 2A] wrap = Ct. 11 Object
o| 7|2 =T ZHE|of tiai M2+ H 20| Jts3iCh Object ZTZIHE|o| CHSH H 22 CfE 2ol A = of
At

Modifiers

3ds Ao Br|ufolo] AEH2 0 UMY = A28, API L4 FHO|M 55| ZBAFA o{AHE
= ACH JHLRZE 2740f thol M M2 oloi kA M H25hs A2 A S 2ctdet ez
FoHus Al 247 AoIM A-SIEL o|R2 LRI HIOE $ESH| =

olo|st= Zio| ot 2, olaiel FF 2ol ME ZE=2Q| o|Ho| U= 7IsE &ESH| O ofFEche=

PAR== k] P =iel (=

S

IGameObject QIE{H 0| A S EsHA ZC|mto|ofol CHEH &Y H2E £+ UL = _
IGameObject = LEHME0| M & ZE 20| m0|0] o] 2|AEef oA AHO|AM ALZE O F &
W5 ol Soll thet 22 7AIstH, A= I LAt ZHehsiA| 2o|otolof7t 25K {28 2E e

= Act

3ds WA A Y AZE PIE{HO|AE A% QUM EL} L2 KSof Chet X4 S YX| LDE
3

olof| i st E=to 2 M IGameModifier = "max skin" 2} "physique" 2| 27! H& 2C|nfo|o &
AFMoZ X sict MX|0 & 2C|Tfo|0{= RHal2te| API & M35t , & cf M2 Ci=C},
IGame 2 & A71 2C|njofofof Cf st ctel st HZ 2 X Sst=dl, IGameModifier::IsSkin() =
ALE35Hod, JH e X}= |GameSkin 2 ¥ 25 A weights 2F bone bindings ol 218 & Z& == Ut

IGameModifier = 01 35| @zl 2| 3ds WA Zr|mfo|ofol CH st H2 S MSstoth frfsiH L5
HO|E{= IGame 0| F&& = gl= WA 22 HolE ALZX HO[E0|7| IfE0|Ct O|HE2 E&
LocalModData L} Per Face Data 2| HEjo|0f, BHFEA| OZH S =M SH AL 2|5l AFYAHZ
™2 = ofofgt Stct
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int numMod = igameObj—>GetNumModifiers();
if(hnumMod > 0)
{
for(int i=0;i<numMod;i++)
{
IGameModifier * m = igameObj—>GetlGameModifier(i);
/] 047|ol|A C|o|Efol HZ........
}
}
IGameModifier Q/E{H| 0| A= RC|Tlo|0{ol| ofs P&S 82 ZE =0 it 2| AE T MSEot
JefM A2 xZEAOf GLA2 Physique 2F &2 ZC[Ito|ofol| 7|BHeH =S58 AAZESX| MBS
== UALCE
Controllers

HEBefo| Rao| Tololx o w2t
0% 9Ish EZ 3ds WA APl & 91X ZAESe{ol thet Mol 511, LB key QAEIH 0|2 S
AR QX 0f £ 2 HASIT, J2|T LM ZIEE Efelo] 7| ek I| 8 £33 HE 7Y
HoICh. 3ds B 7|2l AAATE] QIEIH0|AE 0|ZHE NHEHOZ ChEl|, 0l H YA 51043
ZHCHSP| AZES 9|3t DE Bezier 2% 7|0 BIAES SHY & UTE o Eoh. CHA|
Ustx| 0 0] $Z 0| A S C0|E{7} 3ds LhHoll ChEH Ml x4] glol T wal H2E 4 Use
ofa| gtct.

7|12 Key =2l HEZE2{2} &7 IGameControl & ZHEE2{E ME2 e 5 Jcl 0|HS Key
QIE{H 0| A E JQI%EP | &= Biped 2 &2 EX AEE2]0f

QIE{H O| A= 7HeXIZ} IGameControl ZIE E2{7} istAELQof| 7|6 Ol H RESZ
ME=R=XE Lo EE 5 Est= 9*_5 F82 RISt o & 01 Control 0] Unsupported
ZHAEE2L} Biped O|H, LXt= DA S At Hlg2 MEY S 5 RUCt IGame 2 F 79
ME2 &2l Full 2 Quick £ J<I StCh Full 2 RI™E 7HekXtol| olshAM MERER ﬁiﬂ

O mMo|M Helof ofLHo|ME2 ME-E AolCt. Quick = BHXl 7|17} EXst= AEER TS
MEY e Ao|ct o|A2 IGAME_TM MEZ 0|t 7| MY S X|YstX| b= AEERH HaliM=
ZHSSHA| @42 Zol2t= A 2kl ULCH

(@)

2 222 2 AHSH| fI5hM IGameControl Get[...]Kyes() HIME= 22|91 HElZM

Dlob B 5 false B HHEFBHCIH | Of Bt

DEJ| HMEE S8t o jteration 2 51 2¢ECh S
Z O 3ol MEYo| eHE = Act.

o
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|IGameController & 2 & 2|o|& 47| ¢
= A OIEI—
= .

T AL
IGame Controller Type Max Controller
IGAME_UNKNOWN Procedural Controller / 3rd Party
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IGAME_MAXSTD Linear, TCB, Bezier

IGAME_BIPED Biped Controller
IGAME_ROT_CONSTRAINT Orientation and Look At Constraint
IGAME_POS_CONSTRAINT Path and Position Constraint.
IGAME_LINK_CONSTRAINT A Matrix3 TM constraint

IGAME_LIST A List Controller

Constraints &= IGameControl of 2|5l 2 Mo 2 X|JECt A7 HZ23 OlRJIX 2 2 &

Constraints = £t et QlE{H 0| A E &oll X| 4 =Tt Constraints & Controller #& 2 2 A
AMEECh ool WM U= thed| JiE ZE S R0l gt Constraint AIEHHO|AE
S EIt Uch g ZE= 0|5 MR 2of =t

Jor g

if(exportControllers)

IGameKeyTab posKeys,rotKeys,

IGameControl * pGC = node—>GetlGameControl();

DWORD T = pGC—>GetControlType(IGAME_POS);

VA BN

if(T==IGAME_MAXSTD && pGC—>GetBezierKeys(poskeys,IGAME_POS))
DumpBezierKeys(IGAME_POS,poskeys,prsNode);

else if(T==IGAME_POS_CONSTRAINT && !forceSample)

{
IGameConstraint * cnst = pGC—>GetConstraint(IGAME_POS);
DumpConstraints(prsNode,cnst);
}
/] =™
else if(T==IGAME_MAXSTD && pGC—>GetTCBKeys(rotkeys,IGAME_ROT)
{
DumpTCBKeys(IGAME_ROT,rotkeys,prsNode);
}
else if(T==IGAME_ROT_CONSTRAINT && !forceSample)
{
IGameConstraint * cnst = pGC—>GetConstraint(IGAME_ROT);
DumpConstraints(prsNode,cnst);
}
else
DumpSampleKeys(child,prsNode); // usually Biped
}
}
IGameKey

FZEE ZE 7= oY NMEA Selao MEE =M, ol 2E Key 780l S E|AEE
FX| 8t} : Bezier, TCB, Linear, Sampled. IGameKey ol Cii st EalA HE = 2 E & E=x35l2}.

HolEo tist 22 HEEH 7ol &2 Act ot Z == Position of O 8t =& Bezier Key
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IGameKeyTab BezKeys;
If(pGC—>GetBezierKeys(BezKeys,IGAME_POS))
{
for(int i = 0;i<BezKeys.Count();i++)
{
if(Type==IGAME_POS || Type==IGAME_POINT3)
{

Point3 k = BezKeys[i].bezierKey.pval;
//use data here

0| M Zoll A= Bezier Position HIO|E{ ol 2tA 2 ZIX| 11 UZ| W20l GetBezierKeys() HAM =7}
IGAME_POS Zal| 12 &t AIE = RAct 2tek M551H BezKeys = bezierKey B0 2 & =+
A= 719 2|AEE ER5HA & ZHolct. o] 2|AE = IGameKey ol 2|8l FX|=lCt.

Materials 3 Textures

Material 2 |IGameMaterial 2A] MPY o Z XA ED], 2t == 0] M vjdol CHst QAEHAE
M&3st gt Standard Max M2 (StdMtl2) = Ambient, Diffuse 284t Glossiness, Opacity 2F
Z2 7|2 MAE HoleHE & S5s17| st HAEE ALEsl 2AYHe =z XY ECH o2 MHE2 2ae
IPropertyContainer ol st 22 M3 g Zol0d, 0| & &3l Parameter ¥&0| 7Is3stCt o] A<
API HZE 2t AR Zleh2 Mol5t7| fl6H xml Z2IHE| utl 2 AFZ5H= Z40| Z Afo|ct. ofof
i M= ChS &ollM A5t Uct

Multi Material 2 SubObject 2lH Atof|A ALS =T U= sub MZE =2 Material IDofl cHEr =22t
& X[ =ch A A E2 Bitmap Texture ofl thst 2™ X|2lz} & OZd0| Al25ID U= 2 E
ElAX ol ofst 2 S Msstct. 22|38 dlolE & Zesh= Bitmap Texture 2 2& = ZIHE| 7}
NEZ RS =l

// mat 2 IGameMaterial of Cif 8t Z2IE].
TSTR buf;
int texCount = mat—>GetNumberOfTextureMaps();

for(int i=0;i<texCount;i++)
{
IGameTextureMap * tex = mat—>GetlGameTextureMap(i);
TCHAR * name = tex—>GetTextureName();
if(tex—>IsEntitySupported())  //its a bitmap texture
{
IGameProperty * prop = tex—>GetClipHData();
DumpProperties(bitmapTexture,prop);

prop = tex—>GetClipUData();
DumpProperties(bitmapTexture,prop);

prop = tex—>GetClipVData();
DumpProperties(bitmapTexture,prop);
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prop = tex—>GetClipWData();
DumpProperties(bitmapTexture,prop);

Texture & H &2 CtE 7| 2| BlAX ol oa]f AFE =l Coordinate S0t HIO|E{ofl St HZS
Mgtk MA Hato|Lt HERS MSHE 8 40 H2E 5 Aok

Parameter Blocks 2} User Defined Data X| &
Parameter blocks &2 ParamBlocks 2 3ds WA T2z 3of Ao sHA EEo|c}:
3ds WAONM He| CHFE 22| nj2lo|E &2 ParamBlock 2A SE=ICt. oW 2 7RI & Al

sezxzIOHl s Molskr| I Ul 2 E1|0|E1E MAMK| 2ESF 5| =Ct. o & 20 TrackView o=
e HEl Jssh ololE{ 7} ParamBlock Al AEO 25 A =Hdriven) = A

z

I
P |
Al

24 stof| Cffalf st At Of
E =75t TrackView =
H™Mo=z Mo}

ofell ol M= 2 XM &2 paramblock ol HZst= 2|
2% Hlo|e{7} =Clmlolof clo|¥ 2 a0l M C|AZ&o|= A%
1742 ParamBlock off Z2gte 244 RrC|mto|oje| miz2to|Efoi|

&Ml Track View - Curve Editor

Modes| Settings Display  Controller  Tracks Kews Curves 1- Parameters |
H || <o <8 | Fa g~ S B TS Radius [35.208 2]
___________ [=] Rotation J | | | Segments: |32 ﬂ
----------- [[-]< Rotation 100 ¥ Smooth
"""""" [l Seale - Parameters
..... = @3 Object [Sphere] . Herizphers: |D.E| ﬂ
[ Racius hosted in a  Chen ¢ Susth
........... o s
........... [ Geaments Paramblock .
........... []5monath i ™ Slice On
----------- [[]Hemizphers J : Slice From: |I:|_|:| ﬂ
----------- [[]5lice From [ L |—EIEI 7
........... []5lice Ta : [ - A
F(3 1 - Default n 5 ™ Base To Pivot
- Slider] || P | L [¥ Generate Mapping Coords:
4| | M 4]
|G ) ||
IGame € ?Ist =222 & uf ParamBlock = Z1HE|= IPropertyContainer 21E{H 0| A S
R

H AAZE Qle{H 0| A o|o|EfHf|o| A0f M ZEHEl Zt [ExportEntity & IPropertyContainer &

x|l gtct. o] QlE{H o|A= MMM Z Entity Ate| ZR2IHE|E HAE M elo| Jct- aAHES
ParamBlocks 7| M &HE = U= ZE CISH IR E =HAM, if applicable, Custom Object Data
2} Custom Attributes € & 5& ZHo|ct. 7lwXt= Ee{ael XM ml2lo|e & F&stAt g of of
QIE{H O|AE RFSHOf ShC,
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IGameGenObjects T IPropertyContainer & X|2lst=0l, A& 2 EH Ol A0 L2{X|X| &2 3ds
A QEMEQS ZZIHE[O &t 2SS F0{EHC}.

IGameScene 2 & 72| 2kzt CIE2 Aoz E2{1210|L} IGameObjects off FX| &=
ParamBlocks 2FE ml2lo|e & F&sict:

XML Defined

stom Attrlbutes Custom Object Data, ZH&AF Mol E2{19l Ho|EHE

Simple Enumeration

0| MM E+&= ParamBlock ol CH&F & X0 & o &st=0l, read/write € Z&tstct 2|1 Chekst
AN E{E| 2 E: T ZHEo| st HHE St= 713 w2 &HAlo| 7| £ Sict

Ol MAMEE= 25 IGameProperty A wrap =0 = st= m2lo|g HO[E & M =g Adolct.
&t HIMEE AlB5t=LE= Moo =3} =& O|o|Ee| 2kol| Eaf Ut

o & 0 XML Defined route = 2& paramblock TZt2a|E{ 2} 14 3ds WA R EHM E 9| Object
Properties CIE|d 2 10 &= =0 /= Custom Attributes 2F Custom Object Data = M3 &t
Zd0|c}. Custom Attributes = Of route & SollAl X[}E =% JUCH IHLUXE2 A LdAXZE
CIE{HO|AE Z=7|5te M, AFEE Tfe| 0|2 XM e 5= Uct. F o|AH2 A XX Hlo|EE

FAIsHE AE 51 &gt

XML Defined

customisation € 5| &35t XX LS ZZHE|IE X|517| QI5HA, AAZE
Properties Tt S At2stct 0|Z42 XML Th old|, 11 L 5ol 7HeXII F&E510KX S
o2lolEe &2 7|&Sict o]l A|ARIZ ALEst= Ao o|E2 MER2 ZZ2HEE2 FIigh W, ORS
HAIMoZ X|st7| 2l M IGame O HAlE EI} gick= ZHo|Ct IGameProp.xml TH 2

I Ml (description)= F50llM &ot= 5= ULCH

F

B
t

rlr g
|>
rir

-

=

XML 2| A2 of 2 Ehestn, 222 HE & | 7bs3skch 22{Lt IGame Property Editor
FEZE|E AL M2 Properties % om data € A I 7Is40| gl= HAle=Z FItgt
= At MEE Holef= ZZIHE|of cfst ._3._ HEE M33sIEZ, IGame 2 Hefel
ParamBIock OS=ZHE ORE F& £ Act XML = & |PropertyContainer EIH 0| A Z F E
ol2lo|e & A olsl=0 AI2E £ U= ni2to|Efof th st ctd AlE XS N ZSHCl ol H 2 ZHeX}T}
Apalgke] AP £ MAMSHA 5 F7tF &3 validation)2 T X £ EE = ZZ2HEES F£5E
== 28 2o|o|stct. XML Property Definition ZH 2ol of 7+ ofefolfl Lt} QACt.

-||I cn rir

T oo

<ExportEntity>
<l
StdMat2 Properties
——>
<simplename>StdMat2</simplename>
<classid>0x0000002,0</classid>
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<shared>false</shared>

<Property>

<id>1</id>

<simplename>Ambient</simplename>

<name>ambient</name>
<type>point3</type>
<paramblock2>true</paramblock2>
</Property>

<Property>

<id>2</id>

<simplename>Diffuse</simplename>
<name>diffuse</name>
<type>point3</type>
<paramblock2>true</paramblock2>
</Property>

</ExportEntity>

?le| =7|stollA IGameScene 2 0| L& ZEE510] M =3|Fotof| T} AEHEI =S

o X|A[Z|7] /IHM ThA 2 & Zdo|ct. It makes a match based on the ClassID of the node and
the SubAnimName for IParamBlock or the internal name stored in the ParamBlockDesc2 for
IParamBlock?2 (shown red in the source below).

static ParamBlockDesc2 aniso_param_blk ( aniso_params, _T("shaderParameters"), O,
&anisoCD, P_AUTO_CONSTRUCT, 0,
// params
an_ambient, _T("ambient"), TYPE_RGBA, P_ANIMATABLE, IDS_AMBIENT,
p_default, Color(0, 0, 0),
end,
an_diffuse, _T("diffuse"), TYPE_RGBA, P_ANIMATABLE, IDS_DIFFUSE,
p_default, Color(0.5f, 0.5f, 0.5f),
end,

a2l LM JH A= of ZolLt ID ofl olsi Z=2HE[E REE 5 Ucth

IPropertyContalner ClE{H o] A0 TSt ZQIE{T} FHX|H | CtS2F 20| wrapper &5 2o e =
Lt

IPropertyContainer * pc = entity—> GetlPropertyContainer ();
IGameProperty * prop = pc—>QueryProperties(_T(“Ambient”));

CcC
=

rir

#define AMBIENT 1
IGameProperty * prop = pc—>QueryProperties(AMBIENT);

#define 22 E3E= ZE ID 8 include Tto|
NLE Ol A I ElHo|AS B2 HMES2 che OI al2jo|e{ S0l of st

wrapper 0|04, H&stH| 22 wWaloz Pt A ID = olCIE{of ofs) M=o U5

o|= Rpalate] HM S 2|5 OHES AFESH 2 U § ZE0|BE2 HFE0| E7ts35ict o|H2

IGame Property Editor E2 A3l 242
XMNEs = JAEE 5| =of Ay A E ol
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Materials, BitmapTextures, =4 2! 70 2}& Z&tstct.

ﬂglﬁamePruperties Editor ] =10l x|
File Settings
B StdMat2. Edit Property: T argetDistance
- g:f"ej :E'th simplename | name | type
EI :"..are LIt 3 TargetDiztance TargetDiztance float
e 0 000020,0
-- Bitmap Texture
[+ Fiotation Constraint
[+ Position Constraint
[+ Path Constrairt
B+ Standard UvGen
- ExportlzerData
Sl ehtity | Help: Select an iter in the tree to edit itz data. ;I
add property | 1I
XML 7|8k F=&2| &£ 2 2% 2t 2 Custom Object H|O|E{ 7}t IGameProperty M F=£=1
2 4 Act= Zo|ct ol 7t Meol=H, JA2 ChE T2HE|2t Mo Aoz

Custom Object HIO|E{&= CtF 2|AEdAM & = U= CHE ParamBlock IH20|E S31t= Cha

Ct2A &el=ch

<ExportUserData>

<l—

Node User Data ofl st
<l—-

id = ohdof oifslf 7sHok

rH

=

!

<id>100</id>
<keyName>|GameTest</keyName>
<type>float</type>
</UserProperty>
<UserProperty>
<id>101</id>
<simplename>|GameTestString</simplename>
<keyName>|GameTestString</keyName>
<type>string</type>
</UserProperty>
</ExportUserData>

User Property & 2+2t5H= IGameProperty Ato|2] Xlo|= EHX| ZAE
ol2t= A #olct,

Simple Enumeration

2 QIEmolA7F NULL
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Ct 7R = SHX| ALSE
£ ParamBlock 7|2t Tf2jo| g

D E ExportEntity = €7 == A& m2lolE{E& 278 = U
IPropertyContainer ofl ti 5t 282 S=st7|gt 5tH Eot I8¢
QLSS WS Sofl 7HLXtol| A grebE Zdo|ct

r
o

DumpProperty ME2 0| 7| & AF*oHA‘I QEME AloM B2 = Y= 2E TZHE|Q 0|ES
F&sict o|Ade 2r|Tto|of, XA, IPropertyContainer IE{H 0| A S X5t Z& HES
Ztsict Clg 2 == 2YWS **X*OP" g Hof =cf

class MyProc : public PropertyEnum
{
DumpProperties * dp;

public:
MyProc(DumpProperties * d) {dp = d;}

bool Proc(IGameProperty * prop)

{
TCHAR Buf[256];
_tcscpy(Buf,prop—>GetName());

// NULL o|® Z3Zd29| |ParamBlock I =0|0{,
[/ AR 2 oM o|MEX| &=Lt & 0|§= 7HK| 1D UKX| 2LCt.
if(_tcscmp(Buf, _T(""))1=0){
//use the Property here
}

return false;  // A& &

F

ol

O] 22 CtSIEE ALESH0] A™ = =0, 047|0lAl material 2 IGameMaterial 2 28 Eof L

r

IPropertyContainer *pCont = material->GetlPropertyContainer();
MyProc * proccy = new MyProc(this);
pCont—>EnumerateProperties(proccy);

ol 7|2 x7[=t M| Soll YH== ZE uf2folefol tiet 22 M2 Aolct of 7|HE2 2&E
ut2talefol| ek 7|2k ParamBlock off tiet 2 g Wl ®&Estch 5 1 d|lol&foll thek 47| &

§0
M7| AshS MBEICL EB O|H S Cletet QIEE| 2 e R E njajo|e| s & Ssts 71E we
e 0[7| € BICH JHUALE M4E Mo AMBSIIA ZEMCIH 2lalol 3ds WA AP 7}

=
A5t M ESH YA O 2 ParamBlock ol ™2& 2 lo| AT},
oz 7| 5§
He AAFZE QM O|A= EZ "GetLastError" 7| S Al25t=Hl, ol= X[@WXQl EX o Cf st
=l 2 X Sst7| M FIER= API 7t ALS St AT RAPSICE I R&22| IGame &= &

IEZFRH JAE = e 7‘1"4 of2{E MEe Aolct MFHel o2] 2Atd 2 ofl2{7t Ll et
O|=oll 7|ssts Ax 7Hs5tot. ol et 22 JHLALRZ sto{F ofl 2] ZAE Apale| R E=of A
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[m]
—-—

o lE AAXE Z2HE = UA

L ot =c}. o & %01 GetlLastlGameError € Al235I=
IG_NODE_NOT_FOUND 7} dt&t=| E

|

AHes = Z =S = Y10, GetLastiGameErrorText &
ALE3SH= 242 "No Target Node found" & AH&EEF Zd0|C}, § HEXUF target-based 7} ofl
ZHo|L| ZtH 2ol CH & target LEE QLA S W E 2|o|siot,

S5 F U= 2T =Xfst=dl, 0| & Sall e = A= 2E Error & SX|2A ElC} O]
O|HEE= M ofl {7 AN E mf 2dal, EXM7FAXMZ gtate i HIME S & o|Fof &s| =5 3l
Z=rh o] 7|H2 AAZET} 2= = 0|20 ALSKIE @St MA ol H=ZE A Sst7|dl “4E|°F
gtalo|ct,

class MyErrorProc : public IGameErrorCallBack

{
public:
void ErrorProc(IGameError error)
{
TCHAR =* buf = GetlLastlGameErrorText();
DebugPrint("ErrorCode = %d ErrorText = %s¥n", error,buf);
}
b

MyErrorProc pErrorProc;
SetErrorCallBack(&pErrorProc);

HEsHs 3= S
FAM S MS5H7| fIolM Al AAXE BB o|AE HESHE mo|Zatel & F=of HHE
A0{of BtCt, O|ZH2 2E IGame QUE{HO|AZFEH °._JEH9I 3ds M ZiH ool et =22

MZ2ste2M 0|20 &},

IGame 2 Ctst 7|5 M S HMBallA S22 2H 2HE0| FC}. IGameScene 2 2Atztof| w2}
ot ELE =29 Ho|E0 elaiM =7(2HE = ULt o T HAlez2 ERO0le Mol =
°ﬂ7{7} 3ds o A 9_ MEo| st 20| 7tssicte A2 ot A =2 MAESHAY QAEHEHO[AR
CHA 2 = Jch (& E : In this way, a plug—in’s main node enumeration can be replaced with an
game mterface equivalent, knowing that access to the original 3ds max object is available.)

for(int loop = 0; loop <plgame—>GetTopLevelNodeCount();loop++)

{
INode * pNode = plgame—>GetTopLevelNode(loop)—>GetMaxNode();

//.. Carry on as before

IGameObject & A MO Z ALESH| @18 EE CHE route 7F EXE = UL DX 2 S8 MHAE
71X, IGameObject 2lE{H o] A0f st FHZ off 2C|Tlo|o{E Hst= Z0| o|2{st ehaloz
TE = Ut A7 2r|mto|ofofl ciet H 2ol SHX| mi2fo|Efof Cieh 20| 72 of o|H2
Z2+etSE route OfCf

H<7] IGameSkin QIE{H O|A = IGameNodes Lt O 2 S&2 2?loiM ¥ A= Heiel 3ds
A |Node off 7|2+t O|o|Ef 22 A= Etot.
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|
==

Pararameter Blocks

Parameter blocks 2 ParamBlocks 2 3ds WA Tz gz lof o] Al E2o|ch:
3ds WAONM He| i FE 22| nf2lo|E &2 ParamBlock 2A SE=ICt O|H2 7RI & Al

22z WS Hoi5H7| f8t Ul 2 E1|0|E1 E MAMX| EEF & =Cl. o| & £0{ TrackView ol =
e HEl sk Hlo|E{ 7} ParamBlock Al AEol| 28 A =Hdriven) = L.

ofell ol M= ch2 x|l M &2 paramblock ofl & 2st= ZH 2| 22 shof| Cfsf A™ste Ut 0f
4% HolE{7} 2C|mlo|of clo|¥ 20 El|AZR| 0|5 A%Oﬂ_‘.:_ £, TrackView =
42| ParamBlock ol 222 M ZCjulo|ofe| mi2lo|Eo| &F Moz H ISt

lél Track View - Curve Editor

Modes| Settings Display  Controller Tracks Eeys Curves | = Farameters |
HEﬂ || ¢32 48> | el RIS Radius: [38.204 2]
........... [EY R atation J | | | SEQITIEFI'ZSZ I32 ﬂ
----------- [f-]Z Ratation 100 ¥ Smooth
"""""" [l 3cale | Parameters
,,,,, = @a Object [Sphere] . Hemizphare: ||J.E| ﬂ
[ JRadius hosted in a & Chos © Seussh
----------- op qLas
___________ [ ocanenis Paramblock _
........... ] 5moath i ™ Slice On
........... [l:‘ Hernizphere J | Slice Eram: ||:||:| ﬂ
........... [[] 5lice From : Slice Ta: |EI 1] =
........... []5lice To ' ' : e
@ (3 1 - Default l f [T Baze To Pivat
@lﬁﬁ 5|i':|'3”:||1 hal | B | 1| [ [¥ Generate Mapping Coords:
4 kA

of mt2tolef MZ& MAHHEF2 28 = 7HLAIt ParamBlock 2| 7HE oo & o{C|A £ & Z A5l of
x| 2R| Zetohe ZdOIEF 0|42 SDK 7t S8ielE M2 AtESt= o et &2 FEES
?HII%PI’_ A7 2ol LY Z2aels POEW 2 =M 7F =X gb=ct a1t o|H 2 2AM Bt K]

b2 ME miE| EEﬁZLO'Oﬂ LM = X7 2 5= Act o] 2XM = JHLXSo A g2t do7|n
3ds WA SDK Y E=o e AR0| 22 L& Zof chst 2 elo| Uct - "01[E1°" S YYY
QEMES XXX I2f0|HE S = AUS/". Al AAZE QIEHO[A H': ote| E2{a¢l
Mofoll cist Ghtest Z2HE| 7|8 22 ARS8l 0] 2& | o|E o EH°F’.§ S M3 setct
ParamBlock 2| hold £ 2 Ss5t= alo| gat @ehst 42 ottt H| & paramblock &S5 2[st
WA sdk HIMES0| EXSH7|= kX2 ZE E2302l0| o|z{st WAooz XfAlel E21002
QESI| =2 st 7-| 2 ofuct, ae aramblock 2 reference A|AEIO| M EH=EICH O|ZH2

E
fim}
4
Hr
1o
>| (o]

CHA| JHEERLE EE CHE SREC 2 FEotl T WA sdk ol sl &2 2 olalist= S 2HECt.
J2{L} IGame € R0 M2 e = A= pramblock € MAsts 2 E A4S HAAISI S 2 M
INLUXLE 2I5HAl Ol & IR =C}. 0| & 2ldll IGame 2 E2{2ld 2|5H -erIEI = ZE reference
£ Z0of £, IParamBlock 2} IParamBlock2 £ @I gt CI2FSt SuperClassiD £ AAsict QA2
L Z =l Reference Target 2 AAlGHAM 24 S0| {22 paramblock & Z&tst=X| & &
gholstr| = g Zdo|ct.
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|GameProperty XML format.

|IGame O| 7t=5t st =t& JtsstA 2HE7| fI6iM, 22 ZZ2HE|J} X[l E 22T} UCt o|H2
AEX Hel MZEo|L LEMETL 35 CIEHE0[AE SillM X[HE = JALE 52 Ado|ct
IGame Ol 2 E Z2HE| 22 IGameProp.xm! Tt S S3l|A o=t IGameProperty &
gtshslE MM EE o ool MEZ|E JIX|AH E2| Holct Xfo|2lH |IGame 0| O|E & LEE
"eU Act'= Adolct Ozl T2 E|o B 55 9st ch=st wrapper & M gtchks ZWolct =
Z2HE|S0 tfal X = L ID & AF2SHM Export Entity off 2I5HM FX| == ZZIHE|O]
CHet ZAal g e = At

ol 72

<?xml version="1.0" encoding="utf-8" ?>

<l—-

IGame LA ZE 2} VA A== Z2HE| T}
—-—>

<l--

IGame exposed APls & ALE3517| fIsliA= ofzfoll Mol ZZHHE|Q| ID & HASIK| OlMA| L.
124 =2 Property Container & QA& SI= Ol Al2E| 0,
UE HMHMEES 0|HE AFSSHAM olZA 2| wrapper & Ml &g .

Zt Proeprty 2| ID &= paramBlock Ofl Al QIS &l =|X| gtx| gk,

Tl A XL= ChRFSE A Mo AL E L Ct
—-—>

<IGameProperties>

<ExportEntity>

<l-—

StdMat2 Properties
—-—>

<simplename>StdMat2</simplename>
<classid>0x0000002,0</classid>
<shared>false</shared>

<Property>

<id>1</id>

<simplename>Ambient</simplename>

<name>ambient</name>
<type>point3</type>
<paramblock2>true</paramblock2>
</Property>

<Property>

<id>2</id>

<simplename>Diffuse</simplename>
<name>diffuse</name>
<type>point3</type>
<paramblock2>true</paramblock2>
</Property>

</ExportEntity>

<ExportUserData>

<l—

Node User C|O|E{ol| HZ

<|—

id = YFEA| mf2lof cHsi M =H sl of gt
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<id>100</id>
<keyName>IGameTest</keyName>
<type>float</type>
</UserProperty>
<UserProperty>
<id>101</id>
<simplename>IGameTestString</simplename>
<keyName>IGameTestString</keyName>
<type>string</type>
</UserProperty>
</ExportUserData>
</IGameProperties>

Export Entity 7=

IGame Ol M X| & =|7| 2|5t 2t Export Entity = Yt=A| <ExportEntity> 28 =gl o2t S},

olzie Bz 9 T2HE| R 0TS Folsict

<simplename> ExportEntity 2| MI& WM E M AISE = U= EE.

Aol glend, EhX| IGameProp.xm! T S RIS A
=

ExportEntity & £l AlEst7| @I Mot ALS =TT

<classid> 0|Zd2 ParamBlock 2=/ X}2| ClassID O|C}.

<shared> 0|Zd2 IGame ol Property 7t 7= =X 6{FE& &2 FC}. Shared
= ZHHE|Q| o = Light olct. of2f 7He| M Z cl2 =™Ho| &AM sHX|2t OH=
DEE 35 ZZHE|E F7stct 0] B classid = 2&2| "SuperClassID"
olct.

Z} Property = <Property> 258 EZ&stcl. 0|42 Paramblock € A= Al2E =

Hlole{o|ct.

<id> Parameter & ¢l 8t £t ID. O|ZH 2 <ExportEntity> 2 LHQ| = 2HE| S0
CHsf A 2t L5 =ict

<simplename> Property 2| M& HAME i ALSE = U= EE. 0| 2EE+= IGame
ZtHo| glend, cfX| IGameProp.xm| Tt S HEISIT A& S i Property Ol

CHst 42 AlE S /i MTt ALS =TT

<name> mlzjo|e{ 2| o|&. IParamBlock ol CHall 0|Zd2 SubAnimName 0|0,
IParamBlcok2 ol CHsll 0|42 W& o|Eo0]|cCt.

<type> ParamBlock #& — & X flaot, point3, int, string 0| X| & =lC}.

<paramblock2> O ZZIHE|7} ParamBlock2 21 X| 05 .

Export User Data T+=
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<simplename>

<keyName>

<type>

IGameObiject |

IGameObject Types

ame 2 0| Hlo|E{E IGameProperty 2M F

HIA =
1T—= o

OHM JO4of| F£7I=|= AFSXHOIEHE
E35tct. 27242 <ExportUserData>

&gt AFEALHlolE o 2t

bjeot properties ClO| ¥ 21
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IGame Object Type

[Game Interface

IGAME_UNKNOWN
IGAME_LIGHT
IGAME_MESH
IGAME_SPLINE
IGAME_CAMERA
IGAME_HELPER
IGAME_BONE
IGAME_IKCHAIN

IGameGenObject
IGamelight
|GameMesh
|GameSpline
IGameCamera
IGameHelperObject
IGameHelperObject
|GamelKChain
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3ds max Mesh Representation
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IGameKey Definition

//! class IGameTCBKey
/*1 A generic TCB key class for IGame

*/

class IGameTCBKey {

public:

IGAME_ROT

};

//! access to basic TCB data

float tens, cont, bias, easeln, easeOut;

//! float based value, used with IGAME_FLOAT

float fval;

//! Point3 based value, used iwth IGAME_POINT3 | IGAME_POS

Point3 pval,

//! Angle Axis based value where quarternions can be extracted, used with

AngAxis aval;
//! ScaleValue based value, used with IGAME_SCALE
ScaleValue sval;

//! class IGameBezierKey
/x1 A generic Bezier Key class for IGame

*/

class IGameBezierKey {

public:

};

//! float based In and out tangents, used with IGAME_FLOAT
float fintan, fouttan;

//! float value, used with IGAME_FLOAT

float fval;

//! float based tangent lengths used with IGAME_FLOAT
float finLength, foutLength;

//! Point3 based In and out tangents, used with IGAME_POINT3 | IGAME_PQOS
Point3 pintan, pouttan;

//! Point3 value, used with IGAME_POINT3 | IGAME_POS

Point3 pval,

//1 Point3 based tangent lengths used with IGAME_POINT3 | IGAME_POS
Point3 pinLength, poutLength;

//! Quaternion based value, used with IGAME_ROT

Quat gval;

//! ScaleValue , used with IGAME_SCALE

ScaleValue sval,

//! class IGamelinearKey
/*1 A generic Linear Key class for IGame

*/

class IGameLinearKey {

public:

//! float based value, using IGAME_FLOAT
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float fval;

//1 Point3 based value, using IGAME_POS |[IGAME_POINT3
Point3 pval;

//! Quaternion based value, using IGAME_ROT

Quat gval;

//'Scale value, using IGAME_SCALE

ScaleValue sval,

//! class IGameSampleKey

/*1 A generic Sample Key class for IGame. This is used for unkown controllers or controllers
that

simply need to be sampled, this can includes Biped

*/
class IGameSampleKey{
public:
//! Point3 value, used with IGAME_POINT3 and IGAME_POS
Point3 pval;
//! float value, used with IGAME_FLOAR
float fval;
//! Quaternion value, used with IGAME_ROT
Quat qval;
//! Scale value, used with IGAME_SCALE
ScaleValue sval;
//! GMatrix, used with IGAME_TM
GMatrix gval;
b

//\class IGameKey
/x1 A simple container class for direct Key access of all the available Key types

*/

class IGameKey

{

public:

//! The time the key was set
TimeValue t;
//! Flags various selection states for the key.
DWORD flags;
//1The TCB Keys
IGameTCBKey tcbKey;
//1The Bezier keys
IGameBezierKey bezierKey;
//1The linear keys
IGamelinearKey linearKey;
//1The sampled keys
IGameSampleKey sampleKey;
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Object Properties
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The id must be unique to the file

<id>100</id>
<keyName>IGameTest</keyName>
<type>float</type>
</UserProperty>
<UserProperty>
<id>101</id>
<simplename>IGameTestString</simplename>
<keyName>string</keyName>
<type>string</type>
</UserProperty>
<UserProperty>
<id>102</id>
<simplename>IGameTestInt</simplename>
<keyName>int</keyName>
<type>int</type>
</UserProperty>
<UserProperty>
<id>103</id>
<simplename>|GameTestFLoat</simplename>
<keyName>float</keyName>
<type>float</type>
</UserProperty>
<UserProperty>
<id>104</id>
<simplename>IGameTestBool</simplename>
<keyName>bool</keyName>
<type>bool</type>
</UserProperty>
</ExportUserData>
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