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I. Creating a ConvertXSI-Compliant
DotXSI Mesh:

Note: This guide assumes you have a model ready and are merely

editing it to comply to ConvertXSI standards.

Section A: Getting Rid of Non-Tris and Non-Quads

Since convertxsi.exe cannot recognize meshes that have polygons

Grow Selection
Shrink Selection

Select Adjacent »
Select Edge Loop {no corners)

Select Edge Loop (around cormers)

Select Parallel Edge Loop
Select n-Sided Polygons

with more than 4 sides, all polygons in your model have to be either

triangles or quads.

Triangles

Quads
Select All Objects Chrl+alt+a
Select Branch 1) Press Space Bar to go into Object Selection mode and click on
Select Tree Chrl+T
Select Madel Chrl+-Shift+T the model. The wireframe of the model should turn white.
Select Chain

Select Child Modes
Select Members/Components

2) Go select > Select n-sided polygons > Five Sides or more

(Fig. 1a-1).

Select All Using Filker Chrl+a
Inwert Using Filker

Polygons > Five Side or more
3) If the wireframe stays white, then you are still in Object Selection
Mode and your mesh does not have any polygons that have more

than 4 sides; proceed to Section B “Creating the UV Map”

4) If on the other hand the model’s wireframe turns yellow, then you
are now in Polygon Selection Mode and all the polygons that have

more than 4 sides have now been selected for you (Fig. 1a-2).

I e 5) While in Polygon Selection mode, hover the mouse pointer over

Create Cluster with Cent .

&rd:at:cﬁ;:rw o the model, and then A1t+RMB-click. A context menu should
Remove from Cluster .

Hicle/Unhidle pop-up (Fig. 1a-3).

Hide and Deselect

Fig. 1a-3: Navigating to the “Hide Unselected” Command 6) Click on “Hide unselected (ctrl + shift +H)" (Fig. 1a-3). Now

the only polygons showing are the non-tris and non-quads.
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Fig. 1b-2: The Texture Editor
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Press Ctr1+H to unhide all polygons.

8) Adjust the line flow around the trouble areas.

9) Keep repeating steps as necessary until the model consists of

nothing but triangles and quadrilaterals.

10) Freeze the model. This is accomplished by selecting your mesh
and pressing the “Freeze” button on the bottom of the Main
Command Panel, right under the Edit menu (Fig. 1a-4). This gets
rid of all the modeling history and other properties that would

serve to bog down the file size.

Section B: Creating the UV Map

Note: Skip this section if your model already has a UV Map.

1) With the mesh selected, under the “Get” section of the mModel/
Animate/Render/simulate Toolbar on the leftmost part of the
program window, go Property > Texture Projection, and then
pick an appropriate Projection Type (Fig. 1b-1).

Note: The XZ Projection--aka top-down projection--is usually
the best in most cases, but technically since it will be
frozen anyway, it doesn’t really matter which one you

pick.

2) Press A1t+7 to access the Texture Editor. (Fig. 1b-2)

3) Edit the UVs as you see fit.

4) Freeze your model periodically (see step A-8, Fig. 1a-4) to reduce
the lag to your system.
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Section C: Hooking-up Textures to the Model

Note: skip this section if your model already has textures hooked-

up to it.

1) Select your model, Press the “3” key and from the Mmode1/Animate/

Render Toolbar, go material > phong (Fig. 1c-1).

Assign Material . .
Uniissign Material 2) With the mesh still selected, press the “7” key (not on the key

Make Material Local

Lamberk

Elirn
Cook-Torrance
Skrauss
Anisotropic

e . 3) In the Menu Bar of the Render Tree go Nodes > Texture > Image

Toon

pad). This should bring up the Render Tree showing a Phong Node
connected to the Material of the selected object.(Fig. 1c-2).

(Fig. 1c-3). This should create a new unconnected Image node

(Fig. 1c-4).

4) Double-click on the new Image node that was just created. The

Image node’s property edit box should pop-up.

5) Under the “Image” section of the “Texture” tab, click New > “New

Fig 1c-2: The Render Tree showing the

new Phong Material From File...” (Fig. 1c-5, next page) then navigate to your

texture file. This will create a file node labelled with the texture
name--in the example case “FrigatePsiLight-nm_dds”"—that is

hooked-up (connected by a blue arrow) to the image node (Fig.

1c-6, next page).

NOTE: Alternatively, you could just drag the texture files from

Windows Explorer onto the Render Tree and manually
hook-up the texture file to the image node by clicking
and holding the mouse button on the blue dot of the
file node and dragging your mouse onto the image node,

then releasing the mouse button, and selecting “tex”

Fig 1c-4: Unconnected image node

from the context menu that pops-up.
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6) Repeat steps 3 to 5 until you have connected each of the -cl, -da,

and -nm textures to an image node.

7) Hooking-up the image nodes to the Phong node...

osol. a) Click and hold down the mouse button on the red dot on the

sientObjectContainer : Image

Image node. A red arrowhead should then appear where your

Image Filtering Advanced _ pointer is (Fig. 1c-7).

i b) Drag your mouse over to the Phong node (Fig. 1c-7) and
release. A context menu should pop-up listing all the Phong
properties you are allowed to connect the image node to (Fig.
1c-8).

c) Table 1C-1 shows which Phong property to connect each

texture image to:

Table 1C-1: Image Node Connections

Phong Property to * .
Map Type Hook-up to .Mesh Equivalent
Normal Map (-nm) ambient NormalTextureFileName
Color Map (-cl) diffuse DiffuseTextureFileName
Self-llluminationFileTexture-
: Data Map (-da) specular FileName
J Tlurmination F
diffuse:
specular 8) Your final material set-up should look similar to that of
shiny
burnp Fig. 1c-9.

diffuse_inuse
specular_inuse

9) The “Glossiness” parameter in the *.mesh file corresponds to the

“specular Decay” property of a phong material. To access this
property, just double-click on the Phong node in the Render Tree
and the Phong property edit box should pop-up. The example case

has a value of 32 (Fig. 1c-10, next page).
Fig 1c-9: Final Phong-based texture material
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10) To be able to view the texture on the model you have to be in

either “Textured” display or “Texture pecal” display. Switch to

either of these display types from the Viewport Display Type menu
(Fig. 1c-11).

reaterial : Mg

11) Changing the default texture used by the model in the viewports:

a) Double-click the top-level node of the Material (in this case
the node that happens to be labelled “Material”)

b) Switch from the “Nname” tab to the “opencL Display” tab.

c) Under the “Texture selection” section, change the entry
for “mode” property to “use specific Image/uv pair” (Fig.
1c-11). This should then enable the “Image cl1ip” entry box.

d) From the drop-down list of the Tmage cTip entry box, select
your preferred image (Fig. 1c-13). The model should now have

switched to the preferred image texture.

Note: Article II-A contains instructions for adding a second set of

v Owertide Object Propert materials to your model.

Freehe

Textured

Realtime Shaders

Fig 1c-11: The viewport Display Type menu

Fig 1c-12: Changing the “Texture
Selection Mode” property

Fig 1c-13: Changing the “Image Clip”
property
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Section D: Creating the Tangent Map

1) Repeat step 1 of Section “B”. This will create a second set of UVs

from which to base the Tangent Map on.

2) Press A1t + 7 to access the Texture Editor.

cips, Ws,| 2 @l @@=
Shift-click to multi-edit L BE 3) From the UVs menu of the Texture Editor Menu Bar, select the
Chrl-click ta change editable Ly - -

: — original set of UVs that you created, which is the first one listed
Frigate_PsiLight

oxture (Fig. 1d-1). By default, they are named “Texture_rrojection,”
Texture_Projectionl

. “Texture_Projectionl,” “Texture_Projection2,” etc. by order
Implicit Projection

Wrap in Ll
Wrap in W

of creation.

4) Press Ctrl + A to select all the vertices on the UV Map.

Texture Editor

File &] view T':'Uls.‘ 5E|_E':t‘ 5) From the Menu Bar, go Edit > copy uvs (Fig. 1d-2).

[ T H] Copy U¥s Ctrl+C
— Paste |Ys Chrl-Y

2 )

6) Go back to the UV menu and select the second UV set (in this

Create Clusker CErl+L
Cuplicate Chrl+Dr
Freeze Ckrl+F

case “Texture_projectionl”). This will switch you to the second

set.

Stamp UY Mesh Shift+3

7) Go Edit > Paste uvs (Fig. 1d-2). Your second set of UVs is now

an exact copy of the original set of UVs.

____________________ K_ z
1 Property 4 Texture Projection 3

Texture Map r switch back to the second set to view this change.

Note: You might need to switch to the first UV set and then

Color Ak Mertices Map

=
Surf.Mesh |

8) Close the UV Editor and go back to the main XSI program

window.

. TextProp
_PolyMesh
' ; Point Owven Morph Property . u ” .
Deform ‘J 9) With the mesh selected, under the “Get” section of the mModel/
Fig. 1d-3: Property > Tangent Animate/Render/simulate Toolbar, go Property > Tangent

(Fig. 1d-3).
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Srene_Eoot : Frigate_Pail ight : Tan.. ol X

Fig. 1d-5: Items under Texture_Coordinates_AUTO

v Dverride Object Properties

East Manipulation
ack, (2030 Wireframe)

Bounding

Wireframe
Depth Cue
Hidden Line Remowval

F Constank
Shaded
Textured
Textured Decal
Realtime Shaders r

Rokascope

Display Options. ..

Rokoscopy Oplions. ..

Fig 1d-6: Switching to a Display Type
that shows Tangent RGBs
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10) From the Tangent property editor that appears, click the “pPick”
button located to the right of the entry for “uvs” property (Fig.
1d-4). Your mouse pointer should be transformed into a black
arrowhead with the word “PIck” next to it. You are now in a “Pick

Session”.

11) While in this Pick Session, click on the “seTection” button within
the select Panel on the right side of the program window (Fig.

1d-5).

12) Navigate to and click on Polygon Mesh > Clusters > Texture_
Coordinates_AUTO > Texture_Projectionl. This should
associate the Tangent Map to the second UV set (Fig. 1d-5).
Note: If your UVs were not created in XSI, the directory structure

might be named differently.

13) To best view the Tangent RGB, your display type has to be either

I

“Hidden Line Removal,” “constant,” or “shaded” (Fig. 1d-6).

14) If you are still unable to see the Tangent RGB colors, check if it
is enabled by going into the viewport Display Type menu and
selecting “pisplay options...” (Fig. 1d-6, 2nd menu item from
bottom). From the pisplay options editor, under the “shaded
Mode” section, in the entry for “vertex color” property, make
sure “show RGB Color” is selected in the drop-down list (Fig. 1d-

7, next page).

15) Use the Texture Editor (A1t + 7) to edit the Tangent Map as
you see fit.

Note: In terms of UV Layout, the Tangent Map does not
particularly care about location or scale of components.
Orientation and level of relaxation is generally more
important in determining how the RGB values blend into

each other.
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16) Changing the smoothing value of the Tangent Map:

a) With the mesh selected, click the “selection” button in the

Select Panel.
b) Navigate to and double-click PoTygon mesh > cClusters >
Texture_Coordinates_AUTO > Tangents (2 entries above the

highlighted item in Fig. 1d-5, previous page). The Tangent
UserCamera : Camera Display D900

D B=E aw?

Display Mode  Performance (Fig. 1d-4).

operator property editor should appear (Fig. 1d-8).

Note: This is not the same as the Tangent property editor

Ghosting

c) Under the “Tangentop2” section, play around with the
“smoothing” value until you get one that best suits the

eframe Color

model.

17) Editing Tangent UVs usually heavily bogs down system resources.
Click on the “Freeze” button periodically to delete the modeling
history to compensate. However, freezing the model locks the
smoothing value and the severs the Tangent Map’s dependence

on the Tangent UV layout. To go back to having the Tangent Map

Fig. 1d-7: Camera Display property box (aka Display Options)
update as you edit the Tangent UVs, do the following:

Scene_Root : Frigate_PsiLight : Tan... [==)C)" r_ [
P w7

Note: Step 17 also resets the smoothing value, so every time it

is performed, step 16 would have to be performed again
afterwards.

a) Select your model.

b) Click the selection button from the select Panel.

c) Double-click the item named “Tangent” to the right of the

orange square with a “C” (Fig. 1d-9).
d) The Tangent property editor (Fig. 1d-4) should pop-up. This
indicates that proper updating of the Tangent RGB colors on

the model is now enabled.

18) Once you are satisfied with the Tangent Map, freeze the model.

Fig. 1d-9: Re-accessing the Tangent property editor
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1)

2)

3)

9
CUrvye
Palygon Mesh
Surface
Irnplicit 5)
Conkrol Object
Lattice
Geometry Shader Primitive

Cameta
Lighk

Maodel

Fig. 1e-2: Accessing the Primitive > Null command

H
Fil|

Fig. 1e-3: A null primitive, as viewed in explorer

6)
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Section E: Setting-up Meshpoints

Press the “8” key (not on the number pad) to access the Explorer
window (Fig. 1e-1).. The Explorer allows you to view the hierarchy
(parent/child relationships) of your scene, as well as an overview
of objects, materials, images, etc. By expanding individual objects

in Explorer, you are also able to access and edit those objects

properties.

Within Explorer, press S to view the hierarchy of your scene_

Root, if you aren’t already there.

With the mesh selected, In the “Get” section of the Model/
Animate/Render/simulate Toolbar, go Primitive > Null (Fig.

le-2).

This new null should appear under the scene_Rroot as “nu11” (Fig.

le-3).

Select this null, press F2 and rename it to “rootpoint”. All
meshpoints you create from here on in should be placed under
this “rootpoint” null in the Explorer. To do this, simply drag
and drop the meshpoint nulls into the rootpoint. Any nulls outside
the rootpoint will not be recognized as a meshpoint by convertxsi.
exe and will not be converted. The rootpoint and the actual model
itself should be on the same level in the hierarchy, directly under
the scene_root (Fig. le-4, next page). The rootpoint and the
mesh should have no scaling and rotation values and should have

a global position at origin (0,0,0).

Select a meshpoint null and press Enter (Alternatively, you
can just double-click it in Explorer). This should bring up the
Property Edit Box for that null (Fig. 1le-5, next page). From this

property editor, you can set-up any visual cues for that null.
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Although these properties do not affect the respective meshpoints

in the resulting *.mesh file, the visual cues are helpful within xsi
(e.g. increasing “Size” helps with visibility, changing “Icon” into
Arrow helps with orientation recognition, “Custom Color” helps

differentiate weapons points from buff points, etc.).

Explorer B - 7) In XSI, nulls cannot have the exact same name as another null. To

allow output *.mesh files to have meshpoints that have the same
name, nulls are named with a prefix within XSI. During conversion
into *.mesh, convertxsi.exe deletes the 5-character prefix of a
null's name. The convention at Ironclad is for each meshpoint null
to have a pxxx- prefix. Basically nulls named “P001-Ability-0"
and “P002-AbiTity-0" will eventually both become meshpoints

with the name “AbiTity-0" in the output *.mesh file.

8) The different meshpoint types—including naming conventions—
are as follows:
a)Buff Points - common to all ships and modules in the game and
must have no rotation value
P001-Above (shares the x and z value of the center)
POO1-center (usually located at origin)
PO01-Aura (shares the x and z value of the center)
b)Weapon Points
PO01-weapon-0 (directional)
splay PO01-weapon-1 (directional)
bl PO01-weapon-2, etc. (directional)
c)Ability Points
PO01-Ability-0
PO01-Ability-1

PO01-AbiTity-2, etc.

Fig. 1e-5: Sample properties for a meshpoint d)Exhaust Points

PO01-Exhaust (directional)

e)Hangar Points

PO01-Hangar (directional)
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f)Bomb Points (directional)

PO01-Bomb

g)Flair Points

POO1-Flair-Flair_Blink
PO01-Flair-Flair_Blink_small
PO01-Flair-Flair_boubleblink
PO01-Flair-Flair_boubleblink_small
POO1-Flair-Flair_Bowtiespin
POO1-Flair-Flair_Lighthouse
h)Other Particle Effect Points:
PO01-(particlename)

Note: Meshpoint names are case-sensitive.

9) Meshpoints are orientation-specific. To check the orientation of a

Fig. 1e-6: The Translate Tool
null:

a) Select the null and turn its shadow Display Icon to “Arrow”
(see step 6, Fig. 1le-5) or:

b) Hit the v key to activate the Translate Too1 (Fig. le-6) and
then click the “Local” button in the Transform panel (Fig.

le-7). The z-direction is represented by the blue arrow on the

Fig. 1e-7: The Local Transform mode Translate Tool. This is the null’s forward direction.

Button

10) To rotate the null, hit the ¢ key to turn on the rotate Too1 (Fig.
le-8).

11) Rotate the null until you get the desired orientation.
Note: Holding down the Shift key limits rotations to 15-

degree increments.

Fig. 1e-8: The Rotate Tool
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Section F: Cleaning-up Your Model

1) Freeze the model (see Section A step 7).

2) Freeze the mesh’s transform values. This is done so that the mesh

does not end up being offset from all the meshpoints in-game. To

do this, under the “Transform” Panel, go Transform > Freeze
A11 Transforms (Fig. 1f-1). This should change all the scaling

values to 1 and all the Rotation and Translation values to 0, if

they weren't already at those values.

3) Cleaning up unused materials:
a) Press 8 to open up the Explorer.
b) Press M to switch to materials view (Fig. 1f-2).
c) Select and delete (using the Delete key) any materials that

you do not need. A “<Not used>" indicator refers to unwanted

Fig. 1f-2: Explorer: Materials (Sources)
overview materials but if you are not sure, select the material and Press

7 to call up the Render Tree to help you decide whether it

Cresbe Source from Fi... .
Craatn Clo fram Fl . should be deleted or not, and whether you need to switch

Dot Lirupind lrusge Scamies

. materials around (to apply a different material to the mesh,

= || rests Cinjfem Soure

Fig. 1f-3: Deleting Unused Image
Sources and Clips viewport).

just drag that material from Explorer, onto the mesh in the

Note: When you are done, there shouldn’t be any unused
materials, as these are going to be exported into the

*.mesh file, needlessly bloating its file size.

4) Cleaning-up unused textures and texture clips:

(2 ce s : a) Press 3 to switch to the Render Tool Bar
NG wicor e s cowe e |

. . b) under the “Get” section, go c1i Delete Unused Image
Fig. 1f-4: The Sources overview ) g p > g

sources and Clips (Fig. 1f-3)
c) In the Explorer, Press O to switch to sources view (Fig.
1f-4). Expand the sources > Images folder and delete any

unwanted texture references.
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d) Expand the clips > Images folder and delete any unused
image clips. Image clips are just texture instances.
Note: Any “nolcon_pic” clips/images are integrated into XSI

and cannot actually be deleted.

Explorer

5) Cleaning-up the Scene_Root. Go to the Scene_Root in Explorer
and delete any extraneous objects from your scene. Your Scene_
Root should look similar to Fig. 1f-5, with nothing under the
Scene_Root except:

e the camera (XSI requires that you have at least one camera
object);

e the model’'s mesh;

« the rootpoint null; and

« all the meshpoints nulls under the rootpoint.

Fig. 1f-5: Sample final model hierarchy
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Section G: Exporting your Finalized Model

1) Press Shift+Ctrl+A to deselect everything.

% SOFTIMAGE® | XSI® v.6.0 {Fnd 32) Projeck:
Edit Yiew Display MWindow Help
Mew Scene  Chrl+N
Qpen... Chrl+0
Merge. ..

Save Chrl+5
Save s,

2) From the Menu Bar, go File > Export > dotxsI... (Fig. 1g-1)

3) Use the export settings shown in Fig. 1g-2 and press “ok.”
Mew Project...
Project Managetr...

Note: Since performing Section F limits the types of objects

Exks | Eiles... . . . .
TR contained in your scene, keeping the default settings
Irnpork

Export will usually suffice.

4) A file save dialog box should appear. Navigate to the directory

into which you want to export. Name the file and make sure to

choose *.xsi as the extension.

Congratulations! You have now created a convertxsi-compliant dotXSI

file using Softimage|XSI.

Fig. 1g-2: DotXSI Export Options
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Fig. 2a-1: The Cluster button

Fig. 2a-2: A cluster
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. II. Advanced Options

Section A: Creating a Second Set of Materials

A model can have multiple materials applied to it, that is, it can
reference two or more sets of color, data, and normal maps. This
can be accomplished by setting up what's called a “cluster” for each

portion of the model that references a different set of texture maps.

1) Select your model.

2) Press the u key. The wireframe should have turned yellow. You are

now in Raycast Polygon Selection Mode.

3) Select all the polygons that you want to apply a different material
to. You can select polygons by 1left-clicking and “painting”
across the surface of the object. You can add polygons to your

selection by Shift+LMB and subtract polygons by Ctr 1+LMB.

4) On the edit panel click on the “cluster” button (Fig. 2a-1).
Note: This Button is context-sensitive and only appears if
you are in Component Selection Mode and you have

component(s) selected.

5) You have now created a cluster and the property editor for that
cluster should have popped-up. XSI would have called this cluster
“polygon” by default. In addition, instead of the red selection
shading on the polygons selected, XSI would have replaced
the shading with a grayish-white color representing the cluster

selection (Fig. 2a-2).
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6) With the cluster still selected, press 8 to call-up the Explorer

window. While staying within Explorer, hit the F key to frame/

navigate to the selection--in this case the cluster. If you ever

need to select the cluster this would be where it is. The path
would be [Mesh_Name] > Polygon Mesh > Cluster > [Cluster_

Name] (Fig. 2a-3).

Note: Also, if you ever need to select the polygons that make
up the cluster, simply right-click the cluster in explorer

and select “select components” from the context menu

that pops-up (Fig. 2a-4).

Fig. 2a-3: Navigating to a cluster within
Explorer

7) With the cluster still selected, press A1t+7 to call up the UV

Expand allfrom Here Editor. Notice that the only UVs visible are those of the cluster.

Collacres Al From Hers
Edit the UVs as you see fit.

8) To apply a different set of materials to this cluster, have the

cluster selected and repeat “Article I-C: Hooking up textures to

the model.”

el m———

Fig. 2a-4: Selecting the polygons that

make up a cluster 9) Use the Explorer Window (Sceneroot View + Material View +

sources View) and the Render Tree to organize the different

materials.

10) Don't Forget to Freeze and Clean-up your scene!
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