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2 Supported Model Formats

Currently, the model formats of Unifeye SDK PC and Unifeye SDK Mobile are not
compatible due to different requirements for rendering and graphics on PC and
mobile platforms.

For the future, it is planned also support portability of 3D models between Unifeye
SDK PC and Unifeye SDK Mobile and to offer a subset of the VRML 97 standard for
the mobile platform.

2.1 MD2

The MD2 file format supports animated models with up to 2048 vertices per model.
MD2 models cannot have different colours but textures. Therefore, textures have to
be baked in case for i nstance nHAvertex colour

One MD2 file can contain a set of different animations. The animations are calculated
on per-Vertex base (no bones) and are very efficient for mobile devices with weak
processors. Although the MD2 file format is a vertex-animation format, the file itself is
very small in size compared to other vertex-animation supporting formats (like VRML
for example). A Model with around 500 Vertices, 1000 Polygons and a total frame
number of 200 with all animations will consume about 480 KB of storage on the
mobile device. When this exemplary model is loaded into the renderer it will consume
additionally 750 KB of system memory. Please consider that 200 frames in MD2 at
25frames per second can be actually about 600 frames when considering some
steps ongoing in MD2 content preparation.

Usually, MD2 models do not need to have more than 500 vertices (although 2048 per
model are supported). Differences between a model with 500 vertices and a model
with 1000 vertices are nearly unrecognizable if the texture map for the MD2 model
was well prepared.

To get an idea about MD2 models, you can also visit the webpage
http://polycount.com/models/quake2/. There are several models ready for download
which can be used with the metaio Unifeye SDK Mobile renderer.

2.2 Wavefront Object (.obj)

The OBJ file format is a model format for static meshes. It supports multiple meshes
with different textures and materials. Meshes can also have assigned different
materials to their polygons.

Thereby, the OBJ format provides more flexibility with respect to textures than the
MD2 format which can only use one texture. However, the OBJ format does not
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support animations. Thus, it is recommended to use the OBJ format for high quality
static objects and rely on the MD2 format for animated models.
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3 MD2 export from 3d Studio Max

3.1 Prerequisites

e 3d Studio Max starting from version 9.0

e QTip MD2 exporter for 3D Studio Max (license can be purchased at
www.qtipplugin.com)

3.2 3d Studio Max model creation

Create and animate a model in 3d Studio Max. The animaton s houl dné't be bi

than 100 frames. The polygon count of each
Each Model should have its height at around 200 millimetres. (If the unit size in your
3ds max setup isnét millimetres,usytooumiczen ad

oUnit Setupo).

e Apply colours, textures and materials to the model as you like. Now your
Model should look something like this:

200 millimetres

Figure 1: Example model

e Add lights to the scene. Place them so that the model is lit all around.

3.3 Preparation for export

e Select the whole model (only the geometry of the model) and click on
AModi fierso => AUV Coordinateso => AUnwr a
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Figure 2: Preparation for export | i Unwrap UVW
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Figure 3: Preparation for export I i Edit UVWSs

e The AEdiIit UVWs0 wClickabotiae buwitonlas shgwvo in Figupe 3
(right). Sel ect al |l polygons in the AEdiI't uv
dragging with the mouse to open a selection frame.

e In the AEddIit UVWs0 window click on AMapp
wi ndow wi || popup which can be closed by
window should now display a similar view as shown in Figure 4.
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Figure 4: Preparation for export Il i Flattened Mapping
Close the AEdit UVWso0 window.

Select the whole model again in case it is not selected and click on
ARenderingote>TédRendeodo. A neeekiguwmebhw wi | |

o Under @fAGener al Settingo tab adjust AP
final texture for your model.

o Under fi®bjecBakeo tab check AUse EXxi st
o Under AOutputo tab click on AAddoO
o Select ACompleteMapdo and Click AOKO

o Click on A2PBdgure3rgltd ( see
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Figure 5: Preparation for export IV 7 Render to texture

o Final

Yy,

cl

ck on fnRender 0

Click here

and after wa

Now several texture layers have been created and saved in your output folder.
They should look similar to the ones shown in Figure 6.

Figure 6: Preparation for export V 1 texture layers

Next combine your textures by just overlaying them with your favourite Image-

Processing tool.

The result should look similar to Figure 7.

Figure 7: Preparation for export VI i combined texture
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3.4 Adding Texture to the model
e Open the dAMateri al Editoro of 3d Studio
material.
e Add a ABitmapo | ayer to the diffuse chan

image selection, choose the combined texture created before (see Figure 7).

e Apply the material to the whole model.

3.5 Create a frame list file

e Open a text editor (preferably one that provides line numbering).

e Create line entries for each frame of your animation, labelling frames which
belong to one animation with the same label. The exporter will label the
frames according to the tags specified in the frame list file. Later on SDK
commands can refer to these labels for animation triggering (SDK Function
call startAnimation(scenelD, animationName))

idle

idle

idle

idle

idle
mymnoveanimnation
nymoveanination
nynoveanimation
mynoveanimation
nymoveanination
myrotationanimation
nyrotationanimation
nyrotationanimation
mnyrotationanimation
nyrotationanimation
idle?

idle?

idle2

idle?

idle2

i

Figure 8: Example frame list file

Figure 8 shows an example frame list file for an animation of 20 frames in sum
where

o Frame 1-5 are idle frames

o Frame 6-10 hold a move animation

o Frame 11-15 hold a rotation animation
o Frame 16-20 are idle frames again

e Save the file as a text file.
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3.6 Export Model to MD2
e Select the whole model (only the geometry of the model).
Figure 9: Export to MD2 i configuration dialogs
e Adjust settings as shown in Figure 9 (left).
o Select AUtilitieso => AMoreo

o Click on AQTi po and press nAOKO

e Click on Al mport new frame |isto and sel e
in the previous step.

e Setup the Export Dialog like shown in Figure 9 (right).
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