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AT B FE
hi HETH % EITANAB
1.2.0 |2008-05-30 |-NITRO-System (4 FiZs 8 IZLHIE IE (NITRO-System % TWL-System {225 5),,
1.2.0 |2008-03-24 |-3dsmax 777 A PHORyF I AR—MIRHIGLELZ (P.A~T),
1.1.0 |2007-01-29 |-%—"U—K scene (ZLL FOA 7 T arziBIMLELZ(P.8~9),
-start, —end, —imd, —ica, —iva, —ima, —itp, —ita, —interp,
—end_to_start, —frame_step,
—tolerance_s, —tolerance_r, —tolerance._t,
—tolerance_tex_s, —tolerance_tex_r, —tolerance_tex_t,
—tolerance_color
1.0.0 |2005-01-14 Yy—=
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n3be77A4IL &I

NINTENDO TWL-System TiZ, 3DCGY—/L E T —r ZBWTHMZ 74 VA H 13518 H O EUSMC, 3
DCGY—/VAKEREN T 527 (N7 I R TREILT) — 25 LI DO — N L T—FETHRE T 71
N TN TEET, Zhi [NyF I AR—b(Batch Export) | EFFONET,

NyF I AR—Ne FATT DL, EDOV—r%  EOISRMNGEMET, ELICHM T 7 ANV E 1T o0 &8 ET
HMBERHOET, THbHETER 5774/ % [n3be (Nitro 3d Batch Export)77A/V] EFFONET,
ndbe 77 AT FAMER DT 7 AV C, JEET2Y ".n8be" L720FET,

ZDO==a2T7 )V TlE ndbe 77 ANV DO EXITHOWTHALET,
n3be 774 /Li% 3DCG YV — VR IFE LW HSE T 4+ —~ v MIZ2 > CWVET, ndbe 7 7 A /L& TRy F T/ AR

—hEATHIFIEIZ DN TIEA3DCGY —/L ] NITRO H 77 AN T FZT A ~=a T M EEBLTTFI,

*NITRO-System THAR—FrS4L Tz SOFTIMAGE | 3D (%, TWL-System TIZHR—rL TWEE A,

Ny F I AR —RE, Maya, SOFTIMAGE | XSI, 3dsmax HZiZ4d NITRO 77 AT 57 A
VEESTETTEET,

3dsmax LA ® 3DCG Y — v TlI w7770 KRB L E9 73, 3dsmax (£ MaxScript VAT —715H
FITLET,
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2 n3beId7AILTA—< vk

n3be 77 A EITHFANERD T 7 AL T, LLTFOERITESTREIRL TFEVY,

n3be 7 7 AV OFRFE
ndbe 77 A /LD 11T HIZIX, n8be 77 AV ToHDHI AT
# NNS_Batch_Export (— #DOBITHM A= —D AVET)

VI LFHNE LR L E T, ZOXLFHNINIELLZRWG ATy F =7 2R —MNIFEITENEE A,

F—U—F
ndbe 77 AN TIL, B EEKTAF—TU—RLFDF—TU—RICRETLHLTH, BLOFT TV ar R EXIITICRE
RL, Z7AND EDITHOBIEIZALEEL ThOEFET,

F—T—RIZIZLL T OLOBHYET,

x® 2-1 ¥F—IU—F—%§
F—U—FK B
log FRZ 7 ANV OB IER, ST — B EFRRE T LTIV LE T,

X —T—ROBAIH NI TET 7 AN ETRRLET (T A4, JEETIHMEER),
1) log “D:/tmp/log. txt”
ZOF—T—REMFIGEIT, 77 AN O BRI THELTFI,

K DOF—U—RI0H %, b LUL2OLL ERE LA, OO EILmER /05,
input_folder | HE 77 ANVEHIILTEN—0 T 7 ANOHDLG T ERELET,
ZOF—TU—RIL, 3DCGY — VTR E T IENRRVET,

[Maya o854

Project 7ANE ~D/SAEAEEL T RS, F—U—ROHBRAITIE, TANE D/ AEFLIR LT
TEN (TAAFDRGIE" RADFH DT+ KEILE) .

f5)  input_folder “D:/data/maya_data/maya_project”

[SOFTIMAGE | XSI ®#547]

YU TITANDH LT AN EREL T TS, F—=U—RDE%RAITIL, TA/NVH D/RAL LR
LCFEN (ZALEDOREREE" SADEHB DT+ AA KT TE) .,

f51)  input_folder "D:/data/xsi_data/xsi_project/scenes”

[3dsmax DA

max 77 ANBHETANFERELTFI, F—U—ROBAITIL, TAVHF DR RE IR L
TFED (TANEDORGIE, SADOEE DT AV XGIIEE)

f51]) input_folder "D:/data/3dsmax_project/scenes”

ZOF—U—RiL, #H72IZ input_folder 8T T AETHLI T,
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output_folder | FH7 7 A NEH 1T D7+ NVE EFRELET,
F—U—ROEAIZT ANE O/SRAZFTIRL T FEN (TAVF ORGII" RADRBEDT +
N KGR,

%) output_folder “D:/data/nitro_3d_data”

ZOF—U—RIL, H7zlZ output_folder ZHETIHETHRI T,

n8es_folder | 77 AN 1A T 2 ar ELTERT D ndes 77 ANV DHLITHNVEERELET,
FX—T—=ROBAIITHNA D/RAEFLIR LT FEW (TAAXDXEII" SADERAL DT +
WA KGR

#5]) n3es_folder “D:/data/nitro_n3es”

ZOF—U—RIL, #7212 n3es_folder ZHETHETHNTT,

n3es 7 7 ANV AT a LTS RT 5 ndes 77 ANVAEEELET,
F—U—ROEAIT 7 ANAEFLIRL T FEY,

5]) n3es “export_setting. n3es”

72721, n3es 77 A/VINOLL FOIER XS EE A,
- settings_version
*generator_name

- generator_version

-data
-export % selection (ZFHY 32/ L, ¥ —U —NR[scene) DA T a T
BELET,

-output_file_name X U= T ANE BT T T ar THRELET,

process_mode ¥ 3DVTUTNET A ~DIEEF TEEEA,

-output_folder % F—U—FK loutput_folder] TIRELET,

*merge_imd ¥ 3DVTUTNTT A X ~DEEEILTEET A,

‘merge_imd_path ¥ 3DVTUTINVET X ~DERIFITEERA,

*¥n3es 77 A/W3IA3DCGY —/L ] NITRO 7 7 AV 757 A ins7 7 A AT
HIENTEET,

ZOF—T—FiE, H7-I n3es HIEETIHETAHRTT,
scene P77 AN N T — T 7 AN R ERELET, F—T—ROBRAI— T 7 A NVE %
FRIRLTTEN, ZOF—U—RiE, 3DCGY — VIR E T ENRARDET,

[Maya O¥i&
ma (Maya Ascii) 77415 L<IZ mb(Maya Binary) 7 7 A VA &R ELET,
X7 ma b LT mb OIEIEFEFEEL T T,

1) scene "sample.mb"

[SOFTIMAGE | XSI ®#4]
7ay I MND Scenes 7 ANVE WISy — T 7 ANVERRELET,

DTFoEDEXTHLHELTT,
#1) scene "test.scn" K — T ANEZTDEERELET,
scene "test" KILIE T DIEERL,

6/13 EXREHRAEH



TWL-System n3be 77 L7+ —< vk

[3dsmax DHA]
max 77 A NVA TR ELET,
KA TIIREF (max) R EL TR,

%) scene "sample.max"

HAEnaH 7 7 A VDAL, n3es 77 AV THRELIZSIFH T3, o —r 77 A4
W20 ET,

BIZIZLL T OL57256 . modelA_run. ixk] EWOARTOPEZ 7 AL HSHET,

5]) scene  “modelA_run.mb”

XF—U—F scene IZi%, 7L arEBEETAHAILLTEXET,
FLIFKRA—VDOBBAZIELIEEN,
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F—U—N scene |21t L FOA T a2 ETHIELTEET,

FIRHCEE DA T v a ZETHILLTEET,

WINOA T v a bIRESEEAITIE, ndes [ICBAISHZRRELVLERLET,

72720 IRD scene (ZIF5 Xk I1LT . scene BAIMERNZIEETDHLENRHVET O TTHERELILZEZN,

WL E DSOS DL AT TS E/20 ET,

F 2-2 ¥—TJ—K scene [TEMTESRFH T ay

—hame

padl

FRIZ 7 AV JIRRZEE 95 FileName (ZFHYS L ET,

-name DZRIZHSITHFMT 7 AN DA FIEFRELET,
BIZITLL T OLS7E . TA_run. i*xx] LWOAFTIOFR T 7 AR S
3y

%) scene  “modelA_run.mb” -name “A_run”

T 7 ANVAITIE, A T DN D S FA DI T IV,

-root

pa2]l
(/—F4)

R 7 AV I REIZEE € 3% Selection ([ H L ET,

-root ORI/ —RAZFIRTDHE, 2D /—RLLTD /) —REH 77 A0IZ
HALET,

ZOFT v ar HRRELR WAL, BE O 7 AV RO Al Y
L, v —rAOETD /=R 7 7AW LET,

Bz 1, “head” LV H 4RO ) —RELTF O/ — R 7 7 A S LT
AIFLLTF OISR ET,

#1) scene  “modelA.mb” -root “head”

B D /) — R ET 25 G813, LTINS/ — &~ () T
Yo T T THREL TTEN,

5]) scene “modelA.mb” -root “left_arm, right_arm”

M —UWIZRA ) — R DEBAETE T 2% 6. A4/ — R THGL0E
D
MABTCTIRE L/ — R = NICEEL R OGS
Node is not found. "/—F4"
EVITCFENRR RSN, =T LD ET,

-start

R 7 AV I REIZEE E 35 StartFrame-Range (S LET,
ZOF TV arERETARIIS T -end A7 L ar b ISR EL TSN,
1) scene “animA.mb” -start “15” -end “75”

-end

R 7 AV I REIZEE € 3% StartFrame-Range ([ZHH S LET,
ZOFT v al HARE T HBRTIL T —start A7 v ar b REICRER EL TEE
AN

f5]) scene “animA.mb” -start “15” -end “75”

-imd

on
off

HFRIZ 7 ANV IR E TS Limd] TS L ET,
%) scene “animA.mb” —imd “off”

-ica

on
off

HFRIZ 7 ANV IR ET D Lical ITHYLET,
f5]) scene “animA.mb” -ica “on”
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—iva on HEZ 7 AV RECHEE TS [ival TS LET,
off #1) scene  “animA.mb” -—iva “on”
-ima on 7 7 A VIH ORI E TS Limal (S LET,
off #1) scene  “animA.mb” —ima “on”
-itp on 7 7 A VIR E TS Litpl (Y LET
off 5]) scene “animA.mb” -itp “on”
-ita on 7 7 AVHIRRICHRE TS Lital (TS LET,
off %) scene  “animA.mb” -ita “on”
—interp linear R 7 AV H 1 ERCEE E 95 Interpolation (A4 L E9,
frame f51) scene “animA.mb” -—interp “frame”
-end_to_start on 7 7 AV D RRICHE B 975 Interpolate End Frame to Start Frame (2
off Y LET,
#51) scene  “animA.mb” -end to_start “off”
—frame_step 1 7 7 AV I RFIZEE €75 Frame Step Mode [ZFE4 L FE 9,
2 f51) scene "animA.mb” —frame_step "2
4
auto
-tolerance_s 0.0 UL ED%E# | Tolerance Options @ Node Scale [ZHH Y L £,
%51) scene  “animA.mb” -tolerance_s “0.01"
—tolerance_r 0.0 LA EZE# | Tolerance Options @ Node Rotate [ZFH4 L £ 9,
#1) scene  “animA.mb” -tolerance_r “0.5”
—tolerance_t 0.0 LA EDZE# | Tolerance Options @ Node Translate (ZfH4 L Ed,
%) scene  “animA.mb” -tolerance_t “0.1”
-tolerance_tex_s | 0.0 Ll LEZE%#k | Tolerance Options ? Texture Scale (ZFHXLET,
#1) scene  “animA.mb” -tolerance_ts “0.01”
-tolerance_tex_r | 0.0 LA ED3%k | Tolerance Options @ Texture Rotate [ZAHH L ET,
#51) scene  “animA.mb” -tolerance_tr “0.5"

—-tolerance_tex_t

0.0 L FooFES

Tolerance Options @ Texture Translate (ZFH4 L ET,
%51) scene  “animA.mb” -tolerance_tt “0.1”

—-tolerance_color

0LLE31LLLTF
DFEE

Tolerance Options @ Color (ZAH4 L £,

51]) scene “animA.mb” -tolerance_color "1~
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3 n3beTZ7AILDHI

n3be 77 AN DO—FlEABNLET,

[Maya 25, 5 DOET VD imd 77 AV Z[FIL ndes 77 A/V &> T—4EH 1758550 f]

HAsnaHE7 A0 modelA.imd, modelB.imd, modelC.imd, modelD.imd, modelE.imd

# NNS_Batch_Export

log “D:/tmp/export_log. txt” — nrO7rANVHNERE
# for modelA — IAR
input_folder ”D:/data/maya_data/MayaProject_A” < Project Z+87F

output_folder “D:/data/nitro_3d_data”
ndes_folder “D:/data/n3es”

ndes “imd_settings. n3es” — imd DS FEEREE

scene “modelA. mb” — =T 7ANERREL TR T AV T
# for modelB

input_folder “D:/data/maya_data/MayaProject_B” «— Project #&H#

scene “modelB.ma”

# for modelC
input_folder “D:/data/maya_data/MayaProject_C” < Project &
scene “modelC. mb”

# for modelD
input_folder “D:/data/maya_data/MayaProject_D” < Project ZZH
scene “modelD.ma”

# for modelE
input_folder “D:/data/maya_data/MayaProject_E” < Project W
scene “modelE.ma”
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[SOFTIMAGE | XSI 735, > —rINORED /) —R L F a5 TH T 5854 0f]

HAsnLHE77A0:

sl_tower.imd, s1_lake.imd, s1_forest.imd, sl1_ground.imd,

stagel_field.imd

log

n3es

scene
scene
scene

scene

scene

input_folder

n3es_folder

# NNS_Batch_Export

“stagel_field”
“stagel_field”
“stagel_field”
“stagel_field”

# Export scene
“stagel_field”

—nhame

—hame

—name

—hame

“D:/tmp/export_log. txt”

# Export only part of the scene
“D:/data/xsi_data/XSIProject_A/scenes”
output_folder “C:/nitro/game_data/”

“C:/nitro/n3es”
“field_imd_settings. n3es”

“s1_tower” -root “tower”
“s1_lake” -root “lake”
“s1_forest” -root “forest”

“s1_ground” -root “ground”

«—

T

a7 O7 AV NEEE

A
=T ANINBDLT FNE EIRE

“tower LA F D ) —RD I H 5
“lake” LA F D /) —RDO I HH

“forest"LA T/ —RDO IS
“ground” DL D/ —RDO I H )

= R EREL T — 2R E T
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4 n3bed7AILDFEEIR

®  scene AR ETDHANIIINT input_folder, output_folder, n3es_folder, n3es ZF%EL T RS,
WA REREDG AT T — L7220 ZORFE TRy T 2/ AR — (& T)LET,

®  RIEARF—U—NIEESINET, o, F—U—FUBROERICRERH L5 E (BI2IE, FBELEZT7 414
RT FANPIFELURWGEREN T T — 720 ZORE TRy T I AR — P TLET,

® n3be 77 AT, LHHIZ # BONTNAITIEIARNHIRLET,
—IRENCFEATLIKRRWRED ST, BT # 22 TIAMEL TRLZENTEET,

o L TUpANERIZ, FET AN AT ar OREPRFEINTNTH, Ny F I AR —FCIES R
LEHA, ndes 77 ANVDORTEEXMLET,
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Softimage, SOFTIMAGE | 3D, SOFTIMAGE | XSI 13 £[E Avid Technology,Inc. DX&kpaiE £7- 13 paiE ¢,
3ds max, Maya % Autodesk,Inc./Autodesk Canada,Inc. ®KEIRIOZDOMODENIFT 2B ERFGE £/ 1T PEE T,
ZOM, FEHIN TWDEAA | BULA ST, SO BRI F X9 ¢,
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