S gd Layer Rebuilder

The level rebuilt in 3DS Max

!
Environments v

World Name

Region Name

Regon 01 >

Layer Name

Glommable Only?
v Remove Palette After Rebuild

REBUILD LAYER

A screengrab from a trailer showing the same layer in-game

Using known locations of art assets in
source files, and where instances of
those assets are placed in game levels,
is able to re-construct those levels in
world space in 3ds makx.

Allows artists to prepare levels for mesh
painting, and optimize level-specific
geometry.

Assets pictured created by Vigil Games

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772



18] ZoomTo03D

G,,ZoomToOEBD / Find World Usage

3] Find World Usage

EA

Input Object Name:
03D Name: |31 wall_a |21_‘|.ﬁ.|'a|| _A _BND 0128 A
z1 wall_a v World Regions OC Usage
Z1_MD3_Rm07_scripts : 4
Search I'm FEEIiI"‘Ig Lucky Z_GS_DT :
; Z1 SD2 Ent Geo : 6
Max File Z1 Twn_Rm03_Geo: 16
s .max

Z1_ModularSet/z1_Wall_A_BND_0128_B
Z1_ModularSet/z1_Wall_A_BND_0128x0128_A

Z1_ModularSet/Z1_Wall_A_BND_0256_Axx

Z1 ModularSet/Z1_Wall A BND 0256 Bxx

Z1 ModularSet/Z1 Wall A BND 0256 SPC1 A

Z1 ModularSet/Z1_Wal_A_BND_0256_SPC1 B

Z1_ModularSet/z1_Wall_A BND_0512_Axx

Z1 ModularSetfZ1_Wall A BND 0512 Bxx
Z1 ModularSe

1 Wall A BND 0512 SPC2 A

Close after Zooming

Zoom to Selected Zoom & Check Out

Help

This tool gives artists the ability to
search for art assets used in the game
and locate the Max file from which
they were exported. Once found, the
user can open the file, open the file
and check it out in Perforce, and find
all the instances where the asset is
placed in the game world.

The artist no longer has to leave Max
in order to obtain this information.

Matt Oztalay

Merge Selected Find World Usage File Properties

Help

matt@oztalay.com oztalay.com/matt (248)568-3772




e Find Texture Usage

\&3] Find Texture Usage \3] Material Editor - Z1_MakerBrick

Modes Material Navigation Options Utilities

H Input

Texture Name: |m |

Search I'm Feeling Lucky

Output

4
’
L4

X % oo % 0B TGS

Z1_MakerBrick B3 Oblivion Shader

Load Selected Load All Find Max Files Clear Search

DirectX Shader

=rs 2\build\media\shaders\fx\Oblivion_DiffSpec_Non  Reload

- Oblivion_DiffSpec_MNorm_NormDetail. fx Parameters

Light Position
DiffuseMapl. . ... wures\Z1_MakerBrick_Diff.tga  Reload
NormalMap 1 ‘es\Z1_MakerBrick_Norm.tga  Reload
SpecularPowers. . . v v v i v rs s |30 =
Allows users to search for textures Nt T e b Pt | R
used by Vigil Materials in the current :“”““'I'“Z“l‘”“’“"””t”“'””““ i
! pecular_olor
Max Scene. SpeafarContrast. . . .« s i cs st nanns
- Oblivion Parameters
Users can filter through a scene with a s re
: : . Blend Mode. . .
high volume of materials with ease,
okt > Y Cullioe. ... [T
minimizing time spent sifting through et Test Mode [P EE—
each material. Sort s :

-

v Use shared texture package

Allows user to load selected materials :
into the Material editor. Technique

Technique

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772



© Create Collision Proxy

CornerSpline

CreateCollisionProxy

CreateFaceFromEdges

R — =
@ Create Collision Pro R —
® Fit to Object Fit to Selection

Scale: 1.0 -

Proxy Shape

Convex Hull -

Verts 64 + Inflation 0.5

Physics Material

Provides users with an interface for
rapidly generating primitive or
convex hull collision proxies for each
object in a selection, or an entire
selection of objects.

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772



e 2] AutoSync

.| AutoSync

File

User Settings

Username matt.oztalay

P4 Password Creates a Windows Scheduled Task
Gentspec to automatically sync to user-defined

P4 Server

i Perforce depots at a set time, every day.

Folders to Sync

Saves time by syncing before user arrives
at the office, and can even function

without the user being
logged into Windows.

Developed using Python and wxPython

[ Sync Selected Directories Now l
‘ Save Settings \

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772




e Modeling Utilities

e Remove Mid-Edge Verts

Deletes the verts in selection that only have two edge connections.
Expedites cleanup time after a Procutter operation, and gives users
a quick way to correct the use of an incorrect edge-deletion method.

e UV Copy Paste

Copies an object’s UVs from
UV Channel 1 to UV Channel 2.

This script minimizes the number of
steps an artist must perform to _
achieve the same result; allows rapid -~ il UVCopyPaste
iteration when creating new assets SR -

whose material requires two separate
UV channels.

B ONEE - ¢=ST=- % @w: i
B e e w3 CIENENED 5 %' W
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© 3ds Max Material Mastering

M5

Users can create new Master Materials, which are stored by the Modes Material Navigation Options Utilities
name of the material, to ensure materials are updated between | P ~r
3ds Max scenes, even if the Master Material setting is not set. .

Additionally stores a comment on the material
to allow users to share usage notes about
materials.

7
ir
-

A3
g g

H
B % X % s ® BB NS ®
EngineerHead H Oblivion Shader

Master Material
An extension of Vigil Games’ in-house

scripted material plugin which ensures
materials are consistent between

different 3ds Max scenes. Comments I

Master Material EngineerHead

Edit Update Clear

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772



© MatRenamer

M5

An interface to give users the ability to
rapidly rename materials in the current
3ds Max scene.

Users are presented with a hierarchy
view of Multi/Sub > Material > Texture
in order to better visualize the
relationship of scene materials.

Matt Oztalay

matt@oztalay.com oztalay.com/matt

L Material Renamer

Scene Materials and Maps:

SMDImﬁrt

engineer_red.tga
ineer_normal.tga

engineer_head.tga
engineer_normal.tga

Select All Clear Hide Textures

Refresh

Help

Rename:

v Base Name: lgw r |

el
-

v Sufﬁx:| MAT |

~ Digits

v Numbered
Base Number: 0

Steps: 1

Rename Search & Replace

On What?

® List Selection All Scene Materials
All Material Editor Slots Material Editor Slot
Material Editor Slot Range

&) Material Renamer

Scene Materials and Maps:

SMDImport
Engineer_MAT 01
engineer_red.tga
=ngineer_normal. tc

I e el

gineer_vaAl _Us
ineer_head.tga
engineer_normal.tga

Select All Clear Hide Textures

Refresh

Help

Rename:

v Base Name: |§m er |

-
-

v Sufﬁ:-c:| MAT |

+ Digits

v Numbered
Base Number: 0

Steps: 1

Rename Search & Replace

On What?

e |ist Selection All Scene Materials
All Material Editor Slots Material Editor Slot
Material Editor Slot Range

il E
- -

(248)568-3772




e B1 3ds Max Perforce Integration

'———ﬁ p4Add - add the currently-open file

Perforce to Perforce, if it isn’t already added.
p4Edit - check out the currently-open file.

pdAdd User is warned in the file is already

p4Edit checked out.
p4Revert p4Revert - revert the changes to the
p4Submit currently-open file, sync to the latest

revision in Perforce, and re-open
Perforce the file.

p4Submit - If the currently-open file is
checked out, submit the changes to
the currently-open file with a user-
provided changelist description.

Allows users to perform common
Perforce actions on the currently-open S ET
3ds Max scene. File to Submit [C\ i s

Changelist Description

I am writing a changelist description for my submission of this fle, because otherwise this tool with pop up an error.

Additionally, every time a user opens a
file, the local copy of that file is compared
with it's head revision in Perforce. The
user is prompted if the two don’t match.

v Reopen on Submit

Help

Matt OZtaIay matt@oztalay.com oztalay.com/matt (248)568-3772



@ SkinMeshProxyMaker

\(3] Skin Mesh Proxy Maker ! (3] Add Bones [;lx !
. |
p
Selected Proxy Settings
Name: | bip hand L PRX Included Bones
= IEE“—l""' m—— I Bohand 1 Bones Bones used by Proxy
ics Matena 0X - - . -
ysi ¥ Type bip_pelvis |bphand L |
bip_hip_R > |bipindex 0L
bip_knee_ R bip_pinky_0_L
; Phantom Type bip_spine_0 << bip_ring_0_L
' ! oo
i bip_spine_2 bip_middle_0_L
STk Method bip_spine_3 Excude Al |bip_thumb_1_L
e Greatest Influence Proxy Scale il - l;—:; E;.'m“ddg_%_t
E_:E : Weight Tolerance bip_hip_L Indude Al |bip index 1 L
= ey e il
ip_ri Minimum Verts 0 + Convex Hul Tolerance 0.5 = = = et
'I:E bip_upperArm_L bip_ring_1_L
prp. 5  Convex Hul Verts 54 = bip_lowerArm_L bip_ring_2_L
ip_thumb_0_L_PRX bip_collar_R bip_middle_2_L
E-i'dex 0 R PRX bip_upperArm_R bip_index_2_L
prp_pouch_PRX ¥ Parent Proxy to Bone bip_lowerArm_R
hip middle ( bip_foot L
Apply to Al Apply to Selected  Restore Defauts Add Delete bip_foot R
New Delete hand R
Add Children Done
Generate Proxies |
Help

= [ F
SRS

r\':‘?ﬂ ,"

An interface to give users the ability to
generate convex hull proxy meshes for y.
a skinned character based on vertex
weights. Useful for quickly generating
cheap hitboxes and movement
phantoms for complex characters.
Character model, rig, and textures by
Valve Software.
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