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1. Introduction

1.1 Suite of Documents

preLIGHT, in conjunction wittpureLIGHT, is a lighting program for contegieneratedn 3D
modelling softwareThepureLIGHT rendering process involves using bpteLIGHT and
pureLIGHT applicationslUnderstanding how to use the full featureprdLIGHT allows users to
take full advantage of features providedpayeLIGHT .

The following suite of associatedferencalocumens provides information about the integrated
pureLIGHT and associated support programs, how they function and how to approach a scene:
1 pureLIGHT User Guide
9 preLIGHT User Guide

Where systems apply to bqplareLIGHT andpreLIGHT, themore detailed information is
contained in thpureLIGHT documentation and links are provided.

1.2 Document Content

This document is a comprehensive reference for all features pfeb&HT application and it
1 Provides background information
9 Describes the menu features
1 Provides some same

1.3 Intended Use

This preLIGHT software, combined witphureLIGHT, is intended tgrocess content generated by
3D authoring applications thptoduce standar@seor Colladéfiles.

1.4  Prerequisite Knowledge

Whereas users are assumed to have experiencenm@plling software, no experience in game
development is necessary. All technology beyond general 3D modelling is described in this
documentation.

1.5 System Requirements

preLIGHT does not have any specific system requirements that exceed tipegeldGHT,
please see thpureLIGHT documentation for more informatiomny machinecapable of baking
a target scene is capable of processing the same sqaeé/GHT.
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2.  preLIGHT and pureLIGHT

ThepureLIGHT renderingprocess involves usg bothpreLIGHT andpureLIGHT applications
As part of this procespreLIGHT takesraw mesh data, produced irttdrd-party 3D authoring
programsuch as8D Studio MaxVersion 9.0 or newer, and processes the staighting can be
efficiently generatedvithin pureLIGHT.

preLIGHT provides

1 Several options for loading and processing raw data

1 An extensive log for identifyingonversion warnings and errors
Once assetsavebeen processed preLIGHT, a scene can then be loading iptaeLIGHT, burnt
and published either im game enginer analternative application.

2.1  prelIGHT File Formats and Settings

2.1.1 Exporting Files and Settings

For lighting to be generated wighureLIGHT, exportthe contents of a scene from a supported
third-party 3D authoring applicatiofcach unique object within the scene needs to be exported as
a separate .ag¥ Colladafile, with the correct prefix and correct directory locatiSee pefixes

and directories discussed separately irpiineLIGHT documentation.

A standard, compatible .ase file contains (Sgerel):

1 Mesh Definition 1 Lights
1 Materials 1 Shapes
1 Mesh Normals 1 4 decimal precision
1 Mapping Coordinates 1 Geometric
“ASCII Export B
 Output Options — Object Types
0K
vV Mesh Definition vV Geometric 4’
vV Materials |~ Shapes m
™ Transform Animation Keys [V Cameras [ Static Output
[~ Animated Mesh v Lights Frame #: [0 2|
I Animated Camera/Light Settings I~ Helpers  Precision
™ Inverse Kinematics Joints Decimals: [4 <
— Mesh Options  Controller Output
¥ Mesh Normals Frames per Sample:
¥ Mapping Coordinates ® UseKeys Controlers: [5 3|
et oo " Force Sample Animated Objects: ]5 i[

Figure 1. Formats and Settings i Export Screen from 3D Studio Max

preLIGHT does notonvert filesunless they contaithe correct data, whids exported bysing
the above setting©ther topics relating to scene structure and exporsidiscussedn the
pureLIGHT workflow partion of thepureLIGHT UseisdGuide

2009 pureLIGHT pureLIGHT Technologies 5
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2.1.2 UVW Mapping and Lightmapping

When a scene, or individual mesh, has been expimtiethe proper directorgtructure

preLIGHT takes the raw .aser Colladdfiles, andtransfes them into a useable format fose by
pureLIGHT and3DE (.3diobj files) As part of this process, it also provides a level of automatic
UVW mapping, as an overlgpeeUVW map is necessary ftightmapping. It is possible to
create thi2JVW map manuallybut for most meshepreLIGHT provides results comparable to
standarchutomatic unwrapping algorithmaith the exact spacing required for erfiire
lightmapping Unless special mapping is required or desipeel./IGHT’s built-in mapping ighe
recommended method.

When a mesh alreadypntainsUVW information such as for a custom skin or tiling material,
preLIGHT generatethelightmappingvyWd at a o n WWwWe2 chmenelhhis allows the
lightmap and material to be blended on the samfase, even if they have a different resolution,
or different mapping styles.

2009 pureLIGHT pureLIGHT Technologies



3.3

3.1

Technically,pureLIGHT requires all .aser Colladdfiles exported to be the standard character

Characters

3.

set with no strange symbolsiich as@#%# % /AA¥ andespeciallyd )

Naming Standards

and

absol

ut el

spaces. This rulalsoapplies to directory and module names. Also recommended is to keep mesh
names as short as possjbidile still keeping themmeadable. Shorter names are ma&dableat
a glance, andestain publishing applicatiomaight have namédengthlimitations

Also, longer file names require more typing, which takes longer and introduces a greater
possibility of error.

3.2

Capitalization

From an organization standard, it is highly recommendédye a consistent capitalization

methodi Tthe purelIGHT standards camel notation with leading capitaésg.,
LMA_ThisFilerame_IsReadable, but LMA _thisfilenameisnohddrscores are valid, especially

to differentiate major logical sectiorfsor sampldile names, seEigure?2.

J C:\3DI\Lightmapper\PBR7-2\Module_Common (=X
File Edit View Favorites Tools Help "l’
@ Back ~ 1}’ /7 ) Search Folders x n .

Address | ) C:\3DIiLightmapper|\PBR7-2\Module_Common v; Go

(_)Lights_Common
()3diobj

)MeshSettings

) ExportedLighting
(_)Lighting

&M _Upwalls_Bed_a.ASE
LM _Upwalls_Bed_B.ASE
LM _UpWwalls_Bath_B.ASE
&M _Upwalls_Bath_a.ASE
&M _UpWwalls_Laundry. ASE
_i;_',' LMA_UpLaundry . ASE

3|

&'LM_UpFloor_Bed_A.ASE
& LM_UpFloor_Bath_A.ASE
&'LM_UpFloor_Hall.ASE
QLM_UpFIoor_Laundry.ASE
_&LM_UpFloor_Bed_B.ASE
& LM_UpFloor_Eath_B.ASE
LM _UpCeiing_Bed_a.ASE
LM _Upeiling_Bath_a.ASE
_g' LM_UpBaseboards.ASE
&M_Upshelf_Bed_a.ASE
&LMA_UpChair_Bed_a.ASE

&LMA_UpBedwood_A.ASE
_&LM_Upbedtables_a.ASE
&Ma_UpPillows_Bed_A.ASE
LM _UpGlass. ASE

LM _Upshelf_Bed_B.ASE
LM _UpbedTables_B.ASE
& LMA_UpChair_MainHall. ASE
_f\::'LM_UpChairBottoms_MainHaII.ASE
&LMA_UpChair_Pillows. ASE
& LM_UpBath_Stone_A.ASE
&LM_UpBath_Border_A.ASE

_,Q'LM_UpBath_Basaboard_A.ASE
& LM_UpBathwood_A.ASE
LM _UpBathGlass_a.ASE

& LMA_UpBathGranite_A.ASE
&' LM_UpDoors. ASE

LM _UpBed_Lamp_A.ASE

d‘\;’ LMA_UpBed_LampDetail_a.ASE
_'LM_UpDesk.ASE

& LMA_UpDeskDetails, ASE
&Ma_Upwallseat. ASE
&LMa_UpOmniBed. ASE

&LMA_UpBedDesk.ASE

& LMa_UpBedDeskDetail ASE
& LM_UpBathB_Counter.ASE
LM _UpBathe_wood.ASE
LM _UpBathB_TileLarge. ASE
LM _UpBathB_TileSmall. ASE
& LMA_UpBathTowel ASE
LMA_UpBath_B_Tub,ASE
&LMA_UpBath_B_Toilet. ASE
& LM_UpBathB_Glass.ASE
__Q LMA_UpLaunCounter ASE

|2

273 objects

146 MB

-_J My Computer

Figure 2: File Name Convention Samples

File Organization

From an organizational perspective, grouping a scene through filenames is often a useful

technique. Foexample, all meshes on a second story might be exported as LMA_Up_Name,

allowing all of the upstairs meshes to be visible at a glance. A form of shorthand is also
recommended, for example LMA_UBathTub instead of LMA_UpstairsBathroomTub
Actual mesh namearenot directly visible to the end us&onsequentlyany naming is for

consistency and organizatiofypos or unusual namel® not cause problems, unless the typo is
prefix.

n the

nameos
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4. Menu and Features

4.1 File Menu

Figure 3 shows the file menu optiotis preLIGHT for:

prelIGHT [o=h
File | Help
Open Files For Conversion CirleD
Open Madified Files In Scene For Conversion
Open Files For Post-Processing
Open Files For Updating
Create Scene File
Edit Scene File
Copy Scene
Options
Savelog
Clear Log
Load Scene Into purel IGHT
Exit
Light map texel size 2 Reconvert Existing Meshes At Curent Texel Size Cancel [ convet ][ ConvertandOpiinize
Readly

Figure 3: File Menu Options in preLIGHT

4.1.1 Open Files for Conversion i (.ase/.dae/.scene)

This optionopens either an entire scene (.scene file) for conversion, or a list of one or more .ase
or Colladafiles.

4.1.2 Open Modified Files in Scene for Conversion i (.scene)

This optionis aprompt to open ascene fileandonly loads in .aser Colladafiles that have been
changed since they were last converted into a .3diobj file.

4.1.3 Open Files for Post Processing i (.3diobj)

This optiontakes meshes that have already been converted (.3diobj files/&diblgj directory),
and loads them into the pgstocessing tab for further adjustment.

2009 pureLIGHT pureLIGHT Technologies



4.1.4 Open Files for Updating 7 (.ase/.dae)
This option:
9 Loads in a specifiase or Colladafile
1 Leaves alUVW informationintact and static
9 Locks allfunctions that would change or adjust the lightmap size and mapping

Thisfunctionallows an object to be changed while preserving its lightfRapexamplea wall
can be baked for several hours, but needs a small hole cut into it. By preserving tieplight
using this functionthe hole can be citto the mesiwithout needing to i@nvertnormally,
which looses lighting datddowever, if the UVW is provided in the wrong format, tieometry
might beout of synch wth the lighting,and carcorrupt the exsting lightmap This function is
considered an advanced feature, and should be used with caution.

4.1.5 Create Scene File

This optioncreates a new .scene file based on the project folder name, and prompts for any
default values thatan besetacross thentire sceneThis function alscautogeneratsall the
mandatory foldersvithin the project directory

4.1.6 Edit Scene File

This option @ens the edit scene file dialog on the current .scene filenorcurrent .scene file is
set, itprompts for a .sene file.

4.1.7 Copy Scene

This optionallows theduplication ofan entirgpureLIGHT project to a nevaneundera different
name.
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4.1.8 Options

¥

This is where default options for preLIGHT and pureLIGHT scenes are set.

= =4

E Export Options
Export Ase Meshes
Export Collada Meshes
Export GMF Meshes
Export Obj Meshes

E Scene Defaults

True
True
True
True

Curved Coplanar Tolerance 0.25
4

Direct Fiter Radius
Flat Coplanar Tolerance
Indirect Fitter Radius
Light Units Per Meter
Physical Units Per Meter
Texel Size

E Texture Options
Distortion Map Suffic
MNormal Map Suffic
Shine Map Suffix
Specular Map Suffoc

E Unwrapping Options

Maximum Lightmap Size

Curved Coplanar Tolerance

0.02

8
39.37008
35.37008
2

_Distortion
_MNomal
_Shine
_Specular

2048

Sets the default curved coplanar scene tolerance. 0.25 is the original default.

e

Lo I

Figure 4a: prelLIGHT Options

Export Options i This option will allow to select what file formats are exported.
Scene default§ This will determine the default settings for any scene created. These
settings can be changed afterwards, but this will be the inilizédsa

Texture Options - This allows a standard suffix to be added to the name of the diffuse
texture on any material. This will allow pureLIGHT to create default materials for
distortion, normal, shine and specular maps with the name of the diffuse fektwed

by

suf fi For example if your diffuse
purelLl GHT would create materials for Torgue
Awood_grainl_Specularo, etc. | f the

and

material will not be created.

t he

Unwrapping Options i This allows the maximum lightmap size to be set by default.

2009
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By default the Torque version pteLIGHT andpureLIGHT will be set to 1 unit being equal to 1
meter. However this can be changed inRte menu under Options askhigure 4b.

prelight - Trial Versio:

File | Help

Open Files For Cenversion Ctrl+0

Open Modified Files In Scene For Cenversion

Open Files For Post-Processing
Open Files For Updating
Create Scene File

Edit Scene File

Copy Scene

Optiens

Save Log
Clear Log

Load Scene Into purelIGHT

Exit

Light map texel size: 2 Reconvert Bxsting Meshes At Curent Texel Size Cancel — ” P

Ready

Figure 4b: Options menu

Figure 4c shows the default setting for 1 unit = 1 meter. If you want to change this to
inches, for example, you would set it38.37008as there ar89.37008nches in a meter.
You can also set the default texel size all your scenes will start with

Figure 4c: Scene Defaults
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