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1. Introduction 

1.1 Suite of Documents 

, in conjunction with , is a lighting program for content generated in 3D 

modelling software. The  rendering process involves using both  and 

 applications. Understanding how to use the full features of  allows users to 

take full advantage of features provided by  . 

 

The following suite of associated reference documents provides information about the integrated 

 and associated support programs, how they function and how to approach a scene: 

¶ User Guide 

¶ User Guide 

 

Where systems apply to both  and themore detailed information is 

contained in the  documentation and links are provided. 

1.2 Document Content 

This document is a comprehensive reference for all features of the application, and it: 

¶ Provides background information 

¶ Describes the menu features  

¶ Provides some samples 

1.3 Intended Use 

This  software, combined with , is intended to process content generated by 

3D authoring applications that produce standard .ase or Collada files. 

1.4 Prerequisite Knowledge  

Whereas users are assumed to have experience in 3D-modelling software, no experience in game 

development is necessary. All technology beyond general 3D modelling is described in this 

documentation. 

1.5 System Requirements 

 does not have any specific system requirements that exceed those of ; 

please see the  documentation for more information.  Any machine capable of baking 

a target scene is capable of processing the same scene in .
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2.  and  
The  rendering process involves using both  and  applications. 

As part of this process,   takes raw mesh data, produced in a third-party 3D authoring 

program such as 3D Studio Max Version 9.0 or newer, and processes the data so lighting can be 

efficiently generated within . 

 

 provides: 

¶ Several options for loading and processing raw data 

¶ An extensive log for identifying conversion warnings and errors 

Once assets have been processed in , a scene can then be loading into , burnt 

and published either in a game engine or an alternative application. 

2.1  File Formats and Settings 

2.1.1 Exporting Files and Settings 

For lighting to be generated with , export the contents of a scene from a supported 

third-party 3D authoring application. Each unique object within the scene needs to be exported as 

a separate .ase or Collada file, with the correct prefix and correct directory location. See prefixes 

and directories discussed separately in the  documentation. 

A standard, compatible .ase file contains (see Figure 1): 

¶ Mesh Definition ¶ Lights 

¶ Materials ¶ Shapes 

¶ Mesh Normals ¶ 4 decimal precision 

¶ Mapping Coordinates ¶ Geometric 

 

 
Figure 1: Formats and Settings ï Export Screen from 3D Studio Max 

 does not convert files unless they contain the correct data, which is exported by using 

the above settings. Other topics relating to scene structure and exporting is discussed in the 

 workflow portion of the  Usersô Guide. 
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2.1.2 UVW Mapping and Lightmapping 

When a scene, or individual mesh, has been exported into the proper directory structure, 

 takes the raw .ase or Collada files, and transfers them into a useable format for use by 

 and 3DE (.3diobj files). As part of this process, it also provides a level of automatic 

UVW mapping, as an overlap-free UVW map is necessary for lightmapping. It is possible to 

create this UVW map manually, but for most meshes,  provides results comparable to 

standard automatic unwrapping algorithms, with the exact spacing required for error-free 

lightmapping. Unless special mapping is required or desired,  built-in mapping is the 

recommended method. 

 

When a mesh already contains UVW information, such as for a custom skin or tiling material, 

 generates the lightmapping UVW data on the meshôs UVW-2 channel. This allows the 

lightmap and material to be blended on the same surface, even if they have a different resolution, 

or different mapping styles. 
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3. Naming Standards 

3.1 Characters 

Technically,  requires all .ase or Collada files exported to be the standard character 

set, with no strange symbols (such as !@#%#^%ÆÅ¥ , and especially ó) and absolutely no 

spaces. This rule also applies to directory and module names. Also recommended is to keep mesh 

names as short as possible, while still keeping them readable. Shorter names are more readable at 

a glance, and certain publishing applications might have name-length limitations. 

 

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 recommended to have a consistent capitalization 

method ïï the  standard is camel notation with leading capitals, e.g., 

LMA_ThisFilename_IsReadable, but LMA_thisfilenameisnot. Underscores are valid, especially 

to differentiate major logical sections. For sample file names, see Figure 2. 

 
Figure 2: File Name Convention Samples 

3.3 File Organization 

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

technique. For example, 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 names are not directly visible to the end user. Consequently, any naming is for 

consistency and organization. Typos or unusual names do not cause problems, unless the typo is 

in the nameôs prefix.  
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4. Menu and Features 

4.1 File Menu 

Figure 3 shows the file menu options in for: 

 

 

Figure 3: File Menu Options in 

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

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

or Collada files. 

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

This option is a prompt to open a .scene file, and only loads in .ase or Collada files that have been 

changed since they were last converted into a .3diobj file. 

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

This option takes meshes that have already been converted (.3diobj files in the /3diobj directory), 

and loads them into the post-processing tab for further adjustment. 
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4.1.4 Open Files for Updating ï (.ase / .dae ) 

This option: 

¶ Loads in a specific .ase, or Collada file 

¶ Leaves all UVW information intact and static 

¶ Locks all functions that would change or adjust the lightmap size and mapping 

 

This function allows an object to be changed while preserving its lightmap. For example, a wall 

can be baked for several hours, but needs a small hole cut into it. By preserving the lightmap 

using this function, the hole can be cut into the mesh without needing to reconvert normally, 

which looses lighting data. However, if the UVW is provided in the wrong format, the geometry 

might be out of synch with the lighting, and can corrupt the existing lightmap. This function is 

considered an advanced feature, and should be used with caution. 

4.1.5 Create Scene File 

This option creates a new .scene file based on the project folder name, and prompts for any 

default values that can be set across the entire scene. This function also auto-generates all the 

mandatory folders within the project directory. 

4.1.6 Edit Scene File 

This option opens the edit scene file dialog on the current .scene file, or if no current .scene file is 

set, it prompts for a .scene file. 

4.1.7 Copy Scene 

This option allows the duplication of an entire  project to a new one under a different 

name. 
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4.1.8 Options 

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

 

 

Figure 4a:  Options

 

¶ Export Options ï This option will allow to select what file formats are exported. 

¶ Scene defaults ï This will determine the default settings for any scene created. These 

settings can be changed afterwards, but this will be the initial values. 

¶ 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 texture followed 

by the suffix. For example if your diffuse texture name was ñwood_grain1ò then 

pureLIGHT would create materials for Torque and Unity called ñwood_grain1_Normalò 

and ñwood_grain1_Specularò, etc. If the textures with those names do not exist the 

material will not be created. 

¶ Unwrapping Options ï This allows the maximum lightmap size to be set by default.  
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By default the Torque version of and  will be set to 1 unit being equal to 1 

meter. However this can be changed in the File menu under Options as in Figure 4b. 

 

 

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 it to 39.37008 as there are 39.37008 inches in a meter. 

You can also set the default texel size all your scenes will start with. 

 

 

Figure 4c: Scene Defaults 

 






































