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Animation	plugin	for	3ds	max

If	you	have	not	already	installed	the	babylon	plugin	for	3DS	MAX,	you	can	find	all	the	instructions	here	as	well	as	general	information	about	the	plugin.	With	this	plugin,	you	can	also	export	your	project	in	glTF	2.0	format	(glTF	format).	)	All	you	have	to	do	is	choose	gltf	as	output	format.	The	plugin	exports	to	babylon	format	before	converting	it	to
glTF.	Notable	exported	files	are	those.gltf	e.bin.To	export	to	a	single	file.glb,	choose	glb	as	output	format.	©	the	plugin	first	exports	to	babylon	then	converts	to	glTF,	the	glTF	features	are	a	subset	of	those	babylon.	Cameraszfarznearykov	(Camera	view)Position	/	rotation	(from	nodes)	MeshesGeometry:	position,	normal,	color,	structure	coordinates	(2
channels)Position	/	rotation	/	scaling	(from	nodes)	SkinInstancesMorph	targets	Animations:	bone,	morph	pondersNodesHierarchyPosition	/	rotation	/	scalingAnimations:	position,	rotation,	scalingCustom	Attributes	Materials	Standard	(converted	to	PBR,	see	below)Standard	Arnold	material	surface	Base	and	alphaMetalness	and	roughness	Emission,
occlusionBump	mappingMulti-materialsRadicali	materialisUnitBackface	cullatOpacity/Transparency	modetnutsRGB	Multiple	mapuresWrap	mode	(Clamp,	mirror,	replica)	magFilter,	the	conversion	of	minFilterImage	format	to	jpg	/	pngTexture	transforms	AnimationsExport	without	animationiExport	onlyConversion	Standard	animations	to	PBR	3DS
MAX	Standard	materials	are	converted	into	PBR	materials	based	on	their	diffuse,	special,	opacity	and	brightness.	that	the	conversion	time	has	an	image	size	and	can	have	a	strong	impact	on	the	export	time.	PBR	Materials	Physical	materials	are	exported	in	gluF	format	as	PBR	materials.	The	parameters	involved	are	highlighted	and	described	in	the
following	sections.	Remember	that	in	3DS	MAX,	when	a	map	is	assigned	to	map	map	The	value	of	the	base	parameter	is	ignored.	This	behavior	is	maintained	when	exporting	the	color	and	the	transparent	color,	the	color	of	the	base	color	is	used.	The	weight	of	the	base	colour	is	ignored.	The	weight	of	transparency	is	used.	The	color	of	transparency	is
ignored,	as	well	as	other	parameters	(depth,	thin	masonry,	transparent	roughness).	In	GLTF	format,	transparency	is	expressed	in	alpha	(alpha	=	1	–	transparency).The	base	color	RGB	and	Alpha	A	are	merged	together	into	a	single	color	RGBA:	the	2	maps	must	have	the	same	size	to	merge	properly.	Note	that	the	duration	of	this	process	scales	with
image	size	and	can	have	a	serious	impact	on	the	duration	of	the	export.	The	value	of	the	base	parameter	is	used	as	default	Value	when	the	bound	map	is	supplied:	the	metallity	is	used.	The	roughness	of	the	material	is	used.	It	can	be	reversed	to	mean	polish	–	this	also	affects	the	roughness	map.	The	IOR	parameter	is	ignored.	Metal	and	roughness
maps	are	combined	together:	in	3ds	max	maps,	meta	metallicize	and	roughness	are	black	and	white	images	(r	=	g	=	b).	In	GLTF	format,	the	metal	is	stored	in	blue	channel,	roughness	in	green.	The	2	maps	must	have	the	same	size	to	successfully	merge.	Note	that	the	duration	of	this	process	scales	with	image	size	and	can	have	a	serious	impact	on	the
duration	of	the	export.	As	for	the	base	color	and	transparency,	the	value	of	the	base	parameter	is	used	as	default	value	When	the	bound	map	is	not	provided.Emission	The	color	value	of	the	exported	emissions	is	calculated	based	on	all	4	parameters:	emission	weight,	color,	luminance	and	kelvin.however,	the	exported	emission	color	map	is	identical	as
specified	in	the	generic	map.	This	means	that	the	emissonic	weight,	the	luminance	and	the	kelvin	are	not	coming	The	emission	map	is	assumed	to	be	pre-computed.	occlusive	good	The	diffuse	roughness	map	is	used	as	an	occlusive	ambient.bump	map	The	humidity	map	(or	the	normal	map)	and	its	weight	is	used.	A	normal	tangent	spatial	map	can	be
connected	directly	to	the	bump	input.	Note	that	GLTF	does	not	support	elevation	maps.	Connection	of	A.	A.	the	map	can	give	unexpected	results.	Normal	bump	map	nodes	are	currently	not	supported.Standard	Surface	Arnold	materials	The	Standard	Surface	Arnold	materials	is	exported	in	glTF	format	as	PBR	material.	The	parameters	involved	are
highlighted	on	the	page.When	exporting,	if	a	map	is	assigned	to	a	parameter,	the	base	value	of	the	parameter	is	ignored.Base	color	and	transparency	in	the	Basic	Parameters	and	Transparency	sections,	base	color	weight,	base	color	and	transparency	weight	values	are	supported.	And	you	can	use	a	map	for	the	base	color	and	the	transparency	weight
(the	base	weight	map	is	not	supported).If	you	use	a	map	for	the	base	color,	then	the	base	color	weight	is	overrated	to	1	for	export.	Even	if	the	basic	color	map	and	the	transparency	map	are	used,	they	must	have	the	same	size	to	be	successfully	joined.Note:	It	is	recommended	to	always	set	the	basic	color	weight	to	1.In	the	Mirror	Reflections	section,
roughness	values	and	maps	are	supported.	If	both	maps	are	used,	they	must	have	the	same	size	to	be	successfully	merged.In	3DS	Max,	the	metalness	and	roughness	maps	are	black	and	white	images	(R=G=B).	But	in	glTF	format,	the	metalness	is	stored	in	the	blue	channel	and	the	roughness	in	the	green	(the	red	channel	is	for	occlusion).	Then	during
export	the	metalness	and	roughness	maps	are	merged	into	a	map	using	the	respective	channel.	If	you	use	one	of	the	two	maps,	then	the	exporter	creates	a	new	map	using	the	supplied	map	and	the	value	of	the	other	parameter.	It	is	possible	to	provide	a	single	structure	used	in	both	Metalness	and	Roughness	to	set	an	additional	attribution:	the
Environment	Occupation.	Environment	Occlusion	cannot	be	set	in	the	standard	surface	material.	So	you	can’t	take	that	into	account	when	rendering	with	Arnold.However,	such	a	is	exported	and	you	can	hope	to	use	it	in	an	engine	of	your	choice,	provided	that	you	keep	it	in	(Babylon	yes!).	Since	there	is	no	dedicated	occlusion	channel,	the	trick	is	to
use	a	single	multi-purpose	file	called	ORM	texture.This	texture	defines:the	occlusion	in	the	Red	channel	and	is	not	assigned	to	any	of	the	material	attributesRoughness	in	the	Green	channel	and	is	assigned	to	the	Rugosit	material.	It	is	located	in	the	Blue	channel	and	assigned	to	the	Metalness	materialIn	this	case	the	exporter	does	not	merge	the
textures,	but	assumes	that	the	supplied	texture	has	already	been	merged.Here	you	can	see	how	to	get	a	fused	ORM	texture.EmissionIn	the	Emission	section,	the	emission	weight	and	emission	color	values	are	supported.	But	only	the	emission	color	map	is	supported.	If	the	emission	color	map	is	used,	the	emission	weight	and	emission	color	values	are
ignored.NormalIn	the	Special	Features	section,	only	the	normal	map	is	supported.What	you	should	knowBabylon	propertiesMost	Babylon	properties	are	not	used	when	exporting	in	glTF	format.	The	only	thing	that	matters	is:Do	not	export:	Self-explanatory,	this	object/light/camera	will	not	be	exported.	False	by	default.LightsLights	are	not	supported	in
glTF	2.0.	An	empty	node	is	exported	instead	of	light	only	when	it	is	relevant	(when	a	light	has	a	mesh	or	a	camera	as	descending).	There	is	a	glTF	light	extension,	KHR_lights_punctual,	which	is	currently	being	ratified,	so	it	should	be	considered	experimental.	This	can	be	activated	by	activating	the	KHR_lights_punctual	extension	checkbox.Left-to-Right
Coordinate	SystemSince	glTF	export	is	based	on	conversion	from	Babylon,	the	coordinate	system	changes	from	left	(babylon)	to	right	(glTF).	To	do	this	simply,	a	root	node	named	“root”	is	added	to	the	scene.	All	nodes	are	set	as	descendants	of	this	root	node.	It	has	specific	rotation	and	resizing	to	make	the	glTF,	a	skin	is	tied	to	a	knot.	The	skeleton
(root	bone)	of	a	skin	must	be	placed	at	the	origin,	without	rotation	or	scaling.	The	knot	to	which	the	skin	is	applied	is	responsible	Its	transformation	(translation,	rotation,	scale).Formatted	image	textures	2.0	support	only	the	following	image	formats:	jpg	and	png.	It	is	recommended	to	use	these	formats	for	your	consistency	when	exporting	to	glTF.
Note	that	the	exporter	also	supports	textures	with	format	bmp,	gif,	tga,	tif	and	dds.	However,	these	textures	will	automatically	be	converted	into	png/jpg	by	the	exporter	to	follow	the	TF	specifications.	If	enabled	during	export,	it	would	be	set	as	required,	the	charger	should	support	the	extension.	Disable	the	extension	check	box	from	the	Exporter
window	will	export	the	textures	without	applying	the	texture	transformation,	which	may	appear	visually	incorrect	when	loading	into	a	glTF	importer.	The	plugin	exports	the	environmental	map	if	there	is	one	in	3DS	MAX.	However,	the	glTF	format	does	not	support	this	function	and	the	environmental	map	must	be	added	manually	in	client
implementations.	Babylon	Sandbox,	see	below,	provides	this	feature.	The	manipulation	of	the	double-sided	material	is	imitated	by	the	Babylon	format.	Detailed	explanations	here.	Babylon	equipment	Native	materials	are	upgraded	to	have	additional	attributes	under	the	Babylonian	attribute	section.	Most	attributes	of	Babylon	are	common	to	all
materials:Unit:	A	material	can	be	exported	as	Unrit,	which	means	independent	of	lighting.	This	implies	that	no	attributes	or	textures	related	to	light	are	exported:	environmental	structure,	specular,	emissive,	mapping	and	reflection.	In	addition,	in	the	glitf,	the	KHR	Materials	Unit	Extension	is	added	to	the	material.	More	details	on	this	extension	here.
During	the	export,	enable	the	materials	KHR	u	disiit	checkbox.	Backface	Culling:	When	true,	the	rear	faces	are	not	returned.	When	the	false,	the	rear	faces	are	displayed	using	the	same	material	as	the	front	faces.	This	It	is	native	to	the	standard	material	and	called	call	Mode:	You	can	select	the	way	transparency	is	handled	for	this	material	from	3
options:	opaque:	alpha	color	and	texture	are	ignored	during	the	export	process.	Duration:	The	alpha	cut	value	is	0.5	(not	exported	as	default	GLTF).	ALPHA	values	below	this	threshold	are	completely	transparent.	ALPHA	values	above	this	threshold	are	completely	opaque.Saleable:	like	3DS	Max	manages	transparency	during	rendering.	This	is	the
default	mode	for	any	material	with	an	alpha	color	or	texture.custom	attributes	defined	by	you,	the	user,	is	exported	as	well!	Almost	all	types	of	parameters	are	supported	(fluctuating,	color,	boolean...)	The	only	exceptions	are	textures,	knots	and	material	types.	All	nodes	(mesh,	lights...)	and	materials	have	their	custom	attributes	exported.To	set
custom	attributes,	use	the	Parameter	Editor	window	or	scripting:	custom	attributes	are	exported	to	Extras:	Note	that	custom	attributes	are	added	to	the	knot,	not	to	the	mesh	or	light	component	itself.	The	following	types	have	some	peculiarities	you	should	know:	Angle:	set	in	degrees	(Ã¢	Â°)	in	3DS	max	but	exported	as	radians.	Ex:	360	Â°	=>	3.1416
RadsArray:	an	array	in	3DS	Max	is	an	enumeration	of	values.	Each	value	has	an	incremental	index,	starting	at	1.	Only	one	value	can	be	selected.	The	selection	index	is	exported,	not	the	displayed	value.Color	and	FRGBA:	exported	in	base	1	like	all	other	colors.	E.g.	Red	(255,0,0)	=>	(1,0,0)	percent:	also	exported	in	base	1.	E.g.	80%	=>	0.8Texture:	not
supported.	Custom	attributes	are	exported	as	row	values.	Therefore	the	frames	are	exported	in	Babylon	format	instead	of	GLTF	format.	Bitmaps	associated	with	textures	are	not	exported.Shell	Materialin	3DS	Max,	the	shell	material	is	a	container	for	others	and	controls	that	the	material	is	used	in	which	the	rendering.it	contains	two	materials:	original
material	used	for	rendering	(e.g.	Arnold,	MENTALY,	V-Ray)	Furnace	material	exported	by	Babylonjs	exporterDirectX	Shader	Materialin	3DS	Max	The	DirectX	DirectX	material	is	used	to	represent	more	accurately	how	the	material	will	be	made	in	another	application.	For	this	reason	only	the	material	contained	in	the	Software	Render	Style	section	is
exported.	All	other	parameters	are	ignored.	Further	information	on	how	to	use	this	material	together	with	the	Shell	material	in	the	discussion	here.	Draco	Compression	On	the	export	form,	the	Use	Draco	Compression	option	enables	Draco	Compression.	It	needs	Node.js	and	gltf-pipeline	to	work.	To	install	Node.js,	go	to	the	download	website	and
install	it.	Then	to	install	gltf-pipeline,	open	the	normal	shell	(cmd.exe	or	powershell.exe)	and	execute	the	following	command	e.g.	install	-g	gltf-pipeline.	Once	installed,	Select	the	Use	Draco	compression	option	and	compression	will	be	performed	automatically	at	the	end	of	the	export.	How	to	export	the	3D	model	with	animation	in	the	format.	babylon
/.gltfSingle	animation	clip	you	can	export	all	animations	of	objects	in	the	scene	into	a	single	animation	clip	Following	these	steps:Open	FBX	/	DAE	or	any	other	3D	model	animated	in	3ds	MaxCheck	/	Apply	textures	to	the	Model	Go	to	the	"Configure	Time"	window	and	correctly	change	the	"Start	Time":	Navigation	in	Babylon...	Property	Babylon	and
open	the	Property	Babylon.js	window	as	follows.	"A:A"	in	the	"Animation"	section	with	the	animation	frames	to	export	Open	Babylon	Export"Window	from	the"Babylon"menu>	Babylon	File	Exporter...as	follows.	Multiple	animation	clips	can	also	export	more	animation	clips	and	play	one	depending	on	the	situation.	For	example,	a	character	would	have
"Walk",	"Execute"	and	"Jump"	animations	distributed	along	the	timeline.	To	set	up	animation	clips	(also	called	groups)	animation)	with	the	right	mouse	button	on	the	scene,	you	will	have	a	Babylon	->	Babylon	Animation	Groups	menu,	which	opens	animation	groups	are	explained	below:Create	/	delete	a	Set	animation	group	a	nameSet	start	and	end
frames.	Values	outside	the	timeline	are	automatically	locked	to	runtime.	Add/	Remove	node	selection.	This	acts	as	a	layer	per	animation	group:	only	the	added	nodes	will	be	part	of	the	animation	group.	This	is	useful	when	exporting	a	complex	scene	and	you	want	to	animate	only	a	small	part	of	it.	Export	the	non-animated	node	target	option:	when
selected,	all	added	nodes	will	be	part	of	the	animation	group.	The	nodes	that	are	not	actually	animated	(no	key	in	the	timeline)	will	have	a	fake	scale	animation	exported.	This	option	might	be	useful	if	you	want	to	add	a	behavior	in	play	to	all	nodes	of	an	animation	group,	such	as	activating	the	visibility.	When	updating	an	input	field	or	animation	nodes,
changes	are	highlighted	by	a	color.	Press	the	Confirm	button	to	send	changes.	Note	that	when	you	update	the	scene	hierarchy,	like	deleting	a	node,	while	the	Animation	Group	window	is	open,	the	Animation	Node	box	is	not	updated.	Close	the	Animation	Groups	dialog	and	open	it	again	to	take	account	of	hierarchy	updates.	Export	your	scene	from	3DS
MAX	in	glTF	format	and	load	it	into	the	Babylonian	Sandbox.	Or	upload	them	via	script	using	the	babylon	loader.	Page	2We	recently	introduced	a	new	tool	to	simplify	the	installation	of	the	plugin	for	both	Max	and	Maya.	First,	you	can	download	the	latest	version	of	the	installer	from	our	Github	Releases.	Once	on	the	release	page,	you	can	find	all	our
packages	in	the	asset	section	of	each	release:From	there	you	can	download	the	Installer.zip	file.	Chrome	is	currently	on	alert	for	the	potential	threat	as	installer.exe	has	not	been	downloaded	enough	to	go	through	Chromium	controls.	In	this	You	could	see	a	message	like	this:	you	can	nervertheless	continue	to	download	by	pressing	the	small	arrow	and
chosing	to	"Keep"	the	file:	once	downloaded,	you	can	extract	the	contents	of	the	zip	in	your	favorite	loaction.	Favorite.	file	contained	in	the	previous	zip.	On	first	startup,	Windows	as	previously	Chrome	will	issue	a	Smart	Screen	alert	as	the	application	hasn’t	been	launched	enough	to	be	reliable.As	before,	you	can	choose	to	continue	by	pressing	more
information	and	then	Run	anyway:No	problem,	you’re	almost	there.	A	second	warning	is	generated	by	Windows	as	the	installer	must	write	the	files	to	the	program	files	and	then	run	in	elevated	mode.	You	can	access	the	User	Account	Control	and	finally	start	using	the	application.From	this	point	on,	it	gets	simpler:Once	you	start	the	application	should
automatically	detect	all	Autodesk	application	installation	folders.	If	it	fails	to	do	so,	you	can	still	manually	locate	the	target	software.Now	you	can	easily	install	or	upgrade	any	3D	authoring	tool	to	the	latest	pre-release	available	on	Github.If	you	want	to	upgrade	to	the	latest	available	pre-release	of	the	exporter	plugins,	you	can	easily	restart	the
installer	and	follow	the	same	procedure	to	update	installed	plugins	to	their	latest	versions.	Please	note	that	both	software	for	which	you	are	trying	to	install	the	plugin	should	be	closed	during	installation.Manual	installationThe	plugin	is	designed	for	3DS	Max	2015	or	later.	To	download	it,	go	to	the	Github	Releases	project.In	the	resources	section	of
the	release	you	can	find	a	zip	file	for	a	supported	tool	(like	max_2019.zip)	containing	the	plugin	files.Click	on	the	zip	file	to	start	downloading.By	default,	Windows	blocks	all	.dll	files	from	the	web,	so	we	need	to	unlock	them	first.	Select	the	zip	file	and	right-click	on	Properties,	select	Unlock,	then	OK.Then	extract	the	contents	of	the	zip	file	on	your



computer	and	open	the	directory	corresponding	to	the	3DS	Max	version.	Finally,	make	sure	that	3ds	Max	does	not	Running	and	move	all	.dll	files	in	the	3DS	Max	installation	directory	(C:	/	Programs	/	Autodesk	/	3DS	Max	2015	/	bin	/	assemblies).	Next	time	you	start	3ds	max,	max,	The	plugin	will	be	automatically	started	and	a	new	tab	should	appear:
Congratulations!	You	did	it!	DependengsVisual	Studiovisual	Studio	is	necessary	to	build	the	MAX2Babylon	project	from	Source..net	FrameworkLa.NET	Framework	is	necessary	to	install	to	run	the	MAX2Babylon	plugin	correctly.max2babylon	2015-2016Requires	atleast.NET	Framework	4.5Max2Babylon	2017Requires.	Net	Framework
4.5Max2BabyLon	2018REQUIRES	ATLEAST.NET	Framework	4.6Max2Babywork	2019REQUIRES	ATLEAST.NET	2020REQUIRES	ATLEAST.NET	Framework	4.7Max2BabyLON	2021REQUIRES	ATLEASTINE.NET	Framework	4.7	DOTELLISE	DEPENDENCIFORFOR	3DS	MAX	20MAX2BABYLON	2020	Requires	3DSMAX	2020.2	the	most
recent.FeaturesExported	FeaturesCeneclear	Colorfogenvironment	Texture	(DDS)	Camera	is	Fov	is	Minz	is	Max	is	Speed	is	inertia	(DDS)	Camera	is	collision	(DDS)	Position	is	destination/	rotation	is	animations:	location,	target,	Fov	*Custom	attributesLights	is	Omni	/	spot	/	environmental	/	Shadow	Map	(hemisphere)	is	for	directional	lights	(shadow
maps	variance	can	be	activated	by	checking	[Absolute	White	Map]	in	light	properties)	Included/	exclusion	lists	Position/	direction	Intensity	Intensity	Intensity	Diffuse	Speculation	Animation:	Position,	direction,	intensity	The	visibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilvisibilis	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is
is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	is	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	is	is	is	is	is	is	is	is	is	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it
it	It's	all	right,	it's	all	right.	The	Morph	Objective	Box	instance	is	the	rectangular	sample	and	the	underseshes	of	the	boundary	boxes(s)	The	Morph	Objective	Box	instance	is	the	rectangle	and	underseshes	of	the	boundary	boxes(s)	They	are	animations:	position,	scale,	rotation	of	visibility,	bones,	Morph	weight	*
CustoCustoCustoCustoCustoCustoCustoCustoCustoCustoCustoCustoCustoCustom	MaterialMaterials	is	what	it	is	is,	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it
it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	it	It's	all	right,	it's	all	right.	Â	€,	diffuse	colors	is	texture	Ã,	Ã	¢,	ambient	color	is	texture	Ã,	Ã,	Ã	¢	Ã,	Ã,	Colour	and	texture	is	opacity	texture	is	reflection	texture	Fresh	for	surface,	emissive,	opacity	and	reflections	(PBR)	Standard	surface
materials	Arnold	Coating	(standard	only)	Double-sided	Elimination	at	the	rear	Max	Simultaneous	Lights	Opacity/Transparency	Mode	RGB	Customized	Attributes	Multiple	MapuresUV	offset	Map	Mapping	/	scaling	/	AngleLeveleCoordinates	mode	(spherical,	flat,	explicit)Navigation	(Clamp,	mirror,	wrapping)	The	Hierarchies	are	ExportAnimation	groups
Export	without	animations	only(*)	Through	the	Custom	UIScene	properties	If	you	right	click	on	your	scene,	You	will	have	a	Babylon	->	Babylon	Properties	menu:	All	available	mixing	modes	are	listed	below:The	scene	properties	allow	you	to	do	these	things:Set	GravyExport	scene	squares	for	all	nodes	instead	of	Euler	angles.	If	this	option	is	selected,	an
exported	rotation	model	will	be	updated	by	setting	its	rotation	parameter.	Instead,	you	should	use	the	Quaternion	rotation	parameter.	Do	not	optimize	animations.	You	need	to	select	this	option	if	the	animations	are	not	exported	correctly.	Create	a	default	skypbox	from	the	texture	of	the	environment	when	the	scene	is	loaded.	An	environmental	texture
must	be	set	to	enable	this	function.	Set	the	intensity	of	the	blurred	effect	applied	to	the	window	texture.	By	default	it	is	slightly	blurred.	Setting	the	value	to	0	disables	the	blur	effect.	Add	a	default	light	if	no	light	is	exported.	If	this	option	is	selected	and	there	is	no	light	selected	for	export,	a	hemispherical	light	is	added	to	the	exported	scene.	By
default	this	option	is	checked.	Export	the	default	and	Export	the	check	boxes	of	the	bribes	to	export	the	morf	targets.	Note	that	if	you	want	to	export	the	morf	tangent	target,	you	need	to	check	The	tangent	check	box	exports	that	the	other	tangent	check	box	exports	the	Exporting	window.	Object	properties	with	a	right	click	on	a	mesh,	select	the
Babylon	menu	->	Babylon	Properties	to	open	the	Menu	menu	Object	Properties:	With	this	window,	you	can	set	the	following	properties:	Check	collisions:	enable	collisions	between	the	camera	and	this	object.	Default.	De	non	export:	auto-explanatory,	this	object	has	not	been	exported.	Default	by	default.	Small:	this	object	can	be	selected	with	the
mouse.	Default.try	error	to	optimize	vertices:	the	babylon	exporter	will	try	to	optimize	the	number	of	vertices	to	export	instead	of	exporting	everything	naively	(if	a	vertix	is	part	of	two	faces,	this	vertix	is	not	exported	twice	with	this	controlled	option).	Default	by	default.show	bounding	box:	displays	the	bounding	box	of	this	object	in	the	scene.	Default
by	default.	Show	Members	delimiter	boxes.	Like	above.	Default	by	default.	Index	Alpha:	used	to	order	transparent	shirts.	The	mesh	with	the	largest	alpha	index	is	made	earlier	(so	depth	is	taken	into	account).	The	default	value	is	1000.tag:	used	to	add	a	custom	tag	to	this	object.	Default.auto	animated	void:	all	animations	for	this	object	start	when	this
object	is	added	to	the	scene.	True	by	default.from	/	to	/	loop:	the	initial	and	final	frame	for	this	object	and	if	animation	loops.	The	default	values	are	0,	100	and	true.impostor:	add	an	impostor	to	this	object.	The	default	setting	is	not.mass/	friction/	return:	set	the	physical	value	of	the	setup.	The	default	values	are	0,20,	0,20	and	0.20.	PopertyThe
PROPRIESS	creates	a	standard	light	and	right	click	on	it,	select	the	Babylon	->	Property	Babylon	menu	to	view	this	window:	Options	do	not	export,	tags	and	animations	are	exactly	the	same	as	the	Object	Properties	dialog.Camera	In	this	window,	you	can	select	the	type	of	camera	you	want	to	create	in	Babylon.js.	It	is	also	possible:	Check	the	collision:
the	camera	may	collide	with	objects	where	collision	control	is	activated.	Apply	Gravity:	the	camera	will	be	subject	to	the	gravity	of	the	scene	(in	the	Properties	Scene	window)	ELLIPSOID:	with	enabled	collisions,	the	camera	will	make	it	wrapped	in	an	ellipse,	the	of	which	can	be	set	here.Velocity/	inertia:	camera	speed	and	inertia.	Default	values	are	1
and	0.9.Animations:	Same	as	in	the	Object	Properties	dialog.	Tag:	Same	as	in	the	Object	Properties	dialog.The	windowWhen	your	scene	is	ready	to	be	export,	click	on	the	Babylonian	tab	in	the	upper	menu,	and	click	Babylon	File	Exporter	to	view	the	Exporter	window.	This	window	consists	of	three	panels:A	top	panel	with	a	file	path	and	a	button.	With
this	panel,	you	can	choose	where	to	export	your	Babylon	file	by	clicking	on	the	right	button.	Several	options	and	two	Export	and	Export	-.RunA	log	panelThe	Scale	factor	can	be	used	to	grow	the	whole	world.	If	you	set	a	scale	factor	equal	to	100,	the	resulting	scene	will	be	100	times	smaller	(1%).	By	default,	the	scale	factor	is	equal	to	1,	which	does	not
mean	saving.	Texture	quality	sets	the	quality	of	bitmap	conversion	to	JPEG.	At	100	(maximum	value),	it	gives	the	highest	quality	of	the	image	but	no	reduction	in	file	size.	Unlike	0	(the	minimum	value),	it	gives	the	lowest	image	quality	but	the	largest	reduction	in	file	size.	By	default	the	text	quality	is	set	to	100.The	Merge	AO	map	option	allows	the
merging	of	the	map	of	the	Shadow	of	Environmental	Occupation	(stored	on	Diffuse	Roughness	slot)	with	the	map	of	Metalness	and	Roughness.	The	texture	writing	option	allows	you	to	write	textures	in	the	output	directory.	Note	that	this	is	the	power	enabled	to	export	glu	files.	The	overwritten	textures	option	allows	you	to	overwrite	existing	textures
in	the	output	directory.	The	Use	Draco	compression	option	is	only	available	for	gltf	and	glb	output	format.	More	details	here.	The	Export	Animation	option	allows	you	to	export	only	geometry	and	materials.	The	Export	option	Only	allows	you	to	export	only	animations.	The	Export	Animations	option	must	also	be	checked.	The	Export	button	must	be	used
to	create	the	Babylon	file	representing	your	scene.	The	Export	&Run	button	will	also	create	the	Babylon	file,	but	will	also	launch	your	own	Browse	and	execute	the	newly	made	Babylon	file.	This	button	is	very	useful	if	you	just	want	to	test	the	rendering	of	your	scene	in	Babylon.js.as	Babylon.js	script	is	recovered	directly	from	the	official	site	directly,
you	need	to	have	Internet	access	to	properly	use	the	export	and	the	race.	The	registry	panel	indicates	in	real	time	that	the	network	has	been	exported,	as	material	and	if	there	are	problems	with	these	objects.	Export	with	MaxScripTyou	can	also	export	the	scene	using	MaxScript.	An	example	script	file	is	available.	You	need	to	update	the	path	to	your
DLL	Babylon	and	the	exit	route.	All	parameters	are	modifiable.	The	default	values	are	the	same	as	the	Exporter	window	except	for	Autosave3dSmaxfile	which	is	false.logs	are	limited	to	basic	errors,	warnings	and	messages	to	avoid	an	excessive	amount	of	prints.	What	you	should	know	about	the	button	you	want	to	test	the	scene	immediately	using	the
Export	and	run	button,	your	scene	should	have	a	camera	created.	Otherwise,	the	registry	panel	will	display	the	"No"	warning	defined	by	the	camera	and	a	default	will	be	created	during	execution	but	will	not	be	exported	to.babylon	file.	If	you	have	more	than	one	camera,	the	first	one	will	be	set	as	ActiveCamera	in	Babylon.	Liquid	You	do	not	have
lights	in	your	scene,	the	exporter	will	add	a	hemispherical	light	by	default.	The	registry	panel	will	display	the	warning	"No	light	defined"	"a	predefined	hemispherical	light	has	been	added	for	your	convenience...	Position	the	position	of	the	object	will	be	defined	with	the	position	of	the	object	roll.	In	the	image	below,	the	position	of	the	roll	is	not	in	the
center	of	the	box:	the	update	of	the	position	of	the	object	in	Babilon.js	will	update	this	rotation	position,	and	not	the	position	of	the	box.	Negative	maturity	A	negative	scale	the	normality	of	your	objects.	These	objects	will	appear	correctly	in	3DSmax,	but	incorrectly	in	a	Babylon.js.MiRror	application	transforming	the	Mirror	tool	that	affects	the
transformation	will	correctly	bring	the	mirroring	object	into	3DSmax,	but	erroneously	into	a	application.	Consider	using	the	specular	tool	that	hits	the	geometry	instead.	If	the	mirror	transform	is	what	you	need	(or	what	you	got),	you	can	fix	this	problem	by	doing	the	following	after	mirroring:	Apply	an	editable	resetxformMake	object:	Add	a	modifying
change	or	collapse	XFORM	ModifiedFlif	Normalsbe	Aware	Animations	for	this	object	probably	won’t	get	wrong	after	.animationsCameres,	lights	and	meshes	have	custom	properties	(right-click	and	select	the	“Babylon	Properties”	menu)	to	automatically	start	the	animations	on	startup.animations	are	exported	from	a	lot	of	keyframes	which	can
generate	a	lot	of	data	samples.	To	reduce	the	file	size,	you	can	choose	to	use	linear	interpolation	instead	of	BEzier	or	TCB.ALSO,	if	the	animations	are	not	exported	properly,	you	can	disable	animation	optimization	by	using	the	Babylon	Properties	menu	on	the	scene	(right-click	on	the	scene	and	select	the	“Property”	menu).	Babylon”).	To	ensure	that
bones	are	exported	properly,	you	need	to	use	the	skin	modifier.	The	skin	should	be	positioned	at	the	origin.	Learn	more	HereTextures	Image	Formatbabylon	Engine	fully	supports	the	following	image	formats:	JPG,	BMP,	PNG,	GIF,	TGA.	It	is	pressed	to	use	these	formats	for	your	frames	when	exporting	to	Babylon.note	that	the	exporter	also	supports
frames	with	TIF	and	DDS	formats.	But	those	frames	will	be	automatically	converted	to	PNG	by	the	exporter	to	ensure	compatibility	with	the	Babylon	engine.about	DDS	DDS	format,	the	Babylon	engine	partially	supports	this	format	depending	on	the	compression.	To	avoid	any	problems	with	this	format,	the	exporter	automatically	converts	it	to	PNG	as
mentioned	above.	How	DDS	format	is	allowed	for	environmental	plot	and	will	not	be	automatically	converted.	The	mirror	color	and	the	mirror	color	and	the	mirror	level	are	divided	into	two	attributes	in	3DS	max	while	melted	in	Babylon.	For	the	global	value,	the	specular	color	and	level	is	multiplied	to	obtain	the	resulting	specular	color	in	Babylon.
For	the	plot,	the	specular	color	Babylon	Babylon	It	is:	directly	the	mirror	color	map	configuration	in	3DS	Max	when	the	specular	level	map	is	not	defined.	To	ensure	the	compatibility	backwards,	the	global	specular	level	is	ignored	in	this	case.	It	is	assumed	that	the	specular	color	map	is	already	pre-multiplied	by	the	desired	quantity.	A	mix	between	the
specular	color	map	and	the	mirror	level	map.	The	maps	are	multiplied	by	exporter.	Mix	between	the	mirror	level	map	and	global	mirror	color.	The	global	specular	color	is	multiplied	by	each	pixel	of	the	mirror	level	map.	Although	a	mirror	level	map	should	be	a	grayscale,	its	3	components	(RGB)	are	multiplied	individually	to	specular	color.multi-
material	materials	are	supported,	but	inserting	a	multi-material	into	another	multi-material	material	is	not	¨	supported.	Physical	materials	The	movement	of	physical	materials	is	imitated	by	the	GLTF	format.	Detailed	explanations	Erearnold	Materials	The	handling	of	Arnold	materials	is	imitated	by	the	GLTF	format.	Eral	detailed	explanations	When
supported	default	GLTF	parameters	supported,	in	Babylon	format,	we	support	the	material	coating	parameters.	You	can	see	under	the	supported	parameters:	note	that	if	a	map	is	used	for	the	weight	or	the	rugation	parameter,	they	will	be	combined	in	the	same	way	in	which	the	Orm	plot	is	created	in	detailed	explanations.	In	3DS	Max,	Metalness	and
Rugation	maps	are	black	and	white	images	(r	=	g	=	b).	The	2	maps	must	have	the	same	dimensions	to	join	successfully.	In	Babylon	format,	the	weight	is	stored	in	red	canal,	rough	in	green.	The	Ruvidity	of	the	coating	can	be	inverted	to	mean	polishing	-	this	is	controlled	by	the	same	parameter	than	the	rugation	map.	Use	Loply	Natively	present	double-
sided	material	in	3DS	Max	(Materials>	General>	Double	From	the	account,	you	can	specify	the	materials	facing	the	face	and	back.	Those	sub-materials	are	independent	of	each	other.	For	example,	you	can	be	a	standard	material	and	the	other	a	physicist.	The	transparency	parameter	is	not	used.	When	exporting,	the	geometry	of	all	The	use	of	a
double-sided	material	is	duplicated:	the	number	of	vertices	and	faces	is	doubledfaces,	normal	and	bribes	are	inverted	for	duplicate	geometry	which	means	that	the	exporter	is	automatically	creating	a	back	side.	If	you	already	have	a	back	side,	you	need	to	use	a	multi-material.	Memoreover,	the	double-sided	material	should	not	be	confused	with	the	2-
sided	property	of	a	standard	material.	This	latest	property	is	used	to	put	the	same	material	for	the	front	and	rear	faces.rgb	Multiply	Mapla	Mapply	RGB	map	can	be	used	as	an	intermediate	node	between	a	bitmap	plot	and	a	material.	The	plot	has	returned	from	a	channel	and	color	from	the	other.	Limitations:	only	the	widespread	plot	(standard
material)	and	the	basic	color	texture	(physical	materials	and	Arnold)	will	accept	a	multiplied	RGB	map	as	input.	The	RGB	multiplic	map	must	specify	exactly	a	single	plot.	Two	textures	or	two	colors	are	not	supported.	Such	material	The	shell	material	handling	is	mimic	from	the	GLTF	format.	Detailed	explanations	HeredirectX	Shaderla	Management	of
the	SHADER	DIRECTX	material	is	imitated	by	the	GLTF	format.	Detailed	explanations	Heretexture	TransparencyBabylon	supports	PNG,	DDS	and	TGA	formats	for	texture	transparency.	You	can	choose	to	include	transparency	directly	in	the	diffuse	texture	or	create	a	map	of	opacitÃ.	Here	are	the	options	to	check	if	you	want	to	have	transparency	on
your	diffuse	texture:	IMPORTANT:	If	you	are	relying	on	a	physically	based	material,	you	can	choose	the	transparency	mode	through	a	dedicated	material	attribute.	You	can	refer	to	the	following	documentation	to	learn	more	about	this	functionality.	I	â	€
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