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Ninja_Export

__File | HWodel [Texture|Motion [ Strip | Shape | Scene | Camers | Light |

Scene file
Option Resource

none
Save

NRE
Delete NRE
Reset none

NRE

Output Path

Options

Ok



| File [ Model [Texture| Motion | Strip | Shape | Scene | Camera | Light |

S —

Binary format

.NJA .NJ
.NAM .NIM
.NAS .NJS
.NAC .NJC
.NAL .NJL
MRS File
MRS( )
MRS Ninja

Create MRS file
MRS NJA MRS
No auto search path
Lwo

Create model file
(\NJA or .NJ)
Create motion file
(.NAM or .NJM)



Model

|_File | Model [Texture| Motion | Strip | Shape | Scene | Camers [ Light

1.0

Chunk [Basic

| Mone [ Polygond [Polygond 4] Strip
[Tescture| A1 | Hone |

Global freeze

Ignore diffuse
Diffuse  RGB 255

Print polygon normal
Use TEXN3 macro for Texlist

texlist TEXN TEXN3
Create separated texlist file

nad .nat
.njd .njt

Global scale

100



Model Format

Chunk Basic

Model Format Chunk
Chunk volume Chunk Volume
None  Chunk Volume
Polygon3  Chunk Volume
Polygon3,4  Chunk Volume
Strip  Chunk Volume
Polygon3
Polygon3,4
0.1

Delete materials for

All
Texture
None

Set polygon color to polygon userflag
Vertex comment
long float
float 16 -VCOM
Vertex format
CVSH : x,y,z,1.0,...
128
F Xx,y,z
VNSH : X,vy,z,1.0,nx,ny,nz,0.0,...
128
F Xx,y,z 0.0F nx,ny,nz

CV 1 x,y,z,...

UF : X,y,z,UserFlag32,...

float

1.0

1.0



NF : x,y,z,NinjaFlag32,...
ninja
VN : X,y,z,nx,ny,nz,...

VNUF : x,y,z,nx,ny,nz,UserFlag32,...

VNNF : Xx,y,z,nx,ny,nz,NinjaFlag32,...
ninja
VNX : X,y,z,nxyz32(10bit normals),...
10
VNXUF : Xx,y,z,nxyz32,UserFlag32,...
10

Texture

| File | Model [Testure|Motion | Strip | Shape | Scene [ Camers | Light |

Force texture convert

No Texture



Global index base

Texture path

UV value format
uv 8bit uv

Texture format
Auto

Twiddled : twiddled texture

Rectangle : rectangle texture

Stride : stride texutre
VQ3 - VQ algorithm 3
VQ3AUTO

Vg smal IVQ(32x 32, 16x 16)

smallvQ3  : smallVQ algorithm 3

VQ4 - VQ algorithm 4
VQ4AUTO

global Index

0-255

algorithm 3

Vg smallVQ(32x 32, 16x 16) algorithm 4

smallvQ4 :smallVvQ algorithm 4

Pixel format
Auto

RGB565  : pixel format RGB565

ARGB4444 - pixel format ARGB4444
ARGB1555  : pixel format ARGB1555

ARGB1555(t)  : translucent pixel format ARGB1555
ARGB4444(t)  : bilevel translucent pixel format ARGB4444

10

10bit

Lwo
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Reverse alpha
alpha (0->FF, FF->0)
Dither
dither on
Alpha dither
alpha dither on
Ignore suffix
suffix
Flip texture
flip texture on
Auto mipmap
mipmap
VQ auto mipmap
VQ mipmap

Motion

| File | Model |Texture]Motion | Strip | Shape | Scene [ Camera | Light |
[Type 4 (TRRR) | Type BOTRTR) | Type CLTRS) |
[
Linear [Spline

—
-
-
-
-
-

0. 001
0. 001
0. 001

Format
Type A(TRRR)
TypeA
trans rot
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Type B(TRTR)
TypeB
trans rot
Type C(TRS)
TypeC
trans,rot,scale

Keyframe motion

Interpolate discontinuous rotations

Interpolation
Keyframe motion

Liniear Spline

Print translation even if constant
OBJECT OBJECT

NULL

Print rotation even if constant
OBJECT OBJECT

Print scale even if constant
OBJECT OBJECT

Print all translation keyframes

Transration

12

transration

rotation

scale
NULL

NULL



Print all rotation keyframes

Print all scale keyframes

Translation epsilon
Rotatoin epsilon
Scale epsilon

Strip

Rotation

Scale

0.001

[ File [ Model [Texture[Hotion| Strip | Shape | Scene | Camera| Light |

_ Mome | Trigon [ Tetragon | N-gon  [Tetrash—gon

Strip Conversion
None
Trigon 3
Tetragon

4

N-gon
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NULL



Tetra&N-gon
4 N
3
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Shape

| File [ Wodel [Texture[Motion [ Strip | Shape | Scene [Camera| Light |

Create shape file

(.nas)

Output shape normal data

Scene

“ | File | Model [Texture[Motion| Strip | Shape [ Scene |Camera| Light |
o

Out scene information

-nsc

Camera

| File | Model [Texture|Motion | Strip | Shape | Scene [ Camers | Light |

| lgnore Keys | Linear |

0. 001
0.0
0. 001

Create camera file
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Create camera motion file

SelectKeys

Keyframes
Ignore Keys
Interpolation
Linear
Spline

Optimize
Select Keys Ignore Keys

Epsilon
Camera Position Epsilon
Camera Vector Epsilon
Camera Angle Epsilon
Epsilon

Light

| File | Model |Texture| Motion | Strip | Shape | Scene | Camers | Light |

|

0.001
0.001
0.001
0.001
0.001

Create light file

Create light motion file
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Select Keys

Keyframes
Ignore Keys
Interpolation
Linear

Spline

Optimize

Select Keys Ignore Keys

Epsilon
Light Position Epsilon
Light Vector Epsilon
Light Intensity Epsilon
Light Angle Epsilon
Light Fall Off Range Epsilon
Epsilon
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TGA BMP
(1,2,4,8,16,32,64,128,256,512,1024)pixel
(1,2,4,8,16,32,64,128,256,512,1024)pixel

a
RGB565
ARGB4444
ARGB1555
twiddled rectangle
twiddled
Mipmap
rectangle
twiddled
Mipmap
(Alpha)
3
()32 TGA
32 (ARGB)
PVR Alpha LightWave  PVR
LightWave NINJA
@) (Transparency)
LightWave NINJA
BMP 24 (RGB)
(Transparency) 50% 100%
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(3)24 BMP 24 BMP

LightWave

(Transparency) 0%

BMP
Alpha
Alpha

(Light Wave
<flags>
D :
E:
F:
L or NI : Light

Ns : ignore specular
Na : ignore ambient
Chunk Model ambient
<Filter mode>

An : anisotropic filter

Ps : Filter-mode Point Sampled

NINJA
24 (RGB)
24 BMP
24
BMP Red (8

Negative Image

) Ninja
01AModel.doc,01Bmodel.doc

Basic Model

Bi : Filter-mode Bilinear Filter

Ti : Filter-mode Triliner Filter

D000 : Mip-map "D" adjust

025 375

100 1.00

125 1.25
D100
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A0O : a

<Uv>

N : UVN(0-255)

H : UVH(0-1024)

<Polygon Vertex Color>

Vc : use polygon vertex color

Nvc : ingore polygon vertex color

<Palette Bank>
Bdd : (dd = 00 — 63)

<Motion Skip Flag>
Es

Ss

<Keep TRS Flag>

Kt
Kr
Ks
A src Filed Value
dst Filed Value
DST := SRC * BlendFunction(SRC Alpha Instruction) +

DST * BlendFunction(DST Alpha Instruction)
Instruction Field Value Values Returned
Zero 0 0, 0, 0, 0)
One 1 ,1,1,1
‘Other’ Colour 2 (Or, Os, Og, 0y
Inverse ‘Other’ Colour 3 (1 -0, -0, 1 -05, 1 -0
SRC Alpha 4 (Su» Sus Sus SW)
Inverse SRC Alpha 5 (- Sy, 1-S5,1-S,,1-5)
DST Alpha 6 (Ds, Di, Di, Dp)

7

Inverse DST Alpha (1- Dy, 1 -D4, 1- Dy, 1L =Dy

SRC Alpha(4)

21



Inverse SRC Alpha(5)

Mip-map D adjustl.25, Triliner Filter, flat shading

D125TiF_mat00

MRS
(.mrs)
Ninja
Ninja
Es, Ss, Kt, Kr, Ks
MRS
MRS NJA

22
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LightWave
LightWave

object C

1) A-B-C

2) A B C

3 Current object A
(4)Morph Target object B

(5)MorphAmount E( )

(6) 0

(7) 100
(8)B-C ® O

Ninja-Export

Objects Panel - Deformations Morph Amount

©) (@)

0% 100%
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Frame Offset

Multiple Target/Single Envelope

LightWave Multiple Target/Single
Envelope
Ninja-Export Morph Amount  0%,100%,200%,...,nx
100%
Ninja
Ninja-Export NAL
NAM

Ambient Color Intensity

Intensity
Light Color Intensity
Intensity
Light Type
Distant Point Spot Liner Area

24



Intensity Falloff
Maximum Range

Spotlight Cone Angle

Spot Soft Edge Angle

Ninja Ninja-Export
NAM

Zoom Factor
ZoomFactor Lens Focal Length
Vertical FOV

64

mrs nja nam pvr nas nsc

Y->X->Z

Ninja

25

NAC

Horizontal FOV



(1) Morph Amount

(n*100)%
(2) Multiple Target/Single Envelope

200%

Save All Objects

0%,100%
Multiple Target/Singe Envelope

0%, 100%, ..., n*100%
0%, 100%, 300%

PVR
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NJ_MaterialNameEditor

NJ_MaterialNameEditor
LightWave3D
Ninja

NJMatNam.p
C:¥Newtek¥Plugins¥Modeler

NJIMatNam.p

NJ_MateralNameEditor

NJ_MaterialNameEditor

Next

Ninja

Rename

Ninja
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Alpha Instruction:
Mip-map ‘D’ adjust: D
Use Palette:
Palette Bank

Palette Bank:

UV mode:UV
Filter mode:
Ignore Ambient:
Ignore Specular:
Ignore Lights:
Environt mapping:
Double sided:
Shading:
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Eval skip for Default Material:

Shape skip for Default Material:

Keep Trans for Default Material:

Keep Rotate for Default Material:

Keep Scale for Default Material:

® Other Attributes

(Surface)
Eval Skip for Default Material
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