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oOobDoO0oDOo0oo0oOob0 woOODOOOMWsOOOOOOOODOODOOD
gboobogoows-postgbgoboboboboobobobobooobobobgonog

LwToNj2 -i <Input File> [-o <Output Directory>] [-cd <Content Directory>] [-<Other Options>]

OO0DOO0C00O0Onjad0namdmrsOpvrdnasOnsc 00000000000 ODOOOOCOOODOO
gooognd
wToNj2 OO ODOO0OOOOOCOOOODOODOO

000 O0O00O0O000OOO0OO0OO0bOO0Od
-1 or -in <filename> : Input File name
O00o0O0dD wsOOOOoOOoooDOOoOoOo
-cd or -content <directory> : Content Directory
LightWave O O General Options(OD OO 00O 0O O )O ContentDirectory(0 DO OOOO0O
O00O0)Y DOOOOOOOODOOOOODOOUSERPROFILE OO DOOOODODOO SystemRoot
O0000ooOoO wm3d.cfg"d000000ODOOOContent Directory OO OO O O OContent
Directory0 00000000 DOOOODOOOODODODOODODOOOODODOOODODO
-inm or -inmrs <filename> : Input mrs file
O0O0Oms(OO0O0OOOOO0O)YDDOOOODOOODDOODODOOOODDOODODOOOO
Ooo0dddmsO000o0oooooooon
0o0oooobooooooooooooodmst 000000000000 ONscO OO
goooooon



000 O0O00O0O000OOO0OO0OO0bOO0Od
-0 or -out <directory> : Output Directory
O000OO00bOO00b0O0o0o0bOo0o0o0ooo0obOo0ooDOOo0ooO wsoooooooo
goooooooooon
-bin or -BIN : Binary Format
gooooooooooooooood
-outm or -outmrs : Output mrs file
msO0O000D000000Onjad0 000000000 msOO0O0OOO0DOOO0ODOOODOO
nscOO0 000000000 msO0000000O0O0O0O00
-nmd or -nomodel : No Output Model file
0000000 (nja,.n)00000O00O0
-st or -septex : Separate Texture List
goboooooooooobobouooooooooooooboobooood
(.nad,.njd)0 0000000000000 (.nat,.njt) 00000000000
-nmt or -nomotion : No Output Motion file
oooodoooodGran, . nmO0O00O0O0O0O0DOOODOOOODOOOODODOODOOODOO
0o0o0odobooOoooodo-nshOODOOOODOOOOOOODOOODODOOOODODOO
gooooooooo
-nsh or -noshape : Ignore Shape Motion
O00O0O0D000(.nas,.njs)D0000000D0D0O00O0O0000ODODO(.nam,.njm)O
ooooooooobooooooooon
-nsc or -scene : Output Scene file
O00o00OdOo(nsc)DOOOoonoO
-log : Output Logfile
Oo00oodobooooooooclogpooooono
-LOG : Append Logfile
0000000000000 DOOd(wToNj2.1logU 00 O00OD0OOOODOODODOOODO
gooooobbooooooonooooooo



000 O0O0O000dGnja,.n)D000O0ODODOO0O
-gs or -gscale <value> : Global Scale (ooobOoooobooooog)
goooobooooooobooooooooooooooonooodmsdooooon
Ooo0odOmsO00000oo0ooooonoooobooonooooooooon

-gmot or -gmotion : Use Quaternion Motion (ooobooooobooooog)
0000 Rotation(D O)DOOOOODOOODOODODOOO
-G : Global Freeze (Qooooog)

goooooboooooooooooooboooooooonoooooooooon
gooooooooooooooobooooodooonoooooooooooooon
goooooon
-c03 or -volume3 : Print Chunk volume Triangle
-c034 or -volume34 : Print Chunk volume Quad & Triangle
-coS or -volumeS : Print Chunk volume Strip
0dddddoooooooooooooooooo-co30000OO0nonoDooonon
0o0o0o0o0odoooooooddd-codi0000nDooooooonooooooon
dddddddddddddooooibooooooooooooooon
-vctouf : Set Vertex Color to Vertex UserFlag
goooooboooooooooooooboooooooonoooooooooon
goooooodooooooooooooooooooon
-pctouf : Set Polygon Color to Polygon UserFlag
gooooobooobooonoooooooooooon
-dev or -divideedge : Divide Edge Vertex
oooooboooooooooooobooonoooooooooboooog
-dfn or -divideflat : Divide Flat Normal
gooooobodoo rO0O0OO0O00O0OODO0O00000O0O0oooooooon
-dpg or -dividepolygon : Divide Polygon
gooooobooobooobooooonooooboooobooobooooooon
-ne or -nulleval : Use Null Object EvalFlags
Null object 000000000 'S OO0O0ODOOO EvalSkip, EvalShapeSkip 0 00O O
ooog
-ins or -instance : Use Instance
OO0 woOOODOOO0ODODOOOOOOODOOODOOOODOOODOOOOOOOODOOOn
googooboobooooonoooobooonoooooooon
-dm or -delmat : Delete Texture Materials
gobogooboooobooooooooboogo

-dma or -delmatall : Delete All Materials



goooooooooooooo
-nd or -nodiffuse : Ignore Diffuse for Texture
0000000000000 DOO00DOO00DDO biffuse ARGBOOODODO 25500000
goooooooooooooooogd
-nos or -nospec : lIgnore Specular
gobooooouooooooooooooooao
-da or -delambi : Delete Ambient to Materials
goooooooooouooooooooooon
-nau or -noautoua : Ignore Auto Use Alpha
gobooooooooooooooooooooonooooobooooobooooon
g
-nel or -noenvelope : No Envelope
O00OLightwave DD DO 0OO0OO0OOO0DOOO0DOOOODOO Ninja2O O Envelope O OO
0000000000000 00000D00 Enveloped0000D0OO0OOODOOODODOO
gooooooooobooooog
-el or -envelopel : Envelope Typel
Envelope 0 OneWeightEnveolpe 0000000000 DOOO MultiweighEnveolpet 0O O
OO0O0000OOneWeightEnveolpe OO OO DO OOO0DOOODODODOOOOOODOOODODOO
000000 bO00bOo000b0o0b0bOO0o0bO00b0bOo0ooO0noDOddLightwave OO
gooooooooooooo
-we or -weps <value(®%)> : Weight Epsilon
Envelope OO0 000000000 OOO0DOOODOOOODOOODOOOOOOOODOOOO
000000 DO00bOO0o00bOO00oodONInja20000000O0O00O0DOOOODOO
gooooooooobooobooooog
doooooooooono
<gggobooooogoons
gooooobooobooonoooooooooooon
-CV : (Chunk Type CV)X,y,Z,...
gooooooooooon
-D8 : (Chunk Type CV_D8)x,y,z, D8888,...
goooooouooooooooooooooao
-UF : (Chunk Type CV_UF)x,y,z,UserFlag3z2,...
gobooooooooouooooooooooon
-VN : (Chunk Type CV_VN)X,y,z,nx,ny,nz,...
goboooooooouooouooobooooooooooo
-VND8 or -VN D8 : (Chunk Type CV_VN D8)x,y,z, nx,ny,nz,D8888,...
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gobooooouooooooooooooooao
-VNUF or -VN_UF : (Chunk type CV_VN _UF)x,y,z,nx,ny,nz,UserFlag32,...
goooooooooouooooooooooon
-VCOM : Vertex COMments (Doooboooooooooa)
gooooboooooooobooobooonoooooboooooog
000 O000O0O0O00OO0OO0OO0bO0O0
-nt or -notexture : Ignore Texture
goodoooouooonuboooonodoooboooooobooooooooon
-texn3 or -TEXN3 : Use TEXN3 macro for Texlist
O00000D0texlistOOOOTEXNDOOOTEXNSO D OOODODOOO
-uvh - Hi Resolution Texture UV
goooooooooobooooooooooooon
-2p or -modifierdata : Use 2 Parameter Modifier Data
0dddddoooooooo2oooooooooooobooooooon
-nm2 or -nomat2 : Ignore 2nd Material for 2 Parameter Modifier Data
0000000000000 oooooooooo
-tp or -texpath <directory> : Texture Path
000o0o0doObOOo0obOoooooodomwe OOOO0O0ODODOOOO0DbDOoOoDODOOoOooO
oooooooooooooooboooooooonoooonoooooooooon
0on
-ft or -forcetex : Force Texture Convert
goooooboooooooooooooboooooogo
goooooodooooooooooooooooooon
-g or -gibase <value> : Global Index Base
000000 Global IndexODOOOOOOOOODOOOOODOOOODODOOO
-pvm or -outpvm : Output pvm file
goooooooooooooboooooboooooooooapwwbooooooon
ooog
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000 OO0OoooOOo0OoOoO(@Gram,.nm)d0O0O0000O0O0O
-gs or -gscale <value> : Global Scale (Doooboooooooono)
oooooooooonoooooouoooooodddmrsd000ooooddmrs
goooooboooooooooooooooo
-gmot or -gmotion : Use Quaternion Motion (Doooboooooooono)
0000 Rotation(DO)OOOOOOOODODOOOODOO
-ky or -key : Keyframe Motion
000000000 bO0DbOOo0bO00bDbOO0db-keyO OO ODOOoODOOOOOODOO
goooooooooboooooooooooono
-sp or -spline : Interpolate Type Spline
goooooboooooooooooooboooooooonoooooooooon
goooooboooooiooooooooooonoooobooooooooon
-a or -trr : Top:Translate Rotate, others: Rotate Only(type A)

0000000000 TypeAOODOOODODODOOOOOODOOO TranslateO OO OO0
O000ORetate 0O OODO0OOOOOOMOOOOOODOOO0OOOOOOOOOON
goooooboooooooooooooooooon

-b or -trt : All:Translate Rotate (type B)

0000000000 TypeBOOODOOODOODOODOO TranslateD Rotate D OO OO O

goooooboooobdooboooooooooooooooon
-c or -trs : All:Translate Rotate Scale (type C)

0000000000 TypeCOOODOOODOOOODOO Translate,Rotate,Scaled0 00O
oooooooooooooooboooooooonoooooooooooooon
goooooon

-te or -teps <value> : Translation Epsilon
-re or -reps <value> : Rotation Epsilon
-se or -seps <value> : Scaling Epsilon

0000000000k OOO)OOOOODDOODOOOODDODOODODOODOOODOO
gooooooooooooooooobooobdoonoooobooonoooooogo
gooooooooodoooooobooobooooooNnnLLOoobooooooon
ooooooooooooooooobooobdoonoooobooonogooog
ddddddddddddddddddddddoooUooooooooooe.cI OO

-tk or -transkey : Print Translation All Frames
-rk or -rotkey : Print Rotation All Frames
-sk or -scalekey : Print Scale All Frames

000000 oOOoOobOG-keyOOOoOH)OOODOOOOOOOODOOOODODOODOOOO

00000000000 DOO00O0000OTranslate,Rotate,Scale0 00 O0O0O0O0OOO0O0O
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gooooobodoooooooooooooo
0ddis. oo oooooooooooon
-pt or -printtrans : Print Transration
-pr or -printrot : Print Rotation
-ps or -printscale : Print Scale
00000000000 Translate,Rotate,Scale D ONILLOOOOOOOO
0dds. oo oooooooooooon
-nsa or -noshortangle : Ignore Short Angle
O0D0OO00D000000 R2bit0O AgledDOO00D0OOO0OMMDODOOOOO 16bitO Sangle
goooooboooboooooooooboooooooon
-hm or -hidemot : Hide Motion
goooooooooooooon
-nsh or -noshape O No Shape Motion (Dooobooooooooog)
gobooooooooouooouoooon
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000 O0000000O(nas,.ns)JO00O0OO0OO0O0O
-nsh or -noshape O No Shape Motion (ooobOoooobooooog)
gooooobooooooooooooobooooooooboooooooooon
goooooogd
-gsh or -gshape O Global Shape
000000000 DOO00D0DbOO0O0bOO0ODoDOOO0n0n envelopel O Shape OO O OODO
000000000 bOO00b0DOO00bOO00D0O0D0DO0O0n shaped O OO0O0OoOOOOO
0o
<gggobooooogoons
oooooodooooooooooooooooooon
-csCV O (Chunk Type CV)
goooooooooooooo
-csCVN or -csCV_VN O (Chunk Type CV_VN)
goooooboooobooooooooobooobooooooooooon
-csCVD8 or -csCV_D8 O (Chunk Type CV_D8)
gooooooooooooooogd
-csCVVND8 or -csCV_VN D8 O (Chunk Type CV_VN D8)
gooooooooobooooooooooooan
-csVN O (Chunk Type VN)
goooooooooon
-csD8 O (Chunk Type D8)
goooooooooogo
-CcSVND8 or -csVN_D8 O (Chunk Type VN_D8)
gooooooooooooooogd
-VCOM : Vertex COMments (Doooboooooooon)
gooooobboobooooobooobooonoooooboooooogd
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O00 DOO0O0OO0O0O0OO0PVRConvOOOOOODOOO
OO00O0OO0DO0O0DbOOoOoDOoOooOooOECvRConv)DDODOODOOOOPRYRCONVV OOODOOODOOO
gbobOobooooobooboboooogevRConvOOOOobDoooooonO

gooooooooo
(default) O Auto
Twiddled O Rectangle OO0 OO DODOOO0DOOOOOO
-t or -twiddled : Twiddled Texture
Twiddled Texture DO OO OO0
-r or -rectangle : Rectangle Texture
Rectangle Texture DO OO QOO0
-s or -stride : Stride Texutre
Stride Texutre DO OO 0O OO
-v3 or -vg3 : VQ algorithm 3
VQ algorithm 30000000
-v3a or -vg3auto : VQ and smallVQ(32x32,16x16) algorithm 3
vsO OO smallvV3O OO ODDOOOOOOOODODOOOODOOOODoDOOoOooO
-sv3 or -smallvg3 : smallVQ algorithm 3
smallVQ algorithm 30000000
-v4 or -vg4 : VQ algorithm 4
VQ algoritm 40000000
-vda or -vgdauto : VQ and smallVQ(32x32,16x16) algorithm 4
VoaOOO smallv4OOOODDODOOOOOOODODODOODOOOOODODOOODOO
-sv4 or -smallvg4 : smallVQ algorithm 4
smallVQ algorithm 40000000
goooooooooooooo
(default) O Auto
O0000000000ORGB5650 ARGB44440 ARGBISSS D D D DD OO OO OOODOO
-5 or -565 : pixel format RGB565
RGBS6S OO OO OO
-4 or -4444 : pixel format ARGB4444
ARGB4444 0 00O O OO
-1 or -1555 : pixel format ARGB1555
ARGB1ISSS O OO OO OO
-y or -yuv : pixel format YUV
yw422 0O OO OoOoOn

15



-tl or -t1555 : translucent pixel format ARGB1555
000000000000 0ORGBS6SOARGBISS S DD D DO ODODODoooooOon
-b4 or -b4444 : bilevel translucent pixel format ARGB4444
000000000000 ORGBS6SOARGB4444 I DO OO OOOOOOOOONO
goooooogd
-ra or -ralpha : reverse alpha
Oo0o0oOoooo (0-»255, 255->0)0 000
-tra or -tgarevalpha : tga reverse alpha
tga0O00O00O0DOOO0ODODOOODO (0->255, 255->0)0 000
-di or -dither : dither on
DitherO onO O OO0
-adi or -adither : alpha dither on
Alpha DitherO onO O QO OO
-ns or -nosuffix : ignore suffix
goooooboooobooooooooobooobooooooooon
-f or -flip : flip texture
0ooooooooo flip(d0)oooo
-nm or -nomipmap : auto mipmap off
vVooOoOoooO MipmpOdOOOOGOQOOoOO
-nvm or -novgmipmap : VQ auto mipmap off
VoOOOd Mipmap O OO OOCDOOOO
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000 O00000d(nsc)DOD0OOOODOOO
-1 or -Info : Output scene information
000000000000 00000OTranslate,Rotate,Scaled .nscO0 00000000
ooo

OO0 O00O(nac,.nc)D00000OO0O0OO0O(nam,.nmO0O0O0OO0OOO0O
-cam or -camera : Output Camera file(.nac,.njc)
goooooooooooooo
-cm or -cammot : Output Camera Motion file(.nam.njm)
ooooooooobooooooooon
-ck or -camkey : Keyframe Motion
gooooobooooooooooooobooooooooboooooooooon
ooog
-cpa or -cprintall : Print All Frames
gooooobooooooooooooobooooooooboooooooooon
goooooon
-cs or -camspline : Interpolate Type Spline
gooooobooooooooooooobooooooooboooooooooon
gooooooooobooooooooooooo
-cpe or -cpeps <value> : Camera Position( O) Epsilon
-cve or -cveps <value> : Camera Vector(O O ) Epsilon
-cre or -creps <value> : Camera Roll(O O O) Epsilon
-cae or -caeps <value> : Camera Angle(O0 O) Epsilon
gooooobooooooooooooobooooooooboooooooooon
gooooobooobooobooooooooon
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o000 OO0O0O@Gnal,.nhOOO0OO0OO0OOOOOOOdGram,.nm)O0000O0O00O0O0O
-lig or -light : Output Light file(.nal,.njl)
goooooooooooooao
-led or -leasy : EasyDraw
-Isd or -Isimple : SimpleDraw
-lem or -leasymulti : EasyMultiDraw
-Ism or -Isimplemulti : SimpleMultiDraw
Ninj 000000000 DOO0O0DO0O0O0OEasybraw OO 0O SimpleDraw OO OO OODOO
000000 OEasyMultiDrawO OO SimpleMultiDraw O 0D OO0 O OO0OODOOODOOOO
gooooo
-Im or -ligmot : Output Light Motion file(.nam,.nal)
gobooooooooooooooooon
-1k or -ligkey : Keyframe Motion
goboooobooooooooooboooooooooooooooooooogo
ooog
-lpa or -lprintall : Print All Frames
goooooboooooooooooooboooooooooooooooooon
goooooon
-Is or -ligspline : Interpolate Type Spline
goooooboooooooooooooboooooooooooooooooon
gooooobodoooooooooooooo
-Ice or -lIceps <value> : Light Color Epsilon
-Ipe or -lpeps <value> : Light Position Epsilon
-lve or -lveps <value> : Light Vector Epsilon
-lie or -lieps <value> : Light Intensity Epsilon
-lame or -lameps <value> : Light Ambient Epsilon
-Ire or -lreps <value> : Light Falloff Range Epsilon
goooooboooobodoooooooibtooooboooboooooooooon
00000000 MoOobobO0o0bo0o0bDDOO0d@PesitionOO00O0ONVectorODOO OO0
Intensity 0 O O Ambient O EasyDraw 0 O O SimpleDraw O O O O O [(Range [0 EasyMultiDraw
OO0 SimpleultiDraw D OO0 OO0 OOOOOColorO 0O OOODODOOOODODOO
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0000 O0OO0OO0O0O00O00
-nre <filename> : Ninja Converter Resource File
Ninja2Exporter DD 0000000 DOO0OOODODOOODOOOO(Gre)dOODOOODO
0-ild-cdl000D0DOO0OO0O0DODOO0ODODOOODODOOODnODO
-view or -preview : OpenGL Preview
Envelope OO0 Shape OO OO0O0OO0OO00ODO OpenGLOODOOOOODOOODODOOO
-v or -ver
gooooobooobooonoooooooooooon
-h or -help
gooooooooobdoonodooooooonoooobooooooa
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O00000O00000O00oOOooOoooaan
000 O0O0O0O0O0O0O0O0o0oOoa
Rotate Pivot(H1 .0 i [FIHE)IZIT XIS L TRV ER A, ZHUE, Ninja2 D E—ar D7 /LT YR LN
LightWavel #720 . Rotate PivotZ{#i HL7=F— a3 A3Ninja2 L CHB TEZRW\NH T, 2D
WTOXSDOTFTELHDER A, F—2 a3 MERREIZ, Rotate PivotiZ 9 _XTOIZL TRWTLZXN,
Ninja2 i, T NV DEEERCH AT DOO— )L DT —a THR—7L—LHHELIZSEE, 200
X —O% | R DN80E L. NI DIENTHIZELE T, F—T7 L — A ) CIELL RS E 5121,
[A18A 4 23 180 BE LA T 2722 K972 bR TH —Z2AFRk L T<72an,

OO0 EnvelopeOOODO

LightWave DR — N2k A4 7 2 =7 b ZEFIE, Ninja2 TldEnvelopel U CHRVWNVET, Kar /X —H
I, LightWave L COA T V=7 hO@E 3, Ninja2_E T TELET R EICHE TE5L512, BEIMIZ
EHLUET,

N—AUIT =AMy T DMEH RIHE T, 72721, [Use Weight Map Only | (7 =A k=7 D Zff )
WZIIHIN L TR ERT A, £7-. [Joint Compensation | (B2& 34 1E) . [Musle Flexing | (7 B DR AT
HXGL TRV ER A,

Envelope 23 Ji S HE T /WCEIR CELHTHRIAND F v 7 AL, -CV(Chunk Type CV), -WN
(Chunk Type CV.VN)O O O OO

000 O0O0O00O0O0O0oO0OooOoOoa0

HEDRICIIR DA T V=7 b3 Hy—2 T, [RICIwo 7 7 A /VDRICL A —2fEHL ., [-ins 4
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