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Crytek Studios CryExporter 1.2 for Maya 5.0

Introduction and Prerequisites

NOTE: The indoor building description in this document is obsolete; buildings are now
created within the Sandbox editor. Read the editor manual for more information.

The main purpose of this document is to explain how to use the CryExporter plug-in for Maya.
The CryExporter plug-in for Maya is used to export geometry and animation files from Maya to
CryEngine.

This manual assumes you understand the following:

« Basics of 3D modeling and animation.

« Basic knowledge of Maya, CCF/CAF file usage with the CryEngine.

« What CGF and CAF files are used for, and what components they contain (generally, CGF
contains the geometry with bone binding and material/shader data. CAF contains bone
animation data).

This manual describes each operation in detail. If something is not clear please refer to the
Maya manuals. We also strongly recommend you study the Maya Essentials book if you are not
familiar with Maya.

This manual is divided into the following parts:

« Introduction: Contains information about manual organization and usage.

« Installation: Describes the necessary startup instructions for installing the plug-in and
accompanying scripts.

« CGF Export: Explains how to model your scene and export it smoothly to a CGF file. It
includes a description of how to accomplish non-trivial tasks such as assigning a sector to
an object, CryEngine shader template, or a physics material to a Maya shader.

« CAF Export: Contains instructions for how to export CAF files.

« User Interface: Describes the steps to start the User Interface and how to accomplish a
CGF/CAF export. Use this chapter as a Quick Start to export a few test models, but return
to the previous chapters in order to accomplish more advanced tasks.

- Examples of the User Interface : A step-by-step tutorial for how to export sample
scenes shipped with the plug-in. This chapter can be used as a Quick Start tutorial.

Often there are many ways to accomplish one task. In these cases, a few of the most common

methods are described. Typically, to accomplish a task, the following facilities can be used:

« Maya Interface: This is the graphical interface that Maya natively uses, and is the most
familiar to experienced Maya users.

- Command Line: In Maya, everything is scriptable, and an advanced Maya user may prefer
entering one command instead of using the GUI. Some action can be scripted in MEL, which
is why this method is described in this manual.

« CryExport Shelf: Several common commands are represented in a separate shelf that can
be installed with the plug-in. Some tasks can be accomplished by using this shelf.

© 2003 Crytek 2



Crytek Studios CryExporter 1.2 for Maya 5.0

Installation

Manual Installation

Currently there is no automatic installation script for the plug-in, so you will have to copy all
the necessary files yourself.

Copy the MayaCryExport.mll file to your AW\Maya5.0\bin\plug-ins directory.

Then copy the contents of scripts  and prefs directories directly to the corresponding “My
Documents\maya\5.0 " directory subdirectories andcopy the whole directory structure. For

example, scripts\CryExportUserinterface.mel file goes to the “My
Documents\maya\5.0\scripts\CryExportUserinterface.m el” location, and
prefs\shelves\shelf CryExport.mel file goes to “My

Documents\maya\5.0\prefs\shelves\shelf CryExport.me I”

Restart Maya 5.0 and a shelf named “CryExport” is created. This shelf contains buttons for
loading/unloading the Cry Export plug-in for Maya and starts the User Interface similar to the
user interface of the utility used in 3ds Max.

Loading

Note:
) It is not necessary to load the plug-in if you use the User Interface MEL script. The
(o5 ] User Interface script loads the plug-in automatically. To learn more about using the
User Interface MEL script, you can jump directly to the User Interface Usage chapter.

Maya Interface

To load the plug-in interactively from the Plug-in Manager, use the Window-
>Settings/Preferences->Plug-in Manager menu item and find the MayaCryExport.mll entry in
the list. Check the “loaded” and optionally “auto load” checkboxes.

© 2003 Crytek 3
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{rl Plug-in Manager

Help

=10 |

;I C-/AW /M ayad 0/bin/plug-ins

anirml mpartE sport. mil [T lnaded [ autoload
clearcoat. mill [ lbaded [ autoload
CpClothPlugin, ml v lopaded [V autoload
decampazehd atrix. mil [7 loaded [ autoload
Fuar.mll ¥ loaded | autoload
ge2Export. mil [T lbaded [ autoload
ik 2B zalver. mil [ loaded [ autoload
mayal_5waming. mil [~ lpaded [ autoload
b apaCryE xport. mll ¥ loaded |V aut::.l::.au:E
mayalive. mil [ loaded [ autoload
b apaT adlias. mil [ loaded [ autoload
obiE xport.mil [7 loaded [ autoload
HbE zpoart. mil [ lbaded [ autoload
rotateH elper. mil v loaded |v autoload
rbgE =port. mil [7 loaded [ autoload
wrml2E sport. mill [ loaded [ autoload
Browse |

Cloze

L

After loading the plug-in, if you press the

we
|

you should see a window similar to the following:

button next to the plug-in name and checkboxes,
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il Plug-in Information 0] x|

M arne: bl apaCrE wpart :I

Path: C: A8 A apad . 0/binplug-inz/t apaCyE <port. mll
endar: CruTek GmbH Germany

Flug-in “ersior: 1.1

For &P Werzion: 400
uto Load: Tes

|z Loaded: Tes

Plug-in Features
Commands:
CryvE wportCaf
CrvE =portCof
CrvE =parttil

File Translators:
crtek@eometny
crytekBuilding
crytekdnimation ;I

Command Line

To load the plug-in from the command line, enter the following command:
loadPlugin "MayaCryExport.mll"

TI‘ 300 350 400 450 500 550 600 EEI]I'
U4 [ U R R R R

“[263.00 263.00 N || [Fa0.

loadPlugin 'k ayaCryE wport. mil*!

Command Line: Enter MEL commands
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CGF Export

Preparing Buildings for Export

For the export of a building ,you must have the ability to assign sector numbers to different
objects. A description of sector and portal technology used within the CryEngine is beyond the
scope of this document. However, you will find an explanation how to assign sector numbers to
different objects in this chapter. In 3ds max if you name an object like the following it will be
assigned to sector N:

$N_name

Where N is the sector number, and name is the object name.

In order to assign an object to a sector in Maya, attach an integer extra attribute named
“crySector” to its transform node and set its value to the sector number.

Note:
} When you select an object in Maya, you actually select its Transform node, while
o) the Shape Node represents the object itself. When you open the Attribute Editor, on
the contrary, the Shape Node is usually highlighted.

Only smooth bound characters can be exported properly with the skin binding information. The
exporter plug-in does not recognize rigid binding.

Before exporting a character, set it to the Initial (Bind) Pose.

Maya Interface

In order to assign the attribute crySector to the object’s Transform Node, perform the following
steps:

« Open the Attribute Editor with the transform node selected.

If you select an object and open the Attribute Editor, the object’s shape tab is displayed first:
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;!:rd"_l_!nl:l:rihul:e Editor: Is_mainlight_LightBlank ;IEIEI

List Selected Focus  Akkributes  Help

lz_mainlight_LightBlank.  spatLightShapelShape I h_l,lperEraphLa_l,IDutI

" ]
spotLight: |spotLightShapelShape] o Focs |
| ]

[ntensity Sample Light Shape

Spot Light Attributes

Type | Spaot Light hd
Calar - ' il i
Itenzity IW — | i
[ llurinates by Default
v Emit Diffuse W Emit Specular
Decay Rate | Mo Decay -
Cone &ngle E7.400 T { i
Penumbra &ngle |78.700 F { i
Ciropoff lDoon ! i
|+ | Light Effects

|I| Shadows

|II Fur Shading/5hadowing
|II Object Display

|II Node Behavior

m Extra Attributes

Select Load Attributes Copy Tab Cloge |
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Select the transform node:

;_f:rd"_l_!nl:l:rihul:e Editor: Is_mainlight_LightBlank - |I:I|E|
Lisk Selected Focus Aktributes  Help
.

Ir.- . . .
| |z_rnainlight_LightElank | sthLightShape'IShapeI h_l,lperEraphLa_l,IDutI
" |

e ——————
-
transform: Ils_mainlight_LightElankl g B |
| ]

Transzform Attributes

Tranzlate |1241.330 £52.403 -1B46.470
Fotate |0.000 270.000 0.000
Scale |1.000 1.000 1.000
Shear |0.000 0.000 0.000

Roaotate Order E
Rotate Axiz |0.000 0.000 0.000

W Inherits Transform

|I| Mode Behavior
|I| Extra Attributes

Select Load Attributes Copy Tab Cloge |

And choose the Attributes/Add Attributes menu item:
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;!:rd"_l_!nl:l:rihul:e Editor: Is_mainlight_LightBlank ;IE'EI

List Selected Focus |.ﬁ.ttril:|utes Help

J:'njlj F'.I:tr'il:uutes. o

ls_mainlight_LightBlank S e berGraphLayout | |

Rename Attribukes, .,
tranzform:  {l:_mainlight_LightBlank G Focus |
[ ]

Tranzform Attributes

Translate |1241.330 E52.409 -1646.470
Rotate |0.000 270.000 0.000
scale |1.000 1.000 1.000
Shear {0.000 0.000 0.000

Fotate Order ﬂ
Rotate Axis |0.000 0.000 0.000

¥ Inheritz Tranzform

|I| Mode Behavior
|I| Extra Attributes

Select Load Attributes Copy Tab Cloge

The Add Attributes window is opened. Enter the attribute name (crySector) in the Attribute
Name field and click the attribute type radio button (Integer):
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:,,-f';r"'_l_!ndd Attribute: |Is_mainlight_LightBlank ﬂ
Help
Mew |F'artin:|e| Eu:untrn:ull
-

Attribute Mame I'IWEEE'IDF
! T ——
¥ Make Attribute Keyable

Data Type
™ Vector i |nteger ™ String
™ Float " Boolean ™ Enum

Attribute Type
% Scalar £ FerParticle [Srray]
I | £dd [nitizl State Stitute

Mumeric Attribute Properties

kA irirnirn

b axirmuirn

Crefauilt

Enum Mames

Mew Mame I

] | I Add Cancel |

Then click the Add button. Now the transform node has the extra attribute crySector, and can
be viewed and maodified through the Attribute Editor:
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;!:rd"_l_!nl:l:rihul:e Editor: Is_mainlight_LightBlank ;IEIEI

List Selected Focus  Aktributes  Help

|z_rnainlight_LightE lank | spotLightShapel Shape h_l,lperEraphLa_l,IDutI

— " |
tranzfarm: Ils_malnllght_nghtEIank T Facus |
[ ]

Transzform Attributes

Tranzlate |1241.330 E52.409 -1EB46.470
Fotate |0.000 270.000 0.000
Scale |1.000 1.000 1.000
Shear |0.000 0.000 0.000

Roaotate Order E
Rotate Axiz |0.000 0.000 0.000

W Inherits Transform

|I| Mode Behavior

Extra Attributes
Cry Sectar IIII|

Select | Load Attributes | Copy Tab Cloge |

You can now enter the sector number in the field “Cry Sector”.

Command Line

To attach crySector attribute to a node, use the addAttr and setAttr MEL commands. For
example, to attach crySector attribute to |pCubel transform, use the following command:

addAttr -In crySector -at long |pCubel;

To make pCubel belong to the sector 1, use the following command:
setAttr "pCubel.crySector" 1;
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Where pCubel is the transform node of the shape, which belongs to a sector 1. According to
the internal CryEngine naming conventions, this shape is exported with the node named
“$1_pCubel”.

For an example, see the Is_mainlight_LightBlank light object with crySector  attribute in
the borgShip.mb sample scene.

For more information on addAttr and setAttr MEL commands, refer to the "MEL Command
Reference” in Maya documentation.

Note: The link above works only if you have Maya installed on your computer and is located
within the default directory c:\aw.

Preparing Shaders for Export

In order to achieve high rendering quality, CryEngine uses a Shader technology that is out of
the scope of this document. Basically, many shaders (materials in 3ds max terminology) in the
scene have a shader template associated with them. The shader template names usually begin
with Templ. But the description of shader naming conventions is unfortunately also out of the
scope of this document.

Like in 3ds max, all shader names must begin with symbols “s_
that is exported as a shader to the CGF file (and CryEngine).

In this section, we explain how to assign different shader templates and physical materials to
Maya shaders for them to be exported to the CGF file.

"

, which means it's a shader

Maya Interface

In order to assign a template and/or physical material to a Maya shader, add two string extra
attributes to the shader node: cryTemplate and cryPhysicsMaterial . The shader name must
begin with s_, for these attributes to be parsed.

You can find the description of extra attribute adding and editing in the Preparing Buildings for
Export, Maya Interface section.

In 3ds max, the material names are constructed in the special way instead of adding extra
attributes:

S _name(Templ)/phys[SortValue]

Where name is the shader name, Templ is the shader template assigned, and phys is the
physics material. SortvValue is the new for the exporter version 1.2 attribute that is 0 by
default (when there is no sort value at all). It's used to manually set sort order of materials for
renderer. The surfaces with materials with the lowest sort value are rendered first, with the
greatest sort value are rendered last. This may be useful for characters with transparent
surfaces. Note that transparent surfaces don't cast shadows in CryEngine.

The picture below shows how the shader s_DrkGryMtl  should look like in the Attribute Editor
after adding and modifying the extra attributes cryTemplate and cryPhysicsMaterial . To set
the sort value, add crySortValue integer attribute. It should not be negative.

© 2003 Crytek 12
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i Attribute Editor: s_DrkGryMtl

List Selected Focus  Aktributes  Help

=10 |

s Dk Gy | DirkGryMt |

blir: Is_DrkGryMtI

b atenal S ample

% Focuz |

Eccentricity |0.300 F 1 . :I
Specular Roll O 0700 1 E
Specular Color . = =
Reflectivity MEOEE { i
Reflected Color - 1] i
Special Effects
Matte Opacity
Haytrace Options
Node Behavior
Hardware Textunng
Extra Attributes
cryTemplate | TemplBumpDiffuze
n:ryF'hysin:sMateriI mat_concretel —
Select Load Attrnibutes Copy Tab Cloge

For an example, see the s_DrkGryMtl
TemplBumpDiffuse  template and mat_concretel

shader in the borgShip.mb sample. It has

physics material assigned.

© 2003 Crytek
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Command Line

To attach cryTemplate , cryPhysicsMaterial or crySortvValue  attribute to the shader node,
use the addAttr and setAttr ~MEL commands. For example, to attach cryTemplate and
cryPhysicsMaterial attributes to s_DrkGryMtl shader, use the following command:
/I This is to create the attributes, if they do not yet exist
if (lattributeExists ("cryTemplate”, "s_DrkGryMtl") )

addAttr -In "cryTemplate" -sn "cryT" -dt "string" -storable true
"s_DrkGryMtl";
if ('attributeExists ("cryPhysicsMaterial”, "s_DrkG ryMtl"))

addAttr -In "cryPhysicsMaterial" -sn "cryP" -dt "'s tring" -storable true
"s_DrkGryMtl";

To assign the template TemplBumpDiffuse  to the shader s DrkGryMtl , use the following
command:
setAttr -type "string" s_DrkGryMtl.cryTemplate "Tem plBumpDiffuse”;

To assign the physical material mat_concretel to the same shader, use the following
command:
setAttr -type "string" s_DrkGryMtl.cryPhysicsMateri al "mat_concretel";

This shader will be exported as a material named
“s_DrkGryMtl(TemplBumpDiffuse)/mat_concretel” , according to the internal CryEngine
naming conventions.

For an example, see the s DrkGryMtl shader with both cryTemplate and cryPhysicsMaterial
attributes in the borgShip.mb sample scene.

Command Line

In order to export a CGF file, select the geometry you wish to export (one or more geometry,
camera and/or light objects) and enter the following command:

CryExportCgf file “file-path.cgf”

For example:

CryExportCgf —file “c:\\MasterCD\Objects\\Test001. cgf”

Note the double-backslashes that are required by MEL string syntax.

You can export either cgf or bld files the same way, just use the “.bld” extension to specify the
file name in the —file  option. The CryExportCgf command has the following options:

-fifile This is the path used to write to the file. This option has

one string parameter. Note: the backslashes must be
escaped by backslashes.

-ncs/dontConvertCs If this option is included, the model will be exported

keeping the original coordinates and orientation (either Y-
or Z-axis up, Y-up by default). If this option is not set, the
plug-in will reorient the bones and nodes in such a way
that the up-vector in Maya (Y) will be translated into the
up-vector in CryEngine (Z). Generally, you would use it for
testing, when exporting a model imported from

© 2003 Crytek 14
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somewhere, and when Maya is set up to use Z as the up-
vector.

-vc/vertexColors

If this option is used, the model mesh will be exported
with vertex colors. Be careful to assign the vertex colors
first before using this option, otherwise the exported
model will look darker.

-id/ignoreDummies

If this option is present, no helper objects (pure
transforms, locators and cameras) are exported.

-nmt/dontAllowMultiUV

If this option is present, then the exporter outputs an error
if there is no one-to-one correspondence between texture
and coordinate vertices.

-imt/ignoreMaterials

If this flag is set, then the materials are not exported with
the mesh.

-wpl/maxWeightsPerLink number

This sets the maximum number of links per vertex to
export. If there are more than the specified number of
influence objects (bones) assigned to one vertex in Maya,
then the least influencing objects are ignored.

If this number is 0, then no bone binding information is
exported at all.

By default, all information is exported (no limit)

Before exporting geometry, please set the skeleton (if any) to the bind pose.

If you select one or more bones, the mesh that they influence will be automatically added to
the list of exported shapes. Bone influences are always exported if the mesh is smooth-skin

bound.

CAF export

There are only a few considerations related to animation export from Maya.

In the current version, only linear keyframes are exported. The non-linear keyframes that Maya
might have are sampled with a customizable interval, optimized (running key reduction
algorithm) and saved in linear keyframe form.

Only a smooth skin binding is supported. The exporter will not recognize a rigid skin. Just like
in 3ds max, no maodifiers will work, only the skinning.

Command Line

In order to export a CAF file, select the root of the skeleton representing the motion to be
exported and enter the following command:

CryExportCaf —file “file-path.caf”

The following options are applicable to this command:

-fffile

This is the path used to write to the file. This option has
one string parameter. Note: the backslashes must be
escaped by backslashes.

-mrs/manualRangeStart

If you set this parameter, the animation will be exported
starting at the specified frame. Otherwise, the animation
start will be determined by the timeline start.

© 2003 Crytek
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-mre/manualRangeEnd

If you set this parameter, the animation will be exported
ending at the specified frame (inclusive). Otherwise, the
animation end will be determined by the timeline end.

-ncs/dontConvertCS

The same as in the CryExportCgf command. Reorients
bones so that the up-vector in Maya (Y) translates into the
up-vector in CryEngine (7).

-as/animationStep step

Sets the step of sampling the animation curves. The
smaller the step is, the better the curves are sampled, but
the bigger the animation file, the longer it takes to
optimize.

If you set this option to a very small value, the processing
(keyframe optimization) time can be very long.

If you set this option to a large value, then the resulting
animation may be too coarse.

If the animation consists of linear keyframes, the result is
virtually independent on this setting, since the extra
frames are always reduced.

The default is 1 (frame). It is not recommended to change
this value, unless the animation is too long and keyframes
are too sparse (in this case, increase the value), or if there
are more than one keyframe per 1 frame and they are not
linear (in this case, make the value a fraction of the
minimal distance between keyframes).

-rp/rotationPrecision
precision

If the “-disableKeyOptimization” is not used, this
option sets the max deviation of the rotational component
of the Cry Engine keyframe from the real value.

The precision can be thought of as the number of digits
after the decimal point. I.e. 107" js the maximum
distance between the keyframe quaternion and the original
quaternion in the animation curve. The distance metric
used by the plug-in is 1-dot product of the quaternions
and is close to the logarithmic metric commonly used in
such cases. Floating-point precision is acceptable. The
default is 5.

-pp/positionPrecision

If the “-disableKeyOptimization” is not used, this
option sets the max deviation of the positional component
of the Cry Engine keyframe from the real value

The precision can be thought of as the number of digits
after the decimal point. I.e. 107" js the maximum
distance between the keyframe position and the original
position in the animation curve. Floating-point precision is
acceptable. The default is 3.5.

-dko/disableKeyOptimization

This option, if present, disables keyframe optimization.
After having been sampled with the sampling interval set
by the animationStep ~ option, the animation curve is

optimized. The curve is first sampled with the regular
interval defined by the command line —as option. Then the

© 2003 Crytek
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exporter reduces extra keyframes that may have been
introduced by over sampling.

You can select the mesh that is smooth-skin and bound to the skeleton you wish to export. In
this case, all the bones that influence the mesh will be exported.

Exporting the default posture

To export the character_default.caf for a character, set the start and end of the range

manually to 0 (or whatever time where the default posture is reached by the skeleton), for
example:

CryExportCaf -file "C:\\MasterCD\\Objects\\Test\\Me rc_default.caf" -mrs 0 -mre O

User Interface Usage

Starting the User Interface via CryExport Shelf

With MayaCryExport 1.1, you can optionally install the CryExport shelf with a few useful
buttons on it.

LY

One of the buttons (named “Animation and Geometry Export UI") starts the User Interface,
which resembles the 3ds max CryExporter utility as close as possible:

riMaya 4.0: .\untitled

Arirnatiorn LI| . - +| h_ﬁ n

FFaLE

e |

Zi+|&]

Animation and Geometry Expark UI

Click that button (essentially, the click executes the command that is explained in the following
section: Starting User Interface via Command Line, which invoke the
CryExportUserinterface.mel script), and the interface will be displayed.

Two other buttons can be used to open a Geometry-only export UI or an Animation-only export
ul:
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Mara 4.0: untitled

EWHHHHm

Cleaning Up the User Interface

When you close the User Interface window and then re-open it with the "Animation and
Geometry Export UI” button, the window content remains the same. This is to facilitate
multiple invocations of the exporter utility throughout an extended period of time.

To erase the window contents, click the “Unload CryExporter plugin” button:

:s,f,?*rfl_!Mara 4.0: E:\spoolalien5.mb -—- alie

Animation :]| & H H h{

FFaNE

The User Interface automatically closes and is reset.The plug-in unloads and memory is
reclaimed. When you open the User Interface the next time, the plug-in is loaded again and a
fresh copy of the User Interface window is opened.

Starting the User Interface via Command Line
MayaCryExport 1.1+ has a user interface MEL script shipped with it. It's the
CryExportUserInterface.mel script.

Its main procedure is named after the script name:
global proc CryExportUserinterface (string $strFile Type)

Executing this procedure, the user can create the CGF export, CAF export user interface or a
combined dialog with both CAF and CGF export frames.

In order to create a user interface, call this procedure with the following argument:

$strFileType value | Description

“CAF” Display the CAF export interface
‘CGF” Display the CGF export interface
“BOTH”

Display the combined interface, useful for exporting both CAF and CGF
files

For example, to display the combined user interface (which most closely resembles the 3ds
max CryExport plug-in), enter the following command in the Maya command line:

CryExportUserinterface("BOTH")
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User Interface Options

CryExportUserInterface.mel script constructs the following user interface:
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itrl, Export CryTek BOTH Files B [ m] B4

;I Object Export

The list af the exported items. ‘When a bone iz zelected, the influenced skin [if any] geometmy iz exparted

Add Selection
Delete ltemns
Cleanup ltems
Add Al

Select [temz

i

Export CGF

;Iﬂhie-::t Export Options

[T Expaort az a Building

[" Dan't Convert ta CrE ngine native Coordinate System
|L|Eeumetry Export Options

;I Bone Export

The list af the exported tems. When a shape iz selected, the underlving skeletan [IF any] animation 1z exported
v idd Related Mesh

Add Selection
Delete ltemns
Cleanup ltems
Add Al

Select [temz

RREEE

Expaort CAF

;IBune Export Options

[T Don't Corvert ba CvE ngine native Coordinate Systemn
jBune Export Ophtions

The zmooth mation iz not exported exactiy.
Ingtead, samples are taken with stepz and then approximated with linear keys.

Step [in framesz] the animation zamples are taken [Cril+kd kB -drag): I'I o0

[ lgnaore Dummies

_LI K.eyvframe Optimizations
EIExpurt Timing Range

[ Manual range
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The list boxes in the Object Export and Bone Export frames are to collect the items to export to
CGF and CAF files. The big buttons “Export CGF” and “Export CAF” are for exporting the cgf and
caf files, correspondingly.

The buttons on the right of the list boxes are used to add and delete items from the list or
select (in Maya) those items that are in the list. The buttons are self-descriptive:

ll Object Export

The lizt of the exported itemz. "When a bone iz zelected, the influenced zkin [if any] geometry iz exparted
v itdd Related Bones

&dd Selection
Delete lterms
Cleanup lkems
Add &l

Select [temsz

bEEEE

Export CGF |

Add Related Bones/Mesh

If you check the “"Add Related Bones” (and the corresponding “Add Related Mesh”) checkbox
above the listbox, the UI should add the corresponding items to the opposite listbox. For
example, when you add a mesh to the upper listbox and this option (Add Related Bones) is
checked, all the bones influencing that mesh will be added to the animation listbox. On the
other hand, when you add bones to the animation listbox, and the “"Add Related Mesh” option is
checked, then the related (influenced by these bones) mesh will also be added to the upper
(Geometry) listbox.

;I Bone Export

The ligt of the exported itemz. "When a shape iz zelected, the underlying zkeletan [if any] animation iz exported
v Add Related Mesh

Add Selection
Delete Iterms
Cleanup Items
Add Al

Select ltems

FEEER

Export CAF |
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Export as Building

If you check the “Export as Building” option it changes the “Export CGF” button into the “Export
BLD” button. When you click the Export BLD button, you can export a .bld file. .bld files are
the same as CGF, but they carry building models rather than animated hero models. By their
format, they are the same.

;I Object Export Options

[~ Export az a Building
[~ rDan't Corvert ta TiE ngine native Coordinate System

|_I*| Geometry Export Options |

Don’t Convert to CryEngine Native Coordinate System

According to the CryEngine internal conventions, when exporting from Maya, the geometry
hierarchy roots and the bone hierarchy roots are rotated in such a way that the “up-vector”,
which is by default “y” in Maya, becomes “z”. Check this option when you work in Maya in the
“z-up” system or if you don’t want the model or animation to be rotated.

;I Object Export Options

[ Export az a Building
[T Don't Corvert ta CioE ngine native Coordinate 5 pstem

|_I*| Geometry Export Options |

Export to multiple individual CGF files

If there are a lot of individual objects in the scene and you want to export them into separate
files into the same directory, you can select those objects, add them to the list and export with
the “Export to multiple individual CGF files” option turned on (new for Exporter 1.2). This will
effectively create in the directory you choose a file per each object in the list, named after the
object.

;I Object Export Options

" Export as a Building
[ Export to multiple individual CGF files
[~ Diam't Corwert ta Tk figine Fative Coordinate System

[LI Geometry Export Options

Geometry Export Options

;Il]hiect Export Options

v Expart az a Building
[~ Don't Conyert bo CruEnging native Coordinate System

;Iﬁeumetly Export Options

Iv e b aterials

v dllow multi L Svertes
[ wenexColors

[v it Wweights

1 Link {* nLinks
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The Geometry Export Options are essentially the same as in the 3ds max CryExport utility plug-
in.

Write Materials If this option is not checked, materials are
not exported. By default, is checked.

Allow multi UV/vertex If this option is not checked, meshes that
don’t have one-to-one correspondence
between coordinate and texture vertex arrays
are not allowed. By default, is checked.

Vertex Colors If this option is checked, vertex colors are
exported.
Write Weights If this option is not checked, the bone linking

info is not exported. If this is checked, and "1
Link” radiobutton is checked, then only one
link per vertex is exported. In the case “n
Links” radiobutton is checked, as many links
as needed are exported.

Bone Export Options

;IBune Export Options

[ Don't Convert to CrvEngine native Coardingte System
;IBune Export Options

The smoath mation iz not exparted exactiy.
Inztead, samples are taken with steps and then approximated with linear keys.

Step [in framesz) the animation zamples are taken [Chil+bdbB-drag]: I'I o

[ lgnore Dummies

_LI K.evframe Optimizations

EI Export Timing Range

[ tatual range

“Don’t Convert to CryEngine Native Coordinate System” option is used for the same reason as
in the geometry export options. If it is checked, the root of the skeleton hierarchy isn't rotated
in order to adjust the coordinate system to the internal CryEngine conventions.

Ignore Dummies

If this option is checked, then helper objects (non-joints) are not exported.
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Animation Step

;IBune Export Options

™ Don't Convert to CrvEngine native Coardingte Spstem
;IBune Export Options

The smoath mation iz not exported exactiy.
Instead, zamples are taken with steps and then approsimated with linear keys.

Step [in framesz) the animation zamples are taken [Chil+bdbB-drag]: I'I o

[ lgnore Dummies

_LI K.evframe Optimizations

EI Export Timing Range

[ tatual range

Sets the step of sampling the animation curves. The smaller the step is, the better the curves
are sampled, but the bigger the animation file, the longer it takes to optimize.

This option actually mimics the —animationStep command-line option. For more information,
see the -animationStep option.

Keyframe Optimizations

In order to export animation curves, Maya CryExporter samples them with the step given by
the animation step parameter (default is 1 frame). Then, linear regions of the animation curve
are detected and extra keys are deleted. Internally, linear animation keys exported.

ll Keyframe Optimizations

¥ Enable key cleanup

Raotation key precizion IE.EI Pozition key precizion |3.5

These options control the tolerance of keyframe reduction algorithm. The more the precision
values are, the less the tolerance (maximum acceptable error) is. If the “"Enable key cleanup”
checkbox is not checked, then the reduction is not run at all. Therefore, it is not recommended
to turn this option off.

These options actually mimic the —rotationPrecision , - positionPrecision and —
disableKeyOptimization command-line options. For more information, see the
corresponding hyperlinks above.

Export Timing (Manual) Range

By default, the time range set by the time slider (highlighted in the picture, 26...132) is
exported.

I I3|J I4u Ian IBI] I?u Iau I,fm Imu I11|] I1:21] I13 oo ﬂﬂmﬂﬂﬂﬂﬂ
oo [26.00 | - 1 1200 [16400 o [No Character Set
o esul 1 =

vI Command Line: Enter MEL commandz

You can manually set the animation range by checking the Manual range option in the “"Export
Timing Range” frame (shown below):
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|_F| K.eyframe Optimizations

Then, if you set the start and end (like all the other edit fields, you can modify these by
Ctrl+MMB drag), they will be used to determine the boundaries of the animation to export.

Examples of the User Interface Usage

Exporting a Character
Load the “"SampleMerc12b.mb” sample.
' T:j;Maya 4.0: ¥:\MayaPlugin’ Exporteri SamplesSampleMerciZhmb

Using one of the ways described in Exporting Geometry section, start the UI.
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ihrl, Export CryTek BOTH Files B ] B4

;I Object Export

The list af the exported items. When a bone 1z zelected, the influenced skin [if any] geometmy iz exparted

Add Selection
Delete ltemns
Cleanup ltems
Add Al

Select tems

REEEE

Ewxport CGF

;Iﬂhie-::t Export Ophions

[~ E=port a2 a Building
[T Don't Corvert ba CvE ngine native Coordinate Systemn

|_>|Eeumetry Export Options

;I Bone Export

The lizt of the exported items. *When a shape iz zelected, the underlying skeleton [if ary] animation is exported
v fdd Related Mesh

Add Selection
Delete lterms
Cleanup [tems
Add Al

Select tems

i

E =port CAF

;IBune Export Options

[T Don't Corvert ba CvE ngine native Coordinate Systemn
;IBDHE Export Options

The smooth mation iz not exported exactiy.
Ingtead, samples are taken with stepz and then approximated with linear keys.

Step [in framesz] the animation zamples are taken [Cril+kd kB -drag): I'I o0

[ lgnaore Dummies

_LI K.eyvframe Optimizations
EIExpurt Timing Range

[ Manual range
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Select the Merc object.

T:j;Mara 4.0: X% MayaPlugin' Exportert SamplesiSampleMerciZbmb ~——

Hit the “"Add Selection” Button in the "Object Export” frame (highlighted with red on the
following picture) and watch the mesh added to the upper (geometry) listbox and the

corresponding bone hierarchy to the lower (animation) listbox. The added items are highlighted
in yellow.
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0

il Export CryTek BOTH Files - ;!Elﬂ

_:I Object Export

The list of the exported itemsz. When a bone iz zelected; the influenced skin [if arw] gecrmety is exported

b
erc | | sdd Selection

il

Dielete tems

Cleanup ltems

Sdd Al

Select ltems

==
_AdiA |
_Selctlems |

Export CGF |

j Object Export Options

[~ Export as a Building
[T Don't Corvvert to CvE ngine native Coordinate System

|_PJEeumetly Export Options

;I Bone Export

The lizt of the exported items. When 2 shape iz zelectad, the underlying slkelatan fif any] animation i exported

¥ fidd Related Mezh

|beh_impartHips - ;
Ibeb_importiHipsiChest —{ AddSelsction |
|breh_impartHipslChest|Chests
Ibvh_importiHipsiChestiChestZIL eftCallar Delete ltems |
|Eth_importHipzlChest|Chest2{LeftCallar|L eftS houlder .
|breh_impartHipslChest|Chest2|Left CallarlLeftS houlderlLeftE |bow i Cleanup Items I
|bh_impartHipslChest|Chest2|LeftCallarlLeftS houlderlLeftE lbowlLeftia izt
|Ereh_importHipzlChest|Chest2(LeftCallar|LeftS houlder|LeftE lbow|Lefta riztE fectarl eftwrizt Add Al |
|breh_impartHipzlChest|Chest2M eck,
Ibvvh_importHipziChestiChest 21N eckiH ead Select [tems |
|bteh_importHipzlChest|Chest M eck|H ead|E ffectorHead
|beeh_importHipslChest| Chest2]RightCaollar i

E sport CAF |

_T_I Bone Export Ophions

[T Don't Convert to CrEngine native Coordinate S ystem
_lIEunE Export Options

The smooth rmotion i not exported exacty,
Inztead, samples are taken with steps and then approsimated with inear keys,

Step (in framesz] the animation samples are taken [Chl+tMEB-drag]: |1 .on

I Ignare Dummies

[LI Keyirame Optimizations
7 EIE::purt Timing Range

™ Manual range
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Click “Export CGF” and save merc.cdf file to a directory.

If the export was successful, then the “Exported To:” field will appear under the “Export CGF”
button:

itrl, Export CryTek BOTH Files -0 x|

ll Object Export
The ligt of the exported itemz, ‘When a bone iz zelected, the influenced skin [if any] geometny iz exported
v &dd Related Bones
Mere Add Selection |
Delete kems |
Cleanup Itemsl
Add Al |
Select [tems |
Export CGF |
Ewxported To:
C: Mtempdmerc. cgf

If this field has not appeared, there was some problem during the file save operation. In this
case, an error message box also appears.

If the cgf was successfully saved, save merc_samplemotion.caf file by clicking the Export CAF
button. If the CAF was exported successfully, then the same “Exported To:” field will appear
under the “Export CAF” button:

;I Bone Export

The lizt of the exported itemsz. When a shape iz zelected, the underlying skeleton [if ary] animation iz exported
¥ Add Felated Mesh

[beeh_irmportHips

Ibesk_impar{HipslChest —| _Add Selection |
[breh_import|HipzChest|Chest2
[bvh_importiHipsIChestiChestZILeftCallar Delete tems: |
[beh_imipartHipziChestiChestZ|LeftCallar|LeftShoulder
[besh_importHipzChestChest2|LeftCollarlLeftS houlderlLeftE lbows - Cleanup ”E""Sl
[beeh_import|HipsChest|Chest2|LeftCollar|Left S houlder|LeftE lbowL et izt
|beek_imporHips|ChestiChest2ILeftCollarlL eftS houlderlLefE IbowiLeftdrist E frectarleffdrist Add Al |
[beeh_impartHipChestiChest2IM eck
|bh_importiHipsIChestiChest2IM eckH ead Select ltems |
[bevh_import|HipslChest{Chest2|M eck|Head|E ffectorH ead
lbvvh_imnportlHipslChestChest2|R ightCallar hd

E=port CAF |
Exported To:

C: Mtemp/merc_sampleanimation. caf
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After that, you can view the merc.cgf file with the editor, just double-click the merc.cdf file in
the Windows Explorer (command-line: Editor.exe merc.cgf, with the corresponding paths,
Editor.exe must start in the MasterCD folder).

In order to export the default posture animation (merc_default.caf), you will need to set the
manual range to 0 frames:

[LI K.eyframe Optimizations

Export Timing RHange

W Marual range
TS S

Then export the merc_default.caf file using the “Export CAF” button.
Exporting a Building
Load the borgShip.mb sample.

Channels Cbject

Lavers Options

TI

Start the User Interface (see Starting the User Interface via CryExport Shelf)

Click the Add All (highlighted with red) button next to the geometry list box (In the Object
Export frame). You can view the objects added to the list box (highlighted with yellow). We
need all objects, including helpers (ai_02, ai_03, etc.), lights (Is_*) etc.
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itrl, Export CryTek BOTH Files -0 x|

j Object Export

The lizt of the exported itemsz. When a bone iz zelected, the influenced skin [if any] geometmy iz exported
v itdd Related Bones

%',';‘:;gﬁﬂ} 21 add Selection |
ai_02

& 03 Delete [kems |
a_04

al 05 | Eleanupltemsl
al_entrance_1

bargShip I Add Al
front _
lz_Blue Select ltems |
lz_Fed

Iz mainlight_LightBlank. =

Export CGF |

;Il]hiect Export Options

[ Export ag a Building
[ Daon't Convert to CvEngine native Coordinate System

[LIEeumetly Export Options

Then, check the “Export as Building” option (highlighted with red), the “Export CGF” button
changes to “Export BLD”. Click the “Export BLD” button (highlighted in yellow).
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itrl, Export CryTek BOTH Files -0 x|
;I Object Export

The ligt of the exported itemz, ‘When a bone iz zelected, the influenced skin [if any] geometny iz exported
v &dd Related Bones

O bjecti " .

T arget —1  Add Selection |
ai 02

a_03 Delete |tems |
ai_D4

ai_05 _ | Cleanup Itemsl
al_entrance_T1

bargShip Add All |
frant

lz_Blue Select |tems |
l:_Red

Iz mainlight_LightBlank =

I Export BLD

;Il]hiect Export Options

W Export as a Building
[ Dor't Convert ta CvE ngine native Coordinate System
[LIEeumetly Export Options |

When you exported your building successfully, you should see the “Exported To:” field under
the “export BLD” button.
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i) Export CryTek BOTH Files

=10l x|

;I Object Export

IV &dd Related Bones

The ligt of the exported itemz, ‘When a bone iz zelected, the influenced skin [if any] geometny iz exported

O bjecti

T arget
a_02

a_03

ai 04

ai_05
al_entrance_T1
borgS hip

frant

lz_Blue
l:_Red

Iz _mainlight_LightBlank.

— Add Selection
Delete ltems
Cleanup lkems
Add Al

Select ltemsz

EEEE

Export BLD

| Exported To: |
C: Mtemp/borgShip.bld

;II]hiect Export Options

W Export az a Building
™ Don't Convert to CvE ngine native Coardinate Systam

Then, you can test your building in the CryEditor.
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