MESH_2_MS3D beta 0.16

Made with the WinBlitz3d GUI library. This project would not have reached this stage without the willing  and brave help offered by KnightErrant and Casuir. KnightErrant in particular, fearlessly and selflessly attacked the seven-headed hydra of headers and footers and the red-eyed dragon of normals/tangents/bitangents. Without his valuable help, I’d still be mumbling to myself over a keyboard.

1.0 Using the Mesh to Ms3d Converter

The Mesh to Ms3d converter is fairly simple to use, call up a file from the Open File dialogue. It won't let you try to convert the CA working meshes as they are unsuitable to use for modding. Once you call up a file, an untextured 3d preview is shown, if you wish to go ahead press the Proceed button. To start again just press the Cancel button.

The 3d preview is controlled by the cursor keys and it can be rotated and moved forward and back.

2.0 Using the Ms3d to Mesh Converter

The same process is used for the Ms3d to Mesh converter (if you're doing any conversion of vanilla type meshes be careful not to overwrite your vanilla meshes, it will alert you if the file already exists).

3.0 Using the Merge Ms3d function

I wrote a Merge Ms3d function as well because the native Milkshape function is bugged after the 1.8 release and it wasn't working properly for M2TW purposes in earlier versions anyway.

The first file chosen is shown as blue tinted 3d preview, the second as red tinted 3d preview over the top of the first 3d preview, in some cases it might be hidden by the first 3d figure.

If you're happy with the shown figure press the Proceed button and the figures will be merged. The function will not allow you to save the merged file over one of the two original files because the Merge function needs to read both original files while merging. I may look at setting up temporary files for merging (easier) or storing everything in memory (harder).

4.0 Known Issues 

Merging a ms3d figure with itself gives patchy results, sometimes it works and sometimes it doesn't (pointers within the files get confused?). It's better to copy the file and save it with a different name before merging.

Once I had a bug that inserted an extra byte of information in the ms3d but I haven't been able to recreate it. It becomes apparent when you open a file in Milkshape and you get a message saying roughly 'unknown vertex subversion XXXXXX (some number)', if this happens please try to recall what you were doing and record it.

5.0 Setting up Milkshape to work with M2TW Meshes

After starting up Milkshape, go to Menu/File/Preferences and in the Misc tab enter a value of 0.025 for Joint Size, this means that your screens won’t be swamped by huge joints.

Next Mouse/Right Click in the 3D viewport (bottom right in the vanilla Milkshape) select Transparency/Depth Buffered with Alpha Reference, this allows the dds textures to be displayed correctly.

This should set up Milkshape to work with our meshes.

6.0 Working within Milkshape

First, an important notice to anyone working on meshes for use within M2TW – DON’T WELD VERTICES. Milkshape welds vertices only on location and ignores UV values, if you weld vertices M2TW will crash, it expects nice tidy and discrete parcels of vertices and triangles in each group. If you can be sure that vertices share the same location AND UV then weld only those vertices, if in any doubt don’t weld.

When a converted ms3d is first opened, it looks a bit dark (this is due to my being a bit lazy), go to Menu/Tools/Model Information 1.7, this will weld the vertices within a group and bring the figure to a normal look.


6.1 Where is necessary information stored?

M2TW requires a Class eg Head and name eg heavy_head_01 for each group (ie body bit or other piece). Because there is a limit of 32 characters for Milkshape group names, these can’t be stored in that position. They are stored in the individual group comments, go to Tab/Groups/Comment to see what is stored for any converted meshes. This is also a good way to get familiar with M2TW conventions on classes and names – these are important because they tell M2TW how to set up the figures.

 Also stored within the Group/Comments is the ‘Optional’ flag, for most groups this will be set as ‘0’ or false, for some groups eg a Helmet (hat) where there is a full head mesh available (Cossack Musketeers is an example) it is set as ‘1’ or true. If the Optional flag is set this means that every time that group is randomly chosen, there is another random chance that it will not appear at all ie bare head. It is not advised to make any body parts optional (. It could be useful for things like various pieces of equipment , like blanket rolls, etc.

Each M2TW mesh also has 4 Bounding Sphere values, there is no place in normal Milkshape files to store this data so they are stored in the Model Comments, go to Tab/Model/Comments to see the storage of bounding sphere values.


6.2 Modifying/Creating New Figures

One important thing to remember is that the _lod0.mesh figure sets up how the figures are going to be displayed in game. Any changes made to the lod0 figure MUST be consistently applied to all other lod levels.

6.3 Isolating and Saving a group/s for use with the Merge Ms3d function

After loading, go to Tab/Groups/Hide for any group/s that you want to extract. Next go to Tab/Model/Select/Select Options/Vertex (make sure that the Ignore Backfaces is Unchecked). Select all vertices by drawing a rectangle around all the model and press the Keyboard/Delete key. Now it looks like there’s nothing there but wait, there’s more!! Go to Menu/Edit/Unhide All and the hidden group/s will now appear. You can save this normally as a Ms3d file and use it with Merge Ms3d.

