Effects in DDDengine

Shaders:

The shader effects are the different pixel shaders. They calculate the pixels from tetxures differently.

MAP_TEXTURE: It is 1 standard texture.

MAP_MULTITEXTURE: It is by 2 textures, normally they can be modulately blanded.

MAP_BUMP: This second texture is a relative UV map for the first texture by pixel, like the waves on the water in the Effect Editor.

MAP_BUMODOT3: This second texture is a relative normal vector for detaileg light clalculatuion. (Note: You can make normal map with photoshop plugin by nvidia -www.nvidia.com -)

MAP_BUMPWATER: It compinate the BUMP, and the BUMPDOT3 technique. The BUMP texture is defined by the dddengine (it makes the waves, on the water)

Effects:

It modify the UV coordinates before rendering.

EFFECT_NONE: No modification. It use the original UV coordinates.

EFFECT_ENVSPHERE: It modify the second texture UV by the face normal form the camera space. It simulate the light map reflections, like the chrome, and glass.

EFFECT_MIRROR: I t modify the second texture UV by the face coordinates in camera space. It simulate the mirror. You will see a pictures in 2D in this face.

Materials:

  All material use 2 textures, and 2 textures coordinates on his faces.

And it use this properties:

· Specular level

· Glossiness

· Normal vector for his vertices

(Notes, the specular results can be different on PSP)

Convert to WEB

You must use this directories in the effect editor, and on the web.

objs\  - for your objects

textures\ - for your textures

dddengine.dll

effecteditor.exe

Notes: The litte/big letter is different on the web.

You need use OSR file. (see the converter documentation)

1. Load your osr file form file menu/load.

2. Pust the “convert to web” button. There will be a new file beside the OSR file, like a HTML.

3. Upload your textures, and objs directories into the web, and your new html file in the root.

The HTML code strores the file version identifications, like the file time, but when you upload your files to the web, they will get new file time, that will be the current time. So the convertert make the time stamp to the current day when you create the html file, and you need upload all files on this day, or make a new convertion, and full upload again. If you want avoid it, you can modify it in the html file, or switch off the today checkbox for valid file time.

For example:

textures\kicsi.tga

textures\red.jpg

objs\my.sor

objs\box.obj

objs\door.obj

my.html

.

