OGFViewer

Martepuan u3 xrWiki

MeshTool/OGFViewer

Tun KommnnexTt ytunut
ABTOpD NatteFrost
INlocnegusisi Bepcus 1.0.5.20131229
ApxuB BepcHH baiIoXpaHUIUIIE
IInardopma x86, x86-64, etc, etc
Hanucax Ha C++

Ob6paTHasi cBsi3b  (opyM gameru.net
MESHTOOL/OGFVIEWER — kpoccnnaT@opMeHHBIN KOMIIJIEKT YTUIUT AJIS IPOCMOTPA,
KOHBepTalliy pa3Hoobpa3Hbx 3d-Mofiefiel ¥ YpOBHEM.

Hcnonb3oBanuck 3D unTepdeiice, API: Microsoft DirectX, OpenGL (Microsoft, SGI, IBM, Mesa3D,
Scitech SNAP, glut, libtk, glaux), allegro, Irrlicht.

CucrteMHble TpeOOBaHUSA:

«» [Tnatrdopma Microsoft Windows: Windows 9x/NT/2000/XP/2003/Vista/2008/7/8/2012 [x86/x64] (a
Takxke Linux+Wine :) )

Bo3moxkHa pabora 6e3 annapaTHoit 3D-akceneparuu. ( MESHTOOL coBmecTtum ¢ TransGaming
SwiftShader, Realtech VR DXGL Wrapper, AltOpenGL, TechLand Soft OpenGL, mesaFX OpenGL. )

« [Tnardpopma IBM OS/2: OS/2 Warp 3, Warp 4, eComStation.
[Topmepxusaetrcsa OpenGL: IBM 1.0, IBM 1.1, WarpMesaGL 1.4, SNAPGL 1.5
« [Tnatrdopma DOS: DOS 3.3 u cTapie.

[TopmepxuBaetcs OpenGL: SNAPGL 1.5, allegro

CopepxxkaHue

« 1 Yo ymeem?
» 2 Kommnexkranus naketa Microsoft Windows, IBM 0S/2, DOS32
» 2.1 TIpouee
» 3 Otnuyus, ocobennoctu Bepcuit OGFViewer
» 3.1 [Ins BCcex Bepcuu
« 3.2 ba3oBasa
» 3.3 AslbTepHATUBHASA
» 3.4 Ha gBuxke SGI OpenGL (Windows x86)


https://files.xray-engine.org/nattefrost/20131229.7z
https://files.xray-engine.org/nattefrost/
http://www.gameru.net/forum/index.php?showtopic=33123
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« 3.5 [IporpammHusii pexuM (OpenGL)
«» 3.6 [IporpammHusii pexuM (DirectX)
« 4 VupaBrieHUe KJIaBUATyPOU, MBILIBIO
- 4.1 Obmue
- 4.2 bazoBag GUI-Bepcus (ogfviewer*.exe)
- 4.3 AnvrepHaTuBHas GUI-Bepcus (ogfviewer*.exe,ogffscr.exe)
- 4.4 bazosasa Console-Bepcus (ogf glut.exe)
- 4.5 AnpTepHaTuBHas Console-sepcus (ogf gluta?.exe)
» 4.6 bazoBasg OGF DX-Bepcus (ogf dx?.exe)
- 4.7 AnvtepHaTuBHasi OGF DX-Bepcus (ogf dx?a.exe)
» O YCTaHOBKA U UCIIOJIb30BaHUEe
» 5.1 Kaxk (rge) umertcsa koHurypamusa ogfviewer.cfg?
» 5.2 Kak uiyTcs TeKCTYphI?
» 5.3 Kak accouuuposats (aumsl ¢ ogfviewer?
- 5.4 Kak yb6parth accomnualuio ¢ ogfviewer?
» 6 Kak ycranoButh 3ds Max-nnarux
» 7 Kak mpocmaTtpuBaTh YPOBHU
» 7.1 TlepBbIl BapuaHT — yepe3 0gf-9KCIopT
- 7.2 Bropoiu BapuaHT — 4yepes object-sxkcnopT
- 8 Kak konBepTupoBath ogf u omf-anmmaruu B smd
« 9 MeTogryka 110 KOHCOJIbHEIM YTUJIUTAM
« 10 UcTopus n3amMeHeHU
« 11 Ilnaus
» 12 Vcnionb30BaHHBIE MaTepUAbl ¥ 6J1ar0gapHOCTH

Y10 ymMeeM?

OTKpBIBaEM:

» X-Ray OGF v4 (builds 2xxx-3xxX), BO3MO0XkK€eH 3KCIIOPT aHAMalKi B smd

» X-Ray OGF v3 (builds 1xxx) — 4acTU4HO

- X-Ray object v3 (builds 1xxx), TonpKO CcTaTuKa

- X-Ray object v4 (builds 2xxx-3xxx), TOIBKO CTaTHKa

- X-Ray level (builds 2xxx-3xxx), uepe3 ogf-koHBepTaiuio (parse lev) unu yepes object-
KOHBepTalluio (converter.exe)

« Orion engine vl MSH (Stalin Subway, Red Veil, MeTpo-2, MeTpo-2: CMepTh BOXKAS)

» Autodesk 3D Studio MAX 3ds

- DS2 Engine *.ds2md (You Are Empty, TonpKO cTaTrKa)

» 4A Games Engine *.model, *.mesh (Metro 2033, Metro Last Light)

» DirectDraw surface *.dds (kapTrHKa Ha IIJIOCKOCTh 2X2 MeTpa)

dopmarTel O 3KCIopTa:

- Wavefront Object (*.0B])

» Valve Software HalfLife (*.SMD)

» ASCII Scene Export (*.ASE)

» Autodesk 3dsMax (*.3DS)

» Autodesk AutoCAD (*.DXF)

- LightWave 3D (*.LWO) — B pa3paboTke
- StereoLitho (*.STL)

» Collada XML (*.DAE)
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#.D0.9A.D0.B0.D0.BA_.D1.83.D0.B1.D1.80.D0.B0.D1.82.D1.8C_.D0.B0.D1.81.D1.81.D0.BE.D1.86.D0.B8.D0.B0.D1.86.D0.B8.D1.8E_c_ogfviewer.3F
#.D0.9A.D0.B0.D0.BA_.D1.83.D0.B1.D1.80.D0.B0.D1.82.D1.8C_.D0.B0.D1.81.D1.81.D0.BE.D1.86.D0.B8.D0.B0.D1.86.D0.B8.D1.8E_c_ogfviewer.3F
#.D0.9A.D0.B0.D0.BA_.D1.83.D0.B1.D1.80.D0.B0.D1.82.D1.8C_.D0.B0.D1.81.D1.81.D0.BE.D1.86.D0.B8.D0.B0.D1.86.D0.B8.D1.8E_c_ogfviewer.3F
#.D0.9A.D0.B0.D0.BA_.D1.83.D1.81.D1.82.D0.B0.D0.BD.D0.BE.D0.B2.D0.B8.D1.82.D1.8C_3ds_Max-.D0.BF.D0.BB.D0.B0.D0.B3.D0.B8.D0.BD
#.D0.9A.D0.B0.D0.BA_.D1.83.D1.81.D1.82.D0.B0.D0.BD.D0.BE.D0.B2.D0.B8.D1.82.D1.8C_3ds_Max-.D0.BF.D0.BB.D0.B0.D0.B3.D0.B8.D0.BD
#.D0.9A.D0.B0.D0.BA_.D1.83.D1.81.D1.82.D0.B0.D0.BD.D0.BE.D0.B2.D0.B8.D1.82.D1.8C_3ds_Max-.D0.BF.D0.BB.D0.B0.D0.B3.D0.B8.D0.BD
#.D0.9A.D0.B0.D0.BA_.D0.BF.D1.80.D0.BE.D1.81.D0.BC.D0.B0.D1.82.D1.80.D0.B8.D0.B2.D0.B0.D1.82.D1.8C_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D0.B8
#.D0.9A.D0.B0.D0.BA_.D0.BF.D1.80.D0.BE.D1.81.D0.BC.D0.B0.D1.82.D1.80.D0.B8.D0.B2.D0.B0.D1.82.D1.8C_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D0.B8
#.D0.9A.D0.B0.D0.BA_.D0.BF.D1.80.D0.BE.D1.81.D0.BC.D0.B0.D1.82.D1.80.D0.B8.D0.B2.D0.B0.D1.82.D1.8C_.D1.83.D1.80.D0.BE.D0.B2.D0.BD.D0.B8
#.D0.9F.D0.B5.D1.80.D0.B2.D1.8B.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_ogf-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.9F.D0.B5.D1.80.D0.B2.D1.8B.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_ogf-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.9F.D0.B5.D1.80.D0.B2.D1.8B.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_ogf-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.92.D1.82.D0.BE.D1.80.D0.BE.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_object-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.92.D1.82.D0.BE.D1.80.D0.BE.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_object-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.92.D1.82.D0.BE.D1.80.D0.BE.D0.B9_.D0.B2.D0.B0.D1.80.D0.B8.D0.B0.D0.BD.D1.82_.E2.80.94_.D1.87.D0.B5.D1.80.D0.B5.D0.B7_object-.D1.8D.D0.BA.D1.81.D0.BF.D0.BE.D1.80.D1.82
#.D0.9A.D0.B0.D0.BA_.D0.BA.D0.BE.D0.BD.D0.B2.D0.B5.D1.80.D1.82.D0.B8.D1.80.D0.BE.D0.B2.D0.B0.D1.82.D1.8C_ogf_.D0.B8_omf-.D0.B0.D0.BD.D0.B8.D0.BC.D0.B0.D1.86.D0.B8.D0.B8_.D0.B2_smd
#.D0.9A.D0.B0.D0.BA_.D0.BA.D0.BE.D0.BD.D0.B2.D0.B5.D1.80.D1.82.D0.B8.D1.80.D0.BE.D0.B2.D0.B0.D1.82.D1.8C_ogf_.D0.B8_omf-.D0.B0.D0.BD.D0.B8.D0.BC.D0.B0.D1.86.D0.B8.D0.B8_.D0.B2_smd
#.D0.9A.D0.B0.D0.BA_.D0.BA.D0.BE.D0.BD.D0.B2.D0.B5.D1.80.D1.82.D0.B8.D1.80.D0.BE.D0.B2.D0.B0.D1.82.D1.8C_ogf_.D0.B8_omf-.D0.B0.D0.BD.D0.B8.D0.BC.D0.B0.D1.86.D0.B8.D0.B8_.D0.B2_smd
#.D0.9C.D0.B5.D1.82.D0.BE.D0.B4.D0.B8.D1.87.D0.BA.D0.B0_.D0.BF.D0.BE_.D0.BA.D0.BE.D0.BD.D1.81.D0.BE.D0.BB.D1.8C.D0.BD.D1.8B.D0.BC_.D1.83.D1.82.D0.B8.D0.BB.D0.B8.D1.82.D0.B0.D0.BC
#.D0.9C.D0.B5.D1.82.D0.BE.D0.B4.D0.B8.D1.87.D0.BA.D0.B0_.D0.BF.D0.BE_.D0.BA.D0.BE.D0.BD.D1.81.D0.BE.D0.BB.D1.8C.D0.BD.D1.8B.D0.BC_.D1.83.D1.82.D0.B8.D0.BB.D0.B8.D1.82.D0.B0.D0.BC
#.D0.9C.D0.B5.D1.82.D0.BE.D0.B4.D0.B8.D1.87.D0.BA.D0.B0_.D0.BF.D0.BE_.D0.BA.D0.BE.D0.BD.D1.81.D0.BE.D0.BB.D1.8C.D0.BD.D1.8B.D0.BC_.D1.83.D1.82.D0.B8.D0.BB.D0.B8.D1.82.D0.B0.D0.BC
#.D0.98.D1.81.D1.82.D0.BE.D1.80.D0.B8.D1.8F_.D0.B8.D0.B7.D0.BC.D0.B5.D0.BD.D0.B5.D0.BD.D0.B8.D0.B9
#.D0.98.D1.81.D1.82.D0.BE.D1.80.D0.B8.D1.8F_.D0.B8.D0.B7.D0.BC.D0.B5.D0.BD.D0.B5.D0.BD.D0.B8.D0.B9
#.D0.98.D1.81.D1.82.D0.BE.D1.80.D0.B8.D1.8F_.D0.B8.D0.B7.D0.BC.D0.B5.D0.BD.D0.B5.D0.BD.D0.B8.D0.B9
#.D0.9F.D0.BB.D0.B0.D0.BD.D1.8B
#.D0.9F.D0.BB.D0.B0.D0.BD.D1.8B
#.D0.9F.D0.BB.D0.B0.D0.BD.D1.8B
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.BD.D1.8B.D0.B5_.D0.BC.D0.B0.D1.82.D0.B5.D1.80.D0.B8.D0.B0.D0.BB.D1.8B_.D0.B8_.D0.B1.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.BD.D1.8B.D0.B5_.D0.BC.D0.B0.D1.82.D0.B5.D1.80.D0.B8.D0.B0.D0.BB.D1.8B_.D0.B8_.D0.B1.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8
#.D0.98.D1.81.D0.BF.D0.BE.D0.BB.D1.8C.D0.B7.D0.BE.D0.B2.D0.B0.D0.BD.D0.BD.D1.8B.D0.B5_.D0.BC.D0.B0.D1.82.D0.B5.D1.80.D0.B8.D0.B0.D0.BB.D1.8B_.D0.B8_.D0.B1.D0.BB.D0.B0.D0.B3.D0.BE.D0.B4.D0.B0.D1.80.D0.BD.D0.BE.D1.81.D1.82.D0.B8
http://xray-engine.org/index.php?title=converter.exe

» MilkShape3D (*.MS3D)
» X-Ray OGF (*.0GF)

- POV-Ray (*.POV)

» DirectX SDK Mesh (*.X)

Konseprauus:

- parse_lev: level+level.geom+level.cform -> ogf

« ogfviewer(gui), meshconv(console): ogf, object, msh, 3ds, ds2md, model, mesh -> obj, ase, smd,
3ds, pov, dae, dxf, stl, ms3d, ogf (6e3 anuMmanwmii)

» ogf2smda: ogf,ogf+omf -> smd(reference), smd(reference+separate animations)

= obj2ogf: obj -> ogf

« ogf2obj: ogf -> obj

= ogf2pov: ogf -> pov

= 0gf2x: ogf -> x (directx sdk mesh)

O6parute BuuManue, uto OGFViewer nmogpa3ymMeBaeT, YTO Bce KOOPAUHATH MOZEeJei 3alaHbl B
MeTpax. [Insg mopmene Orion engine v1 ucmnonb3yeTcs MaciiTabupoBaHue, T.K. OHU ClIe/IaHbl B
CaHTHUMETpaX.

Kakue ¢hopMaTh TEKCTYP YMEEM:

« Windows OpenGL: BMP/DIB, DDS, JPG, PNG, PPM, TGA, TIF
« 0S/2, DOS OpenGL: BMP/DIB, DDS, PPM, TGA

» Microsoft DirectX: BMP/DIB, DDS, JPG, PNG, PPM, TGA

« allegro: BMP/DIB, LBM, PCX, TGA

KoMmmiekranus nakera Microsoft Windows, IBM 0S/2,
DOS32

« MESHTOOL\WIN32\GL_MS — Bepcuu gns Microsoft OpenGL, x86
« MESHTOOL\WIN32\GL SGI — Bepcuu gna SGI/MMX OpenGL, x86
« MESHTOOL\WIN32\SNAP — Bepcun anst Windows SNAPGL, x86
« MESHTOOL\WIN64\GL MS — Bepcuu gns Microsoft OpenGL, x64
« MESHTOOL\IA64\GL MS — Bepcuu gns Microsoft OpenGL, ia64
« MESHTOOL\OS2\GL10 — Bepcuu gnsg IBM OpenGL 1.0, OS/2
« MESHTOOL\OS2\GL11 — Bepcuu gnsg IBM OpenGL 1.1 beta, OS/2
« MESHTOOL\OS2\WMGL — Bepcuu gnsg WarpMesaGL 1.4, OS/2
« MESHTOOL\OS2\SNAP — Bepcuu gns SnapGL 1.5, OS/2
1. OGFViewer.exe — ba3zoBast GUI Bepcus (ans momenen).

OGFViewerA.exe — AnsrepHaTtuBHasa GUI Bepcusd (ans ypoBHER).
OGFFscr.exe — ba3oBas wgl nonHoskpaHHas Bepcud (Ang Mopesnen) *.
OGFFscrA.exe — AnpTepHaTuBHas Wgl MOTHOSKpaHHas Bepcus (IO YPOBHEN) *.
OGF GLUT.exe — Bazosas GLUT Bepcus (ons mogenen) *.
OGF GLUTA.exe — AnvrepHatuBHasg GLUT Bepcus (ons ypoBHeER) *.
ogf tk.exe — Ba3oBas LIBTK Bepcus (ang momeneit) *.
ogf tka.exe — AnprepHaTtusHas LIBTK Bepcus (gns ypoBHeR) *.

9. ogf os2.exe — Ba3oBas pgl Bepcus (ansg mopmeneit) *.
10. ogf os2a.exe — AnpTepHaTuBHas pgl Bepcus (Ong ypoBHEN) *.
11. ogf cons.exe — Ba3osasa LIBAUX Bepcus (mng Momenen) *.
12. ogf consa.exe — AnvrepHaTuBHas LIBAUX Bepcus (ang ypoBHEN) *.
13. ogf snap.exe — Ba3oBas LIBAUX Bepcus (mns mogenei) *.

NN



14. ogf snapa.exe — AnprepHatuBHas LIBAUX Bepcus (gis ypoBHen) *.
« MESHTOOL\WIN32\DX8 MS — Bepcuu gns Microsoft DirectX8, x86
« MESHTOOL\WIN32\DX9 MS — Bepcuu gnsa Microsoft DirectX9, x86
« MESHTOOL\WIN64\DX9 MS — Bepcuu gnsa Microsoft DirectX9, x64
1. OGFViewer DX.exe — Ba3oBas GUI Bepcus (gjis Momeneu).
2. OGFViewerr DXA.exe — AnbrepHaTtuBHas GUI Bepcus (011 ypoBHEH).
3. OGF DXA.exe — AnbpTepHaTUBHas OJIHOIKPaHHAS BepCUs (O YPOBHEN) *.
4. OGF DXBA.exe — AnbsrepHatuBHasgs BUMP nonHoskpanHas Bepcus (011 ypoBHEH) *.
5. OGF DXSA.exe — AnbTepHaTuBHasg SM noiHO9KpaHHas Bepcus (OJis ypoBHEN) *.
« MESHTOOL\WIN32\ALLEGRO — Bepcuu fns allegro library, x86 *
1. OGFConsA.exe — ba3oBas Bepcus (Oiag MOOene).
2. OGFConsAW.exe — ba3oBas Bepcus (anst Mofenen).
3. OGFConsAF.exe — ba3zoBast FIXEDMATH Bepcus (oist Momenen).
4. OGFConsAFW.exe — bazosass FIXEDMATH Bepcus (gng Mogenei).
« MESHTOOL\DOS32 — Bepcuu gns allegro, x86, DOS32 *
« MESHTOOL\WIN32\CONSOLE — KoHCObHEIE YTUTIATEL, X86 *
1. dx7capsG.exe — Tabno namsitu DirectX.
descale.exe — mIpONOPIMOHANILHO YMEHbBIIAET TEKCTYPHL.
glxinfo.exe — cuctemuas uHpopmauus, MS OpenGL Bepcus.
glxinfo sgi.exe — cucremuas nuapopmanus, SGI/MMX OpenGL Bepcus.
make box.exe — co3naet "KopoOouHHIH" naHAMIadT A1 OEHYMapKOB.
Make box2.exe — co3naeT "kopobounsit" manmamadT g occlusion, dot3 bump TecTos.
Make Ogf.exe — co3gaet ncespocnydaiayo OGF-Moners.
MeshConv.exe — KoHBepTep Momeneut B 3DS ¢gopmar.
9. OBJ20GF.exe — kouBeptep WAVEFRONT OB]J-mopnenen B X-Ray OGF ¢opmar.
10. OGF20B].exe — kouBepTep X-Ray OGF-mopeneut B WAVEFRONT OB] ¢opmar.
11. OGF2SMDa.exe — kouBepTep X-Ray OGF-mopenei/anumarui B SMD ¢dopmar.
12. OGF2POV.exe — kouBeptep X-Ray OGF-mopgene#t 8 POVRAY ¢popmar.
13. OGF2X.exe — xonBeptep X-Ray OGF-mopmenei B DirectX SDK X ¢opmar.
14. Parse 203.exe — kouBeptep 4A Engine yposHe#t 8 OGF ¢opmar.
15. Parse Lev.exe — kouBepTep Xray ypoBHei B OGF ¢popmar.
16. Parse Orl.exe — mapcep orion engine vl moneneu.
17. Parse Obj.exe — nmapcep Xray object-mogerneii.
18. Parse Ogf.exe — mapcep Xray ogf-mopneneii.
19. suntest.exe — pacueT ocBeleHu.
« MESHTOOL\WIN32\PLUGINS — Wwmnopt nnaruss gng Autodesk 3DS MAX, x86
« MESHTOOL\WIN64\PLUGINS — Wwmnopt nnaruss gng Autodesk 3DS MAX, x64

NSO W

* 3anyck u3 komaHoHou cmpoku, Far Manager, File Commander.
IIpouee

« MESHTOOL\REF\ORIONV1.TXT — Orion engine vl MSH format datasheet

« MESHTOOL\REF\OGF3.H — xray ogf v.3 datasheet

« MESHTOOL\REF\OGF4.H — xray ogf v.4 datasheet

« MESHTOOL\REF\OBJECT.H — xray object datasheet

« MESHTOOL\SAMPLES — katasnor ¢ npuMmepamMu

« MESHTOOL\REG\ — BeTKu peecTpa mis accouuanuit (Windows)

« MESHTOOL\SKY\ — tekcTyphl HebOa anig ALT-Bepcuu (TeKCTypH sky?.dds momoxuTh B
gamedata\textures\sky)

« MESHTOOL\soft gl.7z — Mesa3D OpenGL 2.1 library v6.5.2, v7.3 (software OpenGL emulation)

« MESHTOOL\soft dx.7z — Microsoft Software DirectX rasterizer library v8.x (software DirectX



emulation)
« MESHTOOL\READMEOS2.HTM — FAQ & README for OS/2 (HTML)
« MESHTOOL\FAQ.HTM — FAQ & README (HTML)

O1nuunsi, ocooeHnoctu Bepcud OGFViewer

IS BCeX BepCHH

« CymecTByeT orpaHUYeHYEe Ha KOJIMYECTBO MHEKCOB BEPIIUH A0 65535 BKIIIOUUTEJIBHO T.K. OHU
XpaHaTCcs B unsigned short ¢popmare.

« Cy1miecTByeT BU3yajibHbIe ITPOOIEMEL C paboTOoM MporpaMME Ipu BKItoueHHOM Windows Aero
(desktop composition). BapuaHThl pemieHus - BpeMEHHO ITEePEKITIOUUTLCS B KJTACCUUECKYI0 CXEMY
oopMnIeHUs UM OCTAHOBUTD CITyk0y TeMbl (C MpaBaMu afMUHUCTPATOPA):

« 7151 aHTIUKCKOM Bepcuu net stop Themes
- 71 pyCCKoM Bepcuu net stop Tembl

ba3oBas

- BpaiaeTcs 1 gBUTraeTCs MOMEIb OTHOCUTEIBHO IIeHTPa KOOpAuHaT. BapuaHT [7s mpocMoTpa
otmenbHBIX Mofenei. YMeeT VBO (OpenGL). BkiioueH MUNIMASIIIUHAT U QUIBTPALUSI TEKCTYP.
Hcnonb3oBanue 6ydhepa VBO (OpenGL) umeeT "00paTHYIO CTOPOHY" - IIPH €TI0 ITePeoTHEHNN
apdekTuBHOCTH OT VBO mpomamaer.

AnbTEepHaTUBHAA

» Bpamraercs u gBuraetcsi ceobogHasi KaMmepa. BapuaHT [Jisi IpocMOTpa YPOBHEN U KPYITHBIX
00beKTOB. BMecTo ckaltboKCcoB ucnonb3yercs TyMaH. Bkmouena DXT-kommpeccus (OpenGL),
dbunpTpanus TEKCTYP.

Ha pBuxkke SGI OpenGL (Windows x86)

« OpenGL gBUXKOK, IporpaMMHasi €ro 4aCTh OINTUMU3KUPOBaHa nof UHCTpyKuuu MMX (Pentium u
crapiue). Hemuoro 6sicTpee, ueM aBuxkoK MS OpenGL.

IIporpammMusbii pexum (OpenGL)

« MS OpenGL (Windows): Ecnu mipu 3amycke ugyT cooOIineHns 00 ounbKax - I0JI0KKATE B KaTaior
nporpaMmel opengl32.dll us soft gl.7z.

» SGI OpenGL (Windows): Ecnu nipu 3amycke uayT coo0mieHus 00 ommbKax - OTKIIOUUTE
BUMIE0AKCEJIePalliio B TaHEIN YIIPABIEHUS UK BIUIINTE (MMIIOPTUPYHUTE) 3Ty CTPOUKY B PEECTP,
3nagenue = 00000001:

| REGEDIT4

| [HKEY_LOCAL_MACHINE\SOFTWARE\Silicon Graphics\OpenGL]

| ;"OverrideDispatch"=dword: 00000000 ; default (use OpenGL for Windows unless hardware accelerated)
| "OverrideDispatch"=dword:00000001 ; force use of OpenGL for Windows

I ;"OverrideDispatch"=dword: 00000002 ; force use of Microsoft's OpenGL Implementation

IIporpammusbii pexkuM (DirectX)

« Ecnu nipu 3amycke mporpaMMbl OHa ITOKa3hIBaeT IIYCTOM YEPHHIM 9KpaH - ITOJI0KUTE B KaTalor
WINDOWS\SYSTEM32



« DirectX 8 — d3dref8.dll u3 soft dx.7z (unmu DirectX 8.x SDK).

« DirectX 9 (XP/2003) — d3dref9.dll, rgh9rast 1.dll, rgh9rast 2.dll u3 soft dx.7z (unu DirectX
9.x SDK).

» DirectX 9 (Vista/2008/7/8/2012) — rgb9rast.dll (mocTaBnsieTcs B KOMIIJIeKTe, 0OHOBIIEHNE HE
TpebyeTcs)

Ecnu mpu 3amycke mporpaMMbl TPOTPaMMbl OHa TOPMO3UT MJTU TIIOYUT — TIOJIOKUTE B KaTasor
nporpaMmel d3d8.dll u d3d9.dll u3 SwiftShader. Ha Bompoc "Use software renderer?" orBetuts "No".

YupaBjieHHe KJIaBHAaTyPOH, MBIIIHIO

Oomue

« B, < * > Ha nudpoBoi K1aBUaType MeHseT IIBeT (oHa
« /, </ > Ha Uu(ppPOBOYU KlaBUaType MeHseT raMMa-KOPPEKIUIO
- TAB, SPACE = pexum npocMmotpa wireframe / color / texture
« N = oTceueHnune 06beKTOB B paguyce 0030pa B(bI)KJI
- F1, G - ceTka, He00, ocH B(BI)KI
« F4, L = cBet, ¢aphl, 1aMmbl B(BI)KJIT
- F5, F = meuset FOV (field of view) +5
- F7, 7 = mar nBuxenuda * 4
- F8, 8 = miar nBuxxenus / 4
« F9, M = pexuMm punbTpanuu TeKCTyp
« F11 = nonHbi 5KpaH B(BI)KI
« | = undpopmanus o 3D-peHgepepe
« T = BHITpy3Ka CTaTUCTUKH B object.log
» Z = UCTaHUE B HAYaJo
« X = ucTaHue BIepen
« C = nucranue Ha3ag
« V = nucTtaHue B KOHeI]
3,7, +, < + > Ha UU(QpPOBOI KlTaBAaType = BpeMs + 1 dac
» 4, 8, -, < - > Ha HU(PPOBOK KIaBuaType = BpeMs - 1 4ac
« 5 = yMeHblIaeT aspect ratio
6 = yBenuuyuBaeT aspect ratio
9 = cbpoc Bpemenu 06:00 <-> 18:00
0 = cbpoc Bpemenu Ha 12:00

Basosas GUI-Bepcus (ogfviewer*.exe)

« INSERT, DELETE, A, D = cMeleHue 1o ocu X

« HOME, END, W, S = cMmellieHne 10 ocu Z

« PGUP, PGDOWN = cmeieHue mo ocu Y

« CTpeJIKU = BpaleHue 1no ocaMm X/Y Ha 1 rpagyc

« SHIFT, CONTROL = BpameHnue no ocu Z Ha 1 rpagyc

« +, < + >, -, <-> Ha unppPOBOU KJIaBUAType = zoom in/out

« BACKSPACE = cbpoc KoopguHaT

» Ctrl4+N = o4ucTuTH BCe

» R = Bpaigenue BoKpyT ocu Y (BneBo/BIpaBo/BHIKI (0gffscr.exe))
« F2, Ctrl+S = coxpaHuTh Kak

« F3, Ctrl4+0 = oTKpHITH

« F12 = nenTpupyetr Mopenb

» OBUXKEHUE C HaXKaTOH JIeBOM KHOMKOM = BpallleHue Mo ocaMm X/Y



« OBUXKEHNE BBEPX/BHU3 C HaXKaTOW IPaBOM KHOIMKOUW = zoom in/out
» OIBUXKEHUE C HaXKaTOoX CpefHel KHOIKOMU (KOIeCUKOM) = CMelleHue o ocaM X/Y
« BpallleHVe KOoJIeCuKa = zoom in/out

AnsTtepuatuBHas GUI-Bepcus (ogfviewer*.exe,ogffscr.exe)

« HOME = noBopoT KamMepHl BBEPX Ha 5 rpafycoB

« END = noBopoT KamMeprl BHU3 Ha 5 IpagyCcoB

« DELETE = mBuXeHune KaMephl BIIEBO

« PGDOWN = gBuxKeHHe KaMepPHI BIIPaBo

« CTpeJiKa BJIeBO, A = IIOBOPOT KaMepHl BJIEBO Ha 5 I'pajyCcoB

« CTpeJiKa BIIpaBo, D = IOBOPOT KaMepHI BIIPaBO Ha O rpagycoB

« cTpenka BBepx, W = [BUXKeHHUe KaMepHl BIIepe[

» CTpeJiKa BHU3, S = IBUXKEHWE KaMephl Ha3af

- SHIFT = gBuXeHUe KaMephl BBEPX

« CONTROL = gBuXkKeHNEe KaMephl BHU3

« BACKSPACE = cbpoc KoopguHaT

« Ctrl+N = ouncTuTh BCe

» R = Bpauenue BokpyT ocu Y (BneBo/BIpaBo/BHKI (ogffscr.exe))

« F2, Ctrl+S = coxpaHuTh KaK

« F3, Ctrl+0 = oTKpHITL

« F6 = "KauecTB0" KapTuHku draft/release

« F12 = nomenaeT KaMepy B LIEHTP MOJENH

» IBHAXKEHWE C HaXKaTOH JIeBOM KHOIKOM = II0BOPOT KaMephl BJI€BO/BIIPaBO, BBEPX/BHU3

« IBUXEHVE BBEPX/BHU3 C HAXKATOY IIPAaBOM KHOIIKOU = IBUKEHWE KaMephl BIlepef/Ha3an

« IBUXKEHUE C HaXXaTOU CpefHeN KHOMKOM (KOJIeCUKOM) = JBUXKEHUe KaMepHl Bllepe/Ha3af,
BJIEBO/BIIPABO

« BpallleHue KOJIeCUKa = [IBUXKEHNEe KaMephl BIepen/Ha3ay

Ba3oBas Console-Bepcus (ogf glut.exe)

= A, D = cMmeleHue 1o ocu X

« HOME, END, W, S = cmetneHnue 1mo ocu Z

« PGUP, PGDOWN = cMmelenue mo ocu Y

« CTPeNnKu = BpaleHue 1no ocaM X/Y Ha 1 rpagyc

« Z, X = BpallleHue 1o ocu Z Ha 1 rpagyc

« +,-, <+ >, <->,C,VHa uudppoBoi KiaBuaType = zoom in/out

« BACKSPACE, E, F10 = c6poc KoopguHaT

» G = ceTka, He00, 0CH B(BI)KJI

« R = Bpalenue BOKpyr ocu Y - BJIeBO/BIIPaBO/BHIKII

« F1, 1 = "kauecTB0" KapTuHKHU draft

« F2, 2 = "KauecTBO" KapTUHKHU release

» F9, M = pexum GunbTpaliiu TEKCTYP

« F12 = nenTpupyet Mozenb

« | = uapopmanus o 3D-peHgepepe Ha 3KpaH (B OS/2 - numet B gldump.log)
« OIBUXKEHUE C HaXKaTOH JIeBOM KHOMIKOM = BpallleHue Mo ocaMm X/Y

« OBUXKEHNE BBEPX/BHU3 C HaXKaTOW IPaBOM KHOIMKOM = zoom in/out

» OIBUXKEHUE C HaXKaTOX CpefHel KHOIKOMU (KOIeCUKOM) = CMelleHue o ocaM X/Y
« BpallleHVe KOoJIeCuKa = zoom in/out

= Q = BEIXO[



AnsTrepHaTuBHas Console-sepcus (ogf gluta?.exe)

- HOME, C = noBopoT KamMepHl BBepX Ha 5 rpagyCcoB

« END, V = noBopoT Kameprl BHU3 Ha O I'PagyCcoB

» Z = OBUXKEHMNE KaMepHl BJIEBO

« X = OBUXKEHHUE KaMepHl BIIPaBO

» CTpeJNiKa BJIeBO, A = ITOBOPOT KaMepHI BJIEBO Ha 5 rpafiycoB

 CTpelNKa BIIpaBo, D = IMOBOPOT KaMepHI BIIPaBO Ha 5 TPafyCcoB

«» cTpenka BBepx, W = IBUXKeHHEe KaMepHl BIIEpe[

» CTpeNiKa BHU3, S = IBUKEHNE KaMephl Ha3a[

« PGUP, O = gBuKeHUe KaMephl BBEPX

« PGDOWN, P = gBuXkKeHHE KaMephl BHU3

» <*> B = meHseT 1uBeT poHa

- BACKSPACE, E, F10 = c6poc KoopouHaT

« R = Bpauienue BoKpyT ocu Y (BI€BO/BIIPaBO/BHIKII)

« F1, 1 = "kauecTBo" KapTuHKHU draft

« F2, 2 = "KauecTBO" KapTUHKHU release

« F12 = nome1iaeT KaMepy B LIEHTP MOJENU

« | = uadpopmanus o 3D-peHgepepe Ha 9KpaH (B OS/2 — numet B gldump.log)

« OIBUXKEHWE C HaXKaTOH JIeBOM KHOIIKOM = IIOBOPOT KaMepkhl BJI€BO/BIIPaBO, BBEPX/BHU3

» OBUXKEHWE BBEPX/BHU3 C HaXKaTOW CpedHel KHOMKOM = [IBUXKEHHe KaMepHl BIepen/Ha3ay

» IBUXKEHHUE C HaXKaTOH IMPaBOM KHOIKOHM (KOJIECUKOM) = OBHUXKEHNUEe KaMephl BIepe//Ha3afl,
BIIEBO/BIIPaBO

« BpallleHue KOJIeCHKa = [IBUXKEeHNe KaMepHl BIepen/Ha3a

= Q = BEIXO[

Bba3zosas OGF_DX-Bepcus (ogf dx?.exe)

 CTPENIKU ¥ MBIIIb = OBUXKEHUE
« F1 = 16-6UT TEKCTYpHI B(bI)KII

« F2 = MeHseT BUIEOPEeXUM, PEHIIEPED U IIPod.

« F3 = ¢punprpanus TeKcTyp B(BI)KII.

» F6 = uuknuyecku MeHseT MacimTab TeKCTyp (BHU3)

« O, P = menser crinaxusanue (flat/gouraud)

- Y = "moroga": TUIOBOY, HEUTPAJIbHbIM, KDACHBEIM, OPAHKEBBIN UM "JTyHHBIN" CBET
- 1,2,3 =1L0OD=0, LOD--, LOD++

» 4 = ValidateDevice

« 7, 4+, < + > Ha u¢poBoOY KnaBuaType = BpeMs +15 MuH

«» 8, -, <- > Ha 1MGPOBOY KIaBUaType = BpeMs -15 MUH

» B, < * > Ha mudpoBo# K1aBUaType = MeHseT IBeT (oHa

« F11 = nomemaet kKamepy B 0.0.0

« F12 = nenTpupyet Mopesnb

AnsrepHatuBHass OGF_DX-Bepcus (ogf dx?a.exe)

« crpenku, PGUP, PGDOWN, Q, W, E, A, S, D u MbIIIh = ABUXKEHUE
« HOME = cbpoc kaMephl

« F1 = 16-6uT TeKCTypHI B(BI)KIL.

» F2 = MeHseT BUeOpPEXUM, PEHAEPEDP U IIPOY.

« F3 = ¢unbrpanus TekcTyp B(BI)KIL.

» F6 = nuknuyecku MeHseT MacmTab TEKCTyp (BHU3)

» O, P = mensier crnaxupanue (flat/gouraud)



- Y = "moroga": TUIOBOY, HEUTPAIbHLIM, KDACHBIM, OPAHKEBBIN UM "JTyHHBIN" CBET

« T = cBeT oT dhoHapuka (FFP), ocBemienre ot kamepsl (SM20) B(bI)KII.

» R = O6wrunsiii(FFP) -> dot3bump mul -> dot3bump add render.

« TAB = PexxuMsl HanoxeHus TeKCTyp (SM20).

- 1,2,3 =L0OD=0, LOD--, LOD++

» 4 = ValidateDevice

» +, < + > Ha uudpPOBOU KaBuaTtype = BpeMs +15 MUH

« -, < - > Ha 1u(dpPOBOI KIaBuaType = BpeMs -15 Mun

« B, <* > na uudposoii k1aBuaTtype = MeHseT uBeT ¢oHa, ckaitbokc (sky hdr test cube, sky ? cube
(? =0..25), ...)

« F11 = nomemaet kKamepy B 0.0.0

« F12 = nomeiaeT KaMepy B LIEHTP MOJENHU

YcTaHOBKA U UCIIO/Ib30BaHHE

PacmakoBrIBaeM pecypChl UTPHI, UCIIOJIB3YS converter.exe u3 xray-re tools (xray.codeplex.com,
bitbucket.org/stalker/xray re-tools/):

Iconverter.exe -unpack -2215 gamedata.db0
Jconverter.exe -unpack -2945 gamedata.db0
|converter.exe -unpack -2947ru gamedata.dbO
jconverter.exe -unpack -2947ww gamedata.db0
jconverter.exe -unpack -xdb gamedata.xdb

Kmtouu mocne - unpack TMMO3BOJIAIOT YKA3aTh TUII aPXHWBad C UTPOBEIM KOHTEHTOM.

B pe3ynbTaTe nuMeeM:

« Mopienu gamedata\meshes
- ypoBHU gamedatallevels
« TEKCTYpH gamedatal\textures

Ecnu mpocMoTp Mofened ¢ TeKCTypaMu HaM HeobxonuM, B ogfviewer.cfg 3aliCEIBEM IIYTh K
TekcTypaM. Ecnu urpa nexwurt y Hac B C:\GSC\STALKER, To B B ogfviewer.cfg numem:

« C:\GSC\STALKER\gamedatal\textures\

Bo3moxen 3aIlyCK HECKOJIBKHUX KOIIUH ogfviewer OOJHOBPEMEHHO.
Kak (roe) nmercs konpurypanus ogfviewer.cfg?

- B kaTasore, 0TKyqa 3amnycTuim
- B kaTanore, rge nexurt ogfviewer.exe

Kak HIIyTCsI TEeKCTYpHI?

- IIpu otcyTcTBuu ogfviewer.cfg — gamedata\textures
« Ecnu ecth ogfviewer.cfg — myTu 1o Tekcry, pa3geneHusie |0

Pa3mep ogfviewer.cfg — 255 cUMBOIOB MaKCUMYM.

OpenGL: Ecnu pa3Mep TeKCTYpEI Oyt 00beKTa IPEBHIIIAET AOMYCTUMBIHM, TO OH MaCINTabUpPyeTCs 0
MaKCHUMaJIbHO JOIIYCTUMOI'0 pa3Mepa. Eciu B uTOTe yKa3aHHas TeKCTypa Ojsi 00beKTa He HaXOOUTCS,
TO B drawmode #2 00BEKT C JaHHOM TEKCTYpOM He 0ToOpaxKaeTcs.


http://xray-engine.org/index.php?title=converter.exe
http://xray-engine.org/index.php?title=xray-re_tools

Kak acconuupoBaTth (¢auisl ¢ ogfviewer?

Tpeobyromcs npaea admuHucmpamopa!
OtpepaktupoBath REG\instreg.txt, ucnpaBus Tam myTh K ¢aiiiy, 3aTeM BHIIIOJIHUTh

Kak yoparsh acconmuanuio c ogfviewer?

Tpeobyromcs npaea admuHucmpamopa!
BEITOTHUTE

Kak ycranoButh 3ds Max-1miarud

Ckomnuposats xrMtMax*.dlt u OGFViewer.cfg B nanky 3dsmax|\plugins.

Kak nmpocMarpuBaTh YPOBHHU

[Tpennonmoxum, 4TO M4 Haliero yposHs — testers_mp railroad
IlepBhIl BapHaHT — 4epe3 ogf-akcmopTt

- [l KOHBepTAIMY UCIIONIb3yeM parse lev.exe.

V3 gamedata\levels\testers mp railroad 3amyctuts:

- CKOIMpPOBATh TEKCTYPHI TaHAIadTa:
gamedatallevels\testers mp railroad\terrain\*.dds -> gamedata\textures\terrain|

« TTonyuennwiit ¢aiin testers mp railroad.ogf oTKprIBaTh M1060% T.H. aTbTEPHATUBHON BEPCUEH,
Halpumep:
- WIN\GUI\ALT\ogfviewer.exe
» WIN\GUI\ALT\ogfviewer sgi.exe
» WIN\GUI\ALT\ogfviewer dx.exe

Bropo# BapuaHT — uepe3 object-akcmopt
- [l7 KOHBepTALMHK UCIIONIB3YEM converter.exe u3 xray re tools.

HpI/I OJaHHOM BHUI€ KOHBEPTALIUU - J€PEBbA, KYCThl, TEXHHKA, HEKOTOPLIE ITPOYHE 00OBEKTHI - He
IIEPEHOCATCA.

- CKonupoBaTh TEKCTYPHI NaHOadTa:

gamedatallevels\namelterrain\*.dds -> gamedata\textures\terrain\



- OTpepakTupoBaTh converter.ini, mponucaTh TaM IyTH K [TallKaM C pacliaKOBaHHBIMU pecypcaMu
UTPHI.

- B Toli XKe namnke, rae 1exXuT gamedata\, co3gaTte rawdatal\objects\levels

- 3alycKaeM U3 MalKy, Ihe exar converter.ex u converter.ini:

« TTonyuyennwiit ¢daiin testers_mp_railroad.object oTkpriBaTh M1000¥ T.H. aTbTEPHATUBHOM Bepcuel,
HaIlpuMep:
- WIN\GUI\ALT\ogfviewer.exe
» WIN\GUI\ALT\ogfviewer sgi.exe
» WIN\GUI\ALT\ogfviewer dx.exe

I7st OTKPBITUS KPYIIHBIX YPOBHEW Bposie marsh, pripyat Heo6XxomrM0O MHOTO OTIEPATUBHOM MaMsTH!
Pekomenpnyetcs npu 3ToM 3akphiTh BCE npoyue 3amnyiieHHbIE IPOrPaMMEL.

Kak KkoHBepTHpOoBaTh 0gf n omf-anumanuu B smd

[TpenmonoxuM, 4To UMs Hallel Mopenu — cat.ogf

Ecnu K Hell ecTh aHuManus cat animation.omf, o60beguHsIEM UX:

lcopy /b cat.ogf + cat animation.omf cat full.ogf
logf2smda.exe cat full.ogf

B utore umeem xkatanor SMD, TaMm:
« SMD\reference.smd — 6a30Basi, oOCTaJIbHbIe — OTMEIbHEIE aHUMAIAH.

Hamnee, ucnonb3ys nnarud SMDImporter.mzp K Autodesk 3DStudio MAX, MOXHO UMIIOPTUPOBATh
nonydyeHHble SMD ¢aitnsl.

MeToogH4YKa 10 KOHCOJIbHBIM YTHIIATaM

Yrunurta: dx7capsG
3anyck: dx7capsG
Pesynbrat: cTaTHCTKa maMsaTH directx Ha 9KpaHe

Ytunura: glxinfo
3anyck: glxinfo.exe [ > parse.log ]
Pesynbrat: noka3seiBaeT microsoft opengl info Ha sKpaH, Ipy yKa3aHuU parse.log numercs B ¢aiin



Ytunura: glxinfo_sgi
3anyck: glxinfo sgi.exe [ > parse.log |
PesynbraT: moka3wiBaeT sgi opengl info Ha 9KpaH, Ipy yKa3aHWU parse.log numercs B gaiin

Ytunura: meshconv
3anyck: meshconv uma_Mopenu.ext

- umsa_mopenu.ext: xray ogf, object unu orion msh

Pesynbrat: KoHBepcud B paun export.3ds (hopmat 3D Studio Max)

Yrtunura: obj2ogf

3anyck: ogf2obj wMa _mopenun.obj [ wma mopenu.object ] [ > parse.log |

Ecnu uMsi_mopesnu.obj onyuieHo — noka3rBaeT CTPYKTYPHUPOBaHHEIN IaMII COLEPKUMOT0 MOLIEeNH
Ha 9KpaH, IPU yKa3aHuu parse.log numercs B ¢aiin, vHaYe KOHBepCUs B HMsA_Monenu.ogf (bopmat
XRay OGF)

Yrtunura: ogf2obj

3anyck: ogf2obj wMa mopenun.ogf [ wma mopmenu.obj ] [ > parse.log ]

Ecnu uMsi_mopesnu.obj onyuieHo — noka3rBaeT CTPYKTYPHUPOBAHHEIN IaMII COLEPKUMOT0 MOLIENH
Ha 9KpaH, IPU yKa3aHuu parse.log numercs B ¢aiis, “HaYe KOHBEPCUS B UM _MOfenu.obj (bopmat
Wavefront OB])

Yrunurta: ogf2smda
3anyck: ogf2smd wMa_mMopenu.ext

- ums_mopenu.ext: XRay OGF v4 (coctaBHas Mofens, CKIenBaeTcs Tak: copy /b cat.ogf +
cat animation.omf)

Pe3ynbTaT: KOHBEpCHS B KaTanor /smd anuManuii (bopmat Valve SMD), reference.smd — 6a3oBas
MOJIeJIb

Yrunura: ogf2pov

3anyck: ogf2obj wmMa mopenun.ogf [ wma mopgenu.pov ] [ > parse.log ]

Ecnu umsi Mopenu.obj omyIeHo, TO I0Ka3kIBaeT CTPYKTYPUPOBAHHBIN HaMIl COOEPKUMOT0 MOLEITH
Ha 9KpaH, 1P yKa3aHuu parse.log nuuieTcs B ¢aiiji, KHaYe KOHBEPCUS B UM MOJENIu.pov ( povray
dbopmar )

Yrunura: ogf2x

3anyck: ogf2obj wMa mopenun.ogf [ wma mopenu.x ] [ > parse.log |

Ecnu uMsa_Mopenu.obj onyImieHo, TO IOKa3blBaeT CTPYKTYPUPOBAHHBIYA OaMIl COIEPKUMOT0 MOLENH
Ha 9KpaH, IPU yKa3aHuu parse.log numercs B ¢aiin, vHaYe KOHBEPCUS B UM Mogfenu.x ( X dopmar )


https://developer.valvesoftware.com/wiki/Studiomdl_Data

Ytunura: parse_lev
3anyck: parse lev < pexuM > [ wuMmqa_ypoBHs.ogf ] [ > parse.log ]
PesynpTat: KoHBepcus ypoBHa XRay B uMsi_ypoBH:A.0gf (popmat XRay OGF).

« pexuM 0/1: c onTUMHU3aLKel BEPTEKCOB? — HeT/Ha (BKIYaTh He peKoOMeHayeTcs!)

» pexum 0/2: pomryckaTsk lod-, fake-00beKTH? — HeT/Ha (BKJ/IIoUaTh He peKoMeHayeTcs!)
« pexxuM 0/4: nponyckaTh TJaUTMaIk? — fa/HeT (BK/IYaTh He peKOMeHayeTcs!)

» pexuM 0/8: He KOHBEPTUPOBATh, TOJIHKO JaMIT? — HET/ma

Pexumbl cKnmageiBaoTcs. [1pu ykasauuu parse.log BegeTcs 3amuck nora B Gaui.

Yrunuta: parse_msh, parse_ogf, parse_obj

3anyck: parse msh (unu parse ogf, parse obj) wMma Mopenun.ext [ > parse.log ]
PesynbraT: moka3elBaeT CTPYKTYPUPOBAHHBIM JaMII COOEePKUMOIr0 MOJIe/IN Ha 9KpaH, IPU YKa3aHUU
parse.log numetcs B ¢aiin

Yrunuta: make ogf
3amyck: make ogf < K-BO BepTeKCOB > < K-BO WHOEKCOB > < uMmsa mopenu.ogf >

« BepTekcei: oT 3 mo 2732 (0TCeKaeTcs OO0 KpaTHOTO 3)
« MHpeKcH: oT 3 1o 65535 (0TCeKaeTcs A0 KpaTHOTO 3)
» uMs_Mopenn.ogf: umsa paina-npueMHNKa

PesynbraT: co3ganue "MyCOpHOU" IICEBAOCIIyYaliHOU MOMENH 2 X 2 MeTpa [OJ1s TEeCTUPOBaHUS
Harpy3Ky Ha ABUXKOK U BUAEOKApPTY.

Yrtunuta: parse_203
3anyck: parse 203 < pexuM > [ wuMma_ypoBHs.ogf ] [ > parse.log ]
PesynbTat: KouBepcus ypoBH 4A Engine Metro 2033 B ums_yposHs.ogf (hopmaT XRay OGF).

» Pexxum 0/1: ¢ onTuMu3anuei BepTeKCoB? — HeT/Ha (BKII04aTh HE PeKOMEHOYeTCs!)

» Pexxum 0/2: nponyckats lod-,prop fake-o6neKTr? — HeT/ma (BK/II0YaTh He peKOMeHAyeTCs!)
« Pexxum 0/4: mpomycKaTh TalTMalb? — ga/HEeT (BKIII04aTh HE PeKOMeHAyeTcs!)

« Pexxum 0/8: He KOHBepPTUPOBATh, TOJIBKO JMaMII? — HET/ma

Pexumel cknapeiBatoTcs. [Ipu ykasaHuu parse.log nor numeTcs B haui.

Yrunura: 1zhuf
3amyck: Lzhuf
PesynbraT: pacmakoBeIBaeT ypoBHU 22xx, 19xx u3 level B level.unp

Ytunura: make_box
3anyck: make box < k-Bo kyboB B CTOpoHe > < uMsa_Mopenu.ogf >



Pe3ynbTat: co3maeT "KopoOouHbIM naHAmadpT" X*¥X*X [ OKK/II0KEeH TeCTUPOBaHus, 0eHUMapKOB

Yrtunura: parse_spw

3anyck: parse_spw [ uma_cnaBHa.spawn ] [ wMma_yposHsi.ogf ] [ > parse.log ]
Pesynbrat: gaMi/KoHBepcus 00bEKTOB caBHa B uMs_ypoBHs.ogf ( xray ogf dpopmar ).

[Tpu yka3anuu parse.log mor nummetcs B ¢aii.

Ytunura: make_box2
3anyck: make box2 < k-Bo Kyb6oB > < uMma_ mopenu.ogf > (x-Bo ky6oB <=7!!!)
Pe3ynbTat: co3maet "Kopobounbl naugmadt" o dot3, light TectupoBanus

Yrunuta: descale
3amyck: descale Pe3ynbTaT: IpOMOPIMOHANIBHO yMeHbIIaeT dds-TEKCTYPEI, JieXKalllie B Iamke C
descale.exe

Yrtunurta: suntest
3amyck: suntest Pe3ynbTaT: pacCUMTHBAET KOMIIOHEHTHl OCBEIeHUS

Yrtunura: surfconv
3amyck: surfconf < srcfile.ext > [ destfile.ext ] [-flagl] [-flag2]
Pe3ynbTaT: KOHBEPTUPYET u306paxkeHue cpenctBamu DirectX, ¢ BO3MOXKHBIM ITpeo0pa30BaHUEM.

- srcfile.ext: ucxomgubiit pain n3o6paxeHus
- destfile.ext: KoHeuHHIN ¢aitn n3006paKeHUS
- flagl: pexuMbl KOHBEpPTAMU — €CJIU OIYILEeHO, TO COXpaHsIeTCsa KaK eCTh
« -invrgb: useptupyert 11BeToBBe KaHankl (RGBA <-> BGRA)
» -invnrm: uBeptupyet nopsagok HopMmanen (RGBA <-> ABGR, Nxyzw <-> Nwzyx)
- flag2:
» -v: verbose — mogpoOHEBIN BEIBOM Ha 9KPaH.

Bce KOHCOJIBHEIE YTUNTUTHL yOo0Hee 3anyckaTh 13 Far Manager, File Commander (unu cmd.exe) :)

HcTopusi ©3MeHeHHH

HN3menenus (19.02.2010):

» OGFViewer: MacurrabupoBaHre He BHI3HIBAET T€OMETPUYECKUX UCKaKEHUN

» OGFViewer: Ocu XYZ yBenu4eHHl 10 O e UHUI]

» OGFViewer: [TogaepxKa KOnecruKa MbIIIN

» OGFViewer: Hcnpasnena nognepxka BinoxeHHbX (CHILDREN) Mopmeneit (Hamp. wpn_gauss.ogf)
« OGFViewer: CoxpaHeHue B *.object

« OGFViewer: Hcnpasnena coBmecTuMocTb ¢ MESA3D OpenGL



= OGFViewer
- OGFViewer
aKTyalbHa

: UcnipaBneHsl "KOCAKN" C OpHUeHTanuen TecKTyp (13-3a nv_dds.obj)
: Casaro orpanndyenue DXT-compressed DDS - nognepxka ARB texture compression He

» OGF2o0bj: HOBas Bepcus

HN3MeHneHnusn

= OGFViewer
= OGFViewer
= OGFViewer
« OGFViewer

N3MeHeHusn

« OGFViewer
« OGFViewer
- OGFViewer
- OGFViewer
= OGFViewer
= OGFViewer

(21.02.2010):

: MUcipaBneHo nmafieHue porpaMMel mpu oTMeHe oTKpeITAS OGF-daiina

: MUcipaBneHa TOYHOCTD BPAIEHUS 110 JIEBOM KHOIIKE MBIIIN

: McnipaBiieH 110K ¢ "MepLammuMi " BeTaMu ocen U nyteid DDS

: pexuM ImpocMoTpa wireframe (cetka) / normal o cp.KH.M. (MM KOJIECUKY)

(28.02.2010):

: UcnipaBneno 8-bit/4-bit OpenGL render

: MUcnipaBneHa TOYHOCTH BpalleHUSs

: [lobaBrieHO yIpaBieHNe C KlaBAATyphI

: McnipaBneHa ommbKa: He co3pmaBascs ogfmodel.mtl

: IIpudT mns DDS: Lucida Console (Normal)

: KoppekHas KoHBepTanusl "MHOTOTEKCTYPHEIX" MOZeNien

» OGF20bj: KoppekHas KOHBepTalus "MHOTOTEKCTYPHBIX" MOfienen

HN3MeneHusn

« OGFViewer:
« OGFViewer:
» OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
- OGFViewer:
« OGFViewer:
« OGFViewer:
= OGFViewer:

HN3MeHeHusn

» OGFViewer
« OGFViewer
= OGFViewer
= OGFViewer
« OGFViewer
» OGFViewer
« OGFViewer
« OGF20bj: 4

(06.03.2010):

OntuMuszauus ( yomaneHue HeBUOUMBIX rpaHeit, glVertex3fv(), glDrawElements() )
[Toka3eiBaeM "BMeHseMyw0" omuOKy glTexImage2D()
Orpaundenue Bpamenuu -360.0 ... +360.0

WMs daiina 1 Bepcus IporpaMMbl B 3ar0JIOBKE OKHA

IIsetntie nmomnucu ( FPS, dds[?])

VcnpaBneHa yTedyka IaMAaTH IPHU 3arpy3Ke TEKCTYP

3 pexuMa ¢urypsl - wireframe, colored, textured

[TopmepKKa KOMaHOHOM CTPOKH, (GUKC HAa OTHOCUTEJIbHEIE ITYTH
daiin peecTpa [ accolualuy MOMieiel C TporpaMMoun

Bribop myTH K TeKCTypaM ITo KiaBuiie F5

[Tpu otcyrcTtBum OGFViewer.cfg nyTs o ymondyanuto — textures)\
"Topsiune" knaBuwu F3 — oTKpEITh, F2 - COXpaHUTE.

(14.03.2010):

: Cetka 20x20 meTpoB (kak B X-Ray SDK ActorEditor), F1 — B(s1)Kn

: HoBoe ocBenrenue amns colored-pexuma

: Urenne mopmeneu X-Ray object (wacTuyHo)

: Urenue mopeneit XRay ogf #0x0112 (skcnopt-mopens u3 X-Ray SDK)

: [Topmepzxkka mo 1000 matepuanos B Mogenu (veh\niva, veh\mi-26)

: UcnipaBneHne ynpaBisioOMUX KIaBUII U JBUKEHUS KaMepHI (CM. BBILIE).
: [Togpepxka Tekctyp TGA (Targa)

teHue mopener XRay ogf #0x0112 (skcnopt-momens u3 X-Ray SDK)

« OGF20bj: [Topmepxkka mo 1000! matepuanos B Mmopenu (veh\niva, veh\mi-26)

N3MeHeHusn

- OGFViewer
- OGFViewer
-« OGFViewer

(21.03.2010):

: Cet F9 on/off, mar geuxenus F7 (*10), F8 (/10), F11 - OpenGL info
: CuutriBanme bounding box-0B (0Kp. IpsIMOYTO/IbHNUKA)
: CranpmapTusanus GopMmaToB 3d BEKTOPOB, HeOOIbIIAS ONITUMU3ALUS CKOPOCTH



3arpy3ku (ons ypoBHeH B *.object)

« OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:

YBenuuenue materialcount o 100000 (mns ypoBHeH B *.object)
[Topmepxkka Tekctyp RGB24 = 8/8/8

[TogmepzKKa Mpo3payHbIX TEKCTYP (CTEKNA, papkl U T.I., veh\niva)
9xkcnopT B Autodesk ASE, 3DS (TombKO TeoMeTpust)

VcnpaBneHa yTedyka Npu He3aKpPHITUU (aiiia

Hmnopr Orion engine vl MSH (1 maTepuan)

VWcnpaBneHo — mafieHue IIpu 3KCIopTe object B obj,ase

ogfcons3 — TectoBas console Bepcus OGFViewer

N3Mmenenus (28.03.2010):

- OGFViewer:
- OGFViewer:

9kcnopT B ASE Teneps ¢ TEKCTypaMu
Microsoft DirectX peugepep (permeput OricTpee GL :), HO MOJENIH OTPaXKaTCs

3epKalbHo :( )

- OGFViewer:
- OGFViewer:
- OGFViewer:

SGI GL penpepep (+ opengl.dll, glu.dll), HemHoro 6sicTpee MS GL :)
F12 uentpupyet mogens no bounding box
B OGF mopensax oquHaKOBEIE TEKCTYPHL HE 3arpyKatTCs IIOBTOPHO

HN3menenus (11.04.2010):

- OGFViewer:
- OGFViewer:
« OGFViewer:
= OGFViewer:
» OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:

He pa6otaem B 1/4/8-6uTt uBete (DirectX)

Bribop ammapaTHOM/IporpaMMHO# 0TpucoBKH (DirectX)

Tenepsb Bce MofeNnu OPUEHTUPOBaHE IpaBuyibHO (DirectX)

F4 — pexum n1po3pavHOCTH

YTouHeHH KOppAUHaTHEIE cUCTEMH (dx:X/y/z,gl:x/-y/z)

Msh mopenu Tenepb OPUEHTHPOBAHEI IPABUJIBHO

3arpy3ka u coxpaHeHnue B 3DS ¢opmar

WcnpaBieHs! omubOKY IpU 3arpy3Ky 'OTPOMHBIX' 00BEKTOB (YPOBHU B object)
Penpepep Ha 6a3e allegro gaming library (DOS32/WIN32)

N3Mmenenusn (23.04.2010):

« OGFViewer:
« OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
= OGFViewer:
« OGFViewer:
« OGFViewer:
» OGFViewer:

(OpenGL)

- OGFViewer:
- OGFViewer:
- OGFViewer:

CpoenaHo anbTepHaTUBHOE yipaBieHue (B OpenGL — ¢ TymaHOM)

Fov = 46.0f (xkax B S.T.A.L.K.E.R.)

Yckopenue FPS B wireframe-pexume

VWcnpaBneHns GUKTHBHBIE OMKXOKY 3arpy3ku TeKcTyp (OpenGL, MS/SGI)
Hcnpasnen CNT-cuéTuuk

"TIpaBunbHOE" oCcBellleHNe U "pagyra"” B colored-pexume (OpenGL)

PacuéT nHopmanen gns 3DS/object

OnTtuMuzauus peHgepunra - 6e3 3agepxkek (glFlush/glFinish), VBO (OpenGL)
MHoromnpo1eccopHOCTh B peHgepepe (DirectX)

Wcnpasnen nepebop TEKCTYP B object-mopensix (DirectX)

He BrIteTaeM c omuOKoM Ipu BeIxofe u3 mporu :) (DirectX)

Texyuras Bepcust Tpedyet Hanuuus pacmmpenusi GL ARB vertex buffer object

HcmpasneHo o6paboTka cooOmenut manutpsl B 8-bpp (OpenGL, MS)
[Tpunoxena HoBast 6ubnuoreka Mesa3D 7.3 (ctarmapt OpenGL 2.1)
[IpudT coobmenuit — "Verdana"

N3menenusn (10.05.2010):

« MeshConv: HcnpaBiieH 5KCIIOPT Moaenen



« OGFViewer:
« OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:
« OGFViewer:
» OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
MUHUMYM

« OGFViewer:
« OGFViewer:
(OpenGL)

- OGFViewer:

CNT-cueTtuuk ¢popmaTupyetrcs KoppekTHo (000xxx.00)

VWcnpaBrieH pacuy€T HopMaJiel, TPy OTKIIIOYeHHOM CBETE OHU He HYKHBI
Vi3MeHeHUs COCTOSTHUY U CBET CUMTAeM OfMH pa3

[ * ] Ha nudpoBoOI KiTaBUAType MEHSET I[BET (POHA

[ / ] Ha udpoBOY KIIaBuaType MeHSIeT raMMa-KOPPEKIIUIO

HanprOCTh 0630pa - 300 MeTpoB

Tyman — 100...300 meTtpoB (OpenGL)

He 3amyckaem glGetError() 6e3 Heobxogumoctu (OpenGL)

HetounocTts npu 3anmycke glNewList() (OpenGL)

[Togmepxkka cBeTa (DirectX)

WcnpaBieH BEIOOD MYTH [JI TEKCTYP

VcnpaBneH pacueT TEKCTYPHEIX KOOPAKUHAT AJIs object

KoppeKTHEIH BRIXO[ M3 IPOTPaMMEbI IPYU OTKPHITUY "OUTHIX" object-daiinos
Teneps ymMeeM 4uTaTh Object-momenu ¢ KocTaMH (spesnaz run.object)
YckopeHa 3arpy3ka TEKCTYp y object Mogeneu

Cy1mecTBeHHO yCKOpPeHa 3arpy3ka TekcTyp y Orion engine vl Mogenei
Tenepsb ymeeM untath Orion engine vl momenu 6e3 MPHUBSI3aHHBEIX TEKCTYP
OTtkmiovaeM criaxuBanue (blending) ans terrain-tekctyp

I yCKOpeHus BpallleHus/IBUXKEHUS CIleHH cOpackiBaeM HaCTPOWKHY KauecTBa Ha

HcnpaBneno ¢hopMaTupoBaHue B BEIXOOHOM datine skcnopTa (ASE-dbopmar)
B o0rIuHOM Bepcuu BpeMeHHO BKII0YeHa noamepzxkka VBO + mipmap-criiaxxuBaHue

B ALT-Bepcuu BpeMeHHO BKII0YEeHO mipmap-crinaxubanue (OpenGL)

HN3menenus (26.05.2010):

= OGFViewer:
reoOMeTpuu

« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:

Mopernel ¢ "BcTpoeHHBIMU" aHUManusIMu (cat.ogf) cuuTeiBatoTcst 663 MUITHEN

9kcnoprt B HalfLife SMD (cTaTuka + TEKCTypHI)

KoppekTHo cuutreiBaeM 610k 0x1008, 0x1012 (object)
CkoppeKTupoBaHH TpaHCchopMmauuu u Bpammenue (DirectX)
Wcnpasneno He3akpeiTe ogf-pannos

Yuudunuposano ynpasnenue (OpenGL <-> DirectX)

Hosas goxkymentanus (katanor \REF)

CumuTaeM 4TO Be3[de KpacHas oCb — X, 3eJIeHas OCb — Y, CHHSS 0Ch — Z

« OGFCons: Y6paHns 6ykBhI ocedt X, Y, Z
- parse lev: HoBasl ytunura, aHanmu3upyoas reoOMeTPUI0 YPOBHEN
« parse obj, parse ogf, parse msh: YTunutsl, aHanusupymomas CTpyKTypy MOfenen

- OGF2SMDa:

2.03)

- OGF2SMDa:
« OGF2SMDa:

"BockpermeH" akcrnopT OGF,OMF aunumanuit 8 HalfLife SMD (#a 6a3e OGF2SMD SRC

Yutaem Bce momenu OGFv4 (2215, T4, YH, 3I1)
Yutaem OMF (‘copy /b man.ogf + man animation.omf man full.ogf', 3atem

'OGF2SMDa man full.ogf')

« OGF2SMDa:
« OGF2SMDa:

I "0ecrio3BOHOYHAIX" MofieNiel GopMUPYIOTCS GhelKOBEIe KOCTH
Mopenu ¥ TEKCTyphl OPHEHTUPOBAaHEI ITPaBUIHHO

HN3menenus (25.07.2010):

- OGFViewer: yOpans! nuirHue Bhi30BbI RenderScene(), txload()
« OGFViewer: Co3maeM KOOpPOUHATEHL P,N,t ODHOKPATHO
- OGFViewer: Obuiast onTuMu3anus yTunuTo Microsoft Prefast



« OGFViewer
« OGFViewer
- OGFViewer
YPOBHSX
= OGFViewer
= OGFViewer
- OGFViewer
(DirectX)
- OGFViewer
» OGFViewer
Rage, Tride
» OGFViewer
= OGFViewer
« OGFViewer
« OGFViewer
« OGFViewer
« OGFViewer
« OGFViewer
« glxinfo: HOB
« glxinfo: ucn

: PabGoTaer cTaTycHas CTpoKa
: BanancupoBka anbT. Bepcuu — paboTtaeT DXT, HO OTK/TIOYEH MUIIMAIIIUHT
: 1719 CKOPOCTH yhaJieHWe HeBUAUMBIX JIMHUM BKIIOYEHO, MOXKET BBI3BIBATh IJIIOKU Ha

: Onuus uCnonbp30BaTh NporpaMMHEIM peHaepep (OpenGL)
: Mado nanens (F11) moka3wiBeieT TUl akcenepaluu (OpenGL)
: Bornee TeMHBIY 1IBET MaTepuasa, MOXET yYXyALIAThCS OCBellleHue B colored-pexume

: Tekctype Bogwl (water*) He HyzkeH OneHOuHT (KapTa limansk)

: ABTOMacIITabupoBaHus TEKCTYP "BHU3" [T MOAAEPXKKHU CcTaphix Bugeokapt (3Dfx, ATI
nt, S3)

: UcmipaBmnens! omuOKy B mporpaMMHoM pefepunre 16bpp (MS OpenGL)

: He mepepucoBriBaeM 3kpaH npu Haxatun < KPad / > "T'amma"

: FOV mensiercst 45-60-75-90 (mar 15), < KPad 5 >

: 'ny6una o63opa — 0.2/500.0 meTpoB — 6a3oBast, 1.0/500.0 MeTpoB — anbTepHATUBHAS
: Tyman 100-500 meTpoB (OpenGL)

: AnbacmemmBanue B anbT. Bepcuu (OpenGL)

: HoBele mupekTuBs Komnunanuu USE ANISO, NO 3DS, USE GL10
as uHpopMauuoHHas yTunuTta o OpenGL

paseHHl IoKx glxinfo Ha kapTax nVidia

« parse lev: ucnpaBrieHHas BepCUS, B IEPCIEKTHBe BoUaeT B cocTaB mapcepa OGFViewer

N3MeHeHusn

(15.08.2010):

« parse lev: CuutriBanue level-oB (0unpmbl 2xxX, 3xXX), ¥ KOHBepTalus ux B ogf

- OGFViewer
- OGFViewer

: Knmasuma FOV — < Fb >
: 'my6una o63opa — 0.2/500.0 meTpoB — 6a3oBas, 0.2/1500.0 meTpoB —

dAJIbTEPHATHBHANA

- OGFViewer

« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:

CTaTHUCTHUKaA

- OGFViewer:
- OGFViewer:

HN3Menenus

= OGFViewer
» OGFViewer
» OGFViewer
» OGFViewer
« OGFViewer

: B HEeKOTOpHIX TEKCTypax IpocBeyYrBaeT (POH 3afHETO IIaHa :(

Pa30op mennepos, MaTepuanoB

TeKCTyphI TPy34TCS OTHEIBHO OT MOLENH, IPUTOTUTCS IJIs1 aHUMalui
TexctypupoBanue paboraet B OpenGL 1.0

Heckonbko myTei 1o TeKCTyp B ogfviewer.cfg

[Topmepxka Tekctyp PNG, BMP

Tyman (DirectX, alt)

Knasuma < F9 > B colored-pexume B(bI)K/II09aeT OCBEIIEHHUE.

KnaBuma < F9 > B textured-pexxume B(bI)KIi04aeT ¢haphl, CBETUILHUKH, U IIPOY.
Ouepennas 6eta DOS32-sBepcuu OGFViewer :)

Hcnpasnens rmoku ¢ alphablend (DirectX)

Knasuma < F1 > moka3sbBaeT CIIMCOK MaTepUasoB U LIeiIepoB, B KOMaHIHOW CTPOKE -

B ALT-Bepcus pucyetcs He6o (TeKcTyphl sky?.dds monoxuts B textures\sky)
ALT-Bepcus 3Ha4YUTCS B 3aronoBke Kak 1.0.5@ (6a3oBas 6e3 @)

(27.08.2010):

: [IpaBunbpHas opueHTanus rpanel B cubemap-e Heba, mpomo-Bepcus (GL)

: KnmaBumu < W >< A >< S >< D > — ynpaBieHue C KJlaBUaTyphl

: Ogfview.cfqg - cHauana uiem B KaTajaore IporpaMMEL, 3aTeM B KaTasiore 3alycka

: CeTKka nepeMelaeTcss BMeCTe ¢ MOJEIIbIo

: HoBEI MexaHU3M yfaeHusi HEBUOUMEIX 00BEKTOB B ajIbT. BEPCUM (BUAUMEI TOJTHKO

00BEKTHI ITepen HabmogaTeneM Ha gucTauuy 150m)



« OGFViewer:
« OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:

AnpdacmentuBanye BKIIOYEHO BCerna

He nepeknoyaeM MUIIMIIIIKHT [IPY OBUXEHUU CLIEHEL

Knasuma < F4 > Teneps yIipaBisgeT ocBellleHrueM/dapaMu

Knasumia < F9 > nepekioyaeT GUIbTPALXIO TEKCTYP

PaccuuteiBaeM bounding box u bounding sphere, radius gns ogf, object
He pucyewm cueny nocne < F7 >, < F§ >, < F11 >

ABTOHOpMaIM3auus BEKTOPOB B mode #1

KonuuecTBo MaTepuasaoB OrpaHUYeHo J0 MakcuMyM 500

KonnyecTBo 00HEKTOB B MOJIe/ I OTPaHUYEHO A0 MakcuMyM 15000

N3Mmenenus (13.11.2010):

» OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
- OGFViewer:
« OGFViewer:
« OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
= OGFViewer:
= OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:
« OGFViewer:

Skybox cubemap (DirectX, alt, Promo)

KoppekTHOe oTceyeHrne HeBUOUMEIX 00BeKTOB Ha 150M (alt)
VcmpaBreHa MeqjieHHas 3arpy3Ka IIPorpaMMbl IIPU OTCYTCTBUU TEKCTYP
CxkaTtue/onTuMu3anus nuHui B drawmode#0 GbicTpee

He ucnonsdyem OpenGL glCallList() 8 OpenGL 1.0 (GL)

OtkmogaeM drawmode#2 ecnu disable texturing=1 (DirectX)
Brimoxen mompoOubiii FAQ / README o OGFVIEWER

HcnpaBneno nagenue Ha Beixoze (Allegro)

Hogas Bepcust 6ubnuoreku DevIL (OpenlIL) 1.7.8, mognepxka HOBEIX (hopmaToB (GL)

OO1m1ast ONTUMHU3AIUS IIePEMEHHBIX

KoppekTHoe nepemernienre cBOO0OHOM KaMepkl (alt)

Knasuima "N" oTK/II0UaeT oTceueHre HeBUMIUMEIX 00beKTOB Ha 150Mm (alt)
YBenuueH paguyc BpameHus ¢ 1 go 5 yrnos (alt)

Knasuma "L" ynpaBnisieT cBeToM, hapaMu

KnaButma "I" - uHdOpMaIus o peHgepepe

Knasumma "F11" - monHbIR 3KpaH

Knasuma "F6" - "kauecTBO" KapTUHKU

PacueT paguyca ans ogfv3, object

KoppekTHOe oTCceueHue MPOo3pavyHbX 00BEKTOB B object-ypoBHsx (alt)
CuntniBaeM Bcex IFF-ceknuit (Ha MOTOM)

N3menennsn (26.12.2010):
[New features]

« OGFViewer:
« OGFViewer:
- OGFViewer:
« OGFViewer:
« OGFViewer:
= OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
- OGFViewer:
« OGFViewer:

EnuHCcTBEHHBIM NCTOUYHUK cBeTa B ALT-Bepcuu (drawmode #1)

HoBoe meHnto, KHonku (oTmenbHO base/alt), MFC-ukoHKa Temephb BUOHA

He ucnonb3yeTcs oTcedeHre HEBUNUMBIX TpaHeil [ Po3padyHbiX 00HEKTOB
OnmmonanbHasa mopgepxkka single-buffering (GL)

[Topmepxka ogfv3 tum 0x00000112, dpopmat AE/LE 1xxx

HavanvHasa mo3utus kameps 0, -3(unu 3), -10 — cormacHo GSC AE/LE (alt)
IucraHus oTceyeHus base/alt ~150 m

Huctaunusa orceyenus (alt+fog) alt Bepcuu 200 m

Huctaunusa orcedenus (alt+sky) promo Bepcuu 1500 M

[Mogmepxkka 32,24 bpp ZBuffer (DirectX, alt)

ZBuffer info mo kmasume "I" (GL)

KnaButa "M" — maMIl CTaTUCTHKY B object.log

[Tepenenan cueTunk FPS/ms

» meshconv: HoBast yTunuTa [ KOHBEPTALUU
- make ogf: HoBast yrunura gnsi co3ganust TectoBeix 6enumapk OGF mopeneit u3 "mycopa"
» ogfdos16: ITogmepxkka OpenWatcom compiler



[Fixed bugs]

« OGFViewer: B nuanore oTKpeITHS (haiina MOKa3LIBAIOTCSA 110 MacKe BCe MoAepkKruBaeMble OpMaThl

« OGFViewer: Ilpu sxcnopte B wavefront obj omuHakoBoe uMs g obj- u mtl- ¢aiinos

« OGFViewer: B pexume VBO paboTaeT oTkitoueHue vsync (GL)

« OGFViewer: HoBril mopsimoK oTprucoBKY drawmode #2 — cHadasa "oObYHbEIe" MEIH, 3aTEM MEIIN
c alphablend

« OGFViewer: KoppekTHas oTpucoBka water, wallmarks, down skybox B drawmode #2

» OGFViewer: brnokupyetcst F12 ecnu momens He 3arpyxeHa (base)

» OGFViewer: ilShutdown() Ha Brixome (GL)

» OGFViewer: Baru GL 1.0 (single-(multi-)texture, mipmap, visible[], proxy, txload() err chk)

« OGFViewer: He oTcekanuce HeBupuMble rparu B drawmode #2 — GL_CULL FACE (GL)

» OGFViewer: Kaptst nVidia Tpe6ytot glFinish() nepen BeiBogoMm B GDI (GL)

« OGFViewer: IIpegycTraHoBKa CBeTa TONIBKO Ayt drawmode #1

« parse lev: KoppexktHtiit skciopT B OGF 6e3 "Mycopa" (yuét swidata, swicntr)

[Optimizations]

« OGFViewer: Bri3eiBaeM SetTexture(NULL) ogun pas (DirectX)

« OGFViewer: He rpy3uTh TEKCTypPHI IOBTOPHO €CJIM Y HUX OOUH PacTp, a Iergepsl pa3Hble
« OGFViewer: HcmpaBneHa ommbka B Knaccax MFC - OnXXX (palettes, m/wheel)

« OGFViewer: He ucnons3yem Lstr... pyakiuu (Lstr... -> str...)

« OGFCons: He nmurkyem MFCxx.LIB

» OGFViewer: He ucnons3dyem HopManu B drawmode #2 (GL)

« OGFViewer: Onmusa USE ZTRICK pna ATIRage, Permedia, 3Dfx (GL)

« OGFViewer: OtnenvHas GyHKUUS OIS BRITPY3KU UOOENTH

« OGFViewer: Hauarta nognepxka skcnopta B LWO ¢gopmat

N3Mmenenus (11.02.2011):
[New features]

« OGFFSCR: Hogas Bepcus ans MS OpenGL, "otBa3anHas" ot MFC

« DX7ALT/DX7BASE: HoBas Bepcus g MS DirectX7

« OGF_GLUT: HoBas Bepcus Ha 6aze GLUT.DLL (Windows, 0S/2)

« OGF TK: HoBas Bepcus Ha 6a3e LIBTK.DLL (0S/2)

» OGFCons: HoBast Bepcust Ha 6a3e LIBAUX.DLL (0S/2)

« OGFViewer: F12 nentpupyet mogens (ALL)

- OGFViewer: F12 cmemmaet kamepy B 11eHTp Mogenu (ALL,alt-Bepcusi)

« OGF20B]J: noka3riBaeT LOD-00bEKTEI

- OGFFSCR: otnaxen ayis mesafx 6.2, techland, altogl

« OGFFSCR,OGF GLUT,OGF TK: "M" ("T" mna OS/2) - naMn MaTepuanos B object.log
« OBJ20GF: HoBas yrunuta nns KoaBepcuu wavefront obj B xray ogf v4

« MAKE OGF: HoBas yTunuTa A7 CO3TaHus ICEBOOCIyYalHBIX Mofieniel xray ogf v4
« OS2: IToptuposan DevIL 1.7.8 na nnatpopmy OS/2 (devil.dll, ilu.dll), ymeem Tonsko DDS!
« OGFViewer: onnus DM2 LIGHT

[Fixed bugs]

» OGFViewer: KOHTPOJIb IIepPeNoHeHHus maxmesh/maxmat

» OGFViewer: maxmesh yBenuuen go 17000 (levels\aver)

» OGFViewer: nepecuuteiBaeM FOV mns widescreen (?)

« OGFViewer: B ipenbinyinedt Bepcuu noamepxkka Orion vl MSH 6blta cioMaHa - TOYUHUATIN

» OGFConsA: VM1 cfg-daiina B popmare 8:3 (ogfview.cfq), anroput™m Tak ke Kak 1 B Win32-sepcuu



« OGFViewer, Parse Obj: cuuThiBaeM BCe U3BECTHBIE PA3HOBUAHOCTH object-hpopMaTta
« OGFViewer: HeT BHyTpeHHero 6opatopa (WS EX CLIENTEDGE) B GUI-Bepcuu

« OGFViewer: cBet Ha 0.25m Brimie Kameps! (ALL,alt-Bepcus)

« DX7: ITopmepxkka VertexBuffers, npaBunbabiil aspect ratio

» Parse Lev: TouHble BEIYUCIIEHNE HOPManey (B YPOBHSAX OHU CXKATHI C TIOTEPSIMH :()

» OGFViewer: Bo Bcex Bepcusx - 8 TUIOB (oHa

» OGFConsA: 3agepxka mocne "TAB", "F1"

[Optimizations]

« OGFViewer: Tonpko oguH fseek() B ogf readchunk()

« OGFViewer: IIponyckaeM HeHyXHEIEe ceknuu (ogf/object)

» OGFViewer: ['eHepupyeM MacCUBH MHIOEKCOB OTHOENBHO, ITOCe CYuThIBaHUS Mogenu (DirectX)

» OGFViewer: GL1.0: npu cmeHe miplevel - Bei3siBaeMl glTex...() 1 pa3 (OpenGL)

» OGFViewer: otkmouaeM IsList(), youpaem kuctsb - RegisterClass(..., HBRUSH = null,...)

- OGFViewer: HOBHI MexaHU3M pa30opa meinepoB m_Flags, pasnuyaeMm 'terrain', 'model’,
'models/model'

[Notes]

« ALTOGL: pa6oTtaeT TombKo ¢ onmuerr LIMIT DDS unu 6e3 TeKCTypHpPOBaHUS, IOJIHBIN 9KpaH
(ogffscr)
» TechLand Software(3dfx,s3,d3d): paboTaeT Tonbko B drawmode #1/#2, monnsiit 9kpaH (ogffscr)

N3Mmenenus (11.06.2011):
[New features]

» [TogmepxkKka 3KcmopTa B stl/ascii (Ha TecTUpOBaHUMU...)

- HoBasg Momentb ocBemenus B drawmode#1

« DX7: mommepxkKa drawmode#0, drawmode#1 (6e3 ocBelneHus)

« OkcnepuMeHTanbHble Bepcuu: ogf dx9 (DX9SDK), ogf irr (irrlicht engine)

« [Tonmepxkka cuuthiBaHug Mopeneir YouAreEmpty(DS2 engine) u Metro2033 (cTaTtuka)
» Teneps MoxkeM unTaTh YPoBHU build1935 srkcnopTupoBaHHBIE Xray I'e converter.exe

[Fixed bugs]

» KoppekTHoe co3manue HopManen ang *.3ds, *.object

« [TpaBunbHLIM pacuyeT bounding box mnst object, ogfv3

« DX: IIpoBepka Bcex ¢pynknuit Ha D3D OK, namp. Create...Buffer()

« DX: IToka3biBaeT OCTaBIIyIOCSI TEKCTYPHYIO maM4aTh ("I" KaBuia)

« PARSE LEV: MoxeM KOHBepTHpOBaTh YpoBHU build1935 u Hek-prix build22xx

[Optimizations]

« OS2: ynyumena nopmaepxka, ogf snap ymeet VBO, DevIL.DLL yutaet He Tonpko DDS dopmar

» OS2: Bepcus HanucanHas Ha OpenWatcom ymeet 3DS mopenu (Tpebyet LIB3DS.DLL)

» ALL: yckopenue o6paboTKy 'terrain', 'water' merei

« OGFLoader: Yckopenue 3arpy3ku Memen (DX, object)

« OGFLoader: Cosmemens cekiuu 0x1011, 0x1012 (object)

« OGFModel: Rendering optimization (OpenGL, non-VBO)

« ALL: Pexxum drawmode#2 ¢ ocBellleHHEM IIepenucaH (Ha TECTUPOBaHUM...)

« ALL: [Ins xoppekTHOU paboTsl MunmMannuHra Koagdp. ALPHAREF = 50% gns LOD-0B (gepeBheB u
p.)

« ALL: MakcumyM menned nopgaAT 7o 30000 (mist object)



« ALL: Onmua COMPACT OBJECT, Teneps BEPTEKCH B Object-ax cKUMaTCS
[Notes]

- Otkmouenue Aero (desktop composition) perraet mpo6aeMsl ¢ IpomafeHreM TeKCTa B OKHE
IIPOrPaMMEBI

N3Mmenenus (17.07.2011):
[New features]

« ALL: pexum nucrtanus (knasumu "Z","X","C","V")

« ALL: HOBas cxema ocBelnenus ( drawmode #1, #2)

- ALL: moppmepzkKa Mopenei Orion engine vl ¢ 3aronoskom 0x00000102
- NEW: HoBrili mapcep parse 2033 g ypoBHer Metro2033

« DX: pacmupeno okHO nH(popmanuu (Knasuiia "I")

- DX7: noppgepXkKa QUIbTpaluu TEKCTYD, pedepeHrc permep

[Fixed bugs]

- PARSE LEV: yunTeiBaeM nonpaBouyHble Ko3hdunuueHTs g1 U, V B TEKCTypax

« ALL: FOV cuutaetcs mo Y, Hayasno ¢ 67.5 (FovX = 90) mo 100 ¢ marom 5 motom copoc Ha 47.5
« ALL: yOpaHBI HeCyIIecTByIIre KOMOMHALUY UIbTPAIUN TEKCTYP ¥ MUIIMAIIOB

» ALL: ckaibokc Temeps 3000x1500x3000 meTpoB, muctanius ~= 2500 MeTpoB

» OGF_DX?: e ocBemaeM He0o, ceTKa u base/alt pexxuMe

» OGFViewer: Bet6op model/ds2md B puanore, BeikuayT D3DRS COLORVERTEX (OGFViewer DX)
« DX7: BKITIOYEH KJTUIITIUHT, UCIIPaBieHus B paboTe ¢ VB, KOppeKTHHIM minimize oKHa

« DX7: OBICTpHIM OOHOTEKCTYPHEIM pexkuM (akTuBeH Korma HeT OGFViewer.cfq)

« ALLE: z-guctanuus = -10 ( 6510 -20 )

» OGFLoader: 0x1008 670K - Tenepsb gomyctuMo max=10 vmrefs (61710 max=4)

« OGFViewer DX: Vnyumena coBMecTuMoCTh ¢ DX8.0A+Win95, BeikunryT PURE device

« OGFViewer DX: Het Mycopa Ha okHe B dm#1 mocne "G", "I", "F5"

[Optimizations]

« ALL: "ymHoe" pemacinrabupoBaHnue, He Bei3BaeM D3DXCreateTextureFromFileEx() moBTopHO (I
Bepcuii 663 MUIIMAIIOB)
» DX: ckaboKC co30aeTcss OMHOKPATHO

[Notes]

« JTO MHHHUBEPCHUS ITaKETa, TaK YTO HEKOTOPEIE NOIIOJIHUTENbHEIE SK3EITHUKN BRIKUHYTEHI :)

N3Mmenenusn (22.08.2011):
[New features]

- OGF DX7: HoBas Bepcus gnsg DX7 na 7-m DXUT-e
« OGF _DX?T: "OnnoOydepnas" Bepcus ogf dx? (Ha cCoBpeMeHHBIX BUJjeOKapTax PeHAEPUT OrICcTpee)
« MAKE BOX: nenut Mofenb u3 x*x*x Ky0oB 1151 6eHUMapKa, X 3aJaeTcs

[Fixed bugs]

« OGF _DX?: DXUT kop — ynyuliieHa coBMecTuMOoCTs ¢ DX80A/Win95

» OS2: ucnpapieHs MeJKie HETOYHOCTH, BHI3BIBABIINE OUTMOKY IIPYU KOMITUJIALAN

» DX7: yoparno SPECULAR ocBelenue

« OGFFSCR: 16 BPP 6ydep rinyOuHE BMecTo 6a30BOM BEPCHH - BKITIOYAJICS HA albTEPHATUBHOM,



UCIIPaBIIEHO
« OGFFSCR, OGFViewer: monMHOCTbIO IIepenrcaH OeTeKT akcenepauuu oiasg OpenGL
(ICD/MCD/Software)
» OGFLoader: McnpagneHn pe3ynbraT LimScale() (DX)
- DX7, ALLE: 3gecs Right-hand cuctema kKooppunat (HokyMeHTalus DirectX7 BpeT?)
« OGF_DX?: UcnpaBneHo [BukKeHNe KaMepH B 6a30BOM BepCUU
« OGF DX?: Jluctanue mopesneu Bu3eiBaeT (Z,X,C,V) cepbe3HYI0 YTEUKYy NaMATH, UCIIPABIIEHO
- PARSE 203: B kaprax 4A Engine cymectByeT MaTepuan #0, aBTopacueT bounding box
« DX7, OGFViewer DX: YTouneHa ¢unsrpanusa tekctyp, SetTextureStage() (DX)
« OGFViewer: YTouneHa ¢unsrpanusa tekctyp, GL TEXTURE ENV _MODE (GL)
« DX7: F6 nepekinoudaeT VB-noVB
« DX7, OGFLoader: [IpoBepka Ha TUMHUT Pa3MepOB TEKCTYP

[Optimizations]

» OGFLoader: ucnpaBneHue HETOYHOCTH B 3arpy3ke mofmener ds2md, metro2033 (maugeno prefast)
« DX: KO yCTaHOBKY TyMaHa IIepenyucaH

« OGF DX?: y6pan SetPixelshader() us DXUT

« OGF DX?: Jlucranue Mopeney yopaHo u3 anbrepHaTuBHOM Bepcuy, onuusi COMPACT NVTS

- OGF DX?: IIpu cMeHe BUeOpeXMMa He ClieTaeT HaCTpPouKa GUIbTpaluu TEKCTYP

- OGF DX?, OGFViewer DX: Bo3BpalieHa nogaepxka pure device (DX)

« ALL: Yb6pana "aBroHOopManu3anus" (DX, GL)

« DX: IIpumeneHno o6HOBNeHUe 6ubnmoTek DirectX8

« OGF DX?: lna USE SUBST Bri3eiBaeM SetTexture() oguH pa3

« OGF_DX?: HoBas mopmens ocBemienus no moroge S.T.A.L.K.E.R. TY (ambient o 0.7, sun o 1.0)

[Notes]

- Otkmouenue Aero (desktop composition) perraet nmpo6aeMsl ¢ IponafieHueM TeKCTa B OKHE
IIPOTPAMMBI
» HekoToprle KapTh feKIapupyloT noamepxkKy DXT-TekcTyp, HO He ymeeT e€ (Ragel28,Voodoo3)

9TO NOIHag BepCus makera!

HN3menenus (31.01.2012):
[New features]

« CONSOLE: noBnle yTunuTh - suntest make box2 descale ltest

« ALL: Ckaiibokc "ayTeHTUUHBIN" UrpoBoMy (10 miockocTen)

« OGF _DX?: o6HOBneHue Bepcuu Ha aBuxkKe DirectX SDK, ymeet dot3 bumpmapping, menneps], cBeT
0T ¢hoHapUKa, "TIOrOHOE" OCBEeXKEHUE.

- ALL: 6a3oBast guctaHIms cokpaineHa g0 400,200,400 + 350 M., KaK B KOH(MUTAX UTPHI (OIITHS
HI DIST wux Bo3spamaet 3000,1500,3000 + 2600)

« ALL: HOBas cxeMa ocBemmenus B drawmode#2, kak B OGF DX?, BpeMs MeHsSeT yrojl cBeTa K
TOPU3O0HTY

- OGFVIEWER: nognepxka TeM Windows XP/Vista/7

« ALL: YmeeMm Widescreen - 16:9 u nip. (knaummu "5","6") 1 MeHI0

« OGFVIEWER: yron cBeta K TOPU30HTY ¥ BpeMs MeHeM Knasuiiamu 7,8,9,0,< + >,< - >
(drawmode#2)

« ALL: Onusa gns SGI glut.dll (GL)

[Fixed bugs]

« ALL: Ha ucTouHMKHU CBETa He NOMKHO IeMCTBOBATh (POHOBOE OCBEIIEHUE,



check model end(lightflag,...)

« OGFLOADER,OGF DX?: Tun model\selflightl = "o0rr4Hb1ii" 00HEKT

« OGFLOADER: npu 3arpy3ke 3DS Mopesnen npoBepsieM JUMUTEHL [10 MaTepHraiaM U MellaM

« OGFMODELI: yopau numuui glEnd() B drawmode#2 (GL10)

« OGFLOADER: gna OGF DX? BrlBOpauuBaiuCch HopMaiu -> uctpasieHno ( !DX REND craio
USE YXLAT)

« 0S2: monHoskpauHbl pexuM (PM_PM) kpome ogfcons, yopas printf(), WinMessageBox()

« OGF GLUT: WarpMesaGL unBepTupyet ocb Y

[Optimizations]

« OGFCONSA: otkmoues zbuffer B drawmode#0, Bepcus c fixed-math (ogfconsaF), ontumuzanus
(ALLEGRO)

« OGFLOADER: nepenucana 3arpy3ka DDS tekctyp, nogmepxkka FXT1 - gns Intel-os (GL)

- PARSE LEV: Bo3MoOXHa 3arpy3ka HopMasiel u3 ypoBHel (00paTHBIM IOPSTOK - ZyX), a He UX
pacuert, onuuss USE NZYX

« MAKE BOX: make box mns 6enumapka Ky6amu, make box2 mns occlusion tecta, dot3 bump

- OGF20B], OGFLOADER, STDAFX: nepenucHa 3arpy3ka OGFv3 yankos ana aruManui 0x0D, 0x10,
0x17, 0x19, 0x1C

« OGFLOADER: BoccranoBienue bind pose u3 kocreii anst OGFv3 Mogeneii (Ha TECTUPOBaHUN)

« OGF DX?: yopansl FVF kopgwl u3 cTpykTypsl D3DVERTEX

[Notes]

- OtkmoueHue Aero (desktop composition) perraet mpo6aeMsl ¢ IpomafeHreM TeKCTa B OKHE
IIPOTPaMMHL.

9TO MUHU Bepcud nakera!

N3menenusn (01.04.2012):
[New features]

« OGFLOADER: 3kcnopt B Collada XML (*.DAE).

« OGFLOADER: 3kcnopT B AutoDesk DXF, MeIu 1o Closim.

« OGFLOADER: "Urenue" DDS-(aiinioB, HanoxkeHue Ha MJIOCKOCTh 2X2 MeTpa.

« OGFLOADER: 9kcnopr B StereoLitho (*.STL), MilkShape3D (*.MS3D), X-Ray SDK (*.OGF).

« OGFDOS16: CBoit ANM-bopmar [ist XpaHeHus: aHuMalui - Ha 1 Mer.

« SURFCONV: Konseprep TekcTyp Ha 6a3e DX8/DX9 SDK- B pa3paboTke.

« SURFCONV: D3DX DEFAULT NONPOW?2 - npou3BoibHEIE pa3Mephl TeKCTyp B DX9, "pyunoe"
coxpaHenue B TGA.

[Fixed bugs]

« OGF _DX9(SM20): ®opmart TanreHTa float[4], ucnpaBneHa noTepsi KOHTEKCTa MIEUIEPOM, paguyc
cBeta = 20 (6w11 10).

« OGF_DX9(SM20): CuuTriBaeM OaMmIisl orion ml

« OGFLOADER: YuTtaeMm "mHoro6mounsie" *.DS2MD (You Are Empty).

« OGFLOADER: B *.SMD, * ASE MaTepuanbtl Ha3Ha4aluCh HEKOPPEKTHO - MCIPaBIIEHO.

« OGFLOADER: B *.SMD ucnpasneH "opurungeckui" 100x macmrad.

« OGFLOADER: 9kcnopTt obj npuBeneH B COOTBETCTBUE ¢ MeTonuKon X-Ray ActorEditor (Bcé B 1
darm).

» OGFLOADER/OGFMODEL: BoundingBox oTpucoBrIBajicsi 0TpaxkeHHBM 110 ocHu Y (OpenGL).

[Optimizations]



- OGFDOS16: Hopmanu, xkop nepenucas, 2D-"anumanuu" (OGFPLY16), FastGraph engine.

« OGFVIEWER: ITognepxka DX9 SDK, SW peHpgepep, 3azen Ha Oyayiiee?

« ALLE: Mopenu 3arpyxatTcs OBICTpee, CBET CBEPXY BHU3, CTAaTUCTUKY (totvert/totind) 6epém us
MOJIeJIN.

« ALL: 3aTtenenue mo ®oHry HoMXKHO ObITH HegocTymHO B DirectX 7/8/9 (DirectX).

« MESHCONV: Jlor pacmupes.

[Notes]

- OtkmoueHue Aero (desktop composition) perraet nmpo6aeMsl ¢ IponafieHreM TeKCTa B OKHE
IIPOTPAMMEI.

9TO MUHHU-BEPCUA MakeTa!

HN3menenuns (31.07.2012):
[New features]

« OGFVIEWER: INogcka3ku K kHonKaM (floating tooltips).

« OGFVIEWER: INTogmepxka Tem XP/2003/Vista/7/...

« OGFVIEWER: HoBas cokpallleHHas maHellb KHOIOK, CBOMCTBa MOJ€eNu B Bue "mepena”
(TreeView/ListView).

- PARSE SPW: HOBBII HHCTPYMEHT A1 pa3bopa GSC spawn

- ALL: 22 BapuaHTa 1BeToB s Heba skycolors.png - DaySkyColorReference (frostbo.devianart.com)

» OGFVIEWER: Bepcus gns 64-6ut mpoueccopos (WIP).
» ALL(GL): Bce Bepcuu Temepb YMeIOT OBa BUa HAllPaBJIEHHOTO OCBEIleHUsT — OT Ha0mogaTens u
"conHeyHOE".

[Fixed bugs]

« OGF DX9: ucnpasneHa yreuka namsaTtu (mumuauni new OGFModel[])

« OGFLOADER: "llotepsauHasa" noamepxka multi-mesh ds2md BepHynacs. :)

« OGF DX9(SM 20): MHorouucneHHbe UcnpaBieHuss — KoapouunueHTH specular (0.5 -> 0.75),
"IEIPKU" B CKanOOKCe.

« OGF DX9(SM 20): SetTechnique BbI3bIBaeM OJUH Pas.

- OGF DX9(SM 20): Ucnpasnenus B changeskybox().

« OGF DX7: MHOTOYUC/IEHHBIE UCIIPaBIeHUS

« ALL (BASE): LOCALVIEWER render-state, pedekcsl Tereps BHIISOAT "TpaMOTHee".

« OGF_GLUT, OGF _TK: OnMouseMove() — yOpaHbl oyOnupOBaHHEIE X,y IepeMeHHEIE.

« OGFLOADER: HcnpaBnena opueHTauus faces B kome skcrnopra ms3d.

[Optimizations]

« ALL: mar gBukeHus cokpaieH F7 (*4), F8 (/4)

» metro2033 support: check for dup-ed materials

« OGFVIEWER: OTtHOCuTenbHbIM IyTh B ogfviewer.cfg (Tuma \gamedata\textures\) BpeMeHHO He
paboTaerT - UCob3YiTe MONHEM yTh D:\games\stk\gamedata\textures\ .

« OGFVIEWER: Ilocneguuy KaTanor OjI OTKPHITHS U COXPaHEHUS MOIelel 3allOMUHAeTC S OTOENIbHO.

« OGFVIEWER: 3DLook gns Windows NT 3.51. :)

« OGFLOADER: Y6paHO orpaHMYeHNe Ha KOJIMYECTBO MeIIel, MaTepHaoB B ©CXOTHOM (darire.
» OGFLOADER: B mogensax metro2033 npoBepsieM OyO0nupoBaHHEIE MaTepUalHL.

- NEW REND, OGFSCENE: ITonsiTka nepenucath UKok OGFVIEWER (WIP).

- PARSE YAE: Teneps pa3bupaem mopenu (ds2md) u reomeTpuio (ds2, WIP).

HN3menenus (31.10.2012):



[New features]

- PARSE YAE: Teneps pa3bupaem gBouuHble Mofenu (ds2md) Bepcuti 0.6, 0.9, 1.0

« ALL: TTopmepxka aBouunbix ds2md (YaE) monenett Bepcuu 0.9 (beriya.ds2md, ship.ds2md)

« ALL: ITopmepxkka mBouuHbx ds2md (YaE) mopmenett Bepcuu 0.6 (krovat.ds2md medscenl.ds2md
medscen2.ds2md toilet.ds2md trash box.ds2md)

« ALL: Autodesk 3dsmax plugin (x86, Bepcuu 5.1,6,7,8,9,2008,2009,2010,2011,2012) Ha nBUXKKE
MeshTool

» ALL(DX, GL): B anbTepHaTUBHBIX BepCcUsiX oTcedyeHue yBennueHo 1o 3 kM = 3000 m (65110 400 ™),
IJISI 9TOTO eCTh KJjlaBuIlla "N".

[Fixed bugs]

« OGFLOADER: Ucnpasnenue gnsa ds2md (YaE) Mmopmeneii, ¢ HEIOHBIMU IIYTSIMU [0 TEKCTYP.

« ALL(GL): He Bri3niBaeM glBegin(GL LINES) mns ceTku gBaXKgel.

» ALL: TIpaBunsHoe MacurtabupoBanre ds2md mopereii (B8 100 pa3) u cuuthiBanue bounding box
(ds2md 1.0)

[Optimizations]

« OGFMODEL: Knacch iBuxkKa KoHGIuKTOBanu ¢ 3ds Max — ucnpasneHno (Mesh -> mtMesh ...).
» ALL: IToBcemecTHO yOpansl try {} except (1)

« OGF _DX9(B, SM): Knasuma "4" na€t pe3synbsrat ValidateDevice().

« OGF _DX9(B, SM): Knasumm "7","8" B(s1)kn1 yueéT D3DRS SPECULARENABLE B FFP.

[Notes]

« ALL: YcranoBka 3ds Max-nnarusaa: xrMtMax*.dlt u OGFViewer.cfg nepenucats B manky
3dsmax|\plugins.

« ALL: YOpantI Bce 64-0MTHBEIE BepCUH "0 BEIICHEHUS" TPOOIIEM C HUMH.

« ALL: "VIA Tech VT8361/VT8601 Graphics Controller (aka KPLE133)" He ymeeT pucoBaTh JTUHUH B
"hardware".

- OGF DX9(SM 20): Kapte! Intel He ymetoT nopsgok KoopguHar p,u/v,n,t gnsa FFP.

« OGFLOADER: Pa3amep ms3d momeny mpu 9KCIIOPTe OrpaHuyeH 65535 nHOeKcaMu, BepTeKcaMu
("xene3Hoe" orpanuyenue popmaral).

« Otkmouenne Aero (desktop composition) pertaeT mpo6reMsl ¢ TpomnageHueM TEKCTa B OKHE
IIPOTPaMMEL.

9T0 MUHU-BepCcud nakera!

N3Mmenenus (29.12.2012):
[New features]

« ALL: Bo3BpaieHs! 64-0UTHEIE BEPCHH. :)

- PARSE BKP: HoBas ytunura 15t BOCCTaHOBIEHUS Xray-level source backups

-« MBENCH: new bench tool with tri, ply, nmb? model support, also ltest tool refresh

« ALL,DX,GL: mOMHOCTBIO peanu3oBaHa aHU30TPOMTHASA GUITbTPAIUS

« ALL,DX: Makc. aHU30TpONHas GUIbTpalys BKIYEeHa 10 YMOITYaHUI0

« ALL,DX,ALT: mo6aBneH BTopoit sun-like pexkum ocBerenusi, Kak ans GL

« PARSE LEV: Onmus 4 KOppeKTHO KOHBEPTUPYET TakTMaIkl OTHIeIbHO OT 6a30BOM reOMEeTpUHU

[Fixed bugs]

- PARSE LEV: UcnpaBneHue Opu yoajleHUH HecymecTByouero Maccusa ( delete [] swiblk )
» OGFLOADER: O6pe3aem vtx block mo 65535 gnst BOJIBIIIKX 06beKTOB



« OS2: WcnpaBneH naBawlyi TaiMep - Teneps ucnonabdyeMm DosTmrQueryFreq/Time, "oTBsizanucs”
ot tcpip.lib

« 0S2: IBM CPP tpe0Gyet oTki. ontum3anui (-O+) unu 3aMmens Ha (-Oc+) 4ToOB 0TCeUeHue 1Mo bbox
paboTao mpaBuIbHO

« OGFLOADERZ: NMmopT Mofienel He 3aBUT OT "pragma pack #1" ( /Zpl ), coenano gnsg MAX
IJIarvHa

« OGFLOADER: Hcnpasneno cuuteiBanue ceknuu 0XxOE S BONE NAMES

[Optimizations]

« ALL: v far dist, HI DIST teneps Be3fe (He TonbKO B ogf dx?)

« OGFLOADER: CuutsiBaeM object 610k 0x1005 uenukom, BHe 3aBucumoctu oT USE XLAT

« MESHCONV: Onpenensiem USE DX9 nnsa otkntouenus 6eccmeicnenson onnuu USE XLAT

» OGFLOADER: 3amensieM memcpy() roe BO3MOXKHO Ha IpUCBauBaHue, Hamp. *(int*)

« OGFLOADER: PaccuuteiBeM HOpMany, bbox ons object, m2033 opun pa3 B KoHUe, bs radius gna
* ds2md

- PARSE LEV: Teneps ymanseMm ny0aupoBaHbible BepTeKCH Ipu KoHBepTauuu (10% skoHOMUM [JIs
"bunamnox", 30-40% mmns "6unmos")

- OS2: Be3omacHO KCIIONIL30BaTh -onatx (T.e. OPT=1) B Watcom-e

« IL. WRAP: [Tumem nor tonsko npu USE LOG, ymeem MIPMAP

« ALL,GL,OGFLOADER: anu3oTtpomnHas punbTpanus - 910 float KoHCTaHTa

= ALL: Ontumu3sanus 'F9' MIPMAP koma

« ALL,GL: Pacuiupenune glCompressedTeximage2D mo6aBneHo Be3ne kpoMme "pure” OS/2

[Notes]

« ALL,GLUT,MS: MunuM. onHo3KpaHHoe pa3peinenne gis Microsoft glut32 - 400x300 HO oHO
MaTYUTCH.

9TO NOIHag BepCcus makera!

HN3menenus (30.06.2013):
[New features]

« MESHCONV: nognep:Ka MaclITabupoBaHUs B IIPOlleCCe KOHBEPTAIIUU
« OGFLOADER: Teneps ymeeM Bce Bunnl Mofenel 4A Engine (Metro 2033, Metro Last Light) -
* model, *.mesh

[Fixed bugs]
» CHILDVIEW: Ilpu neknapanuu DISABLE TEXTURING nporpamMma He coOupanacs.
[Optimizations]

« OGFLOADER: Buytpennuii kop ¢popmara 4A Engine usmenes ¢ 0x2033 Ha 0x4AEQ

« ALL,GL: IToka3riBaeM Bepcuio GLSL

« PARSE 203: Tenepsb ymansem fy0aupoBaHbIble BePTEKCH ITpu KoHBepTauuu (cM. PARSE LEV
BRIIIIE)

[Notes]

« ALL,GLUT,MS: MunauM. noJIHO3KpaHHOE pa3pemenue gis Microsoft glut32 - 400x300 Ho oHO
MaT4YUTCA.

9TO moIHas Bepcus makera!



HN3menenus (29.12.2013):
[New features]

« OGF2POV: Ytunuta KoHBepTUPYeT Mofenu B popmat *.POV - POV-Ray 3.6-3.7rc7.

» OGFLOADER: Takxe coxpansieMm B *.POV, HO C onTuMU3aIHEn.

« OGFLOADER: Ynanen Hepabouutt skcmnopt B *.LWO.

« OGFf2X: Ytunura koHBepTUpPyeT Mopenu B popmart *.X (ASCII) - DirectX SDK.

- OGF(_GLUT, TK, FSCR): Knasuma 'R' BpaljaetT Mofesnib BOKPYT OCHU Y, Bepep - Ha3an, 'F7'/'F8' -
CKOpOCTB +/-.

[Fixed bugs]

« OGF DX9/8: gdifont.cpp/h - BeiBoguM mpudTe 9epe3 GDI (MeHbIIe TTII0KOB ¥ TOPMO30B).
« CHILDVIEW: B pexume wireframe Ha 4epHOM (DOHE LIBET MOMIENH KEJITHIH.
« OGFMODEL: B pexume wireframe knasuiiia 'L' MeHseT 1pet momenu (GL).

[Optimizations]

« ALL: Tenepsb MeHsieM IIBeT (poHa KiiaBuiiel 'B' (panee Owiio 'F','*').

« ALL: Jlor ¢aiin coxpansem kiaBumielt 'T' (paHee 6o 'M').

« OGF _DX9(SM 20): [Tonnepxka 6amna ¢ mapajaakcoM B Mofessax (Macuitab IpuBeeH B
cooTBeTCTBUE K XRay).

» OGF _DX9/8: IlogmepkkKa "mponucThiBanus" TeKcTyp Heba sky ? dx9 cube.dds.

« OGF_DX9/8: 1o ymonuaHuio HeT OKHa HH(popMauuu (ki1aBuma 'T').

- OGF_DX8/9/BB/F/S: Obu1as onTuMu3alus - BRIKUHYTO BCE nuiHee (createTangentSpaceVectors,
...) 3 SetAC().

» OGF _DX9(SM 20): Y6pans! numiaue MaccuBbl N,T,B - 9KOHOMUS TaMSITH.

- PARSE SPW: [JopaGaTkiBaeM...

[Notes]

« ALL,GLUT,MS: MunauM. nonHo3KpaHHoe pa3peinenne giaa Microsoft glut32 - 400x300, Ho oHO
MaTYUTCH.

9To monmHasg Bepcusa nakera!

IInanbl

« Urenue anumarmu (ogf,omf), ceknuit S BONE NAMES, S IKDATA, S MOTIONS
» Urenue anumanui (object,skl,bones)

« YreHue particles

» Yrenue level us 6unmos 1xxx (XRLC dopmat 0x0C u panee)

« Umnopt/sxcnoprt *.lwo (LightWave3D)

» JKCIopT mnarul ansa 3DSMax

« UMnopTt/skcnopT mwiarul ajiga Maya

« OkcmopT B *.object (XRay SDK), *.ma (Maya ASCII)

- Yrenwue level DS2 Engine 'You are empty', Orion engine vl 'Metpo-2'

- Urenue mopeneu ypoHel Cryostasis, Singularity, Unreal Engine 3 (Dishonored, etc.)
- Peanmusamusa FSAA, lightmap generation, guardband clipping, deferred render.

« [Togmepxkka UNICODE.

« TToNTHOCTBIO TPOTPAMMHBINA PEHOEPED.

- PeHpepep Ha 6ag3e irrlicht, ogre.

« INI-daiin gns OGFViewer (meshtool.ini?)



« Hatusubie Bepcuu ansg Windows (alpha, mips, ppc, WinCE, arm)
« MynbpTUTEKCTypUpPOBaHNE, pacyeT TalTMaIOB, YIy4ll. ocBellleHue (menpepsl, FFP)

Hcnojb30BaHHbIE MaTepHaIbl U 0JIarogapHOCTH

« batya: ucxoguuku OGFViewer 1.0.2 (26 Nov 2006)

« batya: ucxoguuku LevelEditor 0.0.2 (07 Apr 2007)

» bardak: ucxomauku X-RAY RE-Tools-SRC (10 Sep 2008)

« kasper, haron: ucxogpauku OGF2SMD SRC 2.03

«» iOrange: ucxogHUKY KOHBepTepoB ansa Metro 2033 (Apr 2010)

« Stalkerin wiki: http://stalkerin.gameru.net/wiki/index.php/Kateropusa:®opmatsl_daiinos

« Wavefront obj format: http://en.wikipedia.org/wiki/Obj

« Wavefront mtl format: http://en.wikipedia.org/wiki/Material Template Library

« DevIL, OpenlL: http://openil.sourceforge.net/, DDS,TGA reading support

= lib3ds: http://lib3ds.sourceforge.net, 3DS import, export

» Mesa3D: http://www.mesa3d.org/, software OpenGL

« SGI OpenGL 1.1.1/MMX (ver 2.0): opengl2.exe

» TransGaming SwiftShader (ver 2.01):
http://www.transgaming.com/business/swiftshader/technology/

« Realtech OpenGL Extensions Viewer: http://www.realtech-vr.com/glview/

» Realtech VR DXGL Wrapper: http://www.realtech-vr.com/directx/

« ATT Radeon 9700 OpenGL SDK: http://developer.amd.com/downloads/Gl sdk.zip

- GL_ARB vertex buffer object:
http://www.nvidia.com/dev _content/nvopenglspecs/GL ARB vertex buffer object.txt

« GL_EXT compiled vertex array:
http://www.opengl.org/registry/specs/EXT/compiled vertex array.txt

« GL ARB texture compression: http://www.opengl.org/registry/specs/ARB/texture compression.txt

« GL SGIS generate mipmap: http://www.opengl.org/registry/specs/SGIS/generate mipmap.txt

« GL EXT cull vertex: http://www.opengl.org/registry/specs/EXT/cull vertex.txt

« Graphic Remedy gDEBugger version 4.5: http://www.gremedy.com/

» GMax 1.2, free game modeling tool (3DSMax compatible): http://www.turbosquid.com/gmax/

« Blender 3D cross platform suite: http://www.blender.org/

- NVIDIA DDS plug-in: http://www.nvidia.com/object/photoshop dds plugins.html

« NvTriStrip Library: http://developer.nvidia.com/object/nvtristrip library.html

« Allegro - A game programming library: http://alleg.sourceforge.net/

« UniLink: ftp://ftp.styx.cabel.net/pub/UniLink (by FOpui Xapon)

« level format: http://haperpage.narod.ru/format/

= level format: http://www.gamedev.ru/community/gde/articles/

« camera: http://pmg.org.ru/nehe/nehe camera.htm

= culling: http://www.flipcode.com/archives/Frustum Culling.shtml

= lwo format: http://www.sandbox.de/osg/lightwave.htm

= soft. raster.: http://pmg.org.ru/basic3d/index.html

- VBO whitepaper: http://www.spec.org/gwpg/gpc.static/vbo whitepaper.html

« "Batch": http://developer.nvidia.com/docs/io/8230/batchbatchbatch.pdf

« SGI OpenGL: http://www.gameprog.it/pub/oldtuts/GuideOGLwin/releasenotes.html#hwconfig

« Techland MiniGL driver: http://www.techlandsoft.com/english/minigl.htm

« GLIntercept v0.5: http://glintercept.nutty.org/

» OpenGL on OS/2: http://www.edm2.com/common/authors/pnewhook.html

» demo.design 3D programming FAQ: http://www.enlight.ru/fag3d/content.htm

«» good directx faq: http://www.toymaker.info/Games/html/directx 9 Oc.html

« Lection #32. RE.N.D.E.R.:
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http://www.gamedev.ru/community/gamedev lecture/articles/r e n de r
« GSC Game World. S.T.A.L.K.E.R. Oblivion Lost. http://www.gamedev.ru/industry/articles/?id=4308
« OGRE engine S.T.A.L.K.E.R. level loader http://www.gamedev.ru/users/?id=2251&lasttop
« http://www.gamedev.ru/code/articles/ShadowMapGLSL
« http://www.gamedev.ru/code/articles/Software occlusion
« http://www.gamedev.ru/code/articles/OpenGL_Shaders
« http://www.gamedev.ru/code/articles/Cg
» OGRE engine: http://www.ogre3d.org/
« Irrlicht engine: http://irrlicht.sourceforge.net/
- yae-tools: http://code.google.com/p/yae-tools/
- xray-extensions: http://code.google.com/p/xray-extensions/
- metro2033-tools: http://code.google.com/p/metro2033-tools/
« directx collection: http://www.falconfly.de/directx.htm
« Direct3D (DirectX 9.0) Code Samples http://www.codesampler.com/dx9src.htm
« Direct3D (DirectX 8.1) Code Samples http://www.codesampler.com/dx8src.htm
» OpenGL (1.2 - 2.0) Code Samples http://www.codesampler.com/oglsrc.htm
« Guard Band Clipping in Direct3D:
http://developer.download.nvidia.com/assets/gamedev/docs/Guard Band Clipping.pdf
« MyTips DeadlyLight.doc http://software.intel.com/file/9889/
« Deferred Shading Tutorial Deferred Shading Tutorial SBGAMES2005.pdf
« GeForce Optimization2.pdf
- ARB occl query.pdf
» 10.1.1.93.8402.pdf
= bittner-eg04-chcull.pdf
« GPU Programming Guide.pdf
= bavoil trimeshes 2005.pdf
« KRI 2006-OpenGL optimizations.pdf
- ARB texture compression.pdf
» Dot Product Texture Blending.pdf
» gdc2002 d3d performance.pdf
» gf2 overview.pdf
« Introduction DX8 Pixel Shaders.pdf
« Nsr.pdf
« premier-press-beginning-direct3d-game-programming.pdf
- DUMPCAPS: http://d3dcaps.chris.dragan.name/
« http://code.google.com/p/cut-x-ray-project/
- https://bitbucket.org/stalker/xray re-tools/
= https://bitbucket.org/stalker/weather cycle adjuster/
« http://xray-engine.org/
» ODE: www.ode.org/
« bugtrap.dll: http://www.codeproject.com/Articles/14618/Catch-All-Bugs-with-BugTrap
- practical per pixel effects.pdf
« D3DTutoriall Shaders.pdf
» Game Coding Complete, Fourth Edition.pdf
» Wordware Publishing, Inc - DirectX 9 Graphics. The Definitive Guide to Direct3D.pdf
« Chapter 06 Textbook.pdf

Hctounuk — «https://xray-engine.org/index.php?title=OGFViewer&oldid=1031»
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