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Instal lation:
1. Copy the appropriate plug-in file for your systemto your plugins/nodel er
and pl ugi ns/ | ayout directory.
To pl ugi ns/ nodel er:
RSDLQOAD. P (RSD Geonetry file | oader)
RSDSAVE. p  (RSD Geonetry file saver)
To pl ugi ns/ | ayout :

TIMMGE P (TIMInage file | oader and saver)

2. Add RSDLQAD. P and RSDSAVE. P to your Model er

Start Light\Wave Model er 4.0 and choose "Add Pl ugi n" fromthe "Qbjects/Custont
pop- up.

Select the plug-ins fromthe file requestor. In the "CQustom nenu, you wll
find "RSDLQOAD. P' and "RSDSAVE. P' added the the list. Wen you quit Modeler,
the plug-ins will be saved in the list for future use.

3. Add TIM MAGE. P to your LightWve
Start LightWave 4.0 and choose "Add Plug-ins" fromthe "Qotions" pop-up.
Select the plug-ins fromthe file requestor. In the "R@ Inage Format" popup
fromthe "Record" menu, you will find "TIMMAGE P' added the the |ist.

When you quit LightWave, the plug-ins will be saved in the list for future
use.

I nstructions:

RSD file is the geonetry file for Sony PlayStation. It has 4 separate files
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such as (.rsd), (.ply), (.grp) and (.ply) file.

RSDSAVE. P exports above files from Mdeler. To export (.rsd) files, select
"RSD EXPORT(Ver.1.0)" fromthe "CQustoml popup in the "Coject" menu. And
type just a file name to export your geonetry without suffix fromthe file
request or.

Tips: PlayStation can read only 3 and 4 vertices polygons. |If the geonetry
has >4 vertices polygons, then the RSDSAVE Pl ugi n show you the error
message dialog. You can triple >4 vertices polygons with T-key after
finding >4 vertices polygons with the "Stats" button fromthe
"D spl ay" menu (sane as w key).

RSDLQAD. P inports the (.rsd) files to Modeler. To inport (.rsd) files, push
the "Load" button fromthe "(bjects" menu. And choose the (.rsd) file to
import fromthe file requestor. the RSDLQAD autonaticaly reads the (.rsd)
file included (.ply) and (.grp) files to your Model er.

Note: PlayStation and Li ght Wave have different texture nmappi ng net hod.
You lost all of texture vertices in the (.rsd) file in the Mdeler
when you | oad your (.rsd) file with texture uv vertices in the (.mat)
file.

TIM MAGE. P | oad and save Sony TIMinmage fornmat files to the Light\Wve.
You can use any TIMinage file as the texture napping i mages in your
ani mati ons and you can save your rendered inage as the TIMinage files.
TI M MAGE. P supports following TIMinage format.

To | oad: 4bit CLUT (Col or Look Up Tabl e)

8bit CLUT

16bit D rect col or

24bit Direct color
To save: 24bit Direct color
To load the TIMinage files to your LightWve, select "Load | mage" button
fromthe "lImages" menu, and choose the (.tin) file to load fromthe file
request or.
To save the TIMinage files fromyour LightWve, select "PlayStation(.tim"

popup fromthe "RGB inage format" in the "Record" nenu, and specifiy (.tim
file name from"Save RGB i nages" and render your scene.

CAUTI ON !'!

DON T CCPY TH S PLUG NS TO ANYBODY. TH S PLUG NS ARE STI LL BETA VERSI QN
PLEASE USE | T WTH YOUR LI ABI LI TI ES.

For nmore informati on about the PlayStation Plug-ins:
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Yoshi aki Tazaki
D STORM Inc.
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e-mail: taz@echnonet.co.jp
fax: 81- 3-5570- 8723
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