Subject: Material Coordinates after import of w3d
Posted by rrutk on Thu, 01 May 2008 13:56:13 GMT

View Forum Message <> Reply to Message

Material Coordinates after import of w3d
Why the material coordinates after importing a w3d file into renx are saved only sometimes?

Today i imported the mutant_lab from c&c_riverraidTs - this worked without big problems. The
textures are, where they should be.

But importing the beta advanced gdi comcenter doesnt work fine - many of the UVW mapping
data (the places, where the textures should be) seems to be lost, the building needs retexturing

why it works only sometimes?

Is:

Should be:

File Attachnents

1) Mat.]pg, downl oaded 408 tines
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2) Mat2.jpg, downl oaded 394 tines
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~{T3 MP_RVR_RAID.HOGCOLL+37
[Ty MP_RYR_RAID.HOGCOLL+38
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Ty MP_RYR_RAID.HOGCOLL+40
~{Ty MP_RYR_RAID.LYL-COLL
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[T MP_RYR_RAID.MGBAR~004
~{J MP_RYR_RAID.MGBAR 005
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[T MP_R¥R_RAID.MGEAR~007
[T MP_RYR_RAID.MGBAR~005
& MP_RYR_RAID MGBAR003

l]h]El:t conktrols

...-’

'm MP_RYR_RALD, MGWEPI00
[T MP_RYR_RAID.MGWEP~001
[T MP_RYR_RAID.MGWEP~002
Ty MP_RYR_RAID.MGWEP~003
(T3 MP_RYR_RAID.MGWEP~004
[T MP_RYR_RAID.MGWEP~00S

Subject: Re: Material Coordinates after import of w3d
Posted by cnc95fan on Thu, 01 May 2008 17:52:15 GMT

View Forum Message <> Reply to Message

That happenes because some meshes have multiple textures on them. You will have to start from
scratch and do them again :V
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Subject: Re: Material Coordinates after import of w3d
Posted by rrutk on Thu, 01 May 2008 20:08:41 GMT

View Forum Message <> Reply to Message

The mutant_lab also has multiple textures on its meshes, but this worked fine.

Page 4 of 4 ---- Generated from Command and Conquer: Renegade Official Foruns


http://renegadeforums.com/index.php?t=usrinfo&id=22815
http://renegadeforums.com/index.php?t=rview&th=28752&goto=328597#msg_328597
http://renegadeforums.com/index.php?t=post&reply_to=328597
http://renegadeforums.com/index.php

