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Typical VR Workflow

@ File...
@ View options...
@ Navigation...

® Plug-Ins...

O Clip planes...

® Viewpoints...

®@ VRML...

& Track head
View all

O Scale
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VRML Export Plugin

Source Code on GitHub

 https://github.com/hlrs-vis/covise

Binary Download
e https://www.hlrs.de/covise/support

Based on APl Sample

{\ AUTODESK.
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https://www.hlrs.de/covise/support

Functionality

VRML Exporter (Uwe WATssner) ? X - ryis L
F f. I f t Generate
O u r I e O rm a S ¥ Normals v Coordinate Interpolators 2~ SRR \'.‘crk:par:ﬁ:'
¥ Indentation Export Hidden Objects 1
* Inventor(VRML1.0)

Color per Vertex v Def-Use

* VRMLY7 I
 VRML97 with OpenCOVER extensions s

Initial View:

d X3 D Initial Navigation Info:

Initial Background: Stancard

Initial Fog: S5tan dafd

Tnitial Sky: Alnnospliaric Apparalus

Many Bug Fixes DU

File Format: Msmb'.’- | 'eads
¥ Show Progress Bar Manipuldalyr =
Vertex Color Source -
Particle Flow
MasskX

Bitmap URL Prefix
CAT Ohjedds

Instances
[ v Copy Textures ¥ Force White Material \'RMLQ?
Shell Materials COVER

Sample Rates ... World Info ... LOnpat.

Per Face Materials

Export selected
Animations

¥ Name and Color

Improved Speed (X50)
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Functionality

New Features

New or extended Helpers

VRML Exporter (Uwe WATssner) ? X

Support instances of geometry

. . ¥ Normals v Coordinate Interpolators
M ate rl a I I n Sta n CeS ¥ Indentation Export Hidden Objects
Primitives Flip-Book
= = Color per Vertex v Def-Use
More Precision on export
v Export World Space Lines as Occluders

Triangles

Export white material for |
textured geometry

Initial Navigation Info:

Copy texture files to destination folder [

Initial Fog:
Initial Sky:
Digits of Precision:

File Format:

Working LODs FAR
SW i tC h Bitmap URL Prefix
OnOff

v Copy Textures ¥ Force White Material

Proximity Sensor (Trigger on exit)
Script
Fog

TimeSensor (Realtime)
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Stancard

Standard

Alnnospliaric Apparalus
Camera Malch
Assembly | leads

Manipulalur
Particle Flow
MasskX

CAT Ohjedds
\VRMLY7
COVER

Compas

¥ Name and Color
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Compiling from source

Prerequisites

« CMake 3.9

« 3DS-Max API

« Cal3D

* VisualStudio 2017 Community Edition

Clone COVISE source from https://github.com/hlrs-vis/covise.qit

Exporter source is located in covise/src/tools/vrmlexp

Create a build directory

Grant write access to .../Autodesk/3ds Max 2018/stdplugs

Set SDSMAXINSTALLDIR environment variable to your Max installation directory
Run cmake-gui for CMakelL.ists.txt in covise/src/tools/vrmlexp

set SDSMAX_INCLUDE_DIR if not found automatically

set CAL3D INCLUDE_DIR if not found automatically

Create a project file and compile it.

If 3DS-Max is not running it is automatically installed in stdplugs
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https://github.com/hlrs-vis/covise.git

Install binaries

Prerequisites
* Visual Studio 2017 runtime libraries

Download binaries from htips://fs.hirs.de/projects/covise/support/download/
Copy vrmlexp.dle to .../Autodesk/3ds Max 2018/stdplugs

Copy cal3d.dll to .../Autodesk/3ds Max 2018

Replace the original vrmlexp.dle, do not rename it.
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https://fs.hlrs.de/projects/covise/support/download/

Demo
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