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3DMF 3D Meta File, QuickDraw3D http://www.apple.com
3DO Jedi Knight http://www.lucasarts.com
3DS 3D Studio Max: Binary- http://www.discreet.com
based format
ACT Genesis 3D Engine http://www.genesis3D.com
ASE 3D Studio Max: Essentially a http://www.discreet.com
textbased version of 3ds
ASC 3D Studio Max: Simple http://www.discreet.com
ASCII-based format
containing only a minimum
of data
B3D Bryce 3D http://www.corel.com
BDF Okino http://www.okino.com
BLEND Blender http://www.blender.nl
CAR Carrara http://www.eovia.com/carrara
COB Calgari TrueSpace http://www.calgari.com
DMO Duke Nukem 3D http://www.3drealms.com
DXF Autodesk Autocad http://www.autodesk.com
HRC Softimage 3D http://www.softimage.com
INC POV-Ray http://www.povray.org
KF2 Max Payne animations and http://www.maxpayne.com
poses
KFS Max Payne mesh and http://www.maxpayne.com
material information
LWLO Lightwave layered file object http://www.newtek.com
LWO Lightwave object file http://www.newtek.com
LWS Lightwave scene file http://www.newtek.com
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MA

Maya ASCII-based format

http://www.aliaswavefront.com

MB Maya http://www.aliaswavefront.com
MAX 3D Studio Max http://www.discreet.com
MD2 id Software’s Quake 11 http://www.idsoftware.com
MD3 id Software’s Quake I11 http://www.idsoftware.com
MDL id Software’s Quake http://www.idsoftware.com
MDL Valve’s Half-Life http://www.valvesoftware.com
MDL Serious Sam http://www.croteam.com
MS3D Milkshape 3D format http://www.swissguake.ch/chumbalum-

soft

OBJ Alias|Wavefront http://www.aliaswavefront.com
PSK Unreal/Unreal Tournament http://www.unrealtournament.com/

Mes

PZ3 Poser http://www.curioslabs.com
RAW Raw Triangles (25Y)

RDS Ray Dream Studio http://www.metacreations.com

RIB Renderman File http://www.renderman.com
SCN Calgari TrueSpace http://www.calgari.com
SKD Max Payne skin data file http://www.croteam.com
SKN The Sims http://thesims.ea.com
SLP Pro/Engineer http://www.ptc.com
STL Stereo-Lithography Format http://www.sdsc.edu/tmfStl-

specs/stl.html
VRML Virtual Reality Modeling http://www.web3d.org
Language

X Microsoft’s Direct X format http://www.microsoft.com

XGL Various CAD Programs http://www.xglspec.com
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Offset |Length

0
2
6

6+n

2
4
n

m

Chunk identifier :<s_=all

Chunk length: chunk data + sub-chunks(6+n+m) :J skl

Data bl

Sub-chunks 43 akad
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MAIN3DS

+--EDIT3DS (0x3D3D)

(0x4D4D)

+--EDIT_MATERIAL (OXAFFF)

| +--MAT_NAMEO1 (0xA000)

|
+--EDIT_CONFIGL

+--EDIT_CONFIG2
+--EDIT_VIEW_P1

+--TOP
+--BOTTOM
+--LEFT
+--RIGHT
+--FRONT
+--BACK
+--USER
+--CAMERA
+--LIGHT
+--DISABLED
+--BOGUS

+--EDIT_VIEW_P2

+--TOP
+--BOTTOM
+--LEFT
+--RIGHT
+--FRONT
+--BACK
+--USER
+--CAMERA
+--LIGHT
+--DISABLED
+--BOGUS

+--EDIT_VIEW_P3
+--EDIT_VIEW1l
+--EDIT_BACKGR
+--EDIT_AMBIENT
+--EDIT_OBJECT

(0x0100)
(Ox3E3D)
(0x7012)

(0x0001)
(0x0002)
(0x0003)
(0x0004)
(0x0005)
(0x0006)
(0x0007)
(OXFFFF)
(0x0009)
(0x0010)
(0x0011)

(0x7011)

(0x0001)
(0x0002)
(0x0003)
(0x0004)
(0x0005)
(0x0006)
(0x0007)
(OXFFFF)
(0x0009)
(0x0010)
(0x0011)

(0x7020)
(0x7001)
(0x1200)
(0x2100)
(0x4000)



editor )

|
+--0BJ_TRIMESH

|

+--TRI_VERTEXL
+--TRI_VERTEXOPTIONS
+--TRI_MAPPINGCOORS

+--TRI_FACEL1

|

| +--TRI_SMOOTH

| +--TRI_MATERIAL

|

+--TRI_LOCAL

+--TRI_VISIBLE

+--0OBJ_LIGHT (0x4600)

|

+--LIT_OFF

+--LIT_SPOT

+--LIT_UNKNWNO1

+--0BJ_CAMERA (0x4700)
|

+--CAM_UNKNWNO1

+--CAM_UNKNWNO2

+--0OBJ_UNKNWNO1 (0x4710)
+--0OBJ_UNKNWNO2 (0x4720)

(0x4100)

+--TRI_MAPPINGSTANDARD

(0x4110)
(0x4111)
(0x4140)
(0x4170)
(0x4120)

(0x4150)
(0x4130)

(0x4160)
(0x4165)

(0x4620)
(0x4610)
(0x465A)

(0x4710)
(0x4720)

+--KEYF_OBJUNKNWNO5

+--EDIT_UNKNWO1 (0x1100)
+--EDIT_UNKNW02 (0x1201)
+--EDIT_UNKNWO3 (0x1300)
+--EDIT_UNKNWO4 (0x1400)
+--EDIT_UNKNWO5 (0x1420)
+--EDIT_UNKNWO6 (0x1450)
+--EDIT_UNKNWO7 (0x1500)
+--EDIT_UNKNWO8 (0x2200)
+--EDIT_UNKNWO9 (0x2201)
+--EDIT_UNKNW10 (0x2210)
+--EDIT_UNKNW11l (0x2300)
+--EDIT_UNKNwW1l2 (0x2302)
+--EDIT_UNKNwW13 (0x2000)
+--EDIT_UNKNwW14 (OXAFFF)
+——TEYF3DS (0xB000)
+--KEYF_UNKNWNO1 (OxBO0OO0OA)
o it e e (0x7001) ( viewport, same as
+--KEYF_FRAMES (0xB008)
+--KEYF_UNKNWNO2 (0xB009)
+——TEYF_OBJDES (0xB002)
+--KEYF_OBJHIERARCH (0xB010)
+--KEYF_OBJDUMMYNAME (0xB011)
+--KEYF_OBJUNKNWNO1 (0xB013)
+--KEYF_OBJUNKNWNO2 (0xB014)
+--KEYF_OBJUNKNWNO3 (0xB0O15)
+--KEYF_OBJPIVOT (0xB020)
+--KEYF_OBJUNKNWNO4 (0xB021)

(0xB022)
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--OBJ_TRIMESH (0x4100) TRIANGULAR MESH

|
+--TRI_VERTEXL (0x4110)
+--TRI_VERTEXOPTIONS (0x4111)
+--TRI_MAPPINGCOORS  (0x4140)
+--TRI_MAPPINGSTANDARD (0x4170)
+--TRI_FACEL1 (0x4120)
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OBJ TRIMESH (0x4100)

&
TRI VERTEXL (0x4110)
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MAIN CHUNK
Identifier 0x4d4d
Length 0 + sub-chunks length
Chunk father ol oal L
Sub chunks 3D EDITOR CHUNK
Data by s s Y
3D EDITOR CHUNK
Identifier 0x3D3D
Length 0 + sub-chunks length
Chunk father MAIN CHUNK
Sub chunks OBJECT BLOCK, MATERIAL BLOCK, KEYFRAMER CHUNK
Data by st Y
OBJECT BLOCK
Identifier 0x4000

Length Object name length + sub-chunks length



Chunk father 3D EDITOR CHUNK

Sub chunks TRIANGULAR MESH, LIGHT, CAMERA
Data Object name

TRIANGULAR MESH

Identifier 0x4100

Length 0 + sub-chunks length

Chunk father OBJECT BLOCK

Sub chunks VERTICES LIST, FACES DESCRIPTION, MAPPING COORDINATES LIST
Data Gl s s Y

VERTICES LIST

Identifier 0x4110

Length varying + sub-chunks length

Chunk father TRIANGULAR MESH

Sub chunks 4 de yiia aad 4l Ll

Data Vertices number (unsigned short)

Vertices list: x1,y1,z1,x2,y2,z2 etc. (for each vertex: 3*float)
FACES DESCRIPTION

Identifier 0x4120

Length varying + sub-chunks length
Chunk father TRIANGULAR MESH

Sub chunks FACES MATERIAL

Data Polygons number (unsigned short)

Polygons list: al,bl,c1,a2,b2,c2 etc. (for each point: 3*unsigned short)
Face flag: face options, sides visibility etc. (unsigned short)

MAPPING COORDINATES LIST

Identifier 0x4140

Length varying + sub-chunks length
Chunk father TRIANGULAR MESH

Sub chunks SMOOTHING GROUP LIST
Data Vertices number (unsigned short)

Mapping coordinates list: ul,v1,u2,v2 etc. (for each vertex: 2*float)
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#define MAX_VERTICES 8000
#define MAX_POLYGONS 8000

e300 lilaa) das Jiad 4 e oY)
typedef struct{
float x,y,z;
float norm[3];
Jvertex_type;
Claliaall o Jiad 435 e (Sl Y
typedef struct{
inta,b,c;
float norm[3];
}polygon_type;
LS cdlanY Ay
typedef struct{
float u,v;
}mapcoord_type;
el o (SN f KD e ALs A e oY)
typedef struct {
char name[20];
int vertices_qty;
int polygons_qty;
vertex_type vertex[MAX_VERTICES];

polygon_type polygon[MAX_POLYGONS];



mapcoord _type mapcoord[MAX_VERTICES];
int id_texture;
} obj_type, *obj_type_ptr;
STL 48l e vector 2l Abaiull 5 Gl =il ady Lo (8l 513 JS ge eliiu) cliSaly : dasdle
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Char Load3DS (obj_type_ptr p_object, char *p_filename)
{

inti;

FILE *I file ;

unsigned short |_chunk_id ;
unsigned int I_chunk_length ;
unsigned char |_char ;
unsigned short |_qty ;
unsigned short |_face_flags ;

el il g Aadadll gy ga Al 5 b A Sl Cile () 5850 s AU el 5 3aeS Alexiin J Y1 prial)
o e A (&)L e s ol (e ) Ml il (e e sheall gy Jaind o 4 - gl xiall 5 A
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if ((1_file=fopen (p_filename, "rb™))== NULL) return 0;
AIS e ) B ia Sl Cale (g 5 Al ae (e LSy Allal) Jlexi)

while (ftell (I_file) < filelength (fileno (1_file)))
{

STl g sall ) Gl 4oy e iUl 220 pla ) ) 4nB e ol o) GaSLal ale 5 @B se o s fell A1)
(oSl Gile 5]
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(oSLal Cale (il Ciual  aag A1l o2a fileno

fread (&I_chunk_id, 2, 1, |_file);
fread (&I_chunk_length, 4, 1, | _file);
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switch (I_chunk_id)
{
case Ox4d4d:
break;
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case 0x3d3d:
break;

bl o g sin Y ed oY) Axdadl) (e de i) Akl ady Lo 8 Gl

case 0x4000:
i=0;
do

fread (&I_char, 1, 1, |_file);
p_object->name[i]=1_char;
i++;
Jwhile(l_char 1="\0" && i<20);
break;
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case 0x4100:
break;
D Ao e adal lgaal 5 Unif o LY daid cilily o (g sias Y dadadll 038
VERTICES LIST s FACES DESCRIPTIONs MAPPING COORDINATES LIST
case 0x4110:

fread (&I_qty, sizeof (unsigned short), 1, |_file);
p_object->vertices_qty =1_qty;

printf("Number of vertices: %d\n",|_qty);

for (i=0; i<l_qty; i++)

fread (&p_object->vertex[i].x, sizeof(float), 1, |_file);
fread (&p_object->vertex]i].y, sizeof(float), 1, |_file);
fread (&p_object->vertex[i].z, sizeof(float), 1, |_file);

}
break;
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case 0x4120:
fread (&I_qty, sizeof (unsigned short), 1, I_file);
p_object->polygons_gty = |_qty;
printf("Number of polygons: %d\n",1_qty);
for (i=0; i<l_qty; i++)
{

fread (&p_object->polygon[i].a, sizeof (unsigned short), 1, |_file);
fread (&p_object->polygon[i].b, sizeof (unsigned short), 1, | file);
fread (&p_object->polygonli].c, sizeof (unsigned short), 1, |_file);
fread (&I_face_flags, sizeof (unsigned short), 1, |_file);
}
break;
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case 0x4140:
fread (&I_qty, sizeof (unsigned short), 1, |_file);
for (i=0; i<l_qty; i++)

fread (&p_object->mapcoord[i].u, sizeof (float), 1, |_file);
fread (&p_object->mapcoord]i].v, sizeof (float), 1, |_file);

}
break;
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default:
fseek(l_file, |_chunk_length-6, SEEK _CUR);
}

}
alianad 3 gl (pe o A ekl o e Joy s i sios (default; ) il Y S5
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fclose (1_file); // Closes the file stream
return (1); // Returns ok

}
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http://www.spacesimulator.net/tutorials/source code/spacesimulator.net-tutorial4.zip

www.spacesimulator.net - 3d engine tutorials: Tutorial 4
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http://www.spacesimulator.net

http://www.morrowland.com

http://www.the-labs.com/Blender/3DS-details.html

http://www.martinreddy.net/qfx/3d/
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