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e o o|ntroduction

1.1 What Is the OnLive! 3D Authoring Kit?

The OnLive! 3D Authoring Kit 2.0 includes documentation, references, and
toolsto aid 3D authoring designersin easily developing OnLive! Traveler
VRML spaces. It enables customersto create, test, and bring up OnLive!
gpaces for either their own use (e.g., server customers) or for clients that they
are producing sitesfor (e.g., Web site production houses). Currently, this kit
encompasses VRML 3D space authoring only; avatar authoring guidelines
are discussed in the OnLive! 3D Avatar Authoring Kit.

This kit supersedes the OnLive! Authoring Kit 1.0, which was a toolkit for
creating spaces using SDS and 3D Studio dataformats. The 2.0 version
includes instruction for creating VRML spaces from scratch, in addition to
guidance for converting SDS spacesto VRML file formats.

Note

This document is not to be considered aVRML tutorial. A working
knowledge of the VRML specification and afamiliarity of
referenced tools is crucial to understanding many concepts covered
in this authoring Kit.

OnLive! 3D Authoring Kit, 2.0 1
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1.2

1.2.1

1.2.2

Creation Tools

The OnLive! 3D Authoring Kit 2.0 includes the following tools and data:
* ras.exe- OnLivel’sRAS (Random Audio Sequencer) tool, version 2.0.

» gyspal.exe - A tool which displays the current state of the system color
palette.

* onlivemat - A 3D Studio MAX® materia library file, containing 24
base OnLive! Traveler colors.

The authoring kit components are described in greater detail in the following
subsections.

RAS Audio Authoring Tool

The audio authoring tool included in thekit is called RAS, for Random Audio
Sequencer. The RAStool isan OnLive! patented 8-channel randomized
audio tool used for creating ambient audio and local sound effects for
Traveler spaces. Through the RAS interface, designers can load *.wav and
*.olw files into an audio channel parameter list, define their time boundaries
for randomized playback as either “fixed” or “min/max”,and then see how
thefiles sound as ambient audio in a Traveler space.

SysPal Color Management Utility

SysPal displays the color palette of the active application in Windows
running in 256-color display mode. It allows the user to test the RGB values
of any point on the screen. The users can check the actual RGB values of the
current palette entries by clicking on a color in the SysPal window.
Alternatively, if you click inthe SysPal window while holding the left mouse
button down, and then move to another area on the screen, such as Traveler
window, you can observe the RGB values of any pixel.

The space designer can use this utility to see how Traveler mapsthe origina
colorsin the space to the 256 palette entries, and then fine tunes the original
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data accordingly. Refer to section 4.2.2 for details on how Traveler use
colors.

1.2.3 3D Studio MAX Material Library

The materia library file, onlive.mat, contains OnLive! Traveler's base 24
shaded colors. Traveler fills 192 entries of 256 color palette with these 24
base colorsthat are ramped from light to dark with eight different intensities.
Refer to section 4.2.2 for details on how Traveler use colors.

1.3 Traveler Authoring Environment Setup

This section describes the setup procedures of a basic Traveler authoring
environment, such as enabling the single-user mode of Traveler and setting
up the tools included in thiskit.

1.3.1 Enabling Single-User Mode in Traveler

With OnLive! Traveler, users connected through the Internet interact with
each other by talking and moving throughout a Traveler space. The Traveler
spaces are normally connected to an OnLive! Community Server that enables
the user to see a Traveler 3D space and seamlessly interact with other people,
or avatars. This networked multi-user interactive environment seemsidea in
terms of the users needs. For a space designer, however, such an interactive
environment is distracting as users are continually entering, exiting, and
moving around in the space.

For designers wanting to create or modify the artwork of Traveler spaces, a
“single-user mode” of Traveler can be enabled. With single-user mode, a
designer does not have to see, hear, or talk to othersin Traveler spaces, but
they can till move around, view, and hyperlink to other local spaces
(assuming that the URL s are modified according to your connection mode).
Designers can edit, and view spaces privately that exist either locally on their
hard drives or on servers behind the firewall without the worry of others
entering a space that they are working on. Single-user mode is not a special
version of OnLive! Traveler; it isamode that can be enabled when designing

OnLive! 3D Authoring Kit, 2.0 3
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spaces. Designers can just as easily switch back to interactive mode when
they want to use Traveler in its full networked multi-user capacity.

Enable single-user mode in Traveler asfollows:
1. Set Traveler to launch without a Web browser .

Insert BypassSel ect AnAvat ar =- 1 at the end of the[ Br owser ]
section of theonl i ve. i ni file (usually located in the c: \ W ndows
directory). For example:

[ Browser]

BypassSel ect AnAvat ar=-1

This enables Traveler to launch without launching your default Web
browser first.

2. Disconnect Traveler from the OnLive! Community Server.

To temporarily disconnect a Traveler space from the community server,
map the server name to a NO_CONNECT dlias, as follows.

a Insertan[ | ndirect] heading at theend of theonl i ve. i ni file.

b. AddAll _Server s=NO_CONNECT after the new heading, as
follows:

[Indirect]
Al'l _Server s=NO_CONNECT

c. If connected to the Internet, save and exit out of theonl i ve. i ni
file, then go to step 4. If not currently connected to the Internet, go
to step 3.

3. Turn caching off.
If connected to the Internet, skip to step 4.
If not connected to the Internet, turn caching off, as follows:

a. Insert Def aul t Fr equency=- 3 under the[ cache] headingin
theonlive.ini file asfollows:

4 OnLive! Technologies
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[ cache]
Def aul t Fr equency=-3

Thistells Traveler to never check the server for new data.
b. Saveand exit out of theonl i ve. i ni file, then go to step 4.
4. Modify URLsinthe*.olv or *.wrl files, as needed.

a Useeither theHTTP (htt p: / / <host >/ <pat h>) or file
(file://<host>/<pat h>) URL schemesinthe VRML filesto
specify the location of resource data.

For example:

http://utopia.onlive.com pl aces2a/ entrance. ol v
or
file://c:/any_path/entrance.olv

b. Itishighly recommended that you use the same directory structure
for your datafiles asthefinal directory tree on the server. If you
do, you can use relative URL s and minimize the amount of
necessary changesto the VRML files. The only required changein
URL s would then be the home address of the file which is
specified intheur | field of the OnLi ve_Ser ver node.

For example, if your final datafiles are organized onan HTTP
server with adirectory tree like the following:

http://utopia.onlive.conm pl aces2a/ maps/ *. png
http://utopia.onlive.com pl aces2a/ props/*. wl
http://utopia.onlive.com pl aces2al sprites/*. png
http://utopia.onlive.conm pl aces2a/ texmaps/*. png
http://utopia.onlive.com pl aces2a/ wavs/*.olw

the working directory structure of your project on thelocal C drive
would look similar to the following:

c:\any_pat h\ maps\ *. png
c:\any_pat h\ props\*. wl
c:\any_pat h\ sprites\*. png
c:\any_pat h\ texmaps\ *. png
c:\any_pat h\ wavs\*.olw

OnLive! 3D Authoring Kit, 2.0 5
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Note that once you have finished OnLive! Traveler space design
efforts, and it is ready to put up on a server, some URLswill need
to be re-edited (probably only the home address of the main file).

For example, an authoring setup like the following:

#VRML V1.0 ascii
Separator {
OnLive_Server {
fields [ SFString server,
SFString url ]
server "ut-vrm .onlive.cont
url "file://c:/any_path/entrance. ol v"

}

# rest of the file

}

would need to be changed to reflect the http server URL instead of
the local file URL address, as shown in the following:

#VRML V1.0 ascii
Separator {
OnLive_Server {
fields [ SFString server,
SFString url ]
server "ut-vrm.onlive.cont
url "http://utopia.onlive.con pl aces2al/ entrance. ol v"

}
# rest of the file

}

1.3.2 RAS Setup

Savether as. exe file from the Authoring Kit package to any directory that
you wish, then create a shortcut to it and place it on your desktop. Launch
RAS by double-clicking on the shortcut icon, and the RAS interfaceis

displayed.
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1.3.3 SysPal Setup

Savethesyspal . exe file from the Authoring Kit package to any directory
that you wish, then create a shortcut to it and place it on your desktop.
Launch Traveler into the space you are working on and launch the Shor t cut
to syspal . exe fileto test the colorsin your spaces.

1.3.4 3D Studio MAX Material Library Setup

The default location for the 3D Studio MAX material library filesisthe maps
sub-directory in the main application directory (e.g., c: \ 3dsmax\ maps).
Copy theonl i ve. mat fileinto thisdirectory. From the 3D Studio MAX
Materia Editor, open the library and pick the material that you need.

OnLive! 3D Authoring Kit, 2.0 7
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