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THRAR—RSY
release/scripts/export_obj.py

if mat:
file.write('Ns %.6f¥n' % ((mat.getHardness()-1) * 1.9607843137254901) ) # Hardness, convert blenders 1-511 to MTL's
file.write('Ka %.6f %.6f %.6f¥n' % tuple([c*mat.amb for c in worldAmb]) ) # Ambient, uses mirror colour,
file.write('Kd %.6f %.6f %.6f¥n’ % tuple([c*mat.ref for ¢ in mat.rgbCol]) ) # Diffuse
file.write('Ks %.6f %.6f %.6f¥n" % tuple([c*mat.spec for ¢ in mat.specCol]) ) # Specular
file.write('Ni %.6f¥n' % mat.IOR) # Refraction index
file.write('d %.6f¥n" % mat.alpha) # Alpha (obj uses 'd' for dissolve)

# 0 to disable lighting, 1 for ambient & diffuse only (specular color set to black), 2 for full lighting.
if mat.getMode() & Blender.Material. Modes[ SHADELESS':
file.write('illum 0¥n") # ignore lighting
elif mat.getSpec() == 0:
file.write(lillum 1¥n") # no specular.
else:
file.write('illum 2¥n") # light normaly

A R—EB5
release/scripts/import_obj.py

if line_lower.startswith('ka"):

context_material.setMirCol((float(line_split[1]), float(line_split[2]), float(line_split[3])))
elif line_lower.startswith('kd"):

context_material.setRGBCol((float(line_split[1]), float(line_split[2]), float(line_split[3])))
elif line_lower.startswith('ks"):

context_material.setSpecCol((float(line_split[1]), float(line_split[2]), float(line_split[3])))
elif line_lower.startswith('ns"):

context_material.setHardness( int((float(line_split[1])*0.51)) )
elif line_lower.startswith('ni"): # Refraction index

context_material.setlOR( max(1, min(float(line_split[1]), 3))) # Between 1 and 3
elif line_lower.startswith('d") or line_lower.startswith(‘tr"):

context_material.setAlpha(float(line_split[1]))

X illum fEIX A R—rEh7zLy
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# Material Count: 1

newmtl Material — ITYTILEDIETE
Ns 96.078431 e
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J
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