This document is translated through Google Translate … http://translate.google.com … and so the translation is very rough and may almost be gibberish! … But keep rereading the crazy phrases until it kind of makes sense to you “:o)

-- Reggie Dentmore, LearnMMD.com

This page has some actual instructions and references to let you know what’s new in this version. Read the pages of LearnMMD.com for clear, easy instructions.

**************************************************

Software name : " MikuMikuEffect " Ver0.36

  Author: My intervention force P

  Requirements : WinXP/Vista/7

  Reprinted conditions : reprint of MikuMikuEffect body is unnecessary contact only for non- commercial .

  Conditions of use : It is inappropriate to use MikuMikuEffect, about to deliver , distribution , etc. works that you create by using the ,

  Regardless of the commercial and non-commercial , there is no limit . Contact is not necessary.

Contact : beta183.nico @ gmail.com

( It does not correspond to support requests , bug reports, etc. by e-mail )

**************************************************

�œ How to install

Please copy in the same folder as the MikuMikuDance.exe, d3d9.dll, MMHack.dll, the MMEffect.dll.

And if it is installed correctly , the right-hand side menu of MMD, column labeled ' MMEffect " will be added .

�œ Effect file usage

How to specify, at ( 1) file name

To the following effect file , please store with the same name as the same folder (*. Pmd, *. X) with the model file .

UserFile \ Model \ Hatsune Miku . Pmd

UserFile \ Model \ Hatsune Miku . Fx �© effect file
UserFile \ Accessory \ negi.x

UserFile \ Accessory \ negi.fx �© effect file
Or , as the following , please embed the effect file in the model file name .

UserFile \ Model \ Hatsune Miku [effect.fx]. Pmd

UserFile \ Model \ effect.fx �© effect file
UserFile \ Accessory \ negi [effect.fx]. X

UserFile \ Accessory \ effect.fx �© effect file
In MMD on , loading the model file , it is automatically recognized , the effect file is applied .

In addition , if you load a model file with no effect file , it will be displayed in a conventional manner .

How to specify, at (2) GUI on

Open the dialog of [MMEffect] menu from the Effects assignment ] ,

Please specify the effect file for each object .

�› To specify an effect file

After selecting the target object , and double -click the list ,

Or Click on the lower left or the File Select button in the right-click menu Select File ,

Please select the file in the dialog that appears .

�› In order to cancel the effect file

After selecting the target object , the bottom left or [ Cancel] button in the right-click menu [Release ]

Please click .

To return to the state you do not specify the effect file .

In the dialog box , it is displayed as "(none)".

�› To hide objects

After selecting the target object , the bottom left or Hide button in the right-click menu [Hide]

Please click .

Object you want to specify will not be drawn .

In the dialog box , you will see "(hide)".

�› what the default setting

When loading a new object , the effect if the file is specified in the method ( 1 ) ,

Although is automatically assigned to the effect file on the basis of the specification ,

The object there is no such designation , based on the default setting ,

Effect file is automatically assigned .

You can change the default settings , please change the settings of the line in the dialog box is displayed with "(default)".

To reset to default manually set the effect file allocation state , is ,

After selecting the target object , please choose the right-click menu reset default settings .

�› To specify a material effect on (a subset ) each

After selecting the target object , please select the right-click menu subset Deploy.

The list expands , the effect file will be able to specify in each subset .

�› To save to a file allocation

In the Save Settings from the File menu , you can save files to (*. Emm) the allocation state .

To read the assignment saved state , run the [Load settings ] from the [File] menu ,

Please specify the emm file to be loaded in the dialog .

In addition, it is set to ON, the [MMEffect] menu file allocation Auto Save ,

pmm file to save time , and it will be saved automatically .

Emm saved file is read automatically in pmm file read.

�› for off-screen rendering

When you assign to an object effect file with an off-screen render settings ,

Tag increases in the dialog box automatically ,

List of effect file to off-screen rendering use is displayed .

This is a setting separate from the main screen ,

I have indicates that the drawing of the object is done in the background .

By editing this setting, you can change the effect file to be used in the off-screen rendering .

�œ defect information

? The effect that was created based on the full.fx of ver1.3 earlier ,

When drawing the material to use the sphere map , trouble that can not be rendered correctly ƒ¿ values ??have been found .

To fix the problem , open it in Notepad or the like effect file , please rewritten as follows .

Before rewriting :

    if (spadd) Color + = tex2D (ObjSphareSampler, IN.SpTex);

    else Color * = tex2D (ObjSphareSampler, IN.SpTex);

After rewriting :

    . if (spadd) Color.rgb + = tex2D (ObjSphareSampler, IN.SpTex) rgb;

    . else Color.rgb * = tex2D (ObjSphareSampler, IN.SpTex) rgb;

Before rewriting :

    if (spadd) {

        Color + = TexColor;

        ShadowColor + = TexColor;

    } Else {

        Color * = TexColor;

        ShadowColor * = TexColor;

    }

After rewriting :

    if (spadd) {

        Color.rgb + = TexColor.rgb;

        ShadowColor.rgb + = TexColor.rgb;

    } Else {

        Color.rgb * = TexColor.rgb;

        ShadowColor.rgb * = TexColor.rgb;

    }

�œ Information for developers

? For the format of a recognizable effect file , please refer to the REFERENCE.txt.

I think it 's all through the first is also impossible , better put through the eye for about Tips is good .

- To use in the MMD on the effect file , if you edit and save the file effect ,

It is automatically reloaded , and the results are reflected in the MMD on .

To turn this function OFF , please OFF the " automatic update" on the menu .

�E Developer Web Magazine in " CodeZine " , I was allowed to write the article " Introduction to HLSL to learn in MikuMikuEffect " .

I think that it would be helpful To anyone who let's challenge to the effect file creation .

http://codezine.jp/article/corner/426

�œ Notes

- Rather than this tool , the plug-in , in as close to the MOD tool ,

Because it is strongly dependent on the internal implementation of the MMD,

It may not move just has been upgraded to a new version MMD.

? Even if not crowded as it is reading the effect of MME file other than for , it does not work first .

�œ Restrictions

�E I do not work correctly for MMD ver7.38 earlier .

�E NVIDIA 3D Vision, 3D Vision Discover in use ,

Off-screen rendering and post effects are not stereo display correctly .

, Such as . Pmd dummy bone , for objects that do not have even a single vertex ,

It is not possible to assign the effect file .

? In the 64bit version, because the version of DirectX SDK you are using is up ,

You may fx some files to work is no longer work in the 32bit version .

To resolve this, you must modify the effect file .

? In the 64bit version , and the effect of energy saving specification of MMD,

Such as particle systems , for the effect to animate , the behavior of the editing screen will be doubtful .

In this be fixed if the animation is choppy , and to " operation always " the setting of physics .

�œ refuse

If there is a claim Higuchi M, from those who have the other rights ,

You may want to stop the publication of this tool .

�œ Disclaimer

The damage and the disadvantage , the accident by execution of this tool

Even if it does, I do not assume the responsibility at all.

�œ Update History

0.10 ( 2010/9/18 ) Original

Operation verification in the MMD ver7.08

0.11 ( 2010/9/25 )

? In some environments , the post effects when using Fixed a bug that AVI output is funny

- Add the ability to turn OFF the effect temporarily

Operation verification in the MMD ver7.08

0.20 ( 12/12/2010 )

Operation verification in the MMD ver7.23.

? Supports export function of MMD

? Supports AVI output of the full-screen display and screen resolution or more

�E Tested with NVIDIA 3D Vision

( However , off-screen rendering and post effects are not working properly)

? The effect allocation by GUI ( menu [MMEffect] �¨ [ Effect Assignment )
Change the assignment of the effect file is now available in the GUI .

In addition , I can now save and read files in (. Emm) the allocation state .

? Supports assignment material effect on the ( subset ) Unit

(Right-click menu on the GUI [ subset Expand )

? Supports off-screen rendering

? The elimination of constraints drawing order of post effects

In the past , did must appear before than usual object drawing order of post effects ,

The elimination of the constraints , it is now possible to use in drawing any order .

Effects file specification update

- OFFSCREENRENDERTARGET additional semantics

- Additional information that can be obtained by CONTROLOBJECT semantics

Coordinates of the bone and the value of each expression of (1) PMD Model

(X ~ Z, Rx ~ Rz, Si, Tr) each value of the operation panel (2 ) Accessories

In addition , I can now get even hidden in the object's information value .

- To relax the constraints of drawing order of objects CONTROLOBJECT semantics reference

- EDGECOLOR additional semantics (outline color acquisition )

Faster execution speed improvement

Error Check strengthening

- Various bug fixes

0.21 ( 12/13/2010 )

Operation verification in the MMD ver7.23.

- When using a render target a shared, this setting Fixed a bug that error the wrong exits

0.22 ( 12/16/2010 )

Operation verification in the MMD ver7.23.

- Fixed bug of post effects if it is turned OFF. Effects use

�E Address the problem of contour drawing technique

? Supports D & D of the file to the effect assignment dialog

- Improved support mipmaps RENDERCOLORTARGET, in OFFSCREENRENDERTARGET

0.23 ( 12/20/2010 )

Operation verification in the MMD ver7.23.

? If you use the Japanese in the path of emm file , Fixed a problem that can not be read and saved

? The effect file when using the part , fix the bug that object disappears from the assignment dialog

- Fixed a bug that can not be obtained correctly display / non- display of objects in the semantics CONTROLOBJECT

- Fixed how to get the value of semantics EDGECOLOR

- Fixed a bug that references to "# include" ends up depends on the current directory

0.24 ( 2011/02/09 )

- Changed to show the post effects to the list of effect assignment

? Supports pre / post effects in the off-screen rendering

However , I am limited to the effect that you do not use an off-screen rendering .

? In effect assignment dialog , modified to operate in the check box to show / hide the object

�E Added the ability to store and read files to (*. Emd) the effect allocation of per-model basis

In addition , you might want to save with the same name as the model accessory emd file ,

As with fx file , it is automatically loaded at the time of use.

- Add TEXTUREVALUE semantics

? The special object name that can be specified for CONTROLOBJECT semantics added "(self)"

? If the specified object to CONTROLOBJECT semantics there is more than one ,

Fixed a bug that are not reflected correctly when you change the display order

? The image output , Fixed a bug that can not be properly retrieved value of TIME semantics

0.25 ( 2/10/2011 )

- Fixed a bug that '\ ' at the beginning of the relative path notation emm, of emd file would stick

0.26 ( 2/21/2011 )

- Fixed behavior when you have to force ON anti-aliasing in the driver settings

0.27 ( 22 May 2011 )

? Supports for the time being to PMX

Shortcut key to perform the ON / OFF of the effects use (Ctrl + Shift + E) Add

And correction due to a bug in securing the video memory of antialiasing .

�E Add _INDEX semantics

- Add SubsetCount VertexCount parameters and parameters

�E Add opadd parameters

- For developers to add the ability to display the results of disassembling the effect

In ( effect file allocation dialog , select [Tool] - [ The disassemble the effect ]

0.28 ( 25 Mar 2012 )

? Supports was linked to the PMM file , the automatic reading and saving of EMM file

( Automatic save , the menu [MMEffect] - enabled turned ON [ file allocation AutoSave )

? The change in size variable assignment dialog

- Fixed bug that can not be properly retrieved WorldMatrix post effect

- Fixed the bug that can not be properly retrieved value of "Rx" in CONTROLOBJECT

? When you minimize a window to another display, A problem was fixed that the error in the post- effects , etc.

- Fixed a bug that SwiftShader falls TOONCOLOR acquisition

- Fixed so there are no surprises , the text of reproduction condition, using condition

0.29beta (2012/08/15)

? The temporary support to 64bit version MMD

0.30 ( 2012/09/19 )

�E The effect of using an off-screen rendering ,

The elimination of restrictions that can not be used as an effect of the off-screen rendering for another .

To can be used as an effect of a subset unit .

? Changed the default ON the auto-save file of EMM .

? The response to the assignment dialog , in D & D *. Fxm, of *. Fxsub file .

? The NVIDIA Optimus Technology environment , deal defect, which does not switch to High-performance mode .

- In connection with the elimination of the limit off-screen rendering ,

That can be specified in DefaultEffect of OFFSCREENRENDERTARGET semantics

Add a special "main_default" as the effect name .

0.31 ( 2012/10/01 )

- Fixed bug of effect automatic allocation

- Fixed bug that does not correctly read the old version EMM

And other modifications you have and pieces

�E Removed the option of switching CompileMode in 64bit version . To Type0 always fixed .

Add option to skip the verification device

(- [ Skip the device verification ] dialog allocation of Tools )

0.32 ( 2012/10/05 )

- Fixed the bug that can not be saved EMD file

- Fixed bug of display / non- display processing of Subset

0.33 ( 2013/02/13 )

�E PMX Material morph corresponding

However, the texture of the material morph , need to update the fx file to the corresponding existing shader .

�E PMX subtexture corresponding

However, the need to update the fx file to the corresponding existing shader .

- Add (MATERIALTOONTEXTURE) Thun texture acquisition semantics

- Add (GROUNDSHADOWCOLOR) ground shadow color semantics

- Add (MME_MIPMAP) identify macro MIPMAP the corresponding side of the MMD

- Various bug fixes

0.34 ( 2013/02/23 )

? The subset deployment time , and add the ability to display the name of the material model .

In the case of PMX model , to get the material name from the model data . I is obtained from the material list files in the PMD model .

(Material list file , refer to the txt file with the same name as the folder the same as the model file )

? Changed the method used to obtain internal texture of Thun

- Fixed bug of Win8 x64 GeForce when using

0.35 ( 2013/02/24 )

- Bug fixes post effects , etc. does not work correctly in 0.34

0.36 ( 2013/06/26 )

? The bug fixes for EMM auto-save

? The bug fixes for texture material morph

�E Other small bug fixes
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