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What is NintendoWare?

Collection of tools & runtime libraries
— Used for Wii sound & graphics development
— Includes Windows and command-line tools

Developed and maintained by Nintendo

Used in many Nintendo 15t party titles
— Wii Sports

— Wii Play

Used in many 3™ party titles also
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Why use NintendoWare?

Reason #1: Save Time
 Streamline content creation -> visualization flow
* |ncludes plug-ins for common development tools

 NDEV Viewer & PC Viewer
»Designers & artists can preview data quickly
»Removes need for programmer assistance
» Frees programmers to work on other tasks
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Why use NintendoWare?

Reason #2: It can save you money
* Integrated with NDEV development hardware

* Includes PC Viewer
> Pre-visualization without need for an NDEV!

...and NintendoWare is F RE E -
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Nintendo\Ware Development
Environments

e 3D
e 2D
e Effect




NintendoWare Development Environments
a n

3DEditor EffectMaker LayoutEditor
3D Optimization 3D Binary Layout Binary
Converter Converter Converter

PCViewer

AnimSoundMaker SoundMaker

H H B

Game Program Viewer

Library Library




NintendoWare Tools

3D Graphics Tool Plug-ins
Photoshop Plug-ins
3DEditor

Layout Editor
Fontcvtr

.
B NWAR PG Viewer

=

EffectMaker

SoundMaker
AnimSoundMaker
NDEV Viewer

PC Viewer NintendoWare PC Viewer
MCSServer
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NintendoWare PC Viewer

AEs)

Frame:
Project :sample
Effect :Posemii _fireworks

Preview 3D, 2D, & Effect data without an NDEV
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NintendoWare Runtime Libraries

» SystemLib
» GraphicsLib
» LayoutLib

o EffectLib
« SoundLib




3D Development Environment

Texture Creation pbnt Conversion

Font File
Normal TGA

Layout
Data File

Intermediate Project File

D GEED G

: : d Effect d Layout
3D B|n'?irlg . Binary Binary File

Effects
Effect Development 2D Development

Environment Environment

Project File  MIDI File Waveform

Sound | &S
Il BN

Sound
Archive
Animation Sound Project File

File

Sound Development
Environment
PC

RVL




3D Development Environment

Photoshop

| TGA
TGA file with additional 1

information
Ap—
e

4:

3D Binary File

Console side

Game Program Viewer

G3D Library G3D Library

w——p  Data Flow E Commercially-sold application

FEPTTY S Eommunicalio C) Libraries and tools provided by NintendoWare

Nintendo Confidential




3D Development Components

Photoshop Plug-ins

3DCG Tool Plug-ins
»Maya, 3dsmax, SOFTIMAGE|XSI

3DEditor application

3D Binary Converter

3D Optimization Converter

G3D Graphics Library (GraphicsLib)
NDEV Viewer & PC Viewer
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3D Data File Types

3D Intermediate Files

= Exported from 3D graphics tools using
NintendoWare plug-ins

= XML-based text files

= Store 3D models and animation data

= Associations using node & material names
= Associate materials & textures
= Associate models & animations
= Allows data sharing among multiple models

Nintendo Confidential




3D Data File Types

» 3D Binary Files

= Created from 3D Intermediate Files
using the 3D Binary Converter

= Can by displayed using G3D library

* Node, material, texture, and palette
information can be accessed by name
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NintendoWare 3DEditor

& NW4R 3DEditor

File Edit View Preview Tools Help

ZHAd EBe -« OFRTDBEEARE B S | ¢ &
| File View || Object View
SN Mo selected object
- 8] DefaultScene.rsca [Preview]
- Model (1)
- =@ Fur_tail.rmd
' 88 fur_tail.rcha
g8 fur_tail.rtsa
{7] Texture (3)
7] fur_base_1.rtex
7] fur_direction_1.rtex
7] fur_pore_1.rtex

[ Palette (0)

% Schematic Display

| [100.00% ——F———
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2D Development Environment

Texture Creation Font Conversion

Windows
Font

Character Filter

3D
2D

Intermediate

Project File
Fil

Effect Development
Environment

Effect
Binary
File

3D Binary
File

Project File  MIDI File Waveform

A HSN

Animation Sound Project File

File

Sound Development
Environment
PC

RVL

Effects
Sound

Sound
Archive

Font File
Normal TGA

Image File

Data File

Layout
Binary File

2D Development
Environment




2D Development Environment

Photoshop — TGA
—

TGA File with Additional Information Regular TGA File
(to be supported in a future release)

Font Converter brfnt
Pr—
S \

Font File

Layout
Data File LayoutEditor

Layout Binary Converter

r 3
H H
E H
H H
H H
E H
i H
H H
i -

Layout
Binary File

<PC>

@rirssssssnnsaasnssannnnnnan.

<Wii>
Viewer

Layout Library

e I: Commercially available application
ssssesp Communication Q Tools and libraries provided by NintendoWare
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2D Development Components

* Photoshop plug-ins

* Font Converter (fontcvtr)

» LayoutEditor application

» Layout Binary Converter

» Layout Library (LayoutLib)
 NDEV & PC Viewer
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2D Data File Types

* Layout Data Files
= XML-based text format

» Used to store layout data and
associated animation data

= Also used for Icons and Banners
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2D Data File Types

» Layout Binary Files

» Created from Layout Data Files
using Layout Binary Converter

» Displayed using layout runtime
library (LayoutLib)

Nintendo Confidential




NlntendoWare LayoutEdltor
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Effect Development Environment

Texture Creation pbnt Conversion

indows Font File
Font Normal TGA

haracter Filter . . Image File

Environment

Data File

Intermediate Project File

D GEED G

. ‘ d Effect d Layout
3D Binary Binary Binary File
Effects
Effect Development 2D Development

Environment Environment

Project File  MIDI File Waveform

Sound | &S
Il BN

Sound
Archive
Animation Sound Project File

File

Sound Development
Environment
PC

RVL




Effect Development Environment

Photoshop

C Plug-in )

NWA4R EffectMaker

Communication

<PC> ’

<Revolution Console>

l Effect Lib ' I Viewer .
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Effect Development Components

* Photoshop Plug-ins

» EffectMaker application
« MCS Server

 Effect Library (EffectLib)
* NDEV & PC Viewer
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NintendoWare EffectMaker

% NW4R EffectMaker

File

Edit  View

= HE

Window  Tools

Help

3% ol M| P

Project  Preview

$ BB X

KD CH

L5
» sample

| Status | EntyName | LastUpdated B Last Modifed

.@. @ sample
A WiiPlay_WiiSports
hshlng
J Fishing_swim
E) Fishing_column
. E) Fishing_ripple
Sl hockey
= wall_hit
E) Hockey_w...
E) Hockey_w...
E) Hockey_w...
E) Hockey_w...
. E) Hockey_w...
& posemu
J Posemii_firewo...
:) Posemii_bubble
Sl | tart_effect

master
master
master
master
master
master
master
master
master
master
master
master
master
master
master
master
master
.. master

Sl shooting

23 target_sight

Shoot_sigh...
Shoot_sigh...
=28 target mov...

master
master
master
master
master

] 40 4 A D M MDD D MDD MDD

C¥Nintendo'w are¥ Revolutior¥ E ffecttd aker¥ sample¥ sample.repj

2!27:’2007 5:25:31 PM
242772007 6:26:36 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:26:36 AM
242772007 6:26:36 AM
242772007 6:58:57 AM
2427/2007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
2427/2007 6:26:36 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:26:36 AM
2427/2007 6:58:57 AM
242772007 6:26:36 AM
242772007 6:26:36 AM
242772007 6:58:57 AM
242772007 6:58:57 AM
242772007 6:26:36 AM

For EffectMaker ver1.2.0
[FLHTOWIL Wil Sports T
| j=Fale] |

FoA L FEROT. RFENK
FHET 3R OERPREET.
FHET 3y R OERPREET.
Whyr-m

BRI 212D H,

&y b I 210 MR, 238
Hky_wallhif 27 |23 Ea%iE
Hky_wallhif & B2 &5 LT
Hky_wallhif 25 &1l L TO
Hky_wallhif 2 & &2 %578 L T0
WA -ZMil

A=A PRFOTEXR DL
Dt EIN DR O— 2R
A=A MIT, - LB
COLEYRT-HELEFREIT
WETER

STEEMBRHEY. T2 TR
BEHER{F, BBHEMIE(SE
BRHEDTA Mo (E(TIBRE, *
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Sound Development Environment

Texture Creation Font Conversion

Windows
Font

AR e . Character Filter . . Image File

Normal TGA

3D Dev
Environment

- H
Intermediate Project File

2D Py
Effects e s
Sound

Environment

Project File  MIDI File Waveform

A HSN

Sound
Archive
Animation Sound Project File

File

ound Development
Environment

Font File
Normal TGA

Layout &
Data File
d Layout
Binary File

2D Development
Environment

Preview
Environment




Sound Development Environment

SoundLib

, = _ Sound Archive
i Stream File Stream File .
! (Extension brstm)! (Extension .brsar)

Sound Project File
(Extension .rspj)

Sound Set File
(Extension .rsst) i (Extension .rsst)

———

File File (Extension (Extension

(Extension . ) .
lﬂ_l (Extension .rseq) bnk)

—\
USHEE IR Text Sequence Bank File i 1

MIDI File l
1
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Sound Development Components

» SoundLib runtime library

» SoundMaker application
 AnimSoundMaker application
 Command-line data conversion tools
 NDEV Viewer (in sound mode)

Nintendo Confidential




- B)X]

Env |Env |Env |Env

Program | Name Compression Format | Path Original Key | A D S R Sount** | pitch {seme* |pitch {cents)
= 0 0 INST 000 * * * 127 127 127 121 127 0 0
i~ | 1 1 INST 001 ADPCM organb*** bnd 127 127 127 123 127 0 0
i~ | 2 2 INSTO01 0 ADPCM organb*:* bnd 127 127 127 123 127 0 0
= 3 3 INST 003 * * * 127 127 127 124 127 0 0
= 4 4 INST 0030 * * * 127 127 127 124 127 0 0
i~ | 5 5 INST 005 ADPCM strings.* dsb 127 127 127 98 127 0 0
=1 6 & INST 006 ADPCM starbell en6 127 127 127 98 127 0 0
= 7 7 INST 007 * * * 127 127 127 98 127 0 0
=N ] 11 INST 008 * * * 127 127 127 121 127 0 0
i~ | 9 12 INST 012 ADPCM cabasar* fsd 127 127 127 118 127 0 0
=N 10 127 INST.013 * * * _ % 127 0 0

Sample Map l Percussion List |

UL

Region

Key:

Velocity:

I

l

Original Key:

Compression
Format:

sttt bt



NDEV Viewer (sound mode)

SoundArchivePlayer

soundsystem

WSD  3:SE_WIHAHO
STM  O:!STRM_MARIOKART
SE 5:SEQ MAR|OKART

>MODE: STEREOQ
REMOTE = = = =
THREAD

1, BASIC PARAMS
A A

DSp a5. 7/

Aaal

PlayerViewer

soundHeap

>Group 0 GROUP_STATIC
Save Level )

Load Level v 0
Load Block Size Al

MRAM 200128 / B388608

L 4

» 0 127

[/

|||.‘(l

WViewer
pan

soundint
No: prg vol plteh count
{ 64 0 4
{ 12/ 0 2
{ 0 0 e
{ m 0 |
{ |
{

{

{

vol2
)
2

|

M _1

" 1

90 1
90 1 4] 0

| 64 0 0

| 64 0 0

| G4 0 0

93
127
12/

127 121 G4 0 2
06 127 7 0 2

A\ 5\

65

5 %

AxVolceViewer

vol

MasterOQutViewer
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Coming to NintendoWare: Fur!

» Part of NintendoWare 3C
Development Environment

» July 2007 release planned
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NintendoWare Fur Creation

1. Use 3DCG tools to model as normal
» Maya, 3dsmax, or SOFTIMAGE|XSI

2. Run the fur attribute settings plug-in
» Hair thickness & length mapping possible

3. Export to .rmdl file
4. Use 3DEditor to adjust fur attributes
5. See results in Viewer in real time
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NintendoWare Fur Demo

* Visualize an animated object
using 3DEditor & PC Viewer

* Modify fur length, color, layers,

lighting & other attributes
* View the results in real time
 Possible with or without NDEV
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Fur Demo

BINW4R PC Viewer
File View Operation Help

AU OR Rz =T
Mod il
Al STz . :
Czunl) 2 czunz ezl L NintendoWare

Revolution

PC Viewer rendering fur on animated model in real time
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Questions?

» Support E-mail:

* Support Newsgroups:

"rv
"rv
"rv

.nintendoware.audio
.nintendoware.general
.nintendoware.graphics

Nintendo Confidential




