RTW CAS to M2TW MESH converter (via Milkshape)

Created with Winblitz3d GUI system.

1.0 This is a fairly simple program that converts RTW Cas files to Milkshape ascii format with the M2TW skeleton and the vertices reassigned to the new bones. Because of the major differences between RTW and M2TW mounts and engines the converter will only work with human biped figures. Operation is fairly simple, there is one button and a press of this button brings up a File Selector. Select a cas file and it is converted to a .txt file in the same directory as the cas file.

1.1 Setting up Milkshape to work with M2TW Meshes

After starting up Milkshape, go to Menu/File/Preferences and in the Misc tab enter a value of 0.025 for Joint Size, this means that your screens won’t be swamped by huge joints.

Next Mouse/Right Click in the 3D viewport (bottom right in the vanilla Milkshape) select Transparency/Depth Buffered with Alpha Reference, this allows the dds textures to be displayed correctly.

This should set up Milkshape to work with our meshes.

2.0 Once you’ve converted the cas file, you can load it into Milkshape by using Menu/File/Import/Milkshape 3D Ascii. This should bring up a figure using the mesh from the RTW cas file but with the vertices assigned to a M2TW skeleton.

3.0 Preparing the figure for use in M2TW requires setting up the groups to the general layout of a M2TW mesh. For a shield armed figure the minimum required for a converted vanilla cas is one body, one primary weapon and one shield, for a non-shielded figure you can leave off the shield. The groups must follow a certain pattern to be accepted as a valid mesh. The best way to become familiar with the layout and naming conventions is to convert some vanilla M2TW meshes to ms3d and study their configuration. You should also be aware that the Milkshape figures require certain information to be entered into the Tab/Model/Comments and the Tab/Groups/Comments field. The Model comments has details of the figures bounding sphere which controls movement, appearance and fighting distance, and the Group comments contains the details of the group class, name and optional flag. These need to be present for the new figure to be accepted in M2TW.

4.0 Once you have the figure set up you also need to work on the materials (textures), as a general rule body parts and attachments are on the ‘figure’ material and weapons, shields, and equipment groups are on the ‘attachments’ material. You can use the same texture for both but I’ve found that there are some issues with sharing the normal texture for both the figure and the attachments – so you’re better off having separate copies with different names in two different locations.

5.0 When all this is completed, you can then use the ms3d to mesh converter to get your figures ready for M2TW.

6.0 If any issues arise there have been many posts in M2TW threads that have covered creating M2TW meshes and textures. A first step is to post any questions or problems in M2TW modding threads.
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NOTES – No, I will not be remaking any of my converters for 3DS Max, but I am quite happy to help (within reason ie file formats, etc) anybody attempting to write a plugin or script. 

