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Porygon effect manual part1 

 



What polygon effect 

“Polygon effect” means the effect that using artist made 

shape (An effect that generate by program call particle ) 

 

 

 

 

 

Let’s made test effect that put character’s head 

looks like above picture. 



Create model 

 There’s a same way as character model how to make 

model. Please see here / here / and here As you know, 

need skill that make any game model. 

 

 

 

 

 

Create any primitive and apply texture. Next create bone or 

null and enveloped. Last, apply shader for EF-12. Any kind 

shader is OK(direct,standard or toon) 

http://ef-12.com/?page_id=144
http://ef-12.com/?page_id=1219
http://ef-12.com/?page_id=1265


About schematics 

 Marge mesh and bone by parenting. There 

are no object naming rule. 

 

 

 

 

 
 

 You ｃａｎ ｃｏｎｖｅｒｔ ａｌｌ ｍａｔｅｒｉａｌ（skeleton,motion,model）
from this data only.  

https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be
https://www.youtube.com/watch?v=PnP7LgrtUKs&feature=youtu.be


Exprot for EF-12 

 1.Export model(.dae)  

 

 

 

 

 2.Delete mesh data and export dotXSI(this 

use skeleton and motion) 

.dae(モデル） .XSI(スケルトン・モーション） 

メッシュを削除 

※Firstly export any named XSI (e.g. SKEL.xsi) 

Copy SKEL.xsi and rename MOT.xsi 

These are use genarate motion and skeleton. 



Check on Foolviewer 

 After convert datas, check on foolviewer.  

 

 

 

 

※Note: model file (.fmdl) isn’t include 

texture so you can’t see anything just copy 

fmdl file. Please copy texture manually 

same as your effect fmdl placed folder. 

https://www.youtube.com/watch?v=omPfZCcowtY


Set in the game 

 Copy your effect date from viewer to cha/fx/[see below] 

Motion (fmot) 

model(fmdl) 

+texture (.dds or tga) 

Skelton (fskl) 



Set paramater in characterfx.xls 

 Set as below Cha/characterfx.xls 

 

 

 

 

 

Activate 

line 

Any ID(0~9999)  

We set 7777 in 

this sample. 

Effect name  

You like 

Normal means 

just show 

effect( not hit) 

Effect life time Skeleton name 

{Skeleton name：0}  

0means kind of play 

(see more > reference） 

Model name  

Put extension off your model / motion / skeleton name 

http://ef-12.com/?page_id=3874


Set motion header 

 Open motion header.xls in Cha/any chara/mth, 

input parameter as below picture. (recommend put effect 

with “rear_step” because it’s easy to check) 

In this case, play effect from head[H] when you do backstep. 

If you want to know more detail, see motion header reference 

http://ef-12.com/?page_id=2887


finish 

 If you see your effect like this it’s OK!! 

https://www.youtube.com/watch?v=IpjXPYF0NIc


Notice 

 Polygon effect not support billboard option(only particle 

support). Basically make effect naturally by three-

dimensional angle. 


