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XMesh™ is Thinkbox Software’s production-proven Geometry Caching system.

XMesh™ is a set of tools for saving animated scene geometry to an external file sequence and for loading this data
later for playback and rendering.
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CHAPTER
ONE

XMESH NK FOR THE FOUNDRY NUKE

XMesh™ NK is the Nuke implementation of the XMesh toolset.

It consists of a FREE Loader plugin (XMesh Source) which performs the loading.

1.1 XMesh Loader NK

1.1.1 Installing XMesh Loader NK

There are three installers for XMesh NK, one for each of the Windows, MacOS, and Linux operating systems. Select
the correct installer for your system, unzip it, and launch it. (On Linux, you will want to run the installer as root.) The
XMesh NK installer dialog should appear:

L Setup - =

/I Setup - XMesh for Nuke

|l

Welcome to the XMesh for Muke Setup Wizard.

< Back Mext = Cancel

Click [Next] to start the installation.
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L Setup - =

License Agreement {i ﬂ!

Please read the following License Agreement. You must accept the terms of this
agreement before continuing with the installaticon.

CAUTICN: CRREEFULLY READ THE TERMS OF THIS AGREEMENT BEFCERE "
OPENING THIS PACERCE OF IMSTALLING, COEYING OR OTHERWISE USING THE
LCCOMEANYING SOFIWARE OB DOCUMENTATION (COLLECTIVELY, "SOFIWARE™).
IF ¥YOU OR YOUR ACGENT OPENS THIS PRCERAGE, CLICES ON THE BUTITON

BELOW INDICATING ¥YOUR ACCEFTANCE OF THE TERMS OF THIS AGREEMENT,
OR INSTALLS, COQPIES OR OTHERWISE USES THE SOFTWARE, ¥OU ACCEET ALL
OF THE TEBMS OF THIS AGEEEMENT AND AGREE TO BE BOUMD BY THIS
LEREEMENT. IF THE TEBEMS OF THIS AGREEMENT LEBE MNOT ACCEPTRELE TO
YOO, (1) Do NOT OPEN THIS PACERECE OR SELECT THE BUTTON BELOW R4

o () laccept the agreement
Do you accept this license?
() ldo not accept the agreement

< Back Mext = Cancel

Read the EULA. If you accept the license, check “I accept the agreement” and press [Next] to continue.

i Setup - =

Installation Directory @

Please specify the directory where XMesh for Muke will be installed.

[C:\Program Files\ Thinkbe:\XMesh NK | &

< Back Mesxt = Cancel

Review the default installation path, change if desired, then press [Next] when you are ready to continue.
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L Setup - =

Select Components tr ﬁ' z)

Select the components you want to install; clear the components you do not want to
install. Click Mext when you are ready to continue,

= Y¥Mesh for Muke Click on a component to get a detailed
XMesh for Nuke 7.0 S

XMesh for Muke 8.0

XMesh for Muke 9.0

< Back Mext = Cancel

Select the versions of Nuke for which you would like to have XMesh NK installed, then press [Next] to continue.

i Setup - =

Nuke 7.0 Directory t"f z’

Please specify the path to Muke 7.0 common files.

Ch\Program Files\Common Files\MNuke\7.0 [E;ﬂ

< Back Mesxt = Cancel

Verify the location of the common files for each version of Nuke, pressing [Next] to continue after each version.
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L Setup - =

Ready to Install ‘% 3

Setup is now ready to begin installing XMesh for Muke on your computer.

= Back Mext> ! Cancel

Press [Next] to begin the installation process.

i Setup - =

Installing ‘[ﬁﬂ

Please wait while Setup installs XMesh for Muke on your computer.

Installing
Unpacking files

< Back Cancel

Wait for the installation to copy all files.
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Setup - =

Completing the XMesh for Huke Setup Wizard

Setup has finished installing XMesh for Muke on your
computer.

= Back Finish Cancel

Press [Finish] to exit the installer.

1.1.2 Loading A Mesh

1. Create an XMesh Source node, which can be found in the Thinkbox menu,

1.1. XMesh Loader NK 7
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2. In the properties panel for the XMesh Souce node you created, click the folder icon to the right of XMesh
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Sequence on the XMesh tab.

ourcel

Timing

3. In the “Select file(s)” dialog that appears, choose an .xmesh sequence that you want to load. The mesh should

appear in the viewport.
. KXMeshSource1: Select file(s)

1.2 XMesh Loader NK Reference

1.2.1 XMesh Tab

Overview

The current XMesh NK source node only supports a single sequence that is used for both rendering and display, and
does not yet support a lower-res proxy sequence for viewport display.

1.2. XMesh Loader NK Reference
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¥MeshSourcel E HE

XMesh Transform Timing Display Mode

¥Mesh Seguence

Loading Mode WVelocity Offset

Controls

XMesh Sequence This sequence is used for both rendering and viewport display.

Loading Mode Specifies how the xmesh is loaded and displayed, and controls the behaviour when sub-frames are
requested by the renderer to produce motion blur.

None No mesh is loaded.

Single Frame Only the specified frame is loaded. If the XMesh Sequence field specifies a range of frames, the
first frame in the range is loaded.

Velocity Offset Uses the nearest full frame and the corresponding velocity channel (if generated during the
saving process). The vertices will be moved along the velocity vector. The result is linear interpolation
between a full frame and half a frame later due to the linear nature of the velocity data.

Subframe Velocity Offset Uses the nearest sub-frame file and its velocity channel (if available). If you have
saved sub-frames by setting the step value in the saver to a value less than 1.0, the XMesh Loader will take
full advantage of the sub-frame data. Switching back to “Frame Velocity Offset” will effectively ignore the
sub-frame data on disk. Using sub-frames will allow you to produce more curved vertex motion between
two frames thanks to the additional samples stored in the sub-frame files. The higher the number of sub-
frames, the closer the vertex interpolation will be to the original motion, at cost of disk space. If only the
vertices are changing position (all other channels like face list, material ids, smoothing, texture/mapping
coords etc. are the same), a sub-frame will contain just the vertex list and velocity channels, with all other
channels reused from a previous frame. Thus, using multiple sub-frames does not necessarily cost too
much disk space and is more similar to point caching.

Frame Interpolate Uses the two surrounding full frames and, given consistent topology, produces the sub-
frame vertex positions on the fly without the use of the pre-saved velocity channel. If the two frames have
mismatching topologies, no sub-frame data will be generated and the closest full frame will be used.

Subframe Interpolate Uses the two surrounding sub-frames, otherwise the same as the previous mode. If no
sub-frames were generated at saving time, it behaves identically to “Frame Interpolation”. Switching to
frame interpolation effectively ignores any sub-frame files on disk.

10 Chapter 1. XMesh NK for The Foundry Nuke
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1.2.2 Transform Tab
The transform tab allows you to translate, scale, and rotate the entire mesh. These transforms can be animated.

ezshSourcel

¥Mesh Transform Timing Display Mode

m L

transform order
rotation order

translate x Q

Local matrix

1.2.3 Timing Tab

¥MeshSourcel ]
¥Mesh  Transform  Timing Display Node

Frame Offset

Use Playback Graph

¥ Limit to Custom Ranges

Range 20

Range Begin Mode Blank -

Range End Made Blank -

Controls

Frame Offset This offset is added to the scene frame number to calculate the file frame number. For example, if you
are on frame O in the scene, and the frame offset is 10, then XMesh will load frame number 10 from the file
sequence.

Use Playback Graph Enable the Playback Graph Time control, which is described below.

1.2. XMesh Loader NK Reference 11
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Playback Graph Time This animatable parameter controls which file frame number is loaded for each scene frame.

Limit to Custom Ranges When enabled, the XMesh Loader will only load frame numbers inside the Range speci-
fied.

Range Begin Mode Control what the XMesh Loader will use for frames before the first frame. Hold will use the data
from the first frame, while Blank will use an empty mesh.

Range End Mode Control what the XMesh Loader will use for frames after the last frame. Hold will use the data
from the last frame, while Blank will use an empty mesh.

1.2.4 Display Tab

hSourcel

¥Mesh Transform Timing

display

¥ caost shadow ¥ receive shadow

Display Mode Mesh

Controls

display
off Do not display the XMesh.
wireframe Displays the outlines of the faces.
solid Displays all the geometry with a solid color.
solid+wireframe Display both solid and wireframe.
textured Displays the surface texture applied to the faces.
textured+wireframe Display both texture and wireframe.
selectable Whether or not the XMesh can be selected.
render Same as display, but controls how the XMesh will render.
cast shadow Whether or not the XMesh is able to cast shadows on other objects in the scene.
receive shadow Whether or not the XMesh receives shadows from other objects in the scene.

Display Mode
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Mesh When set to mesh, the complete content of the XMesh file sequence set for viewport display will
be loaded and shown in the viewport

Bounding Box Only the bounding box of the XMesh file (calculated and written to the . XMesh XML file
at saving time) will be read and drawn in the viewport.

Vertices Only the vertex .XMdat component file of the frame will be loaded (thus skipping the loading of
all other channel files) and the vertices will be shown as dots, with optional percent control to show
a fraction of the vertices.

N-Faces When set to n-faces, a user-defined percentage of the XMesh’s faces will be shown in the view-
port, resulting in faster redraws.

Disabled The XMesh is not displayed.

Percent When displaying vertices or n-faces, the percent to display in the viewport.

1.3 Release Notes

1.3.1 XMesh NK 1.3.3

Initial release.

1.3. Release Notes 13
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