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MESH VERTEX LIST {

~-3.0000
3.0000
-3.0000
3.0000
~3.0000
3.0000
-3.0000
3.0000
3.0000
~3.0000
3.0000
-3.0000

~1.0000
-1.0000
=0.5000
0.5000
1.0000
1.0000
=1.0000
-1.0000
~0.5000
0.5000
1.0000
1.0000
}

=-2.3000
=2.3000
6.5000
6.5000
=2.3000
~2.3000
.3000
.3000
.3000
.3000
.5000
.5000

O =~~~

~5.0000
=-6.1000
=6.7000
=-6.7000
~-6.1000
~5.0000
=5.0000
-6.1000
-6.7000
-6.7000
-6.1000
=5.0000

16.6000
16.6000
16.6000
16.6000
19.2000
19.2000
20.0000
20.0000
15.6000
15.6000
15.6000
15.6000

16.4000
16.4000
16.4000
16.4000
16.4000
16.4000
17.7000
17.7000
17.7000
17.7000
17.7000
17.7000

NUMVERTEX 4429
NUMFACES 7092
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SHADER

*.,dds files

metal.xml

<?xml version="1.0" encoding="iso-B859-1"7>

<material>
<shader>
<diffuse>
<map>
<source>materials/metal/base03.dds</source>
</map> o
</diffuse>
<reflection fresnel="1_.5">
<map>
<source>materials/metal/env.dds</source>
<type>cube</type> ' '
<amount>1, 0</amount> )
<saturation>0.2</saturation> :
</map> s
Lmap>
_ <source>materials/metal/base03.dds</source>
<channel s>alpha</channels>
<typermask</type> '
</map> . : -
</reflection>
</shader>

</material>



SHADER

material.hlsl

metal.xml
<?xml version="1.0" encoding="is0-8859-1"72>
<material>
<shader>

<diffuse> / B
<map> : L =
. <source>materials/metal/base03.dds</source>
</map> ) A7/
</diffuse> 5
<reflection fresnel="1.5"> o
<map> » : =3
<source>materials/metal/env.dds</source> - 5.3 N
. <type>cube</type> '
<amount>1.0</amount>

<saturation>0.2</saturation>
</map>

Ly~ A~
<map> : 3
| <5ource>mterials/mtallbase03.dds</$ource\
<channelsg>alpha</channels>
<type>mask</type> A
</map>
</reflection>

A 2|
</shader>

</material>
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