Using of the 3D-Coat AppLink pipeline.

The general description:
· You should make plugin of your favorite app that should save file My Documents\3D-CoatV3\Exchange\import.txt which has 2 lines: path to the input LWO/OBJ file (textures should be stored there too if exist) in the first line and path to output LWO/OBJ file on the second line. The last path will be used to export LWO and textures from 3D-Coat.

· as soon as user will edit file and textures he will press special button in File menu of 3D-Coat and LWO/OBJ file and textures will be saved to the folder that was specified in input.txt. File export.txt will be created by 3D-Coat - it will contain list of files created by 3D-Coat including LWO files and textures.

· you should replace your object in scene with this new one and store if need textures in corresponding place 

Example:
create folder c:\test\

place some OBJ/LWO file there like sample.obj (mtl and textures too if need)

create file ....My Documents\3D-CoatV3\Exchange\import.txt and place 2 lines there:

c:\test\sample.obj

c:\test\output.obj
Once you will save file 3D-Coat will show import dialog por per-pixel painting and delete file import.txt. Press OK, draw something. Then use File->Bring object back. 3D-Coat will store file 

...My Documents\3D-CoatV3\Exchange\export.txt

This file contains full path to the output object. This is the same name as was specified in import.txt, so you will get one line in this file:

c:\test\output.obj
Textures are stored in the same folder, all of them look like:

c:\test\output_*.tga  

(or other extension)

Creation of the file export.txt is signal to other application to import files and replace object in scene by the object that was exported from 3D-Coat.

Your plugin should delete file export.txt after reading it.

Note: it is better to use LWO files because 3D-Coat will handle normalmaps better in his case.

