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Xnormal Directions for 3DS Max
Xnormal can be downloaded free from here www.xnormal.net/Downloads.aspx

1.   Click “High Definition Meshes” Tab
 a.  Right click on the empty bar under “File” and select “Add Meshes”
 b.  Select the high poly OBJ 
 c.  Scroll to the right and change the “Smooth Normals” to “Average Normals”

2.   Click “Low Definition Meshes”2.   Click “Low Definition Meshes” Tab
 a.  Right click on the empty bar under “file” and select “Add Meshes”
 b.  Select the low poly OBJ
 c.  Scroll to the right and change the “Smooth Normals” to Average Normals”

3.   Click “Baking Options” Tab
 a.  Under “Output file” click and select the saving destination of the file
 b.  Change the map size to the desired size
  c.  Under “Maps to render select Normal Map and then click on the 3 white dots 
      next it and make the normals X+  Y-  Z+  (make sure tangent space is checked)
 d.  Change the renderer to “Default bucket Render x86
 e.  Change the Antialising to 4x for better rendering
 f.  Change the background color to R:128 G:128 B:255 (helps avoid seems)

4.   Click “Render”
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Information
 - I began using Xnormal when I notice seams in the normal maps I generated using ZMapper.  Zmapper averages the normals, along the seam of a 
mesh, differently then those generated in Xnormal. To show this I created a low poly sphere and sculpted details on it in Zbrush. Next I generated the
normals in Zbrush and Xnormal to show and compare the differences. Check out the labled renders below to see the issues of the normals along the
seams.
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