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Tips
• Clean hierarchy, cleared history 

• use pview to test model with all animations before handing 
off  to programmers. Inverted normals are very common 
(pview bob-model.egg bob-anim.egg)

• Break up large geometry into separate nodes – there are 
lighting restrictions

• Any part of  a model that’s going to be treated differently 
than another (e.g. a semi-transparent component) should 
have its own node

• Use the “Flagging Objects from Maya” script for collisions
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Special Map Hypershade 
Inputs

all maps must be applied to a phong shader

texture → color

normal → normalCamera

opacity (white = opaque) → reverser → transparency

gloss → specularColor

glow → incandescence (need to run setBloom() on a Filters 
object)











Scene Graph

• LightNodes, GeomNodes, ModelNodes, are all 
subclasses of PandaNode

• Usually, you just need to know about the 
nodes

• With lights and collision solids, you also need 
the corresponding NodePath, which is a handle 
(not a pointer!) to the node. It’s a little 
obnoxious. Sorry
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Assignment #3

• Vehicle combat

• working headlights

• collide-able terrain (see Roaming Ralph)

• No humanoid characters!

• Due 11/9


