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Layout File Creator (beta)

Cities XL Layout File creator for 3ds Max

This is a scripted plugin and export utility for creating layout files in 3ds max by using
custom dummy objects. Currently it has most of the default furniture, trees and vehicles

available...
It should work with max 2008 or higher
Big thanks to Montoto for capturing the 100s of thumbnails.

Installation Instructions:

1) Copy the contents of the "3ds Max (2008 - 2013)" folder to your 3ds max installation

folder. It should ask to merge the Scripts and UI folders.
eg. "C:\Program Files (x86)\Autodesk\3ds Max 2008"
eg. "C:\Program Files\Autodesk\3ds Max 2012"

2) Start max and go to Customize Menu -> Customize User Interface. Click on the Toolbar
tab and change category to "XLNation”

3) Drag and drop "Export CXL Layout File" to a spare space on the toolbar. as shown below.
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Instructions:

1) Go to the Create rollout and select "Helpers", choose "CXL Layout Helpers"

from the drop down list.
Create 1 Plug object at the front edge of your building carpet. (mandatory, there

must be a plug in the scene for a layout file to be created.)

CXL Layout Helpers -

Object Type

Tree Furniture

Actor Plug

Name and Color

2) Create as many Tree, Furniture or Actor helpers as you need, setting the type for each
one, if nothing is changed, default values will be used.

Each helper must have a unique name. the position and rotation is written to the layout file.
The co-ordinates are taken from 0,0,0 of the max scene, so make sure your building is
centered in the scene

Type is the most important setting, in most cases default settings will be fine, but you can

adjust presence probability, scale, randomscale etc.
the Helpers can be created and copied around the scene like objects, hold shift drag.
They can be modified by going to the Modify rollout and editing the parameters.
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5) When ready click on the tree icon that was added before and browse to save the .layout
file, it will automatically have a name ready, which will be the scene name and _base.layout.

like B_ind_suit01_T2_base.layout.
you should get a success message, then the layout file is good to go.

you can modify and change around the helpers, and each time the tree icon is pressed it will
generate a new layout file.

Vehicles with "NEXP VP" in the description need the NEXL Vehicle Pack installed
Please test and comment, it's only beta and my first crack at MaxScript so it will probably
need fixing and what not.

Thanks.

Changes:

1.2 - Fixed the gembeach bicycle actor (one that doesn't have a pedestrian attachment.)
requires NEXL vehicle pack v1.7

1.1 - Fixed comments in xml file to prevent dotnet system exception.

1.0 - Beta Release.

JRSTHENE AR SR S EBir

http://xInation.net/content/layout-file-creator-beta

Uokiokxuh T#k

UTANABRERNG , (MFEE

3ds MAX 2008 3£ H R

= ) Auteodesk
= (53 3ds Max 2008

CXL Layout File Makerv1.2 beta

= E CXL_LayoutFileMaler 1. Zhbeta
= Iy EEEE 005 - 2013)

I3 CER
|5 Cloth

[h Defanlts=
[h DirectXd
[a dlcomponients
[a drivers
h fants

[C5) hair

B hardwareshaders
[ help

|5 hitml
I ISR

|5 maps
[h materiallibrari
[ M3

[a mantalray

[a Montecristo
h network

[ plugefe
Ib plugins
|) renderAssets
| EenderElements
|5 renderpreszets

[C5) =ceneassets

[= [5) Seripts
[hStartup

Hﬁ CXL LavoutTool Flugins. ms }—H
ﬁ CIL LayoutTool Functions ms l—k

[= [ ui
L@ macroscripts

I—|E Macro CHL ExportlayoutFile mer

>

BE

HECXL Layout File Maker v1.2 betapy#8 R 3214
SHIEIMAXZEE RIEN L E

= [h Scripts}

[h NG, Interop

E Startup
[a stdplugs
=l [a ui
[b ame
Ib Teoons

[EJ macroscripts

| UFT
|5 weredist_x86
h Wabdepot
h WebServices
£ 3d=MaxB
E backburner
@ coolpro?
@ Corel
[C5) DAEMON Tools Lite

B L ZECXL Layout File Maker v1.2 beta
ZI3dsMAXLZEBRR


http://xlnation.net/content/layout-file-creator-beta
http://uokiok.weebly.com/layout-file-creator-betalayout259912021429983251042403720855.html

#HN 3ds MAX 2008 , ¥JFF32E Customize , H{TIRE

Document st Idsmax — Autodesk 3ds

MAXSeript Help

¥4 Export CXL Layout File 2B R |
T G AT S i . HEfREI B S EERRIt TS

Save Custom UL Scheme. ..
Bewvert to Startup Layout

Custom UL and Defaults Switcher. .. =

roject Folder: C:\Documentz and Settingsikhchung 23Ny Document=\3dsmax ~ Autodesk 3ds Nax 2... |

Show UL » Yiews Create Modifiers reactor #nimation Graph Editors ERendering Customize MAXScript Help

Lock UL Layout ALt40 d ‘IA" e W £ 4 U A~ 885 @| PV &8, @H‘ o &8 % o ¥ ¢

H 32 |© b @O0 [defaul) H

OB T &
Standard Primitives
- Object Type

Configure User Faths. ..
Configure System Paths. ..

Units Setup. ..
Grid and Snap Settings. .. ]
Yiewport Configuration. ..

Graup: IMain IAnimatiDn Lapers

Plug-in Manager. ..

Category: IXLN/tian ﬂ MNew... | Delste... Rename... | ™ AutoGrd
Preferences. .. V' Hide Box C

Cplinder _T
Toruz _ Pm
Teapot | Fl

® Customize Sscz Interface

Feyboard Quads | Menus | Colors |
= Mame and Caolo
Group: IMam un j IAnimatinn Layers j l—
Category: [an Commands ~] New. | Delete.. Rename... |

Render ~ B
Action S cene Explorer ] W Hide

%~ 100 Scene State
§+ 100 2chematic View

Selection
Yot Separator
S 35w |Set Key Taols

§- 40w | Skin Modifier
Shaps
B S aps - NURBS
4t P gaps - Standard
N 50 | Time

5 Bl | Tools
Track Yiew
t ;m LAnd Ulrwarap
VertexPaint
L About Wiewport Shading b anager
AbsollViews
A i =
Acl
Activate Grid Object

Activate Home Grid 20 3P

Activate HomeGrid [Context] acte : | N id = -l (L3
el ecte 8 [ %] 2 z| | Gid=0.1m o | 20 Keu| Selected | | ] 0w e |2 G

ActiveShade Quad lick-and-drag to select objects @ s | Add Time Tag Get Key &Z‘ Ky Filters... ‘ b1 ||D il @ |> @

ActiveShade Viewport
Adaptive Degradation Toggle
Adaptive Perspective Grid Toggle v Load... Save... Reset

Load... | Save.. | Resat |

R HAYE LR Toolbars 1Rz |,
B M hAIZR | 19 XLNation , 1[E]



{EAPlane EE—HESZAUE , RER T 940x40%
(i : HEHERZ (N OEGERR | 1_L_JL,LH§L NRAE)

© Untitled — Project Folder: C:\Documents and Settings\khchung 2\Ny Documen ts\3dsmaz — Autodesk 3ds Nax 2.

File Edit Tools Growp Yiews Creats Modifies actor Animation Graph Editors Rendering Customize MASeript Help

& 2% % %Pk L SO A T8 &[0 @[ o * el NV&E\
|l =] @uwmmm] e LN (REEIR H%m‘o“\@vﬂ

i

—
Lenath rau m

delw
Length Segs:[4
WidhSege [T 2 |
r~ Render Multipliers
< 0/100 > Scale[TT 2|
IH T [ TTTTTTTTTITTTTTTITTTITTTITTIT] Dersity:[T0 +
E ™ ® 1 LI
“1[Ih|edﬁele E] %0 om [0 [oom JDEnd 0m o | autoey [sekered <] e 5] e [we [ Q T A
Added [ Cick and diag 1 sekect anvtoowe skieeie S5 [adTimeTag Setkep| J¥  KepFiters. | i [0 @A) & By

W7 AR HRITE

FIFMAX A Helpers (BETH) |
MIFFRFIE | 5 CXL Layout Helpers
DRE 4 NMETURE |, WE

@@ T
s Wrol AR

Cr#L Layout Helpers

| - Object Type |
I~ Aptofim N
Tree Furriture —x&
Actar Flug L #EsL

|- Mame and Color |

HR (NBEW)

B« 1REAE, R T

KA  EXLhEVRALUE layout SAHER—LEFERMIR , HRRMIASIHHRRE.
FEAILIZIIE. ¥, BENFEFsgbinX , BRETAVELL.

Bk IFEEEANEI. HRTLIE— PlugiEsk layout SUEA BT LIEH.
Plug BRI ERREERNSERERNN , MRANEREMOREM MEL.

SHi
pal

REETERIEEESR , 400 A ElE,
7‘ layout T4 B RR R RIRAHYSIRAV R IRIESR.



EIZINIAABASE |, mikPlugfEsk ,
ETOP TR EHEFHAI T m— 'F,_i._ﬁlz—/\’l‘%u%ﬁli

— Autodesk 3ds Nax 2..

— Project Folder: C:\Documents and Settings\khchung 2\Ny Documents\3dsmaz
mation Graph Editors Rendering Customize MASeript Help

File Edit Tools Group Views Create Modifiers
[ 2|3 % 2t K
H{ | =]

& 0a= T8 YN s @ [|0° & o oo &Y | 8
T e & S LR REE R

= |w 1y @ 00 (default)

x\fluﬁr@I@\Tl
oY Glo

Plug .‘

"""" [TTTTT H

"""" TTTTTTTTTT
53 I

00 >
TTTTIT T T LTI
E ] 1 2

“m\p Sele & Ex| ¥ |Gd 0im

Added || Click and crag to begin creation process ||:"1 [ 2 Time Tag

Y, KeyFaes. | i[O dBAi ) b B

NN AR SN SN e
ENENES

Look at

AutKyS\td -m|an|m»|»| QEG R
SetKey

AEZ RN A9

R Tree AR | TE4EERE A R ITEFMAISEEL
REED R PEE NI AR BT R—EREE AR

- Autodesk 3ds Nax 2... [ |[@][X]

© Untitled — Project Folder: C:\Documents and Settings\khchung 2\Ny Documents\3dsmaz

File Edit Toocls Group Views Creste Modifiers r Animstion Graph Editers Rendering Customize MANSeript Help
fc3 oo [~ =3 [V ﬁ&&\g
& R[|R: % %[ Tk K % @[ o &Y | &

= [® b oo el

j* McViswer %’ ar &T‘;{‘ %| [.,i ] ':' sz ‘%%

x\fln%: -®IIEJ\T|
oY &lo ¥ %
CXL Layout Helpers -

[~ AutoGrid

[ Twe _Fumius
_ Ao | Pug |
B e v r—

| |

H(_M =]

Presence Probabiity [T00 2|
Seale: 52

< 07100 ] "Har\dnmﬁralx*‘
Min: [25” 2 :
g [ T T T TR T [ 2| Mac[75 2
[ None Selecte & [2] %] | ] [ Gid = 0.1m O | AttoKep|Selected N o L RSN e e 2]
[ Aéded | ik and drag o begin creston process [ © [addTime Tag Setkey| J5, KeyFaes. | W0 BT B B

EFERRE T ANMIBREBRIA
WA EREY max WA gE/NT R, #BshTR
FheE TEEREBMEIA/NARABE

BATLUENE modify {22 EiRFRIE



@@ T
O Y B 3 %

I C#L Layout Helpers j

| - Object Type |
™ AutoGrid

| Tree Furriture |

dchor | Flug |

|- MNamne and Colar |

|- Tree Parameters |

/
Cocanut Palm ﬂ

Frezence F'ru:ul:ual:ullt_l,ll an J-
Scale: 75 2]-

Handom Scale:
’7 kin: Iﬁﬂ = Wﬂ

RE A R E AR R

WA, KB, ERHEKE
AR ( BHRIEENA )

IR IR
RIARRIARNRT
PIARRIBELR T
Min&/JvE . Max&AE

IREFeha R EREH Layout 34

® Untitled — Project Folde:

File Edit Iools Growp imation Graph Editors Re

HMWMWM

and Settings\khchung_ 2\Ny Documents\3dsmax - Autodesk 3ds Nax 2... [ |[@][X])

ndering Customize MAXSeript Help

ﬂ]l,?-\vu"w ZlIEHA—f\PN 6>|H&\ t&c?‘oim\ & &

S g j

. PR eE T
.......... ?
[ Jrol PR
History: |l:\nmmu and Settings\khchung_2\My Documents\3dsmax |
XL Layout Helpers -
BEED: [owo | « m ek - ———
[ Obectiye |
(C)ChinaRoad = TrCsH I~ Autofrid
([C)ChinaTownRoad K0 Tree Fumiture
[editer =51
Sz = _Ader | Pug |
(OfhanlwFong DFumngzhon Dm b [ WameondColor |,
[C)ChantunFong—2 D Tepan B b l— .
| €
EHBW: | base layout
RFFEE @ [Layout & Layout)
< vnm |
T TITITTITC I \||\||\|||\ TTTTTTIT LTI T uummmmmm T
=1 10 £ o & ™ ﬁn L —
| |None5=|sl:l= 8 Bx | | Grid = 0.1m %‘ smted bt | an [B] e (o O, 5H A
hided [ Click and drag to select and mave objects |tf1 [ Add Time Tag SetKey | o[, Faes., | o [0 IB|BIO & B

HIHEEFS | 88— T layout 314



FRICEAF T HE A Layout 3044, BEILAT—HZEIL
TEFHE RS

£78ml version="1.0" encoding=""Windows—1252"?>
<?--Layout file generated with 3ds Hax scripted plugin by Altiris 2812-->

<Type>BASE</Type>
{BaseFileName>""</BaseFileName>
<Tag>'"'</Tag>

{FiltErTw}MﬂX 1 HUM(.’FiltErTupE)

XmI S B hR A

<LayoutEntry>
LID>PLlugss/ 1>
LType>FLUGL/Type>
<PrototypeFile>data/design/editor/plug.class</PrototypeFile’> N
<Pusitiﬂﬁ>ﬂ.1,—2[’.11,B.ﬂglpusitiung g = Pl ug}aﬁ%
{Rotation>8.8,08.0,08.08,1.08<{/Rotation>
<Sealed1,1,1¢/Scaled>

</LayoutEntruy>

<LayoutEntry>
<ID>ParkingJdunction</ID>
<{Type>JUHCTION</Type>
<PrototypeFile>datasdesign/editor/track/trackjunctionparking.class<{/PrototypeFile>
{Position>0.1,-20.11,0.08</Position>
<Rotation>8.9,0.9,0.08,1.8<{/Rotation>
{Junction>

<P1ugID>Plug<sPLlugld>
<IsAddress>1</IsAddress>

</Junction>

</LayoutEntry>

<LayoutEntry>
<IP>ParkingTrack</ 1D
<Type>TRACK</Type>
{PrototypeFile>data/design/editor/trackparking.class</PrototypeFile>
(Position>8,8, 8{/Position>
{JunctionStart>ParkingJunction</JunctionStart?
CJunctionEnd>ParkingJunction81</JunctionEnd>

</LayoutEntry>

<LayoutEntry>
<ID>ParkingJunctionf1</1D>
<Type>JUHCTIONS/ Types
<PrototypeFile>datasdesign/editor/track/trackjunctionparking.class</PrototypeFile>
{Position>8,0,08{/Position>
<Rotation>®,8,1,8</Rotation>

{/LayoutEntry>
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CayoutEntr!

y <Ingrreeﬂ1<nn> ID: E+#F , BSOMRSLOEF , HFHER , BMNIDREES
{Type>TREE</Type> 71
<PrototypeFile>data/design/decoration/tree/tree.class</PrototypeFile>FAREI (4 , RE—EARE
<Position>-5.57612,-14.8288, 8. 8</Position> AR EME NI S LR , LIXVZEERE
<Rotation>8.8,8.8,8.8,1.0</Rotation> HiAa]s B E MM T AiEE , maxeEaiteE
<Scale>0.75,0.75,0.75</Scale> WARKENA/NRYT , DXYZRAE
{Tree>

<ResourceFile>data/gfz/trees/forest/t_coconutpaln/coconutpalm.spt</ResourceFile> ESDHH A4
<PresenceProbability>1.8</PresenceProbability> jiFlk - HIATHEEER
<ScaleRandom_Hin>0.25</ScaleRandom_Hin> fE#/l&/\E
<ScaleRandom_Max>8.75</ScaleRandom Hax> BEH & AE
</Tree>
</LayoutEntryy
<{LayoutEntry>
<ID>TreeB2¢/1D>
<Type>TREE</Type>
{PrototypeFile>data/design/decoration/tree/tree.class</PrototypeFile>
<Position>5.05728,-14.9213,0.6</Position>
<{Rotation>d.8,8.0,8.0,1.08{/Rotation>
<Scale>B.75,8.75,08.75</Scale>
{Tree>
<ResourceFile>data/gfx/trees/neighborhood/all/californiabuckeye/californiabuckeye rt.spt</ResourceFile>
<PresenceProbability>1.8</PresenceProbability>
<ScaleRandom Min>8.25</ScaleRandom Hin>
<ScaleRandom_Hax>8.75<{/ScaleRandom_Hax>
£/Tree>
</LayoutEntry>
{LayoutEntry>
<ID>TreeB3</1D>
<Type>TREE</Type>
<PrototypeFile>data/design/decoration/tree/tree.class</PrototypeFile>
{Position>-14.7301,-14.7363,0.8{/Position>
<Rotation>8.8,8.8,8.8,1.8<{/Rotation>
{Scale>B.75,08.75,0.75{/Scale>
{Tree>
<ResourceFile>data/gfx/trees/neighborhood/allfcaliforniabuckeye/californiabuckeye_rt .spt</ResourceFile>
<PresenceProbability>1.8</PresenceProbability>
<ScaleRandom Hin>@.25</ScaleRandom Hin>
<{ScaleRandom_Hax>0.75<{/ScaleRandom_Hax>
</Tree>
</LayoutEntry>
{LayoutEntry>
<ID>Tree84</1D>
<Type>TREE</Type>
<PrototypeFile>data/design/decoration/tree/tree.class</PrototypeFiler
<Position>14.8585,-14.8288,0.6</Position>
<Rotation>A.0,0.0,0.0,1.0</Rotation>
<Scale>B.63,08.63,08-63<{/Scale>
{Tree>
KResourceFile>data/gfx/trees/neighborhood/all/californiabuckeye/californiabuckeye_rt .spt</ResourceFile>
<PresenceProbability>1.08<{/PresenceProbability>
<ScaleRandom Hin>@.25</ScaleRandom Hin>
<ScaleRandom_Hax>8.75</ScaleRandom_Iax>
</Tree>
</LayoutEntry>

</Layout>
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