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3D Graphics Software

3ds Max, Maya, and XSI represent 99% market share of 
content creation tools in Windows platform 



Current Issue
Tools more and more support only DirectX (no support for 3D graphics 

standards for embedded systems, such as  OpenGL ES, etc.). 

How to easily develop stunning OpenGL ES based contents?How to easily develop stunning OpenGL ES based contents?

How to compile and run OpenGL ES 2.0 shaders in existing 
desktop applications for content developers?

Futuremark’s content creation tool chain is the solution!
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DCCTC in Use
Store DeployCreate

� Developer can use existing content 
creation 3D graphics software as 
Autodesk 3DS Max, Maya and 
SoftImage XSI as base platform

• M&E’s [BFP] module is a plug-in to 
these applications

� The [BFP] plug-in renders created 3D 
graphics in real time

� The content creation tool chain exports 
3D applications created on SoftImage
XSI platforms to a FMS-data file, which 
can be Collada compatible

• Collada compatibility enables use of 
application in any 3rd party graphics 
engine

• Autodesk 3DS Max and Maya support 

� Futuremark graphics engine renders the 
OpenGL ES based content created by 
Futuremark content

� pipeline and stored in FMS/COLLADA-
data file

� Developer can use existing content 
creation 3D graphics software SoftImage
XSI as base platform

• Our’s module is a plug-in to XSI

• Support for Autodesk 3DS Max and 
Maya will be provided during 2008

� Our’s plug-in renders created 3D 
graphics in real-time

� The created 3D applications 
(FMS/Collada-data file) can be deployed 
on any handheld or embedded device 
supporting Open GL 1.x or 2.0

� Content can be run using 

• Futuremark graphics engine

• Any other graphics engine supporting 
Collada standard data files 

testing purposes

graphics in real time

• Development is more effective as 
changes to 3D graphics are 
visualized instantly and there is no 
need to separately save, compile and 
run the 3D graphics application for 
testing purposes

• Autodesk 3DS Max and Maya support 
will be provided during 2008

The content creation tool chain consists of three modules that allow the user to create, store and deploy 3D user interfaces and 3D applications
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• Development is more effective as 
changes to 3D graphics are 
visualized instantly and there is no 
need to separately save, compile and 
run the 3D graphics application for 
testing purposes

� Examples of devices on which created 
3D applications can be deployed include 
mobile phones, Internet tablets, PSP, car 
instrument boards etc

Real-time view created by 
Futuremark plug-in 



Technical Support Service Suite

Standard Support

• 12 months service agreement
• 8 x 5 Email/Web support
• > 2 days response time

Premium Support

• 12 months service agreement
• 8 x 5 Email/Web support
• 8 x 5 Phone support
• > 4 hours response time

• > 2 days response time
• No dedicated support contacts
• Upgrade, update and 
maintenance releases

• Price: 20% from total SW 
license value 

• > 4 hours response time
• Dedicated support contact
• Upgrade, update, and 
maintenance releases

• Price: 30% from total SW 
license value

• 24x7 option
• Annual 50k€ fee or
• Additional 20% from 
license value



Benefits to CCTC Licensor

> Real-time 3D content creation in parallel to OpenGL  ES enabled 
device/HW development for marketing and sales promo tions

> Provision of Futuremark Content Creation Tool Chain  together 
with HW SDK allowing easier development of game -like content to with HW SDK allowing easier development of game -like content to 
Licensor HW

> Activation of developer community

> Dedicated support services from Futuremark Corp

> Use of existing content creation 3D graphics softwa re as 
Softimage XSI as base platform



Content Path

> Scenestore as C++ utility library
> XSI plug-in with build-in custom 

properties for OpenGL ES
> Custom display that is agnostic 

to content creation toolto content creation tool
• All parameters and animations 

can be tracked in real-time
• Transformations of objects, lights, 

cameras etc. including animations
• Changing materials’ shader 

parameter values and uniforms
• Changing the shader used by 

material
• Shader source code modification
• Timeline playing and seeking

• All geometry











OpenGL ES Graphics Engine

> Content running in Futuremark engine in realtime in side Content 
Creation Tool

> Easy porting to target HW
> Currently supports Futuremark FMS-file format

> FMS is streamlined format for the 3D content data
> Especially optimized for Futuremark Graphics Engine
> Can be further compressed using e.g. ETC or other t exture 

compressions methods



Showcase of OpenGL ES Deliverables 
of DCCTC


