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Notices  
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1 Quick Start 

The following is meant as a “quick get started guide”. 

1.1 Getting started 

 

Box Installation 

If you get Walkinside out of the box, insert the Walkinside CD-
ROM into your CD-ROM reader.  

Double click on the Walkinside_setup.exe file, which is in the root 
directory of the CD-ROM.  

Double click to install the Walkinside Viewer, select 
Walkinside_setup.exe. 

 

Download Installation 

If you have downloaded the product from the Walkinside Web 
site, double click on the downloaded file to launch the 
installation. 

 You will need to select the installation path where to install the 
Walkinside product. The default path is c:\program 
files\vrcontext\Walkinside 

 Option 

If you install the full Walkinside product, you will need to select 
which MicroStation converter to install (J or 8). You can install 
both. In both cases, you will need to confirm the path where 
MicroStation is installed. The default for MicroStation/J is 
c:\Bentley and for MicroStation 8 c:\Program files\Bentley. 
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License 

If you are a registered user of Walkinside, you have received by 
email a license file. You need to copy it now in the Walkinside 
directory (by default in the c:\program 
files\vrcontext\walkinside directory).  

Rename to “vrcontext.lic”, if the license has been given another 
name. 

If you aren't a registered user, the software will not run. 
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1.2  Basic Navigation 

 

To understand the basic navigation of Walkinside, it is important to know that it is based on our 
patented Real-Time Collision Detection and Gravity Simulation technology. 

The Walkthrough is developed around an avatar (manikin). There are 2 ways of navigating: the 
“camera” mode and the “character” mode. In the camera mode, the camera is in reality the eyes 
of the avatar, while in the character mode, the viewpoint is slightly behind the avatar which is 
therefore visible and appears in front of the camera. 

One of the ways to activate the different mode of navigating is controlled by the Gravity and 
Collision toggles. 

To turn the Collision detection ON and OFF, press the C key. To turn the Gravity ON and OFF, 
press the G key. To show or hide the Avatar, press the P key. 

You will find the active setup used by looking at the top corner of the Walkinside window. 

 

The combination Gravity ON and Collision detection OFF is not shown, as you would sink 
indefinitely under the ground!! 

We will now describe 3 basic modes of navigation. 

1. The default mode of navigation is the camera mode with Gravity ON and Collision 
Detection ON and the Avatar hidden.  

   
Gravity and collision ON Gravity OFF, collision ON Gravity and collision OFF 

 
Gravity and collision ON 
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With this set-up, the camera is placed in the eyes of the avatar and as a result all the motions will 
be kept at this height, giving the impression that the user literally walks like a human being 
through the site. All the translations created by the arrow keys and all the rotations activated 
through the movement of the mouse will create movement of the camera in a horizontal plane, as 
the Gravity is ON. 
 

In this mode, also called the first person mode, the arrow key moves the camera: 

Down = Move backwards 

Left = Slide to the left 

Up = Move forwards 
 

Right = Slide to the right 
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and the mouse movement turns the camera: 

 

 

 

As the Collision detection is ON, the camera will climb the stairs when placed in front of a stair 
case. Also the motion will stop when the camera hits an obstacle. 

move the mouse down =  
turn the camera view 
downwards 

move the mouse right =  
turn the camera view to the right 

move the mouse up =  
turn the camera view upwards 
 

move the mouse left =  
turn the camera view to the left 
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IMPORTANT: 
 
To be able to walk smoothly in any direction, it is imperative to combine at the same time the 
selection of an arrow key and the motion of the mouse. E.g. selecting the Up key with your left 
hand and moving the mouse to the right with your right hand will create a smooth turn of the 
walkthrough to the right. 
 
 

 

2. The second common mode is the character mode with Gravity ON, the Collision ON 
and the avatar visible. 

 
 

 
 
In this mode, also called the third person mode, the camera is located behind the avatar and the 
viewpoint goes through the eyes of the avatar to the center of the screen. 
 
 
 
 
 
 

 
Gravity and collision ON 
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This time the arrow keys and the mouse movements are controlling the displacement of the 
avatar.    
 

In this mode, the arrow key moves the avatar: 

 

 
 

 

Down = the avatar walks 
backwards 

Right = the avatar walks 
sideways to the right 
 

Up = the avatar walks forwards  
 

Left = the avatar walks 
sideways to the left  
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And the mouse movement makes the avatar turn: 

                                                                                                  
 
                                                                                                    
In this mode, the location of the camera remains at the same height slightly behind the avatar and 
through the walking of the avatar, the user will develop some feeling about the size of the 
installation. As the collision detection is ON, the avatar will stop moving when hitting an obstacle 
or he will climb stairs when being positioning in front of them. 
By combining at the same time the selection of an arrow key and the motion of the mouse, you 
can steer avatar anywhere. E.g. selecting the Up key with your left hand and moving the mouse 
to the right with your right hand will do the avatar a smooth turn to the right. 
 
 

 
 

move the mouse down =  
The avatar looks upwards 
downwards 

move the mouse right =  
The avatar turns to the left 
 

move the mouse up =  
The avatar looks upwards 

move the mouse left =  
The avatar turns to the left 
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3. The third mode is a straightforward camera mode with Collision detection OFF, the 
Gravity OFF and the avatar hidden. In this mode, the camera can freely “float” in the air 
– the avatar is “gliding” through the air, not being connected to the ground (Gravity is 
OFF) – and can fly through obstacles (Collision detection is OFF). 

 

 

In this common mode, the Arrow keys and the mouse movements are affecting the camera 
location. 

In this mode, the arrow key moves the camera: 

 
Gravity and collision OFF 
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And the mouse movement turns the camera: 

 

 
 
By combining the selection of an arrow key and the motion of the mouse, you can move freely in 
any direction in space. E.g. pressing the down key with one hand and moving the mouse down 
with the other hand will create an ascending motion in the sky, while keeping a view on the site, 
like in a helicopter while looking at the earth. 
 

move the mouse down =  
turn the camera view 
downwards 

move the mouse right =  
turn the camera view to the right 

move the mouse up =  
turn the camera view upwards 
 

move the mouse left =  
turn the camera view to the left 

Down = Move backwards 

Left = Slide to the left 

Up = Move forwards 
 

Right = Slide to the right 
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In this mode, 2 extra keys could be very helpful in the navigation and save a lot of time, it is the 
page UP and page DOWN keys. 
 
 

 

 

 
 
 
 
     The activation of one of those keys will create an Elevator effect. 
 
 

 
Again, the activation of Page Up and Page Down can be done in combination with the mouse 
movement and/or the Arrow key selection. 
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1.3 Keyboard commands 

Help on keyboard shortcuts, if not help file defined 

 

 

Menu options 
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Toggle between person on/off 

 

 

Toggle collision on/off 

When collision is off the character can penetrate walls etc … 
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Toggle gravity on/off 

When off character will sit in Buddha position 

 

 

Gravity off -> Page Up = Moves character into the air. 

Gravity on -> Page Up = Stand up from crouching 
position. 

 

Gravity off -> Page Down = Moves character below 
ground level (Collision must be turn off). 

Gravity on -> Page Down = Crouching. 

 

 

Start/Stop Bezier creator 

 

Start/Pause showing demo created from the bezier tool. 

 

Stop the bezier path and close bezier file. 

 

Toggle off the refence behind the cursor. 
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Get the mouse control to make a “jump to” clincking on the map. 

 
 
 
 
 
 
 
 
 
 
 
 
 

Toggle wireframe on/off 

Move close to a pipe bend (an elbow) and move back and forth – the 
number of triangles used to describe the bend visually changes with the 
distance. 
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1.4 Toggling the right mouse button 

 

 

Character off,  + indicates view center point. 

In addition, the + is used when measuring dimensions (see Measuring 
distances). 
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Selector tool 

In networking mode, the arrow indicates viewpoint location of the teacher 
(see Networking). 

 

Database inquiry 
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Redlining, adding tag information. 

The commands described above are toggled between using the right mouse 
button. 

 

1.5 ESC Function 

 

Redlining is adding tag information to items in the model. Tags can be 
reviewed in ESC -> Review Options -> Redlining 

A tag is added by toggling to the “pin icon” and adding information – as 
shown with the newspaper. 

You can jump between tags for fast access to different parts of a model. 
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 Graphics options under ESC -> Configuration allows for change of 
background image and a view on the possibilities for using Walkinside™ in a 
VR center. 
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Walkthrough configuration under ESC -> Configuration allows change of 
“skin” on character and for changing properties like walk & run speed and 
height and width (use in collision detection). 
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1.6 Function keys 

AVI Recording  

Video Recording under ESC -> Configuration allows the user to make videos 
in AVI using the codecs installed on the computer. 

The AVI is saved in the main installation directory of Walkinside; 
c:\program files\VRcontext\Walkinside. 

 

 

 

Screen dump 

F12 makes screen dumps in *.TGA format. 

The TGA is saved in the main installation directory of Walkinside; 
c:\program files\VRcontext\Walkinside. 
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1.7 Keyboard Guide 
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1.8 Quick Conversion - MicroStation 

To make your first conversion, follow these steps : 

1. Launch MicroStation. 

2. Place the cell "VIEWER" on the ground in your model where you want to start the review. 
This cell, or symbol, is delivered in the vrcontext.cel library for MicroStation/J and 
vrcontext_v8.cel for MicroStation 8. Both libraries are placed in the subdirectory cell of the 
Walkinside product directory. 

3. Call the File\Export\Walkinside submenu. 

4. Choose the view to export. 

That's all. The converter will launch automatically the Walkinside Viewer. 
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2 Installation 

 
 
 
 

2.1 Previous installations 

Before installation, be sure to have uninstalled any previous installation of Walkinside.  
Refer to your Operating System User Manual to see how to properly uninstall software. 
Uninstall procedure in Windows; 

 
- Go to “Start”, “Settings” and select “Control panel” 

 

- Open “Add/Remove programs” and to select “Walkinside” and the “Change/Remove 
button”, follow the instructions on the screen  

 The following step can be skipped – however, we recommend it to avoid problems 
altogether. 

 
- Go to “Start”, “Run..” and type in at the command prompt “regedit”. 

 

 

- Go to “HKEY_LOCAL_MACHINE” 
- Expand the tree 
- Find “VRcontext” 
- Delete the entry 

 

 Reboot the computer to remove the last traces of the old installation. 

The computer is now ready for the new installation. 

2.2 New installation 

 

Installation from CD-ROM  
- Insert it into your CD-ROM reader.  
- Open the drive corresponding to your CD-ROM 
reader 
- Double click on the Walkinside setup file.  
 

 

Installation from web  
- Double-click on the downloaded file to launch 
the installation process. 

 

To verify if your PC will provide sufficient suppor t for Walkinside, please run the System 
Check utility included on the Walkinside CD-ROM.  
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Double click on the Walkinside 4.5 installation 
file. Walkinside 4.5 is installed using the 
InstallShield Wizard. 

Click “next”. 

The progress bar should tell you where you are 
in the installation. 

 

Do not “Cancel” the installation, in case you do – 
repeat the installation procedure. 

  

 

Read the EULA and click “Yes”. 
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You can select the appropriate converter for the 
CAD software you are using, be it Microstation, 
3ds max or AutoCAD. The other convertors you 
can use are available from the toolkit. 

You can install converters for several versions of 
the same CAD software. 

You can also choose to install a License Server. 

Click “Next >”. 

 

Walkinside 4.5 will finalize the installation. 

 

Click “Finish” and reboot your computer. 

Walkinside 4.5 has now been installed on your 
system. 

See chapter “Registration” on starting to use 
Walkinside. 
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3 Registration 

You need to be a registered user of Walkinside before you can start using it. 

You receive your license file via email. You need to copy it in the Walkinside directory, which is by 
default in C:\Program Files\VRcontext\Walkinside . 

When you receive the license file, it can be named “ABC123.lic” or something similar – you need 
to rename the file to vrcontext.lic and copy it to the installation directory of Walkinside. 

Do not hesitate to make a backup of your license file. 

If you have downloaded Walkinside from our Web site, it will not run until you license it. 

To launch the Walkinside Viewer DP or the Walkinside Viewer EP, you can either double click the 
Walkinside icon on your desktop or browse the "Start/Programs/Walkinside" menu and select the 
Walkinside Viewer DP or the Walkinside Viewer EP. 

Your registered user name and company name will be shown on the screen during the review of 
the model. The “About” menu tells you the exact Walkinside version number, the registered User 
and Company name and the license expiration date (if any). 

The “3D Model Info” menu tells you the Model title, the name of the registered user and company 
having made the conversion and the creation date. 

!
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4 Conversion 

4.1 MicroStation Model Conversion 

To launch Walkinside Exporter, start MicroStation and browse the File/Export menu to locate the 
Walkinside command. 

4.1.1 How to make a conversion 

 
Walkinside 
 
Walkinside contains a converter of MicroStation 3D models to the real time Walkinside Viewer, 
but it does a lot more: it includes leading edge technology (2 US patents) which reformat the 3D 
model geometry in such a manner which allows the Walkinside Viewer DP or the Walkinside 
Viewer EP to be very fast, easy to use and dramatically efficient due to its full collision detection 
management. 
 
Walkinside is fully optimized for plant design 3D models (offshore platform, power station, 
petrochemical, pulp and paper plant, etc...). Even with other types of models like architecture, 
town planning, ships or even mechanics, it delivers a very good performance, and continues to 
deliver its unprecedented ease of use. 
 
Basic steps 
 
Walkinside can be launched from the MicroStation menu File\Export\Walkinside. 
 

 
 
If you are using another MicroStation user interface, you can have problems to find the 
Walkinside entry in the File/Export menu. In that case, you can key-in "mdl load Walkinside" from 
the Key-In field. 
 
The Walkinside Dialog box asks you to select the view to export and a short description for the 
model. 
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The converted model will only contain the elements belonging to the visible levels in the selected 
view, whatever the levels are related to the active file or to references. Only the levels that are 
ON in the selected view will be included in your Walkinside file. Reference clipping and view 
clipping are not supported. 
 
The description will be accessible in the “Model Info” menu of the Walkinside Viewer DP and the 
Walkinside Viewer EP. 
 
By clicking on the small arrow in the lower left corner, you drop down additional settings: 
 

- The Optimize option button can be changed from “Speed” to “Visualization”. The 
“Visualisation” setting will deliver a file with better texture mapping and visual quality, 
like MicroStation produces when exporting to VRML. The counter side is that the file 
will be larger and slower. 
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- The DB Support option allows you to choose between exporting no database 
information, PDS database information, MS linkage database information or MsTags 
information. For PDS database, see chapter 4.1. MS Linkage database setting will 
keep the first MS linkage information only if this linkage is using ODBC. When the 
model will be opened in the Walkinside Viewer, a dialog box will ask for Username (if 
any), Password (if any) and ODBC Database name. The ODBC database should be 
available on the local workstation or through the network. For MsTags, you have to 
specify a tagset in the right hand edit box. 

 
The resulting file is created in the same directory as your DGN and will have the same name as 
the active MicroStation file with a "VR" extension. Progress bars are displayed during the 
conversion to give you a feedback of the process duration. A file counter is also displayed. 
 

 
 
When the conversion is completed, the Walkinside viewer will automatically start up and display 
your model. 
 
For accuracy, be aware that the fewer your resolution (number of positional units by master units), 
the lower the quality of the curved surfaces after the conversion. VRcontext recommends using 
1/10th of a millimeter (or 1/250th inch) as positional units. 
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Note that Walkinside runs on MicroStation/J 7.01.04 .10 or higher. 
 
In case of problems ...   

 If Walkinside encounters a problem during the conversion, like a corrupted MicroStation 
element, it will stop the conversion process, show an error dialog box to notify what is 
happening and copy the corrupted element in the MicroStation selection set. You have 
the choice to simply delete the object by pressing the "Delete" icon (if the element is in 
the active file only) or try to repair the corrupted element. If you are using 
MicroStation/J, you can use EDG utility, located in \Bentley\Programs\Edg. Open the 
file containing the corrupted element and enter the following command: "EDG > Repair 
Whole". If you are using MicroStation8, you can launch the following command in the 
Key-in field: “mdl load verifydgn” and next “verifydgn repair”. If the process does not 
solve the problem, you can try to isolate the corrupted element by making a copy of 
your file and deleting parts of it. 
 

 Even if the conversion completes without error, there could be objects remaining 
invisible in the viewer. In that case, check if these objects are rendered correctly in 
MicroStation accelerated mode. Sometime, MicroStation can also have problems to 
render correctly some ambiguities. 
 

 If you do not find where the problem is or if you want us to handle specific elements, 
you can send the file or part of it to info@vrcontext.com . We will do our best to help 
you and/or enhance our converter to support specific element. 

4.1.2 What is converted and what is not 

 
Objects handled by Walkinside  

 Graphic elements converted with Full Optimization:  
Shapes, Ellipses, Cones, Complex Shapes made of linear segments, Projection of 
Shapes (Surface or Solids), Projection of Complex Shapes made of linear segments 
(Surface or Solids), Projection of Ellipses (Surface or Solids), Revolution of Arcs 
(Surface or Solids), Revolution of Ellipses. 
 

 Graphic elements converted with Partial Optimizatio n:  
Complex shapes with curved segments, Nurbs, Projection of Complex shapes 
containing curved segments, Revolution of element other than arc or ellipse, 
Smartsolids and Meshes. 
 
These objects are partially converted by MicroStation Development Language (MDL) 
functions that Walkinside does not control. They can result in a very high number of 
polygons and highly accurate representation of objects, or low number of polygons and 
poorly accurate representation of objects. If you are not satisfied by the result, you can 
try to design your object in a different manner, mostly by using graphic elements 
converted with full optimization. 
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Information translated by Walkinside  

 Working Units: 
Only the following Metric and Imperial units are converted: Meters, Centimeters, 
Millimeter, Feet and Inches. Small curved surfaces require positional units smaller than 
1 mm to render well in the viewer. 
 

 Level:  
Only the levels activated in the selected view are converted. 
 

 Color:  
The color information is kept and is used as the default texture. If the setting "Use 
Reference Color Table" is on, the reference color table will be used for references. 
 

 Textures:  
Textures assigned with “Default Parametric” and “Planar” modes are handled. Draping 
is supported. In some cases, MicroStation MDL does not translate correctly the 
textures coordinates and the result in Walkinside can be erroneous. 
 

 References: 
Only the references levels activated in the selected view are converted. 
 

 Models: 
Models loaded as references are correctly handled. 
 

 Live Nesting of references: 
Live nested references are embedded in the Walkinside model as “nested references”. 
 

 Level Symbology: 
If a level symbology is active in the selected view, it will be used. Only the levels with 
the "Override Color" flag set will have their color handled. 
 

 References level symbology: 
If the reference level symbology is activated in the selected view, the reference level 
symbology will be handled. Only the levels with the "Override Color" flag set will have 
their color handled. 
 

 Cells and Shared Cells: 
Elements stored in cells and shared cells are converted. Shared cells are dropped 
during the conversion. The resulting file could be larger than the original MicroStation 
file if it contains a high number of shared cells instantiation of large size.  
 

 Orphan Cells: 
Elements stored in orphan cells are processed as standalone elements. Orphan 
shapes containing shapes and complex shapes with holes are correctly converted. 
 

 PDS databases (Intergraph Plant Design System softw are): 
If you export a PDS project through the SmartPlant Review export menu, you can 
embed all the database information in the Walkinside file. You need to load in 
MicroStation a DGN file having the same name as the DRI file, and to attach in 
reference all the DGN files you want, including the DGN files that have an associated 
DRV file. The PDSBatch converter can be used to make this conversion.  
 

 MsTags information 
Tags information created in Microstation can be viewed in Walkinside in the same way 
as PDS database information. 
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 ODBC linkages 
ODBC linkages are supported and kept alive in the .VR file. User will have to have 
access to the database used to review record. 

Objects or information not handled by Walkinside  

 All the following 2D Graphic objects are not conver ted:  
Lines, LineStrings, Complex Strings, MultiLine, Arcs, Bsplines, Curves, Points, Point 
Strings, Dimensions, Construction elements, Patterned elements, Patterns, Raster 
references, Raster elements. 
 

 All the following Information are not translated:  
Width, Line Style, Fill Area, Lights, Graphic Group, Association ID, User data, 
MicroStation Engineering Links. 

 

4.1.3 How to activate the Collision detection 

 
If you want to use collision detection during your reviews, allowing you to walk inside the 3D 
model, you need to place a cell named "VIEWER" in the model. This "VIEWER" cell tells 
Walkinside where you want to start your walkthrough. 
 

 
 
To place the viewer cell, attach the "vrcontext.cel" (vrcontext_v8.cel if you are using MicroStation 
8) library to your design. This cell library can be found in the cell directory under your Walkinside 
installation directory (by default C:\Program Files\VRcontext\Walkinside). You can select the 
viewer cell from this library and add it to your 3D model. The viewer cell represents a human 
character, so make sure to place it at least one meter or so away from any walls, floors and 
ceilings – otherwise the character may get stuck. 
 
The cell size (scaling factor) has no meaning during the conversion. Walkinside takes only its 
origin and orientation. The cell’s origin is placed at mid-height. 
 
If your model has wrong units labels, the Walkinside character will be too big or too small. In such 
case, check your units. 
 
��� �  Do not attach the “viewer” cell in shared mode! 
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4.1.4 Conversion Time and File Size 

 
If you do not place the "VIEWER" cell in your model, Walkinside will not process the data to 
manage the collision detection and it will result in a shorter conversion time. 
 
Without processing the collision detection, Walkinside takes about 1 minutes to convert 10 MB of 
model (in MicroStation/J) on a typical 1 Ghz PC, as long as you have enough memory (see 
below). 
 
The resulting Walkinside model file will be about the same size than the MicroStation/J file 
(including the size of the references). 
 
With the processing of the collision detection, you need to multiply the time by two, and the size 
will be about twice the size of the MicroStation/J file, including the references. 
 
Make sure you have sufficient memory to make your conversion, because if you run out of 
memory, the time to convert could be 10 times longer. You can evaluate the total memory 
requested to make a conversion without running out of memory by using the following rule : 

 Without processing the collision detection, add three times the total size of your 
model to the size of the memory used by Windows and MicroStation (about 130 
MB). 
 

 With processing the collision detection, add five times the total size of your model 
to the size of the memory used by Windows and MicroStation. 

 
If you use textures, the Walkinside file will contain all the textures used, making its size larger. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
Walkinside User Guide - Version 4.5   Page 39 

4.2 3ds max Conversion 

 

 
 
Select the « File/Export » from the 3ds max main menu. 
 

 
 
In the file chooser dialog, choose the Walkinside VR (*.VR) extension. Give a name and press 
“Save”. 
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A dialog box with options will appear : 

 Viewer Export.  To activate collisions, you need to create a “dummy” in 3ds max and 
name it “Viewer01”, or “Viewer02”, “Viewer03”, … you can create several. In this dialog, 
you can decide which one will be the starting viewer position when opening the 
converted file in the Walkinside Viewer. 
 

 
 

 Export cylinders primitives.  If the model contains lots of cylinders, you can check this 
option to activate dynamic tesselation for it. Framerate will be faster, quality will 
decrease a bit when viewing a cylinder from a distant point of view. 
 

 Use wireframe color, Use material color.  If a 3ds max element contains 3 different 
colors: wireframe, material and texture, you can specify which want you want to be 
converted in the Walkinside file. By default, texture is chosen if present, then material 
color if present and finally wireframe color. If you check material or wireframe color, the 
order of priority will be changed. For example, with a model containing textures it could 
be usefull to display the wireframe color in some cases which could be a kind of code 
for the overall structure of the model. 

Pressing “OK” will then start the conversion. 

 A very simple database support exists for 3DSMax models. This database is just 
containing the name used for the object. 

 3dsMax version 8 exporter is available under request. 
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4.3 AutoCAD Conversion 

 
 

 

After opening AutoCAD, in the AutoCAD 
console, type : 
 
( arxload “Walkinside” ) 
 
In acad2006doc.lsp located in the AutoCAD 
2006/support directory, you can add this line. 
 
( arxload "Walkinside" '("VROUT") ) 
 
so the next time you open AutoCAD,  you won’t 
have to type this command anymore. 

  

 

Load a model inside AutoCAD then type : 
 
Vrout 

  

 

Specify the units of the AutoCAD model. It 
could be meters (m), centimeters (cm), 
millimeters (mm), inches (in), feet (ft). 

  

 

Type : 
 
_all 
 
or select an element or a group of elements 
that you want to be converted. 
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Type : 
 
The Enter key. 
 
This will start the conversion. 

 
 
 

 

 
To activate collision detection, you need to create a block named VIEWER.  

 A very simple database support exists for Autocad models. This database is just 
containing the layer name used by the object.  

 

4.4 OBJ conversion (Maya) 

 
The Walkinside tool kit can convert models in the format *.obj. 
 
Procedure for converting *.OBJ model 

 

Access the toolkit in the installation root of Walkinside 
Select “Export” -> “Alias/Wavefront OBJ Converter”. 

 

Select the file you want to export. 
Select “file”, “scale factor” and if you are using “inverted Z 
axis”. 
Select “Ok” and the file is converted to a VR file. 
Walkinside will open automatically when the conversion is 
finished. 
 
Note: Textures will only be converted if located in the same 
directory as the .obj file. Only TGA files are supported. 
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4.5 PDMS Model Conversion (available in Walkinside EP only) 

Walkinside contains a converter of PDMS models to the real time Walkinside Viewer, but it does 
a lot more: it includes some leading edge technology (2 US patents) that will reformat the 3D 
model geometry in such a manner that the Walkinside Viewer DP or the Walkinside Viewer EP 
will be very fast, easy to use and dramatically efficient due to its full collision detection 
management. 

Walkinside is fully optimized for plant design 3D models (offshore platform, power station, 
petrochemical, pulp and paper plant, etc...).  

Model conversion in Microsoft Windows 

 

The Walkinside PDMS converter (“Toolkit”) is 
typically located in the installation root of Walkinside, 
next to the Walkinside executable (usually in 
C:\Program Files\Vrcontext\Walkinside ) 
 
 Select the “toolkit.exe” executable file. 
 

 

This is the first screen you are getting once the 
Toolkit application is invoked. 
 

 

To convert a model, the menu option “Export” must 
be clicked, and then the “PDM2Walkinside” sub-
option. 
 
This will open the PDMS export dialog. 
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In the lower left corner of the dialog box, you will find 
up-to-date help about how to convert your PDMS 
model. 
 
The main control box is the first one, which allows 
the selection of the original PDMS file to be exported. 
The button on the right labeled “Select File”, allows 
browsing and selecting the desired file. 
 
Both ASCII and binary export are supported. 
 
It’s important to always keep in mind that PDMS 
model files don’t have a “fix” extension. Most of the 
times, design engineers assign the “.rvm” 
extension to PDMS model files, but this is not 
always the case. The exporter can handle PDMS 
files in the formats; *.MAC, *. MOD and *.RVM. 
 
Once the file is selected, the field “Viewer Position” 
will be initialized with the coordinates of the first 
geometric entity found in the file. This will be the 
starting position for the 3D virtual camera of 
Walkinside. Those values could be modified at this 
time, so before the export process takes place 

Walkinside allows reviewing the 3D models with 
collision detection and access to Data Base 
information. However, it could be useful to do a 
partial export - without these features - first, and do a 
complete export later on (see also Viewing PDMS 
database information below). The reason for this 2 
steps approach is that a complete conversion can 
take up to several minutes for large models. It 
therefore becomes interesting to get quickly a first 
feedback of the conversion process, especially to 
check that the colors are seen in Walkinside as 
desired. 

 
So, we “uncheck” the “Use Collision Detection” and 
“Database support” checkboxes for this first quick 
step, as shown in the picture. 
However, it is crucial to keep always active the “Use 
zone as reference file” checkbox. Otherwise, some 
export processes could potentially “freeze” the PC 
due to an excessive RAM memory usage. (In future 
releases of the exporter, this checkbox will be 
removed.) 
If you want to be able to switch ON/OFF some 
parts of your models, you can ask the converter to 
convert zones as references files. 
If you have to merge the resulting file with other files 
and that the scale of both files are not equal, you can 
add a scale value in the “Scale” field. 
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Once the “OK” button is pressed, this new dialog box 
pops up. 
 
 It is the PDMS color Definitions dialog box. The 
exporter will use the colors exposed here to color the 
objects in the PDMS model. These colors can be 
modified now. To do this, each color rectangle can 
be clicked and a standard color-picker dialog will pop 
up. The new colors will be shown in the color 
rectangles. 
Those new colors will be saved for the next export 
session, so this operation can be done only once. 
Next, press the “OK” button to launch the conversion. 

 

 

This is the progress dialog box. 
 
Depending upon the size of the PDMS model, this 
step can take up to several minutes. 
The process can be aborted - at any time - by 
pressing the “Cancel” button 

 The exporter will first scan the entire model to collect 
all colors used.  
 
The converter is not able to access colors that are 
not PDMS default colors. If the model contains non 
default colors or textures, it is necessary to create 
additional text files to describe these colors or 
textures. Please, refer to online help for non default 
color and texture support. 
 
 

 

 

When the dialog box closes, the new .vr file will be 
stored next to the original PDMS model file. 
 
The file name will be the same as the PDMS file, but 
with the extension “.vr”. 
 
To start a real-time project review, just double-click 
on the file icon, or launch Walkinside and open the 
model through the main menu. 
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Check that the model was successfully converted, 
and that the colors correspond to the selected palette 
(in our test the red and purple colors were selected in 
the color dialog box shown before). 
 
At this point, the “collision detections” and “Data 
Base” information are missing, so we will need to “re-
export” the model through the Toolkit. 
 

4.5.1 Viewing PDMS database information 

 
Walkinside will read the header information from the PDMS data file and statically store the 
information in the converted PDMS file. 
 
Procedure for adding PDMS database information 

It is recommended that you first follow the same steps as those described in Model conversion in 
Microsoft Windows above. 

 

 

At the end of the steps described here above, 
you need to perform some modifications - by 
hand - to one of the Walkinside configuration 
files.  
In order to do that, you need to access the 
\Plugins\pdms2walkinside.ini  file, located 
under the same directory as the Toolkit and 
Walkinside executables. 
 
This file is a text file which can be edited with 
any text editor software, such as Notepad or 
WordPad. 
The change must be brought in the last line of 
this file. The state of the variable “UseDatal” 
must be changed from “FALSE” to “TRUE”. 
The file must then be saved. 
 
 
This step must be done only once, after 
Walkinside has been installed. 
 
 

 

Access the toolkit in the installation root of 
Walkinside. 
Select “Export” -> “PDMS2Walkinside”. 
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Back to the Toolkit dialog box, we select 
again the PDMS model file. 

 
This time we check the “Use Collision 
Detection” and “Database support” 
checkboxes. Remember to keep “Use 
zones as reference files” checked. 
 

 If you want to be able to switch ON/OFF 
some parts of your models, you can ask the 
converter to convert zones as references 
files. 
If you have to merge the resulting file with 
other files and that the scale of both files 
are not equal, you can add a scale value in 
the “Scale” field. 

       

 

Back to the Toolkit dialog box, we select 
again the PDMS model file. 

 
Select the file you want to export . 

 
Finally, you need to select the Data Base 
file attached to the PDMS model file. This 
file contains all the attributes information, 
and has been created by the PDMS 
software. To select this file, just press the 
lower “Select File” button and browse it. 

 
This file is usually called “datal”, or it can be 
called with the name of the PDMS model 
plus the “.datal” extension, but once again, 
it is up to the design engineer to select both 
and the name and the extension of this file. 

 
 

 

After following the same steps as for the first 
export, we check that we have collision 
detection in our model (look into the user 
manual for this standard feature 
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To make a query to the Data Base, just right 
click on top of the desired object several times 
until the “question mark” character appears on 
top of the object. 
 

 

Walkinside will open automatically when the 
conversion is finished. 
After clicking on the object, the PDMS 
hierarchy will open in a separate windows and 
the selected object is highlighted. 
If the object has specific attributes, those will 
be shown in a separate textbox appearing at 
the bottom of the window. 
 
It is possible to “move” the 3D virtual camera 
position just by double-clicking on any object 
in the PDMS hierarchy tree 

 
User Data Linkage and RIS Data Linkage are supported. 
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4.6 Point Cloud Converters (available in Walkinside  EP only) 

 
To be able to import point clouds you need first to implement a PTS file. 
 

4.6.1 PTS file description 

 
It is composed of a sequential list of chunks. 
 
[chunk1] 
[chunk2] 
[chunk3] 
. 
. 
. 
[chunkN] 
 
Each chunk describes one points cloud file. 
 
It has this format : 
 
TYPE 
U 
A B C 
X Y Z 
S 
fileName.txt 
 
Where: 
 
<TYPE> describes the type of point cloud file. 
 
Possible values are : 
 
    - XYZ [H] 
    - XYZ_NXNYNZ [H] 
    - XYZ_RGB [H] 
    - XYZ_A [H [m M]] 
    - XYZ_A_RGB [H] 
    - XYZ_F [H [m M]] 
    - XYZ_ NXNYNZ_RGB [H] 
    - XYZ_ RGB _NXNYNZ [H] 
 
NOTE: [ ] means optional parameter. 
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- <TYPE> describes the colors of the points : 
 
    - if using XYZ: white 
    - if using XYZ _NXNYNZ: three additional values are read. They describe a normal in space, 
which is then used to determine the angle with a light, which itself gives a grayscale color. 
    - if using XYZ _RGB: three additional integer values in the range [0-255], describing the red, 
green and blue components. In consequence the points can all have different colors. 
    - if using XYZ _A: a single integer value in the range [0-255], describing a grayscale intensity. 0 
is black, 255 is white, values in-between define a grayscale. 
    - If using XYZ_A_RGB: a merge of XYZ_RGB and XZY_A. 
    - if using XYZ _F a single floating value in the range [0-255], describing a grayscale intensity. 0 
is black, 255 is white, values in-between define a grayscale. 
    - if using XYZ _ NXNYNZ_RGB: a merge of XYZ_RGB and. 
    - If using XYZ_ RGB_NXNYNZ : a merge of XZY_ NXNYNZ and XYZ_RGB. 
    
 
You can also use additional parameters H, m and M. [H [m M]] describes for H the amount of 
header lines to skip, for m and M the minimum and maximum values of a range of intensity. 
These two last values are only used for intensity based files. All parameters are optional. You can 
use the H parameter only, or all parameters, but you can not skip the first if you are using the 
range parameters. 
 
<U> is for Units. Yard, Feet, Inch, Centimeter, Meter and Millimeter are valid. 
 
<A> <B> and <C> are angle values in degrees, describing the rotation of the model around its 
local original (0, 0, 0), and around respectively the X, Y and Z axis. 
 
<X> <Y> and <Z> describe a translation to apply to the points (in the units of the point cloud file). 
 
<S> is the scale to use. Value of 1 is identity (no change of scale). 
 
The last line is the name of an ascii file containing the list of points to generate. The format of that 
file is dependant of the <TYPE> parameter. 
 
Points file format : 
 
All files contain the description of one point per line. The number of points is automatically found 
by looking at the number of lines inside this text file. 
 
- all formats (XYZ_xxx) assume the first three values of the line are the X Y Z position of the point 
in space. 
 
- Separator is always WHITE SPACE. 
 
Referencing point cloud files : 
 
The point cloud description file can also be used to reference the same points file many times, as 
references work in Microstation. 
 
To use them, specify "repeat" at the type for a chunk. It will duplicate data from the PREVIOUS 
chunk in an optimized way. The file name has to be omitted. 
 
Example 
Format ASCII File Description 
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The first sample will have a 
scale of 2, located at the 
position (500, 100, 0) in the 
world, and rotated about 60° 
around its X axis, -10° around 
its Y axis, and 30° around its Z 
axis. 
Will sample the file "cloud1.txt" 
twice into the MicroStation 
model. 

TYPE 
U 
A B C 
X Y Z 
S 
fileName.txt 

XYZ_RGB 
centimeter 
60 -10 30 
500 100 0 
2 
cloud1.txt 
repeat 
centimeter 
20 30 50 
-500 200 800 
1 The second sample will have a 

scale of 1, located at (-500, 
200, 800), and rotated about 
20°, 30° and 50° around the X 
Y and Z axis. 

 
 
 
 
 

4.6.2 Laser Scanning 

 
A laser scanner acquires three dimensional geometry by scanning a laser across an object. The 
device measures the time of flight of the laser pulse to determine the distance from the scanner to 
each point on the object that the laser reflects off of. 
 
"Object" can be a discrete object, a small environment such as a room, a larger environment such 
as a group of historic structures, or an entire landscape surveyed from the air. 
 
A laser scanner produces a point cloud of three dimensional points representing the object 
scanned.  
 
You can convert a laser point cloud file through an MCAD or AEC CAD tool to view the result in 
Walkinside or use the standalone point cloud converter in the toolkit.  
 

4.6.3 Using MicroStation as point cloud support 

 
 
You can use the exporter to export one, or many point cloud files, and interface them to a 
standard MicroStation file, by adding a small ASCII description file in the same directory that 
holds the DGN file. 
 
The name of the description file has to be the same name as the root DGN, with the extension 
pts . 
 
Example : 
Zone01.dgn, is supported with a ASCII description file named ZONE01.pts 
 
The points cloud description file is used to list all the points cloud files to reference, and 
where/how to place these into the MicroStation model. 
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4.6.4 Using PDMS as point cloud support 

 
If you are using PDMS and use the same method as describe above for Microstation, the only 
alteration is that the Viewer Position must be placed at 0,0,0. 
 
 

4.6.5 Using the toolkit for point cloud conversion. 

 
You can also use the toolkit for converting a point cloud without using MicroStation. 
 
Follow the steps shown above to open the toolkit and the choose PointCloud2Walkinside. 
 

 
 
Then press “select File” button and choose a .pts file you created. 
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Once the file is selected press OK and the conversion will begin. 
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4.7 3DStudio Converter (available in Walkinside EP only) 

 
There is also available a 3dstudio converter using the toolkit.  
 
Follow the steps shown above to open the toolkit and the choose 3ds2Walkinside. 
 

 
 
Select a file and then choose units(m, cm, feet, yards, inches), collision detection and the 
origin(x,y,z). By default collision detection is on and the origin is 0,0,0. 
 

 
 
Once you’ve made your selection press OK and wait untill the conversion is over. 
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4.8 Batch Converters (available in Walkinside EP on ly) 

4.8.1 PDS Batch Converter 

 

 
 

- The first step is to select a DRI file. This is done by pressing the “Browse” button in the 
upper left part of the dialog. In the left list box, all the available dgn and prp files are 
displayed. 

- Select the files that need to be in the VR file, and press the “Add selected” button. On 
the right list box, the files just selected should now be listed. 

- The right list box displays all the files that will be converted in one big VR file. It is still 
possible to remove files from the list by selecting them and pressing the “Remove” 
button. 

- Verify the Convert options if there are correctly set. Note: The MS Folder is the location 
where Microstation is installed, be it v7 or v8. Note: collision needs to be activated for 
the database functions to work. 

- Press start and wait until the conversion is done. 
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4.8.2 DGN Batch Converter 

 

 
 

- Press the “Browse” button to select a directory. 
- All the files of this directory will be listed in the left list box. 
- Refine your search with the wildcard search. 
- Select files required on the left, they will appear on the right list box. 
- At this point, you can still remove some of them from the list using the “Remove” button. 
- Verify the convert options if there are correctly set. The MS Folder is the location where 

Microstation is installed, be it v7 or v8.  
- You need to specify a batch file. A .bat extension is required otherwise the program will 

not convert. Just add a name, the program will create a file. 
- Press OK, the conversion will start. 
- The resulting model, mdl_batch_model.vr ,  will be located one directory up. 
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4.8.3 DGN Multi Batch Converter 

 

 
 
The functionality is the same as the DGN Batch Converter except that multiple VR files will be 
generated from the multiple DGN files selected. The resulting VR files will be located in the same 
directory. 
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[General] 
startViewer=FALSE 
 
Otherwise, for each model of the list, it will automatically open the Walkinside Viewer. 
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4.8.4 PDMS Batch Converter 

 
 

 
 
Using the toolkit interface, the PDMS Batch converter can be used as the DGN and PDS Batch 
converters to create a .vr file from multiples pdms models. 
The user must create a text file including the paths of all the pdms files that will be converter. 
 

- Press the “Select File” button to select a text file including the pathe of all the pdms file 
that will be converter. 

- Check collisions and DB if needed. 
- Choose a Viewer position and a scale. 
- Press ok. 

 
For more info about the PDMS flags refer to PDMS Converter. 
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4.9 Other converters (available in Walkinside EP on ly) 

Walkinside can also convert files from: 

 CATIA v4 & v5 
 Unigraphics 
 SolidWorks 
 ProE 
 IDEAS 
 Euclid 
 CADDS 

The converters for these file formats are sold separetly. Please contact VRcontext Sales for more 
information. 
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4.10 VRmerger (available in Walkinside EP only) 

 

 
 
Start by loading a few vr files into the VRmerger. The used directory can be retrieved if saved as 
bookmark. 
 

 
 

 
 
The VRmerger window can be easily expanded for clarity. 
 
Select the directory where the resulting merge result will be. By default, it is in the main 
Walkinside directory and the name of the file is merged.vr 
 
When the list is ready, start the merge process by simply clicking on “Start merge” 
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5 The viewer 

5.1 Launching the viewer 

When you export a model from MicroStation, it will be automatically opened in the Walkinside 
Viewer after the export process completes. If you want to review the same model again later on, 
you can simply double-click the file to launch the Walkinside Viewer again. 

Alternatively, you can start the Walkinside Viewer from the Start menu. Doing so will make an 
open dialog appear, in which you can select the 3D model you wish to view. 

You can also double-click the Walkinside Viewer icon on the desktop : 

By double-clicking the Walkinside Viewer icon, Walkinside starts and the following menu appears 
on the screen : 

   

The first menu choice “Open” allows you to select the 3D model you wish to view. At each time, 
you can press the “Esc” key or click outside the interface to go back to the full model view. 

During the load of the file, a splash screen appears, showing the progress of the load and the file 
currently loading. 
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5.2 Navigation 

You can move around in the 3D model using the keyboard and the mouse. The mouse controls 
your character's orientation. Moving the mouse forward and backward will let you look up and 
down, and moving it sideways will let you turn left or right. To walk around, use the keyboard's 
arrow keys. 

If you right click four times the mouse button, you can access a magnifier mode. When selected, 
it will display the following icon : 

 

By clicking on objects in the scene, you are directly translated in front of them. If the gravity is 
active, you will always stay on the ground, even if you click on some objects highly placed. 

Third person mode : 

The third person mode changes the camera behavior from the user’s eyes to somewhere behind 
and above him. It is helpful to get a good idea of the clearance between components or of the 
size of some equipment. You can adjust the distance between the camera and your body in the 
Walkthrough settings menu. 

The third person can sometime “hide” the viewer or the view can be completely obscured by walls 
or objects. In other occasions, the viewing cone of the viewer can show you strange clipped 
results or missing objects (which the viewer body does not see normally, and which you will not 
see if you switch back to first person mode). You can resolve these effects by activating a better 
camera mode in the Walkthrough settings menu (collision on third person mode camera). 



 
Walkinside User Guide - Version 4.5   Page 63 

 

The third person mode with the character walking. 

In addition to these basic controls, you can also use the following keys and buttons : 

 

This list of available keystrokes is also always available while running through the option “Help” in 
the main menu. 
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The following behaviors are available during walkthrough : 

    
Standing Walking Running Jumping 

  
 

Crouching Hovering Flying 

 

 

 

Snorkeling Swimming Networking 
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5.3 Collision detection and gravity 

Collision detection is only available if you place a viewer cell in your MicroStation file before 
converting it. When collision detection is active, you will not be able to move through walls 
anymore. Combined with gravity, collision detection allows you to fully immerse yourself in your 
3D model, and to explore it as if you were actually there. 

When collision detection and gravity are enabled, you do no longer fly around in the 3D world like 
a ghost. You “walk inside” the world as a real human being would. If you would like to see what's 
on the other side of a wall, you will have to find a door. If you would like to go to the second floor 
of the building, you will need to look for the stairs. 

With this added realism, however, you may sometimes encounter some difficulties. You might 
accidentally end up in a tight spot, from which there is no exit. You might fall down a well, for 
example, with no way to get back up. If you find yourself in a situation like this, there are a few 
things you can do : 

 If the obstacle blocking your way is relatively small, you can try to jump over it. To do so, 
walk or run towards it and press the space bar to jump. If the obstacle is too tall, you can 
also try to climb it. To climb, walk towards the obstacle until you touch it. Then, while still 
holding down the walk button (up arrow), press the jump button (space bar). Your 
character will now climb onto the obstacle. Climbing is not only useful for scaling 
obstacles: you can also climb ladders in exactly the same way. 
 

 If neither jumping nor climbing allows you to go where you want, you will have to 
temporarily disable collision detection. To do so, press the C key. You can now to fly to a 
new location. Note that disabling collision detection automatically disables gravity. Verify 
that you are above the ground, and then switch collision detection (C key) as well as 
gravity (G key) back on. Switching only gravity back on without collision is not allowed 
since you would then fall through the model. 

Note that the Walkinside Viewer displays two icons in the upper right corner of the screen. These 
icons indicate whether collision detection and gravity are activated or not. The left icon represents 
gravity; the right icon represents collision detection. If collision detection or gravity is on, the 
corresponding icon will be opaque – otherwise the icon will turn red and become translucent. 
 

   
Gravity and collision ON Gravity OFF, collision ON Gravity and collision OFF 
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If you load a model in which the “Viewer” symbol is misplaced, i.e. without floor below it, 
Walkinside switches automatically the gravity off and display the following message : 

 
 

5.4 Statistics Information 

You can ask to have in the top left corner of the screen the display of statistical information about 
the view content by pressing the F9 key. 

 

The displayed fields give you information about camera position, rendering time and view 
complexity : 

XYZ: position of the viewer 
Fps: number of frames by second 
Mts: million of triangles by second 
nnn tr: number of triangles in the view 
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5.5 Getting Information about your License 

The “About” menu entry in the main menu allows you to get information about your current 
license : 

 

5.6 Getting information about the current model 

The “3D Model Info” menu entry in the main menu allows you to get information about the current 
model : 
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5.7 Measuring distances 

When reviewing designs in the Walkinside Viewer , it is very easy to measure distances in your 
3D model. All you have to do is to tag the two points between which you want to measure the 
distance. To do so, click the left mouse button on any surface in the 3D model. 

A red dot will appear on the surface – this is your first point. To complete the measurement simply 
click a second point. The two points will be connected by a red line, and the distance between 
them will be displayed on top of the screen. The X, Y and Z delta distance is also displayed. 
Distances are always delivered in the units system used in the MicroStation file. 

Note that you do not have a "traditional" mouse pointer in the Walkinside Viewer. Instead, you 
have a crosshair that stays in the center of your screen. When you click the left mouse button, the 
point on the surface directly under the crosshair is the point that will be tagged. Finally, note that 
distance measurements are only available if collision detection is also available, i.e. when you 
place a “VIEWER” cell in your MicroStation file before converting it. 

 

 

If distance equals 0 (double click in the same point), the info that appears on the screen will be 
the XYZ coodenate for clicked point. 
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5.8 Point Clouds (available in Walkinside EP only) 

5.8.1 Point size 

 
You can adjust the size of the individual XYZ point that describes a spot in space. 
 
In the “User.ini” file in the root directory of the installation of Walkinside, find the parameter; 
setFloat gf_cloudPointsSize 1.0000  -> change the size of the point to your desired value. We 
have seen that values been 1 and 10 are the most common values. 
 

5.8.2 Point Optimization 

 
By default walkinside does an optimization of the pointCloud while the camara is moving, so not 
all the points are painted, you are able to change this parameter so you could see the all the 
Points all the time, of course this would decrease the rendering performance. 
 
In the “User.ini” file in the root directory of the installation of Walkinside, find the parameter; 
setBool gb_disableCloudPointsOpt FALSE  -> set it to TRUE for avoiding optimization; and find 
also the parameter setFloat gf_cloudPointsParam 1.0000  -> change the value not to avoid 
optimization but to set up the optimization you wish. 

5.8.3 Point size dependency with the distance 

 
As the points are farther from the camera their size must be smaller but the user is able to control 
that parameter too.  
 
In the “User.ini” file in the root directory of the installation of Walkinside, find the parameter; 
setVector gv_pointParams 1.0000 0.0500 0.0010  -> make the value smaller to get bigger points. 
This parameter modifies the Point size like 
gl_PoinParameterfv(GL_DISTANCE_ATTENUATION, ) function does in OpenGL. 
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5.9 Review options 

By choosing the “Review options” entry in the main menu, you access to the clipping, references, 
levels, database and 3D redlining management. 
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5.9.1 Clipping 

 
The “Clipping” option opens a window that allows the user to slice the model with a plane parallel 
to the current view. 
 

 
 
 
This menu allows the user to define a minimum and maximum distance of the slice and the Value 
gives the real distance from the character and the slice starting position, that will change when 
the scroll bar changes. The maximum value won’t exceed the model maximum. 
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5.9.2 References & Levels 

 
The “References & Levels” option opens a window listing all the opened files (active DGN and 
references) in the left pane and the converted levels of the selected file in the right pane : 
 

 
 
By using this interface, you can switch on and off specific levels and entire references. The 
collision detection manager takes into account the changes in the geometry. If you remove a level 
containing the floor on which you reside, you will immediately fall. You need in such case to 
deactivate the gravity to continue your review session. You can also come back to the starting 
position by pressing the “H” key. 
 
The content of the dialog box reflect the references nesting, if existing. To access references 
nested in a file, you need to click on the file name to open the tree structure. When there are 
nested references, a + sign appears in front of the file name containing them. 
 
 
 

5.9.3 Database Connectivity (available in Walkinside EP only) 

 
The “Database connectivity” option allows you to search for specific field content in the model. 
You need to key-in a valid SQL select command, with or without wildcards (* and ?). When you 
create new search commands, you need first to save it and to associate it with a date, a 
description and the name of the creator. These values are stored in a XML file. The search is 
done on the full database and returns a list of all the retrieved objects containing the specified 
string. With the browsing buttons, you can jump between objects. When you get the record of the 
object you are looking for, you can ask to have the camera jumping in front of the object. A rubber 
line will link your position to the position of the object during 20 seconds to help you to locate the 
object in crowded space. 
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To embed database information, you have to export from inside the PDS interface a project 
dataset to SmartPlant Review. When such export is done, you need to identify the name of the 
file with a .dri extension. If there is a MicroStation file with the same name, you need to load this 
file for the Walkinside conversion. If there is no MicroStation file with the same name as the dri, 
you need to select a MicroStation file and assume that all the other MicroStation files are 
referenced in it before launching the Walkinside conversion. 
 
You can interrogate objects during you review by using the direct interface. To do so, you need to 
click the right mouse button twice to get the interrogation mark (database cursor) appearing on 
the screen. Then, you can navigate inside the model to have the database cursor on the object 
you want to interrogate. If you click the left mouse button at that time, a dialog box opens with the 
relevant database information. Object with ODBC database MS link can be searched but you can 
not interrogate them dynamically. 
 
 

 
 
 
The Database Interrogation icon is on top of an object. 
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If you click the left mouse button at that time, the database information dialog box shows no 
information if the belonging object contains no database information . 
 
 

 
 
 
If you click the left mouse button when the Database Interrogation icon is on top of an object 
containing database information, the database information dialog box shows the technical 
database information belonging to that object. 
 
To return to the original cursor, click the right mouse button until the “+” cursor appears. 
 
Now multiple DBs are supported for one model. This will allow the user to have one DB of PDS, 
one Mstag, one PDMS…, but will not allow to have more that one DB of the same kind, for 
example 2 different PDS DB.  
 

5.9.4 3D Redlining 

 
The “Redlining” option allows you to retrieve previous revision quotes, done in the same model 
you are reviewing, or in a previous version of the same project. Quotes are saved between model 
conversions in a separate file. That file is created with the same name as the VR model with 
the .wrd extension. It has to keep the same name to continue to be read in later sessions. It 
means also that the model name cannot change between revisions. If it is the case, you need to 
match both names by renaming the .wrd file. 
Redline file could be sent by e-mail to people having access to the same .vr file, so they can 
review the quotes made. 
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You can browse and select the tag you wan to review. The “Jump to” button moves the camera in 
front of the object that was tagged with the 3D redlining. To remove the dialog boxes from the 
view, you can press the “Esc” key or click somewhere outside the dialog boxes. 
 
Creating 3D redlining 
 
To create new 3D redlining, you need to select the 3D redlining cursor. Click the right mouse 
button three times until the pinpoint appears : 
 

 
 
Move the 3D redlining cursor on the object or the spot you want to quote, press the left mouse 
button and circle the object or spotted area by dragging the mouse with the left button pressed. 
When you have finished your circling, a dialog box appears to allow you to enter a tag reference 
and your quote about the spotted area. 
 
By using this interface, you can also save specific views and retrieve them later during a review 
session. 
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Move the 3D redlining cursor on the spot you want to comment. 
 
 

 
 
 

Circle the area related to your comment. 
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Enter a tag name and fill in your comment. 
 

 
To return to the original cursor, click the right mouse button until the “+” cursor appears. 
 

5.10 Networking 

The “Network” menu option in the main menu allows you to have multi-user sessions. The multi-
user session can be based on either a LAN mode (the internal network in the company) or an 
Internet connection, or both modes at the same time. 

 

Click on the “Local Area Network” button if you choose to connect to another user session of 
Walkinside currently occurring on the LAN. A dialog box appears in which you can choose the 
user and model that you want to join : 
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The Teacher column contains the Login name (Windows Login Name) used by the user(s) who 
were the first to start a Walkinside session. There might be different Walkinside sessions at the 
same time. The File name column display the model loaded by the Teacher(s). By pressing the 
“Join” button, Walkinside will first try to detect if the model loaded by the selected Teacher is not 
already on your computer. It looks ONLY in the subdirectory “models” located in the 
installation path of Walkinside.  If Walkinside finds the model, it checks if that models is exactly 
the same as the one used by the Teacher. If everything is OK, it loads that model. If the integrity 
values are not the same, Walkinside downloads the model from the Teacher’s location. That 
model will be copied in the “models” subdirectory located in the installation path of Walkinside. It 
will not be downloaded again until the model version changes. 

To make an Internet connection, you need to know the IP address of the Teacher’s PC you want 
to join. To know the IP address of the Teacher, he has to open a DOS window and key-in 
“ipconfig”. The IP address appears on the second line of the displayed information. 

If your company is running a firewall or has specific settings, you need to use a specific port to 
access the Internet. Ask your system manager to get one and enter the value, as well as your IP 
address in the related fields. 
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When you enter a model with a network connection, your character appears near the Teacher 
(the first active user), floating in the air during the complete load of the model in memory. From 
that time, all the present users are able to see you (your character). 

 

Two users in the same model, with the third person mode activated. 
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The animated characters are able to walk, run, take stairs and ladders, look up and down, and 
slide on the left or right side. Being able to see where are looking other users is helpful to 
understand the subject of the discussion during the network meeting (mostly when looking up and 
down). 

 

Two users are meeting together. The active user has placed its cursor on the character of the 
other user, making its name appearing on top of it. The name displayed is the Login name of that 
user (the Microsoft Windows Login name). 
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Two networked users running in a plant, with the third person mode activated. 

 
 
In a network session, the Teacher has a 3D cursor visible by all the other users. To help other 
users to find the exact location of the 3D cursor, a line is drawn between the Teacher and the 3D 
cursor. It is very helpful to show far away or unreachable (humanly speaking) objects. 
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5.11 Timer 

 
A timer function is available by pressing the F8 key. By pressing the key, the elapsed time is 
shown in the lower left corner of the screen. By pressing the key again, the timer stops. That 
function can be used e.g. to measure the time taken to escape a plant workplace in case of 
disaster, or to create optimized escape paths. 

5.12 Configuration 

The “Configuration” option in the main menu allows you to change miscellaneous settings related 
to the display and the user’s character. 

 

5.13 Graphics Option 

In the Configuration menu, the “Graphics options” button allows to adjust the following settings : 
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Wireframe mode:  that mode does not render the scene with colors. It just shows the edges of 
the polygons contained in the view. 

Third-person view:  that mode starts the review in the third person mode, setting the camera 
behind the user’s character. 

Background image:  You can browse between different environments in which to render your 
model. 

Znear:  adjusts the front clipping plane. The value is set in centimeters. The front clipping plane 
cut the model in front of the camera. 

ZFar:  adjusts the back clipping plane. The value is set in centimeters. The back clipping plane cut 
the back of the model. 

FOV: FOV means Field Of View. You can change that setting to see more of fewer parts of the 
model, like using a telelens or a macrolens. Users of immersive display group have to adjust that 
value according to the company recommendations. 

 

Elumens VisionStation 

Display modes:  The displayed modes are the one received from your graphic card driver. 
Choose one corresponding to your settings. 

Full screen:  toggle Walkinside in windowed mode or in full screen mode. 

Stereo:  toggle Walkinside in stereoscopic mode or in monoscopic mode. 

Requirements : 

To use Walkinside in stereoscopic mode, your graphics adapter must support the OpenGL 
quadbuffered stereo mechanism. Please consult your video card's specifications to confirm that 
stereo is supported on your hardware. You may need to enable quadbuffered stereo in the 
Windows "Display" control panel before you can run stereo applications on your computer. 
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Enable stereo mode by checking the “Stereo” toggle in the graphic options. 

Note that Walkinside will need to restart for the new settings to take effect. 

Changing the stereo settings : 

If stereo mode was successfully enabled, a new "Stereo settings" button will now appear in the 
"Configuration" menu.  

 

 

Click the “Stereo Settings” button to bring up the "Stereo configuration" menu. 

•   

Here you can modify the stereo settings to suit your personal preferences. Note that you can 
access the "Stereo configuration" menu by pressing the F6 key, thus allowing you to fine tune 
your settings quickly and easily while working with Walkinside. 
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The following options are available: 

Parallax  : specifies the focal point of your eyes, i.e. the distance to the point which is in focus. 
The best parallax setting depends largely on the scale of your 3D model: wide open areas may 
require a higher parallax than small areas. If you cannot find a setting that is suitable for your 3D 
model, consider using automatic focusing (see below). That value is very close to zero. 

Eye separation : specifies the separation between your left and right eyes. Try to set this as high 
as possible while still allowing for comfortable viewing -- this may be somewhat different from 
person to person. A value of 6.8cm is the average human value. 

Swap left and right eyes  : changes the order in which the stereoscopic images are drawn. Try 
checking this box if you get a wrong perception of depth in your model (i.e. far away objects look 
as if they're nearby). You have also to check that toggle if the video signals are inverter. 

Autofocus  : using this will override your parallax setting and let Walkinside focus automatically 
on the object that is underneath your cursor. 

Smooth focus changes : if enabled, focus changes will be applied gradually rather than 
immediately.  

Once you have found the settings that work best for you, you may exit the menu and continue to 
use Walkinside. 
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5.13.1 Walkthrough settings 

In the Configuration menu, the Walkthrough settings are related to the user’s character behavior 
and appearance. 

 

Collision detection:  starts Walkinside with or without the collision detection activated. 

Gravity:  starts Walkinside with or without the gravity manager activated. 

Invert Mouse Y axis:  with some hardware components, the mouse axis has to be inverted. 

Collision on third-person camera:  activate a more useful management of the third person 
mode camera, by adjusting dynamically the distance between the camera and the character to 
always keep it in view. 

Left-Right arrows move head:  if you like to use the keyboard to turn right and left.  

Walk speed:  adjusts the default displacement speed of the user’s character. 

Run speed:  adjusts the fast displacement speed of the user’s character (shift + arrow). 

Height:  adjusts the height of the user’s character. 

Width:  adjusts the radius of the user’s character. The radius is taken at mid-height of the 
character. 

Mesh:  scrolls through different shapes of the character (workman, civil, civil with helmet). 
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Skin:  scrolls through different colors for the clothes of the character. 

Custom:  Allows the user to change the default character for and existing reference file or 
spawned model. 

5.14 Video Recording (Microsoft Windows only) 

In the Configuration menu, the Video recording option allows you to save a video movie (.AVI) of 
your walkthrough. 

 

You can adjust the settings following your needs. 

The Codec (Movie Compression Code) listed in the dialog box are those found on your computer, 
whatever the fact that they are compressor or decompressor codecs. 

By pressing “F7”, you start the recording of your walkthrough, and by re-pressing F7, you stop it 
and start the OFF-line creation of the movie. A small red circle will blink in the top right corner of 
the screen during the walkthrough recording procedure. 

Depending the Video settings selected, the length of your walkthrough and the power of your 
computer, the creation of the movie can take between seconds and hours. We suggest to use the 
DivX codec to have the best results. Be careful to choose one Codec available on the target 
platform where the movie will be shown. 
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To further enhance the viewing experience, you can check “High tesselation quality”. When this 
option in “ON”, the objects will be shown at full quality even during the movements of the camera 
required for the video sequence. 

5.15 Using Profiles 

You can have specific environment variables settings by Walkinside model. At the start-up of the 
viewer, two settings files are always loaded: user.ini and autoexec.ini. Both files are located in the 
Walkinside directory. User.ini is loaded first, and next Autoexec.ini. If the same environment 
variable is located multiple times in the same file or in both files, the last occurrence is the one 
that will be active. 

By clicking the “Profiles” option in the main menu, you open the “Profile Edition” dialog box : 
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You can decide to create specific environment variables values for the current loaded model. The 
next time you will load that model, whatever the values found in the startup files user.ini and 
autoexec.ini, the content of the local profiles will override these values. The new profile is stored 
in a file located in the Walkinside subdirectory named “profiles”. The name of the file is the same 
as the Walkinside model with a “.vrp” extension. You can not have two Walkinside models with 
the same name and two different profiles. Remember to copy that file if you want to copy your 
Walkinside model to another computer, and to place it in the profiles subdirectory of Walkinside 
on that computer. Values stored in these files are all the values that you can modify by using the 
Configuration menu. 

5.16 Location Map 

In the Profiles Dialog box, you can add a location map. You can use any way to create your own 
location map. Usually, it will be a drawing easy to read, with location information. The file format if 
the image should be Targa 24 or 32 bits. Users of laser scanning will use a top view of the project 
showing a generic layout with and a grid and hot spots showing the positions of the laser during 
multiple scanning. 
Top-Left are the real world coordinates of the top left corner of the location map. Bottom-Right are 
the real world coordinates of the bottom right corner of the location map. 

“Pos” buttons enable you to dynamically identify in the VR model the coordinates of the location 
map “Top-Left” and “Bottom-Right” corners. 
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The Location map will always be aligned in the bottom left corner of the screen. 
A blinking Red/Yellow arrow will show your exact position in the map during your Walkthrough. By 
pressing the “M” key, you can display ON and OFF the map. 

Quick guide to create a fast Map: 

1. Load the model with Walkinside. 
 

2. Create the map taking a top view screen shot with F12 in Walkinside and “shot.tga” 
appears in C:\Walkinside. The map can also be created in any other way but need to 
be a .tga file. 

 
3. Change the size to fix it well while running Walkinside with any image proccesing 

program. 
 

4. In Walkinside go to Model Profile and click on map check box to enable the map. Use 
the browser button to load the map created. 

 
5. A) Click Pos button for the Top-Left and in the model , not the map, click on the point 

that correspondes to the top left in the map. 
 

6. A) Click Pos button for the Botton-Right and in the model , not the map, click on the 
point that correspondes to the botton-right in the map. 

 
 

--- If there is no geometry at the Top-Left and Botton-Right--- 
 
 

7. B) Check the Top-Left coordenates with F9 button and write then down on the Top-Left 
field. 

 
8. B) Check the Botton-Right coordenates with F9 button and write then down on the 

Botton-Right field. 
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To be able to jump to by clicking on the map, first you should get the mouse control by pressing 
‘L’. 
Once you have the control you click where you want to jump to in the Map. 
To return to normal navigation press ESC or click over the model. 

5.17 Adding Company Logo 

In the Profiles Dialog box, you can customize your model by adding a Logo in the bottom right 
corner of the screen. The file format if the image should be Targa 24 or 32 bits. 

5.18 Adding Sea effects 

In the Profiles Dialog box, you can add an Ocean effect and adjust the sea level. When the 
character will be below the sea level, it will swim. 

5.19 Spawning models  

 
The user can add models (new VR files) to the current one during a session by keying in “spawn” 
in the console window. To open the console window, press “Tab” key and next “Enter” to set the 
console window in command mode. A file browser dialog box will appears that allows to indicate 
which file to load.  
The new file will be loaded “in front of the character” in order to have an easy way of placing 
decoration models as trees, chairs, tables… 
 
Please note that the inclusion of those models is not saved when the session is finished. 
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If the model doesn’t have it’s origin at the 0,0,0, the translation and rotation from the real position 
will appear in the dialog box. To place the new model refering to the parent model put the XYZ 
values to 0,0,0 pressing the Reset button. 
 
 

5.20 Moving Objects (available in Walkinside EP onl y) 

 
MicroStation 
 
If you are using Microstation, you can create movable objects in Walkinside, by designing them 
as references. 
 
Once in the converted model, right click until you get the “Move Pointer”. Then left click on the 
object that has been previously designed as a reference in Microstation. 
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You can then move the object by using the arrow keys and the PgUp, PgDn keys. Once satisfied 
with the result, left click to accept or right click to discard the change. 

 
 
 
To rotate object, right click until you get the “Rotate Pointer”. Then left click on the object that has 
been previously designed as a reference in Microstation. 
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You can rotate the object around the vertical axis by rotating the mouse wheel. Once satisfied 
with the result, left click to accept or right click to discard the change. 
 
 
3dsMax 
 
If you are using 3dsMax, you can make them move if at Properties -> user define of an element 
you type “wi_b_moveObj” . 
 
This element would be treated as the references in MicroStation.  
 
All the changes done during a session wont be saved and will be lost when walkinside is closed. 
 
 
 
 

5.21 Bezier Editor 

 
If the user wants to make a demo, using Walkinside, instead of making a video and then show it, 
there is the choice of creating a Bezier curve.  
The Bezier curve function will record in a Bezier.txt (created in the Walkinside folder) file the 
position of Tony while he’s walking through the model. To start the editor, the user should press 
‘B’. 
Once it’s been finnished press ‘B’ again to stop the editor. 
To run the demo, press ‘R’ and the demo will be shown in a constant speed (It doesn’t take in to 
acount the speed while editing). The demo will be paused if the mouse is moved or if the ‘R’ is 
been pressed. To continue with the demo press ‘R’ again. 
When the demo is finish it will restart from the beginning making a continues loop. 
Press ‘F’ to stop the demo and close the bezier.txt file 
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Now it’s also available an advanced bezier that will allow the user to choose some strategic 
points (by clicking the left button of the mouse) while running the bezier editor. 
This Bezier editor will take into account the time when the click was done and create a smoth 
path between two consecutive points adjusting the speed. 
The user will be able, then, to adjust the speed of the demo by editing the bezier.txt file. 
 
To use this advance bezier type in the console command the next command: 
 
Setbool advanced_bezier true 
 
This will create a variable  advanced_bezier in the user.ini file and will maintain to true until it’s 
change again. To come back to the standard bezier editor type in the console command: 
 
Setbool advanced_bezier false 
 
 
 
 
 
 
 
 
 
 
 
 
 

5.22 Weblinks (available in Walkinside EP only) 

 
You can attach an url to any 3D element when viewing the model in Walkinside. 
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Right click until the cursor becomes a paper clip. Left click to select the object where you want to 
attach a web link. 
 
 

 
 
Type in the URL of the web link and press OK. 
 

 
 
Afterwards, when you click on the element with the question mark cursor, this will open the url in 
your default browser in a new window. 
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In case the element contains also a database information ( Microstation Tags for example ), you 
will get the choice to retrieve the web link address web page or the database information. 
 
Advanced feature : 
 
In case you  want a link to be added up to the smallest element in the model, you need to change 
a parameter in the vrexporter.ini  file located in the main Walkinside install directory after at least 
one conversion has been done. 
 
This is how it should look like : 
[DataBase] 
generic=TRUE 
 
You should know however that this will reduce performances, especially for big models. 
 
Otherwise, by default, the Walkinside conversion will create groups of objects according to an 
optimization algorithm. 
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5.23 Multiple Vr files (.mvr) 

These are ASCII files with the following format: 

 
spawn “logical_name_1” (it can be any name that will identifies a group) 
 
Define an empty group  
 
spawn “logical_name_2” “logical_name”  (if you need child groups) 
 
Create an empty group’s child 
 
spawn “part_name” “logical_name_x” “file” translation rotation scale 
 

Add a .vr file to an empty group. Translations, rotations, scale are absolute, not relative to the 

parent. 

 
For a bettter understanding of the file see the following example: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Note: Quotes are required for name parent and file name 
Note: First model that is loaded will define units used during the session. 
 
These files can be opened just like usual .vr file, in the Walkinside Open Menu. 
Translations, rotations, scale can be modified with the spawn menu (Walkinside console, type 
spawn), and then saved. 
 
 

spawn "smallplant" 
spawn "plant" "smallplant" "smallPlant.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "house" "smallplant" 
spawn "others" "smallplant" 
spawn "axiom" "others" "axiom.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "bidon1" "others" "bidon1.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "bidon2" "others" "bidon2.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "work" "others" "works.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "chair" "house" "chair.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "data" "others" "database.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "table" "house" "table.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "pc" "house" "pc.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "screen" "house" "screen.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "keyboard" "house" "keyboard.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "table2" "house" "table2.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 
spawn "tlf" "house" "telephone.vr" 0.000000 0.000000 0.000000 0.000000 0.000000 0.000000 1.000000 



 
Walkinside User Guide - Version 4.5   Page 99 

 
  
 
To be able to have collisions in the whole .mvr file, all the .vr files should have collisions when 
exporting, otherways, there will be some objects without collisions and others with collisions.  
 
 

5.24 Script Editor (available in Walkinside EP only ) 

 
See specially dedicated documentation. 

6 Walkinside Console Documentation 
 
NOTES: 

·  Variables marked with “Internal use only” are either defined inside the .VR file or set by 
the viewer itself at runtime. Changing their values in user.ini will not change anything. 

·  All coordinates, distances and other measurements are in centimeters. 
 

6.1 Console variable listing 

 

NAME TYPE DESCRIPTION 

avii_framerate Int Video recording framerate 

avii_quality Int Video compression level 

avii_windowHeight Int Vertical resolution of recorded videos 

avii_windowWidth Int 
Horizontal resolution of recorded 
videos 

avis_codec String Default video recording codec 

gb_disableCloudPointsOpt Bool Internal use only 

gb_fullScreen Bool Internal use only 

gb_impostors Bool Internal use only 
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gb_loadBalancing Bool Internal use only 

gb_showEffects Bool Internal use only 

gb_showGUI Bool Internal use only 

gb_stereo Bool Run in stereo ? 

gb_stereoAutoFocus Bool 
Internal use only (Set with graphical 
user interface in walkinside) 

gb_stereoFocusSmoove Bool 
Internal use only (Set with graphical 
user interface in walkinside) 

gb_stereoSwapEyes Bool 
Internal use only (Set with graphical 
user interface in walkinside) 

gb_thirdPerson Bool Internal use only (Set with graphical 
user interface in walkinside) 

gb_useFrustumTrick Bool Internal use only 

gb_videoTesselateAll Bool 
Use highly detailed tesselation for 
movie creation. 

gb_wireFrame Bool Start viewer in wireframe? 

gf_cloudPointsParam Float Internal usage 

gf_cloudPointsSize Float Internal usage 

gf_fov Float Vertical field of view in degrees 

gf_rejModifier Float 
Internal use only (rejection distance 
modifier.) 

gf_stereoEyeSep Float 
Internal use only (Set with graphical 
user interface in walkinside) 

gf_stereoParallax Float 
Internal use only (Set with graphical 
user interface in walkinside) 

gf_targetFrameRate Float 
Frame rate to aim for when using 
r_loadBalancing 

gf_thirdPersonDist Float Internal use only. 

gf_zfar Float Distance to far clipping plane 

gf_znear Float Distance to near clipping plane 

gi_collisionCacheSize Int Size (in cells) of cache to use for 
collision data streaming 

gi_screenDepth Int Internal use only 

gi_screenFrequency Int Internal use only 

gi_screenHeight Int Internal use only 

gi_screenWidth Int Internal use only 

gi_texDownscale Int 
Scaling factor to se for textures. This 
reduces a lot the video memory used 
for texture data. 

glb_disableVAR Bool 
Disable use of 
GL_NV_vertex_array_range (i.e. 
video and AGP memory on GeForce) 

glb_useAGP Bool Allow use of AGP memory? 

glb_useDisplayLists Bool Use display lists? 

glb_useVideo Bool Enable / disable video memory 

glf_maxVidMemPercent Float Maximum fraction of available system 
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memory to use as AGP memory 

gli_requiredVidMem Int 
Internal use only – approximate 
amount of video memory needed to fit 
the whole model 

gli_vidMemAmount Int 
Amount of video memory available in 
megabytes 

gv_pointParams Vector  

mb_showLogo Bool Internal use only 

mb_showMap Bool Internal use only 

mb_showOcean Bool Render ocean? 

mb_useSpecular Float Set to 1.0 to enable specular lighting 

mf_ambient Float 
Define the ambient color of elements 
(value for intensity range 0-1) 

mf_mapX1 Float Internal use only 

mf_mapX2 Float Internal use only 

mf_mapZ1 Float Internal use only 

mf_mapZ2 Float Internal use only 

mf_oceanLevel Float Ocean level 

mf_scale Float  

mf_startPitch Float Internal use only (Viewer view 
direction starting up walkinside) 

mf_startRoll Float 
Internal use only (Viewer view 
direction starting up walkinside) 

mf_startYaw Float Internal use only (Viewer view 
direction starting up walkinside) 

mf_unitScale Float 
Internal use only – scale of units 
relative to a centimeter 

mi_maxElementID Int  

mi_numberVertices Int 
Should be changed to 
gl_requiredVidMem 

ms_dbPluginName String Internal use only 

ms_logoFile String Internal use only 

ms_mapFile String Internal use only 

ms_name String Internal use only 

ms_skybox String 
Relative path to current skybox (e.g. 
“.\textures\sky0”) 

ms_unitName String Internal use only 

mv_boundingBoxMax Vector Internal use only 

mv_boundingBoxMin Vector Internal use only 

mv_globalOrigin Vector Internal use only 

mv_lightPos Vector 
Vector defining the global light 
position  

mv_origin Vector internal use only 

mv_startPos Vector internal use only 
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mv_unitx Vector internal use only 

mv_unity Vector internal use only 

mv_unitz Vector internal use only 

ob_debug Bool internal use only 

ob_disableDB Bool 
Completely disable database 
querying? 

ob_filePath String internal use only 

ob_genericCones Bool internal use only 

ob_genericElbows Bool internal use only 

ob_interactive Bool internal use only 

ob_loadCollisions Bool 
If false no collision data will be loaded 
in memory 

ob_loadSolids Bool Load solids from VR files? 

ob_loadStatic Bool Load static triangles from VR files? 

ob_logFile Bool internal use only 

ob_noMove Bool Disable/enable Viewer movement. 

ob_noTurn Bool Disable/enable Viewer rotation. 

ob_pingpong Bool Enable ping pong balls? 

ob_runEvents Bool Internal use only 

ob_sphereinternal Bool  

ob_viewFrustum Bool  

of_refRotationSpeed Float 
the speed at witch rotations takes 
place for references. 

pf_pitch Float 
Internal use only – Viewer start pitch 
angle 

pf_roll Float 
Internal use only – Viewer start roll 
angle 

pf_yaw Float 
Internal use only – Viewer start yaw 
angle 

pv_pos Vector 
Internal use only – Viewer starting 
position 

pv_posExtRead Vector  

pv_posExtWrite Vector  

sb_disableSound Bool Disable/enable audio? 

sb_disableVoice Bool Disable/enable speach 

wb_collisions Bool Internal use only 

wb_enableJoystick Bool Internal use only 

wb_gravity Bool Internal use only 

wb_invertMouse Bool Invert the mouse’s Y axis? 

wb_thirdPersonCollisions Bool internal use only 

wf_mouseSmoove Float 
Smoothing factor for mouse 
movement (higher = smoother) 

wf_runSpeed Float Tony’s running speed 
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wf_walkSpeed Float Tony’s walking speed 

ws_languagedoc String internal use only 

ws_md3Mesh String internal use only 

ws_md3Skin String internal use only 

wv_charSize Vector internal use only 

6.2 Console command listing 

 
COMMAND ARGUMENTS DESCRIPTION 

bots_toggleSpeed  Makes bots run instead of walk, or vice versa 
camctrlreset   

cmdlist Filename 
Saves a list of all console commands to the 
specified text file 

console  Displays/hides the console 

cvarlist Filename 
Saves a list of all console variables to the 
specified text file 

echo Any string Writes the string to the log file 

exec Filename 
Reads and executes console commands from 
the specified text file 

exit  Exits Walkinside 

flood Amount 
Increases/decreases the ocean level by the 
specified amount 

fly  Gravity off, collisions on 
ghost  Gravity off, collisions off 
jumpto X, Y, Z Moves Tony to the specified position 
load   
modelTranslate   

playsound Filename, Loop 
(optional) 

Plays a sound, loops it if the second argument 
is 1. Filename is relative to sounds subdir. 

print String 
Prints the value of the specified console 
variable to the log 

quit  Exits Walkinside 

restart  Restarts Walkinside and automatically reloads 
the current VR file. 

savecvars Filename Creates a file like user.ini 
screenshot  Takes a screenshot 
setBool Name, Value Sets a boolean variable 
setFloat Name, Value Sets a float variable 
setInt Name, Value Sets an integer variable 
setString Name, Value Sets a string variable 
setVector Name, Value Sets a vector variable 
shot   
spawn   
stopsound Filename Stops a looping sound that was started earlier 
viewreset  Takes Tony back to his original position 
walk  Gravity on, collisions on 
waterlevel Level Sets the ocean level 
switchref Ref_name Swtch ON/OFF a reference file. 
toggleReference Ref_ID Swtch ON/OFF a reference file. 
Clipper set Value Sets a clipping value 
Clipper setDefault  Sets the default clipping value 
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select Id, filename 
Select the element with <id> in <filename>. 
The filename is the same as used in the 
references/levels walkinside dialog (no path). 
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7 Frequently Asked Questions 

· How do you compare Walkinside with other VR software ? 

One of the main differentiator of Walkinside is the support of FULL collision-detection processing 
in real time. It means that the software supports the first person mode (see next FAQ) from the 
beginning, letting you feel much more immersed in the VR world than with any other VR software. 
Walkinside does support massive model walkthrough, as well as models containing enormous 
amount of curved surfaces like pipes and elbows. Also, we keep always in mind the ease of use 
of our software during our developments.  

· Why do I need a "First Person Mode" VR software ? 

First person mode is a navigation mode where the "camera" is positioned in the eyes of an 
animated, human like character. Having such living actor at your fingertips, you will feel more 
immersed in the VR world. The camera will thus behave as a real human, being blocked in front 
of walls or obstacles, climbing stairs or ladders, and stopping where there is no space enough to 
let a human body go through an opening. Also the scale factor of visited areas will be very well 
understood, the stress of major disaster conditions will be correctly reproduced and the 
conducted task will be better understood and memorized. 

· Why do I need "collision detection" ? 

Real time walkthrough with full collision detection and gravity is the only way to let you visit a 3D 
world as if you were really in it. You can try to go everywhere, without restrictions. You will be 
stopped by the size of a human body and its physical/biological restrictions. You cannot jump 10 
meters high or go through a hole of 10 cm wide. Sure, the software has a keystroke command 
letting you go to areas where normally only ghosts can go, but in this case, you will not benefit 
from the immersion and realistic feelings of the first person mode.  

· Why is Walkinside so fast ? 

Our product line is based on dynamic tessellation for curved surfaces, automatic object rejection 
for far away objects, patented 3D graphics technology and patent pending collision detection 
system. Using these techniques let you process massive models, without having to lower the 
level of details or any other tedious pre-processing optimization.  

· Why can't I compare the power of Walkinside with other VR software ? 

Walkinside has a higher functionality: full collision detection, first person mode, strong support for 
curved objects and no model size limit. If you try to load huge, massive models, the software will 
run slower but will never tell you that it cannot do it as it is frequent with other software. A typical 
Walkinside file contains one million static polygons plus thousand of curved surfaces. 

· I do not have MicroStation. What is the path to build my VR plant model ? 

You do not need to have MicroStation at all to use our software. Take a look at the two following 
questions to find an answer to your specific situation. 
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· I have no CAD team, no CAD manager and no CAD workstation. Can I use Walkinside ? 

You can request sub-contractors to create 3D models of your projects. When you get your 
MicroStation 3D model, you can request us or one of our VAR to convert your model for a very 
low fee. Having yourself the MicroStation 3D model means that you can reuse it later for 
subsequent rework or use with other products, even from another company. 

· I use another CAD software than MicroStation. Can I still use Walkinside ? 

If you do not have MicroStation but use another 3D CAD software, you can request us or one of 
our VAR to convert it to the MicroStation file format and to the Walkinside format. The sole 
request is to keep the 3D objects description to the highest level possible. Going through DXF is 
not the best suited solution. A direct converter is available for PDMS. STEP and IGES are good 
solutions when correctly handled. MicroStation 8 reads directly Autocad files. 

· Can I use Walkinside over my network/over Internet ? 

Yes, the Walkinside Viewer uses TCP/IP network, whether you want to use it on your LAN or 
through the Internet (if you do not use a firewall). It allows you to visit a model with other users on 
the network visiting the same model. Each visitor sees the other ones. Our 3D interface allows 
each user to spot objects to each other in a very easy manner. 

· How big/large can be my model ? 

The file format is not limited in size. The software is built from scratch to handle massive models, 
as big as a nuclear reactor room or the biggest offshore platform. Wide outdoors areas are 
supported as well (above 10 km wide). The largest model already converted with success has a 
size of 220 MB and contains about 300.000 pipes and elbows.  

· How can I create VR models from existing facilities ? 

There are many ways to create 3D models from existing facilities: on site measurements by hand, 
photogrammetry or laser scanning. Laser scanning is very adequate for its short delivery delay. 
The delivered results must be a 3D MicroStation file. 

· Do I need specific hardware to use Walkinside ? 

You need a 500 Mhz or higher frequency CPU, 256MB of physical memory, a mouse with two 
buttons and a graphic card supporting OpenGL. If your application requires a very high level of 
immersion, you can use a helmet with a head movement tracking system. The tracking system 
will replace the mouse to free the user of navigation keystrokes, and the helmet will hide the real 
world scene (office, spectator, lights, trainer, …) to focus only on the VR scene and action. Very 
specific application can also use position tracking systems (for projects with control room, show 
room or any room limited in size), or data glove for objects manipulation. For clearance evaluation, 
a helmet with stereoscopic capability could be used without any software changes or settings. 
Stereoscopic glasses are also a very cheap way to look to your 3D model in a completely new 
way. 
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  Can I use an inexpensive 3D games graphic card to run Walkinside ? 

Any recent 3D graphic card can be used with our software, whatever the price or the memory size, 
but we recommend the use of a graphic card embedding a Transformation and Lightning (T&L) 
engine. Walkinside is optimized for the Nvidia Quadro and GeForce graphic chips. Any recent 
professional OpenGL graphic card is also well suited. 
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8 LICENSE SERVER INSTALLATION GUIDE 
 
 
The following document will guide you through an easy installation of the license server in order 
to be able to use the floating license you adquired from VRcontext. 
 

1- Install the license server from the install shield package. (C:/Program 
Files/Vrcontext/Flexlm by default.) 

 
2- Put the license file that you recived by mail from Vrcontext, in the installation folder, and 

rename it to vrcontext.lic. 
 
3- Open the lmtools.exe application. 
 

a. Choose Configuration using Mode. 
b. Check System Settings. 
c. Go to Config Services tab and create a new service called VRcontext. 
d. Select the path to lmgr.exe from your installation folder. 
e. Select the path to license from your installation folder choosing the 

vrcontext.lic. 
f. Select the log file from your installation folder (Create a new one if wanted). 
g. Go to Start/Stop/Reread tab and star the service VRcontext.  
h. Copy the license file in all the clients that will run the VRcontext application in 

the Walkinside installation folder of the clients. 
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9 Performance Tuning for Microsoft Windows 
 
 
 
 
 
 
Model Creation : 
 
When adding objects in MicroStation, try to use ellipse, circle and arc to create surface or solids 
or projection/revolution, instead of projecting such section along a curve or a Bspline, like some 
do to design handrails. Try also to avoid creating SmartSolids. Nurbs and SmartSolids are very 
slow to render in real time. 
 
Conversion : 
 
For the Walkinside conversion process, you will have to deal only with the memory. Check your 
hard disk activity light. If it is continuously flashing during the conversion, it could be that you are 
out of real memory. If you want to speed up the conversion, decrease the size of your model or 
add more memory to your computer. 
 
Review : 
 
Walkinside is fully optimized for Nvidia Quadro and GeForce graphic chips and latest ATI graphic 
card. 
 
Other OpenGL graphic cards with embedded Transformation and Lightning (T&L) unit are also 
best suited. 
 
All Intel Pentium 3, Intel Pentium 4 and AMD Athlon CPU are good performers. 
 
The higher the frequency of the CPU, the best performance you get, but even CPUs as low as 
500 Mhz are already very good performers. 
 
Hard disk performance is not a concern. Whatever its speed, it is about 100 times slower than 
memory. 
 
The best fit is to have sufficient memory and a Nvidia Quadro, GeForce graphic chip or one of the 
latest ATI graphic card.  

To verify if your PC will provide sufficient suppor t for Walkinside, please run the System 
Check utility included on the Walkinside CD-ROM  
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10 Customer Support 

If you have a problem, report it to us at info@vrcontext.com. Please include a detailed description 
of your problem, as well as a technical description of your configuration (brand, model, CPU, 
memory, Operating System, Service Pack Number, Graphic Card Manufacturer and Model, 
Drivers Version), and the MicroStation version you are using. 

Send us a copy of your Walkinside autoexec.ini and of the *.log files. Both files are present in the 
Walkinside directory. 

Make sure to copy the log files just after the problem arrives and not after a safe execution 
because they are updated during each execution. 
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11 System requirements for Microsoft Windows 
 
 
 
 
 
To get the most out of Walkinside, we recommend that you have at least the following hardware 
configuration:  
 
Minimum requirement : 
 

- Pentium IV 1 GHz CPU  
- Microsoft Windows 98SE 
- 512 MB RAM  
- 200 MB free on hard disk for installation and file decompression  

 
Graphic Card 
 
VRcontext keeps a constant eye on the development of graphics cards – Walkinside supports. 
 

- Nvidia from Geforce 2 and onwards  
- Nvidia Quadro series 
- ATI Radeon from the 8500 and onwards 
- Matrox Parhelia series 
- 3Dlabs Wildcat 4 and VP series 

 
If you do not have sufficient memory : 
 

- the converter will swap intermediate files on disk and take more time. 
- the viewer will not be able to store the entire 3D model in memory. Your review will be 

less smooth. 
 

If you do not have a fully OpenGL-compliant graphic s adapter with geometric 
acceleration : 
 

- the converter will not suffer. 
- the viewer will have to use your CPU in the place of the geometric accelerator. Your 

review will be less smooth. 

To verify if your PC will provide sufficient suppor t for Walkinside, please run the System 
Check utility included on the Walkinside CD-ROM  
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12 Walkinside End User License Agreement 
 
VRcontext S.A. / N.V. 
Avenue Tedesco 7  B-1160 Brussels ; Belgium 
Tel : +32 (0)2 663 96 00 - Fax : +32 (0)2 644 36 96 – info@vrcontext.com 
 
Copyright © 2007 VRcontext . All right reserved 
 
Please read this document carefully before proceeding with the installation. By installing the 
Software, you are agreeing on behalf of the purchaser of the Software to be bound by the terms 
of this License and representing that you are authorized to do so. If you do not agree to the terms 
of this License, do not install and do not use the Software. 
 
This License Agreement (“Agreement”) grants you the following rights with respect to the 
Software. 
 
1. Definitions 
 

In this Agreement, the following words and expressions shall have the meanings hereby 
assigned to them except where it is otherwise expressly stated: 
 
“Computer” means a Personal Computer or Unix Workstation. 
“Software” means VRcontext software products. 
“License” means the authorisation to execute the Software on a 

Computer. 
“Unique ID” means an identification number or string that can only be 

associated with a hardware identification of the Computer. 
“Node Locked License” means a License which may only be used on a designated 

Computer, associated with a Unique ID. 
“Floating License” means a License for a network of Computers that are all 

located within the same street address. 
“Configuration” means the scope of the License granted, identified by the 

specification of the kind of License (Node Locked or Floating), 
the duration of the License, the number of users who might 
use the License simultaneously and the number of 
Computers which might run the License simultaneously. 

“License File” means a file containing one or more Configuration(s) to be 
installed on the License Server or the designated Computer(s) 
to which a Node Locked License was authorized. 

“License Server” means a Computer running the software enforcing the usage 
of the License in accordance with the License File. 

“SDK” means VRcontext Software Development Kit. 
“Third Party” means a separate legal entity. 
 

2. Grant of License and Limitations of Use 
 
2.1 This Agreement covers the Software with the exception of the SDK where an additional 

SDK License Agreement is required. 
 
You shall not and shall not permit any Third Party to: 
 

(a) modify or create any derivative work of any part of the Software; 
(b) rent, lease, or loan the Software; 



 
Walkinside User Guide - Version 4.5   Page 113 

(c) use the Software, or permit them to use it, for Third Party training, commercial time-sharing 
or service bureau use; 

(d) disassemble, decompile, reverse engineer the Software or otherwise attempt to gain 
access to its source code; 

(e) sell, license, sublicense, loan, assign, transfer or otherwise to a Third Party the Software, 
any copy thereof, or any License or other rights thereto, in whole or in part, without 
VRcontext’s prior written consent; 

(f) alter, remove, or obscure any copyright, trade secret, patent, trademark, logo, proprietary 
and/or other legal notices on or in copies of the Software; and 

(g) copy or otherwise reproduce the Software in whole or in part, except as may be required for 
your installation into computer memory—in accordance with the License File—for the 
purpose of executing the Software, and except to make a reasonable number of copies 
solely for back-up purposes (provided that any such permitted copies shall be the property 
of VRcontext and shall reproduce all VRcontext copyright, trade secret, patent, trademark, 
logo, proprietary and/or other legal notices contained in the original copy obtained from 
VRcontext). 

 
2.2 For each License, you will receive a License File in accordance with the License order. 
 

You shall be responsible for the installation of the Software and the License File.  
You shall use the Software and any part thereof only in the Configuration and within the 
limits, described in the latest (version of the) License File supplied by VRcontext. 
Upon delivery of a new or updated License File, you shall discontinue the use of the 
previous (version of the) License File. 

 
3. Restrictions.  The Software contains trade secrets and to protect them you may NOT 

decompile, reverse engineer, disassemble, or otherwise reduce or translate the Software to 
a human perceivable form. This is a restricted use license, not a sale of the Software. 
Although you may distribute the Software to any number of computer systems, each 
installation must retain all trademarks and copyright notices incorporated in the Software. 
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4. Academic Copies.  If the Software has an academic label or if you acquired the Software at 

an academic discount, you must be an Eligible Educational End User to use the Software. 
"Eligible Educational End Users" means students, faculty, staff and administration attending 
and/or working at an educational institutional facility. Academic copies will solely be utilized 
in the context of education activities or research work and cannot be used for commercial 
purpose or services. 

 
5. Termination.  This license is effective until terminated. This License will terminate 

immediately without notice from VRcontext if you fail to comply with any of its provisions. 
Upon termination you must destroy the Software and all copies thereof, including removal 
from all computer systems on which the Software is installed, and you may terminate this 
License at any time by doing so. 

 
6. Export Law Assurances.  You shall not export or re-export, directly or indirectly, or provide 

to any other person or entity for export or re-export, any Software, or technical data related 
thereto, without first complying with all applicable export control regulations of any 
jurisdiction to which you or the Software are subject, including, without limitation, obtaining 
any necessary export or re-export consent from the U.S. Department of Commerce or other 
governmental authority. You will indemnify VRcontext and its licensors against any damage, 
loss, liability or expense (including attorneys’ fees) incurred as a result of your failure to 
comply with this Section. 

 
7. Warranty Disclaimer, Limitation of Remedies and Damages.  The Software and 

accompanying written materials are licensed “as is.” In no event will VRcontext, or its 
officers, employees, or affiliates be liable to you for any consequential, incidental or indirect 
damages (including, without limitation, damages for loss of business profits, business 
interruption, loss of business information, or other pecuniary loss) arising out of the use of 
or inability to use the Software or accompanying written materials even if VRcontext or an 
authorized VRcontext representative has been advised of the possibility of such damages. 
Because some states do not allow the exclusion or limitation of liability for consequential or 
incidental damages, the above limitation may not apply to you. VRcontext shall have no 
liability to you for actual damages for any cause whatsoever, regardless of the form of the 
action. 

 
8. General.  If you are a U.S. Government end-user, this license of the Software conveys only 

“RESTRICTED RIGHTS,” and its use, disclosure and duplication are subject to Federal 
Acquisition Regulations, 52.227-7013. This License will be construed under the laws of the 
State of California, except for that body of law dealing with conflicts of law, if obtained in the 
U.S., or the laws of jurisdiction where obtained if obtained outside the U.S. If any provision 
of this License is held by a court of competent jurisdiction to be contrary to law, that 
provision will be enforced to the maximum extend permissible, and the remaining 
provisions of this license will remain in full force and effect. 

 
 
 
VRcontext s.a./n.v., Brussels, Belgium. 
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