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1. .vox file (ascii) 
2. Material .txt file (ascii) 
3. Material Property .txt or .lat file (ascii or binary) 
4. .bmp files (optional) 

Which files are needed? 
The following files are needed in order to create a voxel model.  

The files can be saved anywhere. 
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We will investigate this by building our own voxel 
model 

Goal:   
•To build a voxel file consisting 
of 3x2x4 voxels 
•Model contains 4 dielectric 
materials (excluding vacuum) 
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  Step 1: Create the Material file 

Each material has to be assigned an 
integer number smaller than 256 
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The material property file can be either binary or ascii 
and is built up as a long row of integer material property 
values. 
The final voxel model contains 3x2x4 voxels, and we 
therefore need at least 24 values in this file. 
Construct the model as a text file, and then later convert 
it to binary (if preferred) 
Note that binary files are recommended for larger 
models 

Step 2: Create the Material property file 
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Step 2. (Cont) Create the material property file (either 
ascii format - .txt, or binary format - .lat) 

Example: Assign each voxel a material property 
value (as defined in the material file). The assigning 
of the values have to be in the order shown to the 
far left.  The picture to the right show the 
resultant voxel file for the material assignment 
shown in the file rawDetails.txt. The blocks are 
color coded for easy comparison. 
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•The numbering system starts at the 
front, top, left (pos 1) 
•It fills up the top row in direction 
„a“ 
•Then in direction „b“ 
•Then in direction „c“ 
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  Step 2 (optional) Convert the .txt file to a binary format 

If the file is converted to binary, it should have the extension „.lat“ 
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  Step 3: Create the .vox File (I) 

This rest of the file 
explanation can be found in 

the online help 
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  Step 3 (Cont) .vox file (II) 
Below is an example .vox file.  Note the important settings: 

Name of material data file and the frequency of the data 

Images that will be used to show the model upon Import 

Number of the background material (needs to be defined 
in material txt file) 

Nr of voxels in X,Y,Z directions 

Size of individual voxels in X,Y,Z 

Offset = zero, unless the .lat file has a header 

The material property file name (either.txt or .lat) 

rawDetails.txt 
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  Test the import 

Pull box larger to 
include the whole 
voxel model 
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  Completed Voxel Model 
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By default, only about 1/3rd of the model will be imported, unless 
you pull the box on slide 10 larger.  This can be manually adjusted in 
the history list, by using the .with HumanModel command and 
setting the z component of the volume to 1 
 
 

Note: 


	How to make your own voxel file
	Which files are needed?
	We will investigate this by building our own voxel model
	Step 1: Create the Material file
	Step 2: Create the Material property file
	Step 2. (Cont) Create the material property file (either ascii format - .txt, or binary format - .lat)
	Step 2 (optional) Convert the .txt file to a binary format
	Step 3: Create the .vox File (I)
	Step 3 (Cont) .vox file (II)
	Test the import
	Completed Voxel Model
	Note:

