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Chapter XX Additions
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Red, Gold/Clintons and Blue Toolbars

Blue Toolbar

Red Toolbars

Gold/Clintons Toolbar
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Red Toolbar

Blue Toolbar

Cut
5t Copy Paste

Paste
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w 5761 Toolbars
. Truespace Toolbars, RMB close all Animation Panel

toolbars

AnimationBar
WarkspaceMav

Animation panel link here
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w LCopy Attributes

Copy Attributes - copy the Set Source
common attributes from the source e
node to the destination node

Verify will ask before copying
each connector value. Set Destination

]




ChapterXX Additions| 2

. Background Image Camera

Filename |
Frame
Distance

ispect
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. Cube View Widget

w Cube View Widget

1.000 Opacity
0.500 Size

1.000 Left - Right
1.000 Up - Down

|| Re:

C - Left dick for selected Camera wview.
Right didk to create a new Camera
at the current view.

- Left dick to Reset the view.
P - Left dick for Perspective view.
X - Left dick Closes the widget.
Right dick opens Preferences.
Cube
Left dick switches to that view
and back spective.

Alt + Left didk toggles to the
opposite view. IE: Front / Back
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Blue Toolbar

Eye Camera View

Camera View

perspective from camera?

Create camera from perspective view?

Camera Views 1 - 6

Eye Camera View

Eye Camera View

HAZILLIL QO E.

I I B

Eye Camera View

Eye Camera View

Eye Camera View

Eye Camera View

Eye Camera View

Eye Camera View

Red Toolbar
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A TLELLL 0 &1 €

Eye Camera View - perspective view?

Camera View - ?

Camera to Eye - moves the main perspective view to the selected camera and deselects the camera to
clear the view. Does not work with orthogonal views. RMB ?

Create camera at the main perspective view and switch to the camera.
Ortho view?
RMB?

Camera Views 1 - 6 - some kind of camera switching?

w Fp navigation tool node

First Person Navigation Custom R e
Actor template

Jumo

Mouse sensitivity




. 3D View Widget

LR
(]
1
1]

LR

creen X Fosition
n Y Position

AT

B

@ e I Animation Panel
ol

w Animation

R O P |x

I
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Top Right

0,400
-1.,.000

1.000

|| Bottom

< - Play Range-= 300




H Scene Animator FX

w Scene Animator

se Window
Default - Main 30 Window
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w Scene Animatar Drefauilt
el PHHAHMW» PN E O X
Background

Background Color

Ground
Solid H
an

Surface

Edges 0,000

Points F— o.oo0 R
Postprocess

Bloom Super Sampling

Bloom Intensity
Glow Intensity
Glow Threshold
acene Intensity
Smoothness

wWnsampie
KeyColor

Layout

Layouts Default - Main 3D Window

Render
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w [ranzform Objects

. Transform Objects

Source

bl
Object

&5
Dbject Locks

Location
~ Rotation

. Replace Objects w Replace Objects

Source
2 2
Object
H

Object Locks

Location
Rotaton H Auto ON

Scale
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. Shear

[ ]

[ ]

0
o

@ Create JScript command node and open it in the script editor
RMB create a JScript object node and open it for in the script editor



Gold Toolbar

D3D Render - link

to render chapter

L)

..} Radial Array

Point Clone

. Constraints Toolbar

Particles

Gold/Clintons Toolbar

Constraints

' M Deformers

-

Parenting

Mirror Matrix

m Locking

| Rectangle Select

ZE H

.

Layers
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Mesh Origin

Character FK - link

to other chapter?

Point Edit Toolbar

ToolbarToolbar

Interpolation Toolbar

INURBS Toolbar

Restore Custom Scripts



. Restore Custom Scripts
D3D Render - link
to render chapter
Align and Distribute
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w Aling Distribute

Center Max Rotate

I ——

——

fi

.

S0 [0

B
I 1

Min Center Max
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Grid Array
E w Gnddray Cube, 1

Replace Array Element

Select Array Element

Open in Link Editor
Select Array Rotator
Array Rotation
t all but one

Disband Array

Grid Array 2 September 24, 2019
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- w HRadialtray Cube, 1
i: W | Radial Array

Num Copies

Angle

Radius [Get [ Set 4.125

Top Radius -1.000
Height 0.000
Keep COriginal Crientation

Replace Array Element
Select Array Element

Open Link Editor

Select Center Control
Select all but one

Disband Array

Radial Array 2 September 26, 2019



“ Point Clone
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w pointCloneT emplate Crefault

orient

to maintain  source point
target SOLrce relative normal

= I
Min 1.000 1.000

1.000 1.000
1.000 1.000

1,000 1,000

Uniform Scale

— —

Start Clone Set Default Values

Point Clone May 2, 2019
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.Constraints Toolbar - link chapt3 stuff here, is in ch 3 because button also in snapping section of original
toolbar

n Particles w ParticleScrpt Reactive Default
Active =
start Time  0.000
Frame Rate 30
Point Emitter

. Directional 4  Omnidirectional
Create Particle Emission Raadius 0,000

w ParticleScrpts
Particle System

Spread Anagle 0,000

Mesh Emitter
Trianagles Vertices
Randomize IUse Mesh Maormals

Create Create
Flipbook Flipbook 2

Flipbook's with Alpha Mask
Emission Rate 3.000

Life 000

w Farticle Script Encaps Default * (i Banae 0,000
RSP st i

Alpha LO0a
Fade In 000
Fade Dut 0,000

Time 0

w Particle Script Encaps Connect Motion
Camera WldMatrix Speed 5.000
Emitter WdMatrix speed Range 0,000
Emitter Mesh Inherit Velodty 0.000
Ground Plane

000
000
000

Spin Rate
Spin Rate Ranoge
Initial Spin Ranage

Connect

000
000
000
000
000

Size

Size Range
Initial Size
scaleln
ScaleDut

=0 =8 (=8 4]
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w Farticle5crpt Reachive Flipbook,
Active =]

Start Time 0,000

Farticle5cnpt Reactive E rviran
Active =

Start Time

Frame Rate 30

Flipbook

Frame Rate 30
Environment
Flip Book Active

Loop animation

Gravity
voriex
Image Count 16
Playbadk Rate

Offzet Range

WindX
WindY

WindZ

Ground Interaction
Collision Active

Die On Collisian

Bounciness



w Particle5Scnpt Reactive
Active =
Start Time 0,000
Frame Rate 30

Flipbook
Flip Book Active
Loop animation
Image Count 16
Playback Rate  16.000

Offset Ranage ]
w Flipbook 2 &lpha
Flipbook 2 Alpha

w [edturedlpha .
Bitmap |-:- LR

a% o& o7 OB
oF M 11 5

13 14 1% 14

Alpha shader

w LConztantT exturetdap .

Bitmap =|

Ambient 1.000

Ambient Color R

Mowve X 0.000 Scale X 1.000

Mowve Y 0.000 Scale Y 1.000
Constant shader

w SolidColorShader o

Color =
Color shader

w [DefaulthdodelShader s

Shininess =
Specular Caolaor

30.000

Model shader

w Flipbook TexCoordShader .

Width Count = 4
Texcoord shader

Flipbook,
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w Particle5Scnpt Reactive Flipbook =

Active =
start Time  0.000

Frame Rate 30
Flipbook

Flip Book Active
Loop animation
Image Count
Playback Rate
Offset Ranage

w Flipbook Alpha
Flipbook Alpha

w Terturedlpha
EItITIEIIZI I O 8 &H o4

0% 0& o7 o8
i BNC LT
13 14 1% 1

Alpha shader

w LConstantT exturebdap *
Bitmap = o1 03 22 04
Ambient 1,000 [
Ambient Color I T
Move X 0.000 Scale X 1.000
Move Y 0.000 Scale ¥ 1,000

Constant shader

» SolidColorShader bt

Color =
Color shader

w [DefaultbodelShader *
Shininess = 30,000
Specular Color
Model shader
w Flipbook TexCoordShader =
Width Count = 4
Texcoord shader
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. Constraints - reactive, RMB other options

Constraints are used to control the motion of one object with another object's motion.

w Lonstraints s w Conztraintz

Reactive Constraints —— General Constraintts
Position Position

Maintain Offset Maintain Offset

v

Rotation

v

Selection Selection

Selection Buttons

e e e

Select Controlled Object [| Select Controlled Object

t Controller Object [| Select Controller Object

Run It Run It

| Add Remove All [ Add Remove All
Constraint Constraints Constraint Constraints

e ——————— 2

2
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Usage:

select a scene level object to be controlled

add the controller object from the scene level to the selection

press the button to open the Reactive Constraint floating panel

Maintain Offset to keep the relative location of the constrained object
select axis - X, Y, Z to determine what position aspect will be constrained
select axis - Xr, Yr, Zr to determine what rotation aspect will be constrained

press Add Constraint to create a constraint on the controlled object

select an object that is being constrained
press Remove All Constraints to remove all the constraint relationships assigned

to the selected item
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» LConztrantz i w LConztraints
Point Constraints Rotation Constraints
Position Rotation

Maintain Offzet ¥ ¥
vl 4 Selcton
sSelection Lze Selection Buttons o

|| Select Controlled Object

Controller
Run It

Add Remove All

' Constraint Constraints
Add Remove All

Constraint | Constraints | ?

2
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Position
¥ - LConztrant Default
Rotation active
Xr Yr 7r origMatrix

pWWeight 1,000
Weights Controller

1,000 Cube L

yFlag

v Offset 0.000
yrHlag

zFlag

EIZ:J‘H:EEt 0.000
zriFlag

controller fCube, 1

w pointConztraint i} .
w [otatelonztrant

active
oriaMatrix active
Wei origMatrix

Weight 1.000

controller

controller
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Deformers

w Deformers

w [aper
Active
Deform Anale Deform Scale 1.000
Limit Max 0,614 Limit Max 0.514
Limit Min -0.61 Lirnit Min 0,614

I Min | Max

Center

w Squash * + Bend

Active Active

Deform Scale 1.000 Curvature

Limit Max 1.614 Limit Max

Lirrit Mir -0.614 Limit Min -0.614

| Create Heloers

™ ™Min [ Max

| Center




Parenting

Mirror Matrix

E B

Locking
b

' Rectangle Select
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w Mirror B atrix

" Mirror Copy
Mirror Mesh Vertic

w LnSelectable Default

| Lock | | Close |

|| Unlock || Unlock Al

Use - Script Based Locking

Show floating panel on startup

- RectSelect
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Aod o laver
Empty

M zverD menL

layerl MenL
M zyer2 menL
M zyers menu
menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

menL

menu

t NURES Patch and Curwe
Protect Curve Color

Use - Empty Laver Color Il Color ¢

Initialize Layers
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. Mesh Origin w tesh Origin
Mesh Origin

Character FK - link || Origin To Mesh
Jrigin To Mes
to other chapter? fl -

|| Mesh To O rigin
|l

nap Point Widget

“ Set Snap Point

j s g
[ =3 134 A 2000 )

Snap Origin




ChapterXX Additions| 1

. Point Edit Toolbar

Lathe - link ch2

Static Sweep - link ch2

TrueBevel - link ch2

Plane Loop Select - link ch2

Target Weld - link ch2

Normal Move - link ch2

Toggle Object Coordinate Mode - link ch2

Axis to Selection - link ch2

Freeze Transform - link ch2

E Quad Toolbar/Quad Menu - link ch2



. ToolbarToolbar

? TODO copy from help file ?
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.. Toolbar tools Toolbar store  Toolbar visibility

&Add - Toolbar Show - Hidden
Open - Toolbar Hide - Visible

Remove - Toolbar Display - All

Save - User Toolbar
Load - User Toolbars
ave - Current State
aved State
- Custom Toolbars
Refresh - Custom Toolbars

. Interpolation Toolbar - link ch9 or move doc here?

. NURBS Toolbar




Select Control Point Mesh
RMB Open Information Panel
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» MUREBS |nformation
NURBS Information

Mame NURBS Torus

" Toggle UV Indicators
|| All UV Indicators Off
U Direction V Direction

Span Count 4 Span Count 4
Coniral Point 13 Conirol Point 13

[ Reverse u

|| Swap U and V

" Get Information

Active
Head Indicator Size 0.3
LIV Indicator Siz

Indicator Scale 0,25
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. Copy NURBS
. Delete NURBS
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Utilities w MURBSSchnpts Default "
NURBS Utilities

w MURESSchpts Color O Auto Select Control Point

NURBS Colors

Curve Display | NNEGING<NGNGNG
ve Ha [ '

Curve Handle Fix Curve Mesh BB

Curve Point

Fix Handles

et Curve Colors " Double Sided Patch

[ Protect nurss

Patch Handle NG
Fatch Point

|| Set Patch Colors w MURESScrpts Frep ¥

NURBS Prep for Modeling
» MURBSScnpts Mizc X
Deselected Color

NURBS Misc Auto Triangulation Mone -
Fix Handles | SetMesh Editor for NURBS

Fix Curve Mesh BB | Reset Mesh Editor Settings

Hide All CP Meshes Selection Highlight Objects [
Set Selection Highlight for NURES

Convert to CP Selection

Reset Selection Highlight

v Freeze Curve As Polygon Surface Opadity  0.500

Freeze Patch or Curve -~ Ignore object Attributes
Set Transparent Patch

Curve Import Utilites

Set Solid Patch

Fix Concave Face

Do not run before Fix Concave Face
Flip Face
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Draw Curve

Circle » calcMLURBSHew
Half Circle

Circle

Circle

Polygon to Curve

Points to Curve

Extend Curve

Insert Control Point

Delete Control Point
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Smooth w alignHandlesS cript

" Align Patch Floaters

Sharp

Extract Curve from Patch

Open UV Editor

Split NURBS w zplitNURBSScript
" [Keep Original

Extrude Patch

Sweep Path w zweepPathScript

@ Add IsoCurve
& Select IsoCurve
& Remove IsoCurve



. Rebuild
1o

Adjust Floaters
RMB rearranges the toolbar
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w Rebuld NURES
Rebuild NURBS
U Span 4 Keep Original -

\ Span 4 Tolerance 0.100

|! Update

Rebuild to: uv @
5 U
4 V

Rebuild

w weldMURBSScnpt
" [Keep Original

" Automatic Curve Flip
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w zkinSurfaceScnpt

" Smooth
Close Patch

} Rail w ralSurfaceScnpt
" Maintain Profile Orientation

" Automatic Curve Flip

‘ BiRail w birailSurfaceScript
" Automatic Curve Flip

‘ Lathe w Lathe Curve
B &

Axis Direction

Start Angle 0.000

End Angle

Helx Offset 0.000

Lathe
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3 Stitch w globalStitchScnpt
Coincident Radius 0.100
Stitch

- Convert Primitive w primitivePatchScript
Keep Source Mesh

.~ Offset Source Mesh

. Plane Loop Select - link ch2



