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For 3D Studio MAX R4

MAX Script Plug-in Component

User Guide

Plug-in and manual by Harry Denholm

This plug-in is freeware, and no charge may be made for its use or download. Please distribute in its original form only, complete with this user guide and any other items. This user guide may not be reproduced in any way without permission from the author. If you wish to distribute it on other media, such as on CD or in software collections or if you have a bug or comment to report, please contact me at: harryd@indiscreet.uk.com

MorpherMXS can be found at http://www.footools.com in the scripts section.  Thanks to Harry Denholm for originally writing this extension.

About This Plug-in:

The MorpherMXS extension provides complete access to the weighted morpher modifier in MAX R4 – without this extension the access provided is very limited. Using MorpherMXS, you can assign and delete new channels, set their weights and individual options, update and refresh the system – basically drive any aspect of the UI or internals.

Installation:

To install the plug-in, copy the MorpherMXS.dlx file into your \plugins folder. For example, if your MAX installation is in C:\3dsmax4, then the plug-in file needs to go into C:\3dsmax4\plugins. MAX Script will find and load it from there at startup.

Once a MAX Script component is loaded, the functionality of the plug-in is automatically enabled – you can begin using it within the scripter straight away.

Plug-in Usage & Functions List:

The MorpherMXS extensions are all separate functions, each one getting or setting a parameter or calling a function. I may collapse then all into a more palatable ‘class + properties’ system later.

The naming convention for the functions is as follows:

All functions for use with the morpher start with WM3_… and take a morpher modifier as their first parameter.

All functions that are for use with a morpher channel start with WM3_MC_… and take a morpher modifier as first parameter, and a channel index ( 1 – 100 ) to operate on.

Methods:

IsValidMorpherMod <modifier>

Returns TRUE if input modifier is a valid Morpher Modifier. FALSE otherwise.

WM3_RefreshChannelListUI <morpher modifier>

Refreshes the channel list panel in the interface

WM3_RefreshChannelParamsUI <morpher modifier>

Refreshes the channel parameters panel

WM3_SetChannelPos <morpher modifier> <pos>

Set the position of the scrollbar on the channel list. 'pos' can be in the range 1 to 91

WM3_SetChannelSel <morpher modifier> <pos>

Set which button is chosen on channel list. 'pos' can be in the range 1 to 10

WM3_MC_GetName <morpher modifier> <channel index>

WM3_MC_SetName <morpher modifier> <channel index> <string name>

Retrieves / sets the name of the morpher channel

WM3_MC_HasData <morpher modifier> <channel index>

Returns TRUE if the channel has some morpher data in it (Indicator: BLUE)

WM3_MC_HasTarget <morpher modifier> <channel index>

Returns TRUE if the channel has an active connection to a scene object

WM3_MC_GetTarget <morpher modifier> <channel index>

Returns a pointer to the object in the scene the channel is connected to

WM3_MC_GetValue <morpher modifier> <channel index>

WM3_MC_SetValue <morpher modifier> <channel index> <floating point value>

Returns / sets the weighting value of the channel

WM3_MC_IsActive <morpher modifier> <channel index>

WM3_MC_SetActive <morpher modifier> <channel index> <true/false>

Returns / sets whether or not the channel is used in the morph result

WM3_MC_GetUseLimits <morpher modifier> <channel index>

WM3_MC_SetUseLimits <morpher modifier> <channel index> <true/false>

Returns / sets the 'Use Limits' checkbox value

WM3_MC_GetLimitMAX <morpher modifier> <channel index>

WM3_MC_SetLimitMAX <morpher modifier> <channel index> <floating point value>

Returns / sets the upper limit for the channel values (only used if 'Use Limits' is on)

WM3_MC_GetLimitMIN <morpher modifier> <channel index>

WM3_MC_SetLimitMIN <morpher modifier> <channel index> <floating point value>

Returns / sets the lower limit for the channel values (only used if 'Use Limits' is on)

WM3_MC_GetUseVertexSel <morpher modifier> <channel index>

WM3_MC_SetUseVertexSel <morpher modifier> <channel index> <true/false>

Returns / sets the 'Use Vertex Selection' button state

WM3_MC_IsValid <morpher modifier> <channel index>

Returns TRUE if the channel has not been marked as an invalid channel

WM3_MC_GetMemUse <morpher modifier> <channel index>

Returns estimation of how many bytes this channel takes up in memory

WM3_MC_BuildFromNode <morpher modifier> <channel index> <target object>

Given the <target object> from the scene, this function initialises the channel with all necessary data

WM3_MC_Rebuild <morpher modifier> <channel index>

Rebuilds optimization and morph data in this channel. Use this after changing the channel's target

WM3_MC_Delete <morpher modifier> <channel index>

Deletes the channel

WM3_MC_NumPts <morpher modifier> <channel index>

The actual number of points in this channel

WM3_MC_NumMPts <morpher modifier> <channel index>

The number of 'morphable points' in this channel - 'morphable points' are those that are different to the original object

WM3_MC_GetMorphPoint <morpher modifier> <channel index> <index>

Gets a Point3 value of the <index> point in the channel

WM3_MC_GetMorphWeight <morpher modifier> <channel index> <index>

Gets a floating point value of the <index> weight in the channel

WM3_RebuildInternalCache

Resets the internal object cache, forcing a complete rebuild.







