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MULTI MTL'S MAR'S TOOLS -

Sub-Material Type : Standard . . . ( 3dsmax ) i d C E

Multimaterial Name : | MultiStd

Sub-Materials Name : | StdMat

Single Material Name : |

Wirecolor | Rename : Box001

| Rename

wirecoorreses I L L

Assign Mtl To Object: il Sub-Mtl's Count: [l
Use Checker Map : | UV Tiling Size : 5.0
Random Diffuse Map Color | Global Tiling : Rand-D G-Tiles

Diffuse Toner [H|S|V|: [l

a
v
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v

Default Map Color : Map Based On: _
Repeat Color : | Number Of Color : >

Reset M.E Scene Mtl's To M.E

Get Mtl ID’s Count Rand. Mtl | Obj ID

Auto UVW Map E-Poly Mtl ID

Assign Renderer Show | Hide Maps

Remove Object Mtl

Clean MultiMtl

Adv. Select By Mtl

Concept Mtl

CA =[N =51
Script Name : | | MULTI | MTL'S | MAP'S | TOOLS | v.1.0 |
Created By : |Branko Zivkovic
email: | barigazy@aim.com

Created | Modified On: [08 /06 /2011 | 08 /06 /2011

[TITLE|: MMMT_v.1.0

|MESSAGE|: Welcome to MMMT!
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The *mmmT* 1S The maxscript with a colection oF tools For Fast
preparing models or whole scene For mapping and rendering
that rve created For my persongl desian work at home.

man< oF these tools are selFexplaned, but in l@ter description

1 will ry o explan some hidden Functions and imts Found

N this scrpt.

VErsion REQUIFEMERT:

ThE *mmmT* IS written and tested N The adsmax 2011 Xs4.
There are some commands 1IN sEript From graghite modelins Tools
ds Wel 3s commands FOr Creating 3 New map v/RIdmultIsuOTEX *
(vrRE4 2.0+). FEEI Free to Install and use these scripts, however,
| cant be held responsible For anyg problems that arise From
Ther use. everd version oF the sdsmax (o01o0+) and installed
vRad 2.0+ will provide the use oF all commands.

InstallEtion: unzip FliE "b=3_mmmT_vi.0.zp” and read (nstall.txte.

HOW TOoO U5 E

C create a multmateral or multimap and assi=an to selection:

From the dropdown st choose
sub-mtl tupe (FIrst three choses)
or sinslie mtl wih mutimap. every
Tupe has the pre-deFned name
FoOr multimt], sub-mtl and multimap
(+4th and sth tape), or 9ou can
enter a New ane.

Standard . .. ( 3dsmax ) v

Standard . .. ( 3dsmax )

VRayMtl . .. (V-Ray Adv )

Arch & Design ... ( mental ray )

*VRay + VRayMulti SubTex

*Arch & Design + Multi/Sub-Map
; et BY Choosing This option created mtl s

!I gutomaticaly EIjElEplj o the selected

oboect (oboaects) wih preview oF The dFFUsSE map N viewport.

N case that the obaect s not selected, mtl only appears n The
gactive siot oF the materal editor.

A number oF sub-mtl's
VS SIS ¥ (Frst three tupes)
« mum. oF coor in mutysubo-map
Al O el (oS ¥ (sth tupes) - mental rag
i IF The selected obuect alreadd has a deFned
(DS (ES number oF mtl in, Then ba cicking this outton
that value s sent o already explaned spinners, so that

the created mtl gets a precise number oF sub-mtl's or coors.
NaTE:

more options For Frst three tupes:
. gdd checker map with random color
e dite arliiEps il N everd sub-mtl's diFFuse map siot.
UV Tiling Size : 4 Size oF U|v tihine For the
cChecker dFFUsE map.
Random Diffuse Map Color | Global Tiling : Rand-D  G-Tiles

gFter creation, the assianed mtl can be aFterwards adausted
by usINg "rRand-o” and "o-TiIes".

rRand-n changes a dFFUsE color or dFFuse map (checker) color.
G-TIEs chanses tiling 2 or a3 maps N the dFFuse map siot.
DEFINE FIrst u|v TiiNg size and press the button. The condition 1s
that the oboect (oboects) Is/are selected and has/have an
gssigned mtl whose dFFuse map has these properties.

Diffuse Toner [H|S|V| : !]_ 0.0 [= 0.5 =10 —

with this option checked Sou can tone diFFUsE Color oF
The mulitimtl or @ sinsle mtl wth chosen color and (HsY) values.
work wth “create” and *rRand-o” button.

pptions For 4th and sth tupes:

These adaustments are FoOr svrRISmUltisubTeEXx* and mental rag
*multi/sub-map*, depending on The chosen tape. AFTEr pressing
"CREATE" JOuU will et a8 mtl wih 8 random colored multimag in

the dFFuse siot.

Default Map Color : Map Based On: Mataterial ID
Repeat Color : ll rREpEaT COOr 1IN multysub-map
: (sth tupes) - mental rag B




ERENLL

Wirecolor | Rename :

1 = S =
boor el

DEFINE wrecolor oF the selected oboect (obects).
rREMZME selected oboect with The unigue name.

The edit box shows how many oboects are selected on
the scene and Jou can rename multiple oboaects at once.

EEE EEE EID

AssIEN wrecolor From preset palet or press ¢ .

This button chanses randomls wrecolor on selected obaect
(obaects) or, IF nothine selected, then everys obaect in the
SCEME has same wirecolor which changes randomid.

BRI EN NS

| Reset And Replace With :
rRESET Or condence the materal edito

Standard Mtl
choose type oF mtl and press - .

Wirecolor Presets :

Vv
wOU can replace srad material siots VRay Mtl =
with randomly 8ss19ned colored mtl's. :

IF nothing 1s checked themon -~ nd Design Mt| _
button pressed the rolout will close. _|
_

Scene Mtl's To M.E

IF sElected obuect (obaects) has

material ass=ned then gou can send
That materal o the materal editor,
or, IF nothing selected, then 24 mil's
From scerne will be sent to the »«

Remove Object Mtl

This tool will Clean S0our SCeng From
unwanted matrerals, especiald when
SCENES are imported From other
soOFtwares ( X .Btc.).
when usng the Arst option and
whie deleting al materals, it 1s
recommended o save the scene ar
use the “holid” or “Fatch” operations.

Rand. Mtl | Obj ID

OF This rolout

| Remove All Mtl's From :

E-Poly And E-Mesh Counters :

Select An Object And

Auto UVW Mtl

This Tool creates @ elended eox map
(AUTO uvw mapg)y and assgns an
selected oboects. work only with the
2 maps (eitmap, checker, gradents,
swirl and Ties map). The chosen map 1S

Assign To Selection V|
prozected on the obaect n the local
coordnated sus. ( W,z2). The edges LeslColClCaliEetol —I
OF the map are blended so 9ou can aut [RaSSTe[aRreR =10y ois] (o] J

the map on a2 curved surFace and not
have horrble seams. The map can be
combined with color correction map, 20
and add to eump slot. beFore creating
set #Tiing” and “elur parameters. The
button “clear map” removes selected
map From The rolout, @ “clear mtl” OK NO
removes onld this mtl From the chosen
obects.

E-Poly Mtl ID

combomnation oF two most
powerFul an most used
StuFF 1IN PO modelns. AN
extra Fegature here 1s
the "Aran=e In's” option.
IF The o st lIooks Ike this I

Pick Auto UVW Mtl Type :
Standard (3dsmax)

Bitmap

= 0.5 =
Clear Mtl

Clear Map

Polygon Mtl ID’s With Poly Tools : X

Select An Object And Check!
mti 1D Count And ID List [N

[[1.2.3.4.8.9

Arange Mtl ID List Arange ID’s

LAl el =Wl PR
CL25455). B2 TS SOL S2T) esiD Select ID SetID
:_EIJEE'_: e i Shrink ShrinkLoop  ShrinkRing
Grow GrowlLoop GrowRing
Invert Loop Ring
Mirror X Mirror Y Mirror Z

Adv. Select By Mtl

puICklY seleCt sCcene obdects with The same matreral. This option
can be used N two wads: 15t - IF an obaect s selected, then

by pressing the button, 9ou expand the selection on all obaects
that share the same mtl. 2nd - IF nothings s ted then a
materal s used From the “m.e”. FOor both wass there 1s a rule:

IF the selection 1s a part oF @ aroug, Then the aroup opens.

The hidden obuects are 1snored.

Assign Renderer I Assign Renderer :
Fast wad to gassien renderer ensire.

mental_ray_renderer v
t the tupe oF renderer and

IMtroduces counters with
gdditional inFo oF the
selected oboect (e-FPOld O
E-mMesh).

Polygons Count 3200

(@s the name | 1
mples) uses the assi=En | Editable Poly Object

urngue mtl in o each
Randomize Mtl ID's [ E-Poly ] :

Element Nside an e-POluy.
| vin | vax FR
|

Elements Count 4

guchly assEns
several mtl's (randomiy)
From the materal editor
o the selected scene
obects.
max number oF the =

|2 slot mat I
sample slot materials n I |: |:
_|

the materal editor 1s 24.

For o

particular explanation s

DE[ESEE;';;EﬁEEE:XE;ETSEH_ Assign And Randomize Objects ID's : il

it's mportant to emphasize o z

That each oF these toos : 4'

has the possbilty to use Get ID Select ID Set ID

ranse (From  to ) or 9o |A |A

can enter the values by x x>

HOUFSEIF LSS V|1,2,34,5 Randomiz
FOr sepgarating

numbers Uuse only “commz” ;

BY Combinmng these tools properiy, 9ou can in no time pregare

d SCEMNE FOr rendering or creating render elements.

this tool 1Is used For cleamng up the

non-used sub-materials, N a wad that

onld those are lerFt behqind that are

gssianed to Face mtl in's on the e-FPolu

and e-mesh oboect. it can be used For

correcting matrerals ass=ened to

@ “ primtives and ¢ o

Extended oboects. no need FOor

colapsing seometryd, except IF The

gssiEned modrFers change The mtl i OK

oOF the base obuect. The cleaned

multimtl 1s created in the » . and automaticaly assi=ned o

The obaect. AlsO 90U can assi=n d New name to the material

with an index oF active mtl siaot.

| Randomize

| Clean MultiMtl :

Sub-Mtl's
Face MtIID's

Check!

| MultiMt]_#1

press “owe or “na¢ o ciose the rolout. oK NO

Show | Hide Maps

This button provides control over both material and map evel
texture showns in the viewport. IF select some obaect, then
this Function eFFeCts only Them; otherwse, it eFFects on all
SCEnE obJects.

Concept Mtl

with this fool 9ou can very guickhly
create the concept mtl (standard)
and later chanse his properties with _|
predeFned options or 9ou can Use
manual mode. The material will be
gutomaticald ass=ned on =l selected
obuects which don't have mtl areads.
BY MOvINg FAIFrst two siders (auto mode)
the dFFuse color s chansed S ar | Glossi
glifosether wih wrecoor; or specular
and siossness value. sou wil see the || — —
visual chan=ses on an obaect when s

t+he button up oF the sider (added Finish: Gloss

disable/enabled scene redraw Functhion | " |

FOr better perFormance n the _._
VIBWwpOrts). on gressing s» button
Self-Illumination

dFFUsE and wirecolor will "swap” the

place. selF-llumnation options

represents the reglacement For a
viewport render Level "Flat —] —Igl'

("consistent colors” N 3dsmax 2012). Glow: Flat

MNoTE:
| | |

Quick Concept Mtl : X

Diffuse | Wirecolor
N
Mtl Name: Blueprint
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N the end, | would Ike to thank the Folowns people whose
scripts nspired me:

nel elevins | wan Tepavicharov | viadisliavy cavriov | aerry whiiammi
Fanadot marabskalov | geors pumen | eorsiay “enen” PFETCOV
martin eredt | Andy murdock | the scripters From elur studio
and many other members From www scriptspot.com. i




