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Stat Man: The statistics manager documentation

About:

Stat Man is a tool to help keep track of objects in those larger than life scenes, help keep on top of their stats
like type, vertex count, face count and material count. It is an extremely easy to use tool, and has a built in
batch exporter as well!
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Object Name Type Materials
Cirde001 Circle
Curve001 NURBSCurveshape
Curve002 NURBSCurveshape
Face_Count_Tests036 Editable_Poly
FI_testd21 Sphere
Editable_Poly
Freecamera
Editable_Patch
Editable_Patch
Editable_Patch
Sphere
NURBSSurf
Editable_Poly
FI_testScene_ Face_Count_Tests038 Editable_Poly
FI_testScene_FI_Example_Name001 Editable_Poly
FI_testScene_FI_Example_Name007 Editable_Poly
FI_testScene_FI_Example_Name10 Editable_Poly
fi_testScene _helod0? Cylinder
FI_testScene_highpoly sphere012 Editable_Poly
FI_testScene_ highpoly sphere015 Editable_Poly
FI_testScene_ highpoly sphere024 Editable_Poly
FI_testScene_ highpoly sphere02s Editable_Poly
FI_testScene_ignore014 Freecamera
FI_testScene__ignored15 Freecamera
FI_testScene__Ignore_MEDD1 Editable_mesh
FI_testScene__Ignore_MEDD2 Editable_mesh
FI_testScene__Ignore_MEDD3 Editable_mesh
FI_testScene_ ignoreme_patch and mesh001 Editable_Poly
FI_testScene_ignareme_patch and mesh002 Editable_Patch
FI_testScene_ ignoreme _patch and mesh003 Editsble_Patch
Fspot001 freeSpot
highpoly objects009 Editable_Poly
highpoly objects011 Editable_Poly
Editable_Poly
Editable_Poly
Editable_Poly
Editable_Poly
Editable_Poly
highpoly objects017 Editable_Poly
highpoly objects013 Editable_Poly
highpoly objects019 Editable_Poly
highpoly objects020 Editable_Poly
highpoly objects021 Editable_Poly
highpoly objects022 Editable_Poly
highpoly objects023 Editable_Poly
highpoly objects024 Editable_Poly
highpoly objects025 Editable_Poly
highpoly objects026 Editable_Poly
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How to install:
e Go to the Maxscript tab at the top of your 3ds Max window and click “New Script”

ult Autodesk 3ds Max 2013 x64 - Student Version  testScene.max
MAXScript

New Script
Open Script...
Run Script...

MAXScript Listener...
MAXScript Editor...

Macro Recorder

Visual MAXScript Editor...

Debugger Dialog...
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e Copy and paste in the downloaded Maxscript code and press “CTRL + E”

local matiD
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local sort8yCol

adittext suffx txt
edittext prefic_preTxt "Custom prafix:” p
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11 macroscript StatMan ca
12
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18 ySelectadObjects =
1 local selectionar = +()
18 local objarrindex = #()
17 local itemsSelected =
18

19 local mesharray = ()
20 tocal nonMashArray =
2 local masterMatarray
2 local faceArr = =()

2

u local itemsinselection
2 local aiObjects = %

local previousSel = =()
local previousSellndex =

local isCopiad .
local gatheredMats = .

local mathum

focal fileNamePrefix = getF

button addFileNameButton "Add filename as prefix’ pos:

0
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e The script can now be assigned to a hotkey or a button ©

e Go to the customize tab in 3ds Max and press “Customize User Interface”

Autodesk 3ds Max 2012 xb4 - Student Version  testScene.max

Animation  Graph Editors
Pai

Rendering

Customize User Interface...

Load Custom UI Scheme...
Save Custom Ul Scheme...
Revert to Startup Layout
Lock Ul Layout

Show UL

Custem Ul and Defaults Switcher...

Configure User Paths...
Configure System Paths...

Units Setup...
Plug-in Manager..

Preferences...

. Go to the Toolbars tab and locate “#JamTools” in the category (It should be at the top)
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e Simply drag the “Stat Man” action to the toolbar at the top of 3ds Max and press away!

d

To assign to a keyboard shortcut simply locate the keyboard tab in the Customize User Interface
menu and click the hotkey box and put in your desired hotkey and press assign.
BE SURE TO SAVE YOUR LAYOUT WHEN YOU ARE FINISHED!!

: v Active
Sl = JamTools -

Shortout

Statomatic

Load...
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How to use Stat Man:

e Using the tool is very simple. When you run the tool it will collate a list of all the objects in your scene and
display the total number of objects in it.

e When you click on any number of objects in the list they are selected in the scene as well. This allows you

@G | & AR YD
Selecting the objects in the list has selected them in the scene

e To select objects in the list from the scene, you select them from the scene and press the “Select from
scene” button in the tool.

Items in scen

Custom pre

Add fllename as pre

e To add a custom prefix i.e. you may have to use something like UCX for UDK collision. Simply insert
the prefix you require into the “Custom prefix” bar and hit enter

e To mass rename objects, make sure you have them selected in the list, insert your desired name for
the objects and press enter.

Items in scen
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If you have made major changes in your scene and need to see them in the list press the refresh
button and the list is repopulated

Export

To re-organise the list by any of the columns simply click on them and they are organised
alphabetically or highest to lowest

Stat Man
Object Name Type Materials
) vl
Curve001 MURESCurveshape - - -
Curve0D2 MURESCurveshape - - -
Face_Count_Tests036 Editable_Poly 44 42 i =
FI_testd21 Sphere - - 1
FI_testD22 Editable_Poly 4902 5000 =
FI_test023 Freecamera = = =
FI_test025 Editable_Patch 24 12 3 A
FI_test026 Editable_Patch 29 12 3
FI_test027 Editable_Patch 24 12 &
FT #actn0 Crhara -— g 1
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Batch exporter:
e To use the batch exporter click the export button and the tool opens up. This can be used without the
listview open

NS Expo =)

Format selected: None

T E—

Export to origin Mo prompt ¢

e The objects listed are the objects that you are about to export
e The formats to export in are listed on the right and a custom format box is also present to export in
custom formats

e Toremove items from the list simply select them and hit the remove selected button
Format s

FI_testScene_ FI_Example_Mame010
Sphere014

W3D

Export to origin Mo prompt o

Export

e To add items to the list, select them from the scene and press update list
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Export to origin Mo prompt on export

Export

Actually exporting your objects:
e When you go to export your objects you will need to select a format from the right hand side and click
the format you desire or enter a custom format

Export to origin Mo prompt on export

File

Update List

Export

e You have the options to “Export to origin” and “No prompt on export
e  Export to origin will export your objects from world (0, 0, 0) and No prompt will stop the option boxes
popping up for every object you export
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e When you go to export your objects you have to pick an export location for your objects by pressing
the “Pick File Location” button. This process is performed on the objects you have selected in your list
allowing you to specify different file locations for each object if you so wish

e Select the export folder and hit ok

e When you do this the location you have specified is saved onto the object meaning you won’t have to
specify a new file location each time you export!!

Bl Desktop

> |7l Libraries

> o) Homegroup

> | @& Ben

> |8 Computer

> ?j MNetwork

» | CustomEffectPipeline
. Desktop backgrounds
. Emily Film
. lightmapping tutorial

J polycount images

. ps5
ShadowMapping
Test folder

Exports

. Final testing phase
. Final_test_folder

Test folder

e The file location you are sending the object to is displayed in the right hand corner
5] Export object =)

ene__FI_Example_Named10

DF

DWF

Custom Format: ]

Export to arigin No prompt or

Update List

Export

e When you are ready hit the export button and the objects in the list will be exported to the location
you have specified
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| hope you find the tool useful, please enjoy! ©

A Jam Tools production

Author: Ben Hearn: Technical & Environment Artist
www.BenHearnDesigns.webs.com
BenAndrewHearn@gmail.com
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