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Version History


	Version 1.2.5


Implemented Sweep Select tool


Fixed a minor UI bug





	Version 1.2.1


Fixed a problem with Knife tool that would make cuts appear in incorrect places or not appear at all if the object was rotated or scaled.





Version 1.2


Implemented interactive beveling with spinners.  Extended Bevel Faces to include ability to bevel each polygon separately.


Build Faces function can now be used to build quads automatically.


Added a new, much easier to use Slice tool, codenamed Knife.





	Version 1.0


Initial release





Installation


You will have to either remove update1.dlo from your stdplugs directory or rename it to something like update1.dlo.orig so that you do not get duplicate class ID errors upon loading. After you’ve done this you can place eamesh2.dlo from this archive into one of your 3D Studio MAX plugins directories.  If you have a previous version of eamesh2.dlo, replace it with this one.





Setup


No setup is required.  This plugin simply replaces Editable Mesh and you can continue working as usual.





Features different from Edit Mesh


Includes Bevel Faces, Select By Normal, Sweep Select, modified Build Faces functions, and new Knife tool.  Everything else is identical to the regular Editable Mesh.





Usage


	Bevel Faces


	Parameters:


Shift	-	the extrusion amount


Inset	-	the expansion/contraction amount


Shift Along Normals (Cluster/Vertex)	-	use cluster or vertex normals


Separate Faces	-	bevel each polygon separately





Switch to faces subobject mode.  Select the faces you wish to bevel, then press the Bevel button.  After that you can drag Shift and Inset spinners to interactively bevel faces.  When you are satisfied with bevel you can either click on Set button and continue with another bevel or exit the Bevel Faces mode by clicking on Bevel button.





Shift controls the amount of extrusion out or into the surface.  Positive values will move the faces out, negative will move them in.  Inset controls how far the selected faces are expanded or contracted.  Positive values will contract faces, negative will expand them.  Two radio buttons control the type of shift applied to faces.  Cluster will shift the faces along an average cluster normal, and Vertex will shift the faces according to the normals of vertices belonging to each face.


Beveling faces with too large of an inset will result in face intersections, so obvious judgement needs to be made.  Separate Faces checkbox controls whether the bevel is applied to the polygon selection as a whole or to each polygon separately.





Build Faces


	Parameters:


Tri/Quad	-	create triangle or quad





To build a face, click on Build Faces button and select the type of face you would like to build.  Then click on the vertices that will make up the polygon taking care to select them in counter-clockwise order.





Select By Normal


	Parameters:


Front/Back/Angle	-	front facing, back facing or within 			a certain angle





Switch to faces subobject type.  Front/Back works just like standard MAX Select By Normal function.  This description applies to Angle type.  Select the face which will be used to extend the selection.  If you select multiple faces then the average normal for selected faces is used.  If you select several groups of faces, then each group will have an independent normal which will be used to extend the selection.  Select angle threshold and hit Select by Normal button.  The greater the angle, the more faces will be selected.  If the angle is 0, only the coplanar faces will be selected; if the angle is 180 all faces will be selected.





If Adjacent Only button is unchecked, then any face in the object that is within the angle threshold of the normal will be selected.  If it is checked then only the faces in the same element as the original selection will be selected.





Sweep Select


	Parameters:


none





Sweep Select is a tool that allows for easy selection of vertices/faces/edges in cases where using regular selection tools would be difficult.  It is located at the top of the rollout in each sub-object mode.  To use it, press on Sweep Select button, then click and drag over the object in the viewport.  You will see that the faces under the cursor are being selected as you sweep the mouse around and that each new faces is added to the selection.  To deselect faces in the same fashion, hold down Alt key while sweeping the mouse over the object.  Sweep Select respects the appropriate selection settings in each sub-object mode.  For example, if you check Ignore Backfaces, it will not select the back faces.





Knife Tool


	Parameters:


Refine/Split/Remove Top/Remove Bottom	-	defines the operation Knife will


		perform





Those of you who wished for an easier to use Slice function will be glad to have this new tool.  Knife tool allows you to simply draw a line in any of the viewport and the object will be sliced right along that line.  To use Knife tool select the mode of operation.  These operations are identical to the Slice Modifier ones.  Then press the Knife button to enter the slicing mode.  Click and drag to define the plane that will be used to slice the object.  The line also shows you the normal of the plane.  This is useful for Remove Top/Remove Bottom operations as they depend on where the normal is pointing.  After you release the mouse button the selected operation will be performed.











This plugin is shareware.  If you appreciate the effort that went into it, send any desired amount to the following address:





	Andrey Zmievski


	4641 Old Cheney Road, #6


	Lincoln, NE 68516





You may not include these plugins in any other collection or redistribute them as part of a commercial package without written consent.  Andrey Zmievski is not responsible for any damage to you data, software, or hardware that is caused by these plugins.  No warranties are implied.  Use at your own risk.


