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DISCLAIMER *** PLEASE READ BEFORE INSTALLING***
This plugin is distributed “as is”. The author take no responsibility for any loss of information, damage to

software or hardware that may result directly or indirectly from the usage of this plugin, furthermore the
authors are under no obligation to provide support, technical or otherwise beyond this documentation for

the plugin.

What are MaxUV Tools?

MaxUV Tools are a set of texture “UV Poly” manipulation tools for repetitive and non repetitive tasks.
Why though?

Ever had to clean up a messy UV mesh? Or repair a mesh after
adding/removing parts of a model? These plugins will help you no end.

How to Use MaxUV Tools

All the plugins in MaxUV Tools require you to have a UV tag
selected, some of the plugins require you to have a polygon
selection (Copy UV Points requires just one UV or normal polygon
to be selected for instance).

The Plugins

Our original texture on a plane

MaxUV - Takes the selected poly’s (or all the polygons in a model if none are selected) and
set’s the points of the UV’s to the corners of the UV canvas. Select an object and a UV tag
on that object, optionally make a polygon selection and choose Plugins->MaxUV Tools-
>MaxU\V.

Make a selection Run MaxUVv Running MaxUV without a selection

What happens to the UV’s when MaxUV is run



Copy/Paste UV Points - Select a single poly that you wish to copy after selecting the UV
tag you want to edit, select Plugins->MaxUV Tools->Copy UV Points, this will store the
points of that UV polygon in UV space in it's memory. You can now replace the UV points of
other polygons with these using the Paste UV Points plugin (select any amount of poly’s then
run Plugins->MaxUV Tools->Paste UV Points). In UV space this will make the polygons
that you pasted into fit the original polygon exactly, while on the model itself it will appear as
if you’ve copied the contents of the first polygon into the selected polygons.

...the selection...

A selected UV Poly has Copy UV Points run on it...

UV Flip Sequence - Select an object and a UV tag on that
object, optionally make a polygon selection and choose Plugins-
>MaxUV Tools->UV Flip Sequence. This flip’s a single or many
UV polygon’s points (1&2 and 3&4 if a quad). In UV space the
polygon(s) will look unchanged. On the model the polygons
points will look like they have been mirrored.

UV Move Down Sequence - Select an object and a UV tag
on that object, optionally make a polygon selection and choose
Plugins->MaxUV Tools->UV Move Down Sequence. This
plugin rotates the sequence of points for a UV downwardly
(4=3,3=2,2=1,1=4). In UV space the polygon will look unchanged,
in 3D space the selected polygons contents will appear to rotate
according to which way up the UV was either clockwise or
counter-clockwise.

UV Move Up Sequence - The same as UV Move Down
Sequence only it rotates the points upwardly (1=2,2=3,3=4,4=1).
The same result only the polygons texture contents will appear
to rotate in the opposite direction.




UV Terrace - Depending on the current selection a different result can be expected.

What UV Terrace does - UV Terrace takes adjacent faces on the model, and attempts to make
their UV poly’s adjacent also. The net result of doing such a thing is that the texture should
become seamless on the model. It should be mentioned that UV Terrace is a very processor
intensive plugin and can take several seconds or even several minutes (on a sufficiently
complex model and large selection).

No polygon selection - UV Terrace will attempt to average all the adjacent UV faces on the
whole model. It will not “connect” the UV’s and may take several runs till the mesh settles
down and the texture appears to be “Seamless”.

Single polygon selection - UV Terrace will not move the selected polygons UV'’s, instead it will
bring the UV'’s of the adjacent polygons to itself. The UV’s will be welded and multiple runs
on the same polygon will not alter the results.

Multiple polygons selected - UV Terrace will do a combination of the two previous methods

as well as running a primitive “relax” algorithm on the selected polygons in order to get them
into the right area on the mesh. With multiple polygons selected only the selected polygons
are affected, the surrounding polygons are affected in a minimal manner. Repeatedly running
UV Terrace in this mode will bring the UV’s into any space provided for them in the UV mesh.

Arow of poly’s texture is disjointed... ...run UV Terrace on them and this is the result.

Extrude Inner... ...If you want make some space on the UV canvas... ...make a selection and UV Terrace attempts to
smooth out the UV'’s.

Thank-you for downloading MaxUV Tools from Renderzone at www.peranders.com This plugin
pack is Work-Ware, if you like it and continue to use it and you work in the CG/Graphics field
then help me to get a job! :D eMail : me@peranders.com



