Moray plugin
B-spline


B-Spline plug-in for Moray 3.2

B1.0.4

April 20, 2000.
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Contact Info

mweber@sciti.com

www.geocities.com/mikepweber

alternate: mikeweber@mad.scientist.com

Release Info

April 20, 2000
Beta B1.0.4 release.



Fixed memory leaks.

April 20, 2000
Beta B1.0.3 release.



Default shape is curly again.



Fixed the smooth triangle math.

March 28, 2000
Beta B1.0.2 release.



Changed the default shape to a straight line.

March 22, 2000
Version number is used instead of date.



Fixed editing control points in the XZ YZ views.



Corrected crashes during some renderings.

March 17, 2000
Added spheres and boxes as primitives for constructing the object.



Improved redrawing the wireframe object - should be faster.



Improved method of detecting cursor over control points.

March 14, 2000
Fixed moving control points bug.  Sorry to all who have slow download rates



You no longer need to have the Show Control Points to move control points.



Moving control points updates object shape in real-time (sort of).



Improved method of detecting when cursor is over a control point or not.



You can add more control points.

March 12, 2000
Fixed camera view redraws of b-spline object.



Moving control points now occurs in all three views (not camera)

March 9, 2000
Initial BETA release

Installation

The MikesBSpline.dll needs to be in Moray Plugins subdirectory

Description

A B-spline is a line that is generated by use of control points. Pierre Bezier ( ?? - November 1999) 'invented' this method of creating lines. This plug-in uses this method with a modification to make the spline object start and end at the first and last control points.

The solid 3D spline object is constructed using various primitive objects. For triangle based splines, the position and size of the triangles are mathematically calculated based on the user settings.  The control points can be moved about using the mouse to change the shape of the object.

How to Use

Once the dll is properly installed and found by Moray, you will find a BSpline button near the bottom of the Create section of Moray. A default shape will be created.

RadiusX and Y - this will specify the size of the tube portion of the object.

RadialDivisions - for triangle based objects, the number of triangles used to create the 'tubular' shape.

Mathematically construct - not implemented at this time.

Wire Frame Mode - this will display the object in various levels of complexity.

Show Control Points - when this is selected, the control points of the spline will appear. The control points can be translated, but the object can not be transformed using Moray's standard controls, until this is un-selected.

B-Spline resolution - use this to make a smoother spline object.  This will increase the number of primitive objects used to construct the final product, and a large POV file.

Cross-section rotation - this is most usefull when the RadialDivisions value is low (below 6).

Primitive - what primitive will be used to construct the object.

Notes & Bugs

1. The Undo feature is not implemented.

2. Future release will allow you to delete and insert control points.

3. Currently a fixed shape is created. Future release will allow various shapes to be created.

4. Smooth triangle and a radial division of 2 will not work.

Future Features

1. Sphere and cylinder construction of spline object

2. Set radius for individual control points for triangle based objects.

3. Mathematically construct objects.
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