Interface: physiqueOps

Written By: 
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Implemented in:
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Methods:

getPhysiqueModifier
getAPIVersion
getBones
getBoneCount
getVertexCount
getInitialNodeTM
getInitialBoneTM
getVertexType
getVertexBones
getVertexBoneCount
getVertexBone
getVertexOffset
getVertexDeformableOffset
getVertexWeight
setInitialPose
setFigureMode
attachToNode
initialize
lockVertex
unlockVertex
setVertexBone
Defined:
<maxObject> getPhysiqueModifier 

<node>physiquedNode 

index:<index>

      
index default value: 1
<integer> getAPIVersion 

<node>physiquedNode 

modifier:<maxObject>

       
modifier default value: undefined
<node by value array> getBones 

<node>physiquedNode 

modifier:<maxObject>

      
modifier default value: undefined
<integer> getBoneCount 

<node>physiquedNode 

modifier:<maxObject>

      
modifier default value: undefined
<integer> getVertexCount 

<node>physiquedNode 

modifier:<maxObject>

      
modifier default value: undefined
<matrix3 by value> getInitialNodeTM 

<node>physiquedNode 

modifier:<maxObject>

      
modifier default value: undefined
<matrix3 by value> getInitialBoneTM 

<node>physiquedNode 

<index>index 

modifier:<maxObject>

      
modifier default value: undefined
<enum> getVertexType 

<node>physiquedNode 

<index>vertexIndex 

modifier:<maxObject>

modifier default value: undefined
getVertexType enums: {#rigid_type|#deformable_type|#blended_type|#floating_type|#rigid_non_blended_type|#deformable_non_blended_type|

#rigid_blended_type|#deformable_blended_type}

<node by value array> getVertexBones 

<node>physiquedNode 

<index>vertexIndex 

rigid:<bool> 

rigid default value: true
blending:<bool> 

blending default value: true
modifier:<maxObject>

modifier default value: undefined
<integer> getVertexBoneCount 

<node>physiquedNode 

<index>index 





rigid:<bool> 

rigid default value: true
modifier:<maxObject>

modifier default value: undefined
<node> getVertexBone 

<node>physiquedNode 

<index>vertexIndex 

<index>boneIndex 

rigid:<bool> 

rigid default value: true
blending:<bool> 

blending default value: true
modifier:<maxObject>

modifier default value: undefined
<point3 by value> getVertexOffset 

<node>physiquedNode 

<index>vertexIndex 

<index>boneIndex 

rigid:<bool> 

rigid default value: true
blending:<bool> 

blending default value: true
modifier:<maxObject>

modifier default value: undefined
<point3 by value> getVertexDeformableOffset 

<node>physiquedNode 

<index>vertexIndex 

modifier:<maxObject>

      
modifier default value: undefined
<float> getVertexWeight 

<node>physiquedNode 

<index>vertexIndex 

<index>boneIndex 

rigid:<bool> 

rigid default value: true
blending:<bool> 

blending default value: true
modifier:<maxObject>

modifier default value: undefined
<void> setInitialPose 

<node>physiquedNode 

<bool>value 

modifier:<maxObject>

      
modifier default value: undefined
<bool> setFigureMode 

<node>physiquedNode 

<bool>state 

modifier:<maxObject>

      
modifier default value: undefined
<bool> attachToNode 

<node>physiquedNode 

<node>rootNode 

modifier:<maxObject>

      
modifier default value: undefined
<bool> initialize 

<node>physiquedNode 

<node>rootNode 

modifier:<maxObject>

      
modifier default value: undefined
<void> lockVertex 

<node>physiquedNode 

<index>vertexIndex 

modifier:<maxObject>

      
modifier default value: undefined
<void> unlockVertex 

<node>physiquedNode 

<index>vertexIndex 

modifier:<maxObject>

      
modifier default value: undefined
<void> setVertexBone 

<node>physiquedNode 

<index>vertexIndex 

<node>bone 

weight:<float> 

weight default value: 1.0
clear:<bool> 

clear default value: false
modifier:<maxObject>

modifier default value: undefined
