X-Tools Notes 1:
11 Cool things you can do with X-Tools 3.5:

By Andrew Osiow © 2007
X-Tools is more than a toolbox of useful shelf buttons.  You might think of it as cell phone with many buttons that can do many functions.  Here a list 11 Cool things you can do with X-Tools that make Maya more Powerful.  It’s also great introduction to the many functions of X-Tools.  

(Note: almost all the X-Tool Buttons have their own pop-up menu and they can be reached by pressing and holding the Right Mouse Button over any particular button).
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 Toggle Display Button

1: Toggle Whole Face Selection on/off Without Going through Maya Preferences
Choose “Whole Face Selection” from Toggle Display pop-up menu by using the right mouse button and you can toggle between Whole Face and Center Face Selection.  You can also toggle X-ray mode and Back Face Culling using the same pop-up menu.  Double click this icon for even more display options.
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 Artisan Paint Select Button

2: Selecting Half Your Character with One Click
Choose the “Select Half Mesh …” Option from the Artisan Paint Select pop-up menu.  The pop-up menu for this button will help you select special Faces and Vertices like N-gons and Border Vertices.
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  The Select Loop/Border Button

3: Selecting Alternating Loop Rings with one click
Select an edge.  Click the Select Loop Button to select the loop, and then click it again to switch to the ring.  Double click the same icon to get more options.  Click on Increase Spacing gadget one time, so that every other edge in the ring is selected.  Finally click on the Grow Selection Button.  X-Tools will grow an alternating loop selection from the alternating edges.  
The Select Loop Button will also complete a border selection if you select a border edge.  If two edges are selected, this button will select just the Loop Path between the two original selected edges.  The Select Loop pop-up menu has many options for converting edge selections.
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  The Center Pivot Button
4: Move the pivot point to the bottom of your character with one click
Select “Y-“ from the Center Pivot pop-up menu and the object’s pivot point will move to the bottom.   A simple click of the button will perform a Center Pivot, but a second click will move the pivot point to the Origin, (X=0, Y=0, Z=0).  You can also click this button in component mode to move the object’s pivot point to the center of your current selection.  For example, select a single vertex and then click the Center Pivot button.  The object pivot point will move to the previously selected vertex.
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  The Sculpt Button  [image: image10.png]


  The Soft Mod Button
5: The Sculpt and Soft Mod New Option Windows

These two deforming tools become a lot more powerful with mini option windows.  Double click either the Sculpt or Soft Mod icon to get the option window. 
[image: image11.jpg]Sm [FRECRCvCZ

Rad: [2241 [<[>] |4 3
Meg. [i50 ————
Ope: [005
sntn [T ———




    [image: image12.jpg]Radus: [53644 </ >

Color @ On O off
Mode: [ Vol & Sur




 
You can swap between these two tools by using the pop-up menu.  As an added bonus, the radius is automatically when you start these tools for X-Tools.  The Radius based on your current camera’s center of interest.  The closer you are to a selected object; the smaller the radius will be.
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  The Center Pivot Button  [image: image14.png]


  The Freeze Transformation Button
6: Center Your Selection on the “X” axis
For Example, select the edges or vertices, that represent the middle of your character.  Select “Center Selection” from the Center Pivot or Freeze Transformation Buttons, and Center Selection Window opens.  Click on the “X” button to move the selection to center of the “X” Axis.  You can center to one just axis or any combination, and this function can be used on objects or components.    It’s particularly handy at centering edges or vertices before mirroring a character.  
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  The Toggle Normal Display Button
7: Adjust the length of your normals interactively
Double Click on the Toggle Face Normal Display Button to get a small window with an interactive slider gadget to adjust the normal length of a selected object.
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  The Re-Align Button
8: Realigning the Rotate and Scale Axis to a Custom Move Manipulator
You can re-align the Move Manipulator to face in the direction of the current selection by just clicking on the Re-Align Button.  This Re-Align the Move Manipulator only.  You can re-align the Rotate and Scale Manipulators to match the Move Manipulator by choosing the Align Rotate/Scale and it’s found in the Re-Align pop-up menu.
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  The Re-Align Button
9: Faux Edge Sliding 
Select a Loop and then choosing Transform (or Move Components) from the Re-Align pop-up menu.  You can slide the edge pulling on the green arrow of the manipulator.  This is not true Edge Sliding but it works fairly well on Loops that have mostly flat angles.
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  The Re-Align Button
10: Align Tweaking, (PC only)  
Select Auto Align while in vertex mode by double clicking on the Re-Align Button, and then selecting “Auto Align” from the small option window.  Now use the arrow keys to change the selection and X-Tools will realign the move manipulator to face the current selection as the vertex selection changes.   The “Auto Align” mode will stay on until you go to object mode or until it’s turned by double clicking the Re-Align Button and choosing the “Auto Align Off” mode.
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  The Deform (Sculpt) Button  [image: image20.png]


  The Center Pivot Button
11: Pivoting Components Around a Single Vertex
Select a group of Vertices you wish to rotate.  Make Cluster by Chosing “Cluster” from the Deforming/Tweaking Pop-up menu.  Then choose the vertex you wish to use as a pivot point.  Select “Copy Pivot” from the Center Pivot pop-up menu.  Then reselect the cluster you just made and then choose “Paste Pivot” from the Center Pivot pop-up menu.  The Cluster of Vertices will now rotate around the new pivot point.
