Listing 6:
-------get base mat

Matnew = standardMaterial selfillummap:(Bitmaptexture ())

max select all

arr1 = selection as array

global p = 1

while p <= arr1.count do


(


converttomesh arr1[p]


---calc obj extents in world units


objextent = (arr1[p].max - arr1[p].min)


ax = #()


---- function to automatically map the object ‘arr1[p]’ on mapping channel


---- ‘chan’ which has been set to 2 earlier. ‘ax’ is an empty array being


---- passed to the function which returns the axis mapped on.


---- 0 stands for the X axis, 1 for Y and 2 for Z

planmap arr1[p] chan ax


---- getting ‘object area in pixels’ using the axis returned by the function


---- where ‘bscale’ is the ‘factor’ set by the user


if ax[1] == 0 then



(



bheight = ((abs objextent.z) / bscale) as integer



bwidth = ((abs objextent.y) / bscale) as integer



)


if ax[1] == 1 then



(



bheight = ((abs objextent.z) / bscale) as integer



bwidth = ((abs objextent.x) / bscale) as integer



)


if ax[1] == 2 then



(



bheight = ((abs objextent.y) / bscale) as integer



bwidth = ((abs objextent.x) / bscale) as integer



)


---- Checking if the object has a material, else assign a default mat to it


---- Assigning a Bitmap texture to the material’s selfillummap


if arr1[p].mat != undefined then



(



Mat1 = copy arr1[p].mat



Mat1.selfillummap = (Bitmaptexture ())



Mat1.selfillummap.coords.mapchannel = chan



)



else


(



Mat1 = copy Matnew



)


assignnewname Mat1


arr1[p].mat = Mat1


---- Getting the right size for the bitmap




closestbit = 2


if bwidth > bheight then



(



if (bwidth + (2 * edg)) > 2 then (closestbit = 4)



if (bwidth + (2 * edg)) > 4 then (closestbit = 8)



if (bwidth + (2 * edg)) > 8 then (closestbit = 16)



if (bwidth + (2 * edg)) > 16 then (closestbit = 32)



if (bwidth + (2 * edg)) > 32 then (closestbit = 64)



if (bwidth + (2 * edg)) > 64 then (closestbit = 128)



if (bwidth + (2 * edg)) > 128 then (closestbit = 256)



if (bwidth + (2 * edg)) > 256 then (closestbit = 512)



)



else



(



if (bheight + (2 * edg)) > 2 then (closestbit = 4)



if (bheight + (2 * edg)) > 4 then (closestbit = 8)



if (bheight + (2 * edg)) > 8 then (closestbit = 16)



if (bheight + (2 * edg)) > 16 then (closestbit = 32)



if (bheight + (2 * edg)) > 32 then (closestbit = 64)



if (bheight + (2 * edg)) > 64 then (closestbit = 128)



if (bheight + (2 * edg)) > 128 then (closestbit = 256)



if (bheight + (2 * edg)) > 256 then (closestbit = 512)



)


----to ensure that the mapped area does not exceed the bitmap 


----area in the square bitmap i.e lies bet 0 to 1 in mapping coords


if (bwidth + (2 * edg)) > closestbit then



(



bwidth = (closestbit - (2 * edg))



)


if (bheight + (2 * edg)) > closestbit then



(



bheight = (closestbit - (2 * edg))



)


---- function called to scale down the mapping co-ordinates, which at present


---- stretch between 0 and 1


remapch arr1[p] (0 + edg) (0 + edg) bwidth bheight closestbit chan


---- Creating a new bitmap with the correct size and filename

bit1 = bitmap closestbit closestbit color:(random [128,128,128] [255,255,255]) filename:(pname + fname + (p as string) + ext)


save bit1


arr1[p].mat.selfillummap.bitmap = bit1


close bit1


converttomesh arr1[p]


p = p + 1


)
