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How to Setup 
1.0 Running the script 

DownloadÊtheÊ.MSÊ(Maxscript)ÊfileÊtoÊaÊeasyÊtoÊaccessÊlocaƟonÊe.g.ÊDesktop.ÊToÊrunÊtheÊ
scriptÊthereÊareÊtwoÊmainÊways: 

· TheÊfirstÊbeingÊaÊsimpleÊdragÊandÊdropÊintoÊtheÊcentreÊofÊ3DSMax.Ê 

· TheÊsecondÊisÊonÊtheÊveryÊrightÊsideÊofÊtheÊscreen,ÊselectÊUƟliƟes >ÊMaxscript >ÊRun 
Script. YouÊcanÊnowÊselect the .ms file and run it. AÊwindowÊwillÊnowÊappear. 

1.01 Viewing Pivot Changes 
ToÊseeÊtheÊpivotÊofÊselectedÊ
meshes,ÊenableÊtheÊviewÊ
modeÊbyÊclickingÊonÊtheÊveryÊ
rightÊHierarchy Icon > Affect 
Pivot Only.  

This will display the gizmo. 

Figure 1.01  UƟliƟes Tab in 3DSMax 

Figure 1.02 Screenshot of tool  

Figure 1.04 Pivot Mesh Gizmo Figure 1.03  Affect Pivot OpƟon 
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Tool Categories 
2.0 User Interface 

ThisÊtoolÊcanÊsetÊmeshÊpivotsÊinÊ3Êways: 

1) Bounds Pivot SeƩer —ÊthisÊusesÊtheÊ
locaƟonÊofÊaÊmeshÊsuchÊasÊtheÊ
boƩom,Êfront,ÊleŌÊcornerÊtoÊsetÊaÊ
pivot.Ê 

2) Copy Pivot from ExisƟng Mesh —ÊbyÊ
pickingÊtwoÊmeshesÊyouÊcanÊtransferÊ
aÊpivotÊlocaƟonÊfromÊAÊtoÊB. 

3) Set Pivot to LocaƟon —ÊforÊseƫngÊ
theÊpivotÊatÊaÊstaƟonÊlocaƟonÊinÊtheÊ
sceneÊsuchÊasÊtheÊoriginÊ(0,0,0) 

Warning: PivotsÊwillÊbeÊappliedÊtoÊALL 
selected meshes whilstÊusingÊmodesÊ2Ê&Ê3 

Figure 2.01 SelecƟng meshes in viewport 

Figure 2.03 Teapot centred pivot to surface 

2.1 RecommendaƟons via Mesh Type 

TheÊfollowingÊareÊguidelinesÊtoÊhelpÊpickÊaÊmodeÊ
whenÊchangingÊpivotÊpoints. 

· Modular Walls, Ceilings or Floors —ÊbyÊusingÊ
Bounds Pivot SeƩer >ÊSetÊdropdownsÊtoÊ
BoƩom, Front, LeŌ toÊsnapÊpivotsÊtoÊthatÊ
edgeÊorÊCopyÊPivotÊbetweenÊpieces. 

· Small Meshes —ÊbyÊusingÊBounds Pivot 
SeƩer >ÊSetÊdropdownsÊtoÊBoƩom, Middle, 
Middle toÊcentreÊtheÊassetÊtoÊtheÊground. 

· Level of Detail (LOD)  -ÊbyÊusingÊCopy Pivot 
from ExisƟng selectÊÊLOD00ÊorÊSetÊPivot to 
LocaƟonÊandÊselectÊallÊLODS.Ê 

CauƟon:ÊEnsureÊLODÊmeshesÊshareÊtheÊsameÊ
pivotÊforÊproperÊloadingÊinÊengine! 

Figure 2.02 Modular wall with side pivot 
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Bounds Pivot SeƩer 
3.0 SelecƟng Angle and Height 

ThisÊmodeÊworksÊbyÊusingÊ3ÊdropdownsÊtoÊ
selectÊaÊareaÊonÊaÊmeshÊsuchÊasÊaÊcorner. 

ToÊuseÊtheÊmode: 

1) Select Height  —ÊforÊmeshesÊthatÊ
interactÊwithÊtheÊgroundÊsetÊtoÊ
BoƩom. 

2) Select Face  —ÊtheÊdirecƟonÊfacingÊ
theÊviewportÊthumbnail 

3) Select Side—theÊcornersÊofÊaÊmesh 

EachÊdropdownÊwillÊrefreshÊtheÊthumbnailÊ
preview.ÊToÊconfirmÊpressÊtheÊSetÊPivotÊtoÊ
PreviewÊbuƩon.Ê Figure 3.01 SelecƟng mesh to analyse 

Warning: ThisÊmodeÊsetsÊpivotÊtoÊALLÊselectedÊmeshes.ÊTheseÊmeshesÊwillÊbeÊsetÊtoÊtheirÊ
bounds.ÊToÊcopyÊtheÊexactÊpivotÊofÊoneÊmeshÊuseÊanotherÊmode. 

3.1 Quick Reference 

SomeÊquickÊreferenceÊseƫngsÊandÊtheirÊoutcomes: 

Modular Piece Corner: 

HeightÊ>ÊDirecƟonÊ>ÊSide 

BoƩom > Front > LeŌ 

Centred  to Floor 

HeightÊ>ÊDirecƟonÊ>ÊSide 

BoƩom > Centre > Middle 

Top Ceiling 

HeightÊ>ÊDirecƟonÊ>ÊSide 

Top > Centre > Middle 

Figure 3.02 Various example thumbnail results 
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Copy Pivot from ExisƟng 
4.0 SelecƟng Mesh to Copy 

ToÊuseÊthisÊmode,Êpick meshes A and B.ÊOnceÊpickedÊ
theÊnames of the meshes will update onÊtheÊbuƩons.Ê
YouÊareÊnowÊableÊtoÊpress the Copy Pivot buƩon belowÊ
toÊtransferÊMeshÊA’sÊpivotÊlocaƟonÊtoÊMeshÊB 

Set Pivot to LocaƟon 
5.0 Seƫng Pivot LocaƟon 

ToÊuseÊthisÊmode,ÊselectÊallÊmeshesÊthatÊyouÊwishÊtoÊchangeÊtheÊpivotÊofÊthenÊenterÊ
values to the X, Y, Z boxes.ÊToÊapplyÊtheÊpivot,Êpress the Set Pivot to LocaƟon buƩon. 

Don’t forget to reset the locaƟon ofÊyourÊ
meshÊinÊtheÊsceneÊaŌerÊreseƫngÊtheÊpivotÊ
forÊexporƟngÊtoÊenginesÊsuchÊasÊUnreal Engine 

Figure 4.01 Before cube pivot to sphere transfer Figure 4.02 AŌer cube pivot to sphere transfer 

Figure 5.01 Cube pivot is offset to 0,0,0 
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Problems 
6.0 Bounds LocaƟons are Off 

ResetÊyourÊXFormÊandÊensureÊthereÊisÊnoÊ
floaƟngÊgeometryÊextendingÊtheÊmeshÊboundsÊ
forÊmoreÊaccurateÊresults.ÊDetachingÊtheÊmeshÊ
mayÊalsoÊhelp. 

Figure 6.01 Bounds Pivot is Set Further 
6.1 Thumbnail Preview Failed to Load 

InÊtheÊunlikelyÊcaseÊofÊsetupÊfailure,ÊtheÊ
scriptÊwillÊnotÊrenderÊaÊpreviewÊ
thumbnailÊcubeÊandÊdisplayÊtheÊresultÊ
onÊtheÊleŌÊinstead.ÊThisÊdoesÊnotÊaffectÊ
theÊusageÊofÊtheÊtoolÊsoÊitÊcanÊbeÊ
disregarded. 

6.2 Export Pivot is Incorrect 

OnceÊimporƟngÊintoÊengine,ÊyouÊmayÊ
noƟceÊtheÊmeshÊbeingÊoffÊcentreÊinÊ
theÊworld.ÊThisÊisÊdueÊtoÊtransformÊ
dataÊnoÊlongerÊbeingÊzeroedÊaŌerÊ
makingÊpivotÊadjustments.ÊZeroÊitÊ
usingÊtheÊbuƩonsÊbelowÊ(locaƟon) 

AnyÊfurtherÊissuesÊopenÊtheÊboƩomÊleŌÊpinkÊboxÊwithÊaÊ
rightÊclickÊtoÊviewÊtheÊListener Window. 

Error messages are printed out here. 

Figure 6.02 Tool thumbnail failed to render 

Figure 6.03 Unreal Engine Mesh  pivot is offset heavily 


