Lightwave plug-in bug fixes and improvements:

· Instances support: cloned objects are exported as instances.

· Displacement support: the Maxwell material editor has been updated and controls have been added to support displacement mapping.

· Better tessellator: all the known cases in which you had to use "triple" on your objects before sending them to Maxwell Render have been fixed.

· General stability and usability improvements

· Now, one triangle cluster is created for each surface when a mesh has several materials

· Fixed: a problem which made objects with high polygon counts fail to update during an animation 
· The exporter no longer appends an extra dot to the file name when adding the implicit “MXS” extension. 

· The installer now adds Maxwell buttons in the layout UI in the “Render” tab, unless the user has already set up buttons manually. 

· Added support for pivot points.

· Fixed: a bug in the tessellator which caused it to report very small polygons as invalid.

· The default sky turbidity has been changed to 1.8 and the render time to 30 minutes to match Maxwell Studio

· Fixed: a crash when exporting a material with textures as MXM from Modeler. 

· AGS wizard: the Nd of the reflective layer has been changed to 20

· Added support for inverting textures with the “Invert layer” LW attribute

· Partial support for animated image sequences; no pre- and post- behavior like looping, hold last frame, etc. 

· Added a clipmap preset to the material wizard

· The diffuse component of the native materials now uses roughness 99 instead of 100
· Fixed: crash when copying a Maxwell material which had a preview

· The preview image in the Maxwell shader panel has been centered
· “Use HD” and “HD max memory” have been removed

· Added support for the “opaque” render channel

· Some controls in the UI have been renamed to match Maxwell Studio as much as possible

· Film height is now taken from Lightwave’s “Aperture height” attribute

· MXM import: the plug-in remembers the last directory chosen by the user for a missing texture and when a new missing texture is found, it first looks for it in that directory

· Prevented opening more than one panel per Maxwell material
· Added a global render setting for specifying extra command line flags for MXCL
· Automatic texture sizing works the same way as in the native LW surfaces
· Fixed: a problem which caused multi-layered objects to show up as a single slider in Multilight
· Cloned objects are exported as instances to Maxwell Render; this is controlled by a global render setting which is OFF by default for existing scenes, but it's ON in newly created scenes
· The "pixel blending" LW attribute now controls the Maxwell texture filtering mode
· Texture tiling settings are now correctly imported when loading a MXM file
· Added support for protected geometry
· Added an option to use sun for the sky dome
· Fixed: a bug which caused the "T" buttons corresponding to texturable coating attributes to be invisible
· Fixed: a bug which caused the exported coating thickness value to be 1 billion times larger than what was set in the UI
· Fixed: a possible crash when editing plug-in options and no search paths are specified
· Fixed: a memory leak which showed up if more than 10,000 materials were present in a scene
· Sharing materials between layers or cloned objects no longer causes the render to fail with a message like 'UVW channels (0) on object ‘something’ not enough for material ‘something’”.
· The tessellator no longer bails when it finds degenerated and self-intersecting polygons
· Fixed: a couple of bugs in the tessellator which caused some complex polygons to render incorrectly, e.g. the lowercase "b" and "e" Arial characters, when using polygonal text
· Added ground rotation in the physical sky render options
· Fixed: a crash when pressing "remove" in a shader panel with an empty layer list
· Fixed: a bug which caused the layer blend mode to always be set to "additive" when importing a MXM file
· Fixed: bad attenuation when exporting MXM files or rendering material previews
· The preview image is now imported when loading MXM materials
· When exporting a material as a MXM file the preview image is also written
· Tiling settings (reset/repeat) are now correctly exported for textures
· More user-friendly time and date controls have been implemented
· Motion blur has been re-enabled
· All the cameras are now exported, not just the active one
· The second position for camera motion blur is now exported correctly
· Added basic presets to the material wizard: diffuse, emitter, dielectric, metal, plastic
· Search paths can now be configured in the plug-in options panel
· If missing textures, IOR files or R2 files are encountered when importing a MXM file, the user is now prompted to locate them
· Fixed: a bug that prevented users from removing the emitter component of a material if it was the last component left
· Better error reporting if rendering material previews fails
