
Edit Edges as Bezier
Blender add-on  ·  version 1.4.5  ·  Blender 5.0 and newer  ·  GPL-3.0-or-later

This addon for Blender 5+ is designed to easily edit one or multiple edge loops as bézier curves. This is quite useful
when you want to control the curvature of an object such as a car, ship or aircraft body or any industrial design object
shape.

Two edge loops driven as bézier curves, with the surrounding surface carried along by the falloff.

Getting started

In Edit Mode, select a continuous run of edges and press Edit Edges as Bezier in the sidebar (N panel, Edit tab). The
curve is fitted through the selection and the mesh does not move. Drag the control points and handles to reshape it.
Enter or right-click confirms, Esc cancels and restores the mesh. Several separate runs can be edited at once, each with
its own cage.

Shaping the curve

Setting Default What it does

Control Segments 3 Number of Bezier segments driving the path, whatever its vertex count. Raising
or lowering it keeps the shape already worked out rather than starting over.

Keep Shape (S) 0.00 How much of each vertex's original offset from the curve is preserved. 0 places
every vertex exactly on the curve, cleaning the run up; 1 keeps the surface detail
and lets it travel and turn with the curve.

Corner Angle 40° Bends sharper than this get a control point placed exactly on them, with its two
handles freed, so the corner stays crisp instead of being rounded over. 0 turns
detection off.

Even Spread (E) off Redistributes the vertices evenly along the curve by arc length instead of keeping
their original spacing.

Aligned Handles (A) on Keeps a control point's two handles collinear. Hold Ctrl while dragging to break
the alignment for that drag only.

Lock End Points (L) on Prevents the first and last control points of an open path from moving.

Polyline (P) off Treats the control points as a sharp polyline: straight segments, hard corners, no
handles to edit.



Falloff — carrying the surrounding geometry

With Falloff (F) on, unselected geometry around the path follows the deformation and fades out with distance. Distance
is measured across the surface rather than through space, so the effect stays on the same sheet of geometry and
handles ngons and uneven vertex density.

Setting Default What it does

Measure Surface
Distance

Surface Distance uses real distance travelled across the surface, in scene units.
Edge Rings counts rings of connected geometry instead, regardless of their size.

Falloff Radius 0 (auto) How far the effect reaches. 0 picks a radius from the average edge length of the
path, so it adapts to the scale of the model.

Rings 3 Ring count, used when the measure is Edge Rings.

Falloff Type Smooth Shape of the fade: Smooth, Sphere, Root, Sharp, Linear, or Custom, which
shows an editable curve. Its horizontal axis is distance — 0 at the path, 1 at the
rim — and the vertical axis is the weight.

Follow Rotation 1.00 How much the surrounding geometry turns with the curve as well as moving with
it. Lower it when a bend is dragging distant geometry sideways.

Relax 3 Smoothing passes over the displacement. Each vertex follows a single nearest
point on the path, and on uneven geometry the boundaries between those show
as creases; relaxing blends them away.

Pinned Group — Vertices in this vertex group are held exactly where they are. Because they act as
a fixed boundary, the surface eases into them instead of tearing away. A painted
weight below 1 pins only partially.

Working in the viewport

Action How

Select a control point Click it. Shift+click adds to or removes from the selection.

Move the selection Drag a point, or press G. In the Industry Compatible keymap the middle mouse button drags
the selection as well. Confirm with a click or Enter.

Rotate the selection Press R with two or more points selected. Rotation is about the selection centre, around the
view axis until X, Y or Z picks a global one.

Constrain to an axis X, Y or Z during a move or rotation.

Type an exact value During a constrained move or a rotation, type a number and press Enter. Lengths follow the
scene's unit settings, angles are degrees unless the scene uses radians. Backspace edits, Esc
cancels.

Axis gizmo Arrows move along an axis; rings rotate, and appear once more than one point is selected. H
hides and shows it.

Add or drop an edge Ctrl+click an edge. Clicking one already in the tool removes it. Edges facing away from the
viewer are skipped unless X-ray is on.

Fill a run of edges Ctrl+Shift+click fills the shortest run between the last edge picked and this one.

Box select edges Ctrl+drag a rectangle to add every edge it touches; Ctrl+Shift+drag removes them instead.

Undo inside the tool Ctrl+Z steps back through moves, rotations and edge changes; Ctrl+Shift+Z steps forward.
Separate from Blender's own undo.

Adjust while running Ctrl+Shift+Wheel changes the segment count, Ctrl+Wheel the falloff. The sidebar stays
usable, so the falloff curve and the other settings can be edited without leaving the tool.

Navigate Orbit, pan, zoom and the numpad views all work as usual while the tool runs.

Confirm / cancel Enter or right-click confirms. Esc cancels and restores the mesh.



Recovering an edit

After confirming, a Resume Last Edit button appears in the panel. It reopens the tool with the control points exactly
where they were left, along with that session's settings, so a mistake can be corrected instead of redone. Press Ctrl+Z
first to put the mesh back, then Resume. The stored cage lasts for the Blender session and is not saved in the file.

Preferences

The add-on preferences hold the on-screen sizes of the control points, handles, curve, handle lines and gizmo, with a
button to restore the defaults. The sidebar tab the panel lives in can also be renamed there; the tool is otherwise always
reachable from the Edit tab in Edit Mode.

Good to know

The selection must form a continuous chain: a branching selection is refused, and runs shorter than three vertices are
ignored. Only the active object is edited, even when several objects are in Edit Mode together. Performance depends on
how many vertices the falloff reaches rather than on the size of the mesh — on a dense model, a tighter radius and a
lower Relax keep dragging responsive.

Thank you for buying this product!


