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BuiectColer I e |

Basic Colors @ 30 Studio MAX palette € AutoCAD ACI palette . Modifiers ]
.[_ I™ Use Pivot Points

[ Moe | _ Sets |E‘;]
[Er Edit Mesh I Taper
| ANEEEEEEEEEEEEN | oo | e |
st G Extiude I Lathe I
' ot map | _Edn parn |
...--...-.-.-..— Mesh Cele-:vl Edit Spline ’
M_j ﬁ, - Modifier Stack |
¥ Assign Random Colors ~ Cunent Color - Cancel I ‘NIBO" 'I!I

B4 PR R4 B i B

FE PR LM 5 9 5E (Smooth + High light) . R ATTE B, AR = B4 k25 i 7 RIA B E B 4T 65, 53X
TEE, BB RN BRI A, WRRITAEH R 458385 54 Box 01 55 M
JBC, A T A3 A B £ 244 1 2 £ B ) = A8 R 6 T M R B 45

1.1.4 AW REmEE

A TR 40 4 B R FH D BB 3DS MAX 24 vh — AN E % 76 MR 1T L BE 738 K A9 Sh B , B T LA £ 251 442
) = HERER) B A R T 0 B SCROR , XA B S Y R 4] 6 R

L MR BRYEAE — NIRRT R B B W B 0 2 S0 3 1 S22 3R
16 3DS MAX H, — V) = EHERY ) % 181 45 B2 ¢ 2L 55 = 4 25 4] o B M0 K 0 LA 256 4 A B 3 1 4 358
FLA L BEROR , X Rl B 1 2 SR 3DS MAX B b4 T 4 4 5 7 5 98 3 3DS MAX M i 43 48
an IR I — T b R 448 28 , 5 TR b % B LI R = R T, L 1.7,

2. FTHF M I 4 4 %

(1) ¥ BB EI R T i+ T RERTT, 4R T B AR 8 L3404 B
A7, th BUAA T 45 48 45 (Material Editor) #AFF 76 8 . 4 3R — B 48 K 3 B4R 4 Bk , 85 UK 40 3L 75 L
A5 0 4 R R AT B,

(2) FZc 8 5 it b 4 48 25 2 AR, RRATIE B — A M g 48 28 0 5 HE, LR 1.5, B e 75
YRR ko AR 4R A — R B XA, T AR R R E e KB AT, AT L R
PRBCRA/NE , 7B AT LS A b A B B/ ML, (48 /0 — A B

X - H
ﬁ] Matenal #24 <] Type:  Standard
- Shader Basic Parameters
lBhnn ;] ™ wie [ 2:Sided

™ FaceMap [T Faceted

Blinn Basic Parameters
Self-llumination

—_JAM- pEO‘Ol-J

j Diffuse : |
—_jSpeculav: J Opacity: [TOD 3] _J
Specular Highlights

Specular Level [5 2| |
Glossiness [25 3| |
Soften: [0 3|

B 1.5 g 0 88 X A AE




(3) FABUbRZ: B Bt bf g 4 8% b7 AN AR BRI AE — REACER, AT LU B X AR
B — A FEEHE R X R R X MR A BR BT3RO B R AT DAk B A I R i = R R T
2ZET.

(4) Rz R REART AV BRT, WE 1.6 ZR5% =N AH T E B ik
SEYAZ I (Assign Material to Selection) , AT LA FI| b4 it 4 48 28 (N 3h 7 — T, 7] i 4 B o R A 5%
HERRN=HRYUHERT THE FHEEAREAHRT 4 a6/ 8, RRX T EZ
A1 Ry A A B A R

1 Il T |
v Drag/Copy 1 :

Drag/Rotate
Reset Rotation
Render Map. ..

Options. ..
Magnify. ..

3 X 2 Sample Windows
S X 3 Sample ¥Windows
v B X 4 Sample Windows J

218 |5 0 Ble

"% (% X @%@ T & &8

B 1.6 FARMRIMIGHE

< Extended Paramefers | - Maps |
rAdvanced Transparency Wire Amount Map
Falloff: Type: I~ Ambient Color. rmU-ﬂ None l,_
@ in @ Fiter - _l Size'| L ﬂ I~ Diffuse Color. [TUU';] None I'a
€ Ou " Subtractive I~ Specular Color.... [TO0 2 None |
Amt[T 4 € Addive In @ Piels ™ Specular Level... [TO0 2 None |
 Uni .
Index of Refiacton: [T5 ™2 Units I Glossiness.......... [TO0 2] None |
I~ Self-llumination... [TO0 2] None |
- Reflection Dimming I Opacty. . [TO0 & None |
I bpply  DimLevet [0 4] Refl Levet [30 ﬂ I Fiter Color......... JTO0 2] None |
I~ Bump..... U | None M|
g SuperSampling | I~ Reflection...........[TO0 2] None |
I~ Refraction.......... J[TO0 2 None |
™ Enable Samole W_j I~ Displacement.. I (11 ﬂ None |
W' Supersamp. Tex 5 samples, star pattern - e 0 8 None |
~ 4 None |
r . 4 None |
B 1.7 #ESRE A
3. RGN

WH7E BB b 4% S (File) /77 (Save) o 7E 3t ) X G HE ) i 44 (Name) PHEA 12 - 1,88
J5 BEHSE I8 HXHEHE o CRE 4 9 3 ROUHF B K R AR A AERE AL R T, AT DABE R 98 A LB B,
1.1.5 3DS MAX ZhiE B X /RE
B, B 32 B Y 1 1 , B — R 0 i BT Y R A 30 A I , 8 B R RS S LB,
5



EARAE 8, ARTR A AARYE M58, 76 AR KRN 48 — WU 1k 1 R
V)8 1 BT BUE B ME S ER

3DS MAX 2 5/ 75 48 57 4 3h i 6 2K 14, S o SRR AR Y 0 3 i 4 i T LA ZE T B HL B AR
M —RHITRE, 2 3DS MAX &9 3h i 7T LAV U R 3h il 7 R, R BAR T R E Pt
fTRw o

3DS MAX 3h il ) i B JR B R . B SRR A AP RN, R X RV R IR T 41 Tl R B
SE R B E WO, PR IR B P B R R 52 B ME BT LR B VLR B R B R A
S WU L P I T 3 A R R BUR M A BB I BhiE

3DS MAX & —MEER BRI S RIS, LR R EN BT EERITHEF N T2 R %
REAZFHFHFORL=EYERERT R SYEMGXRE . b, RAITE B BB AR
SEE R BT, HRNTBERIE— B R 3B 7 R, 3DS MAX AR R 10 2% 8] P L AU =
BB TERBEV=Z1TER IERRE T - T REAEHGR, RN GRETEAR,
FHBAFSERMHERER, SFREE . FHEH R, LR M, ERERITE BT
MR REFFEPHRXRRETER, TEAU BRI RNFREFREE, R TFERHRE,
SERLBIE M AR

1.2 —EfiRNBRDEHIEIE

— . Bk

TR AL T EH— BB B K7 + 183.000 ~ K7 + 292,822, 145 2000 4£ 5 A R T4
MRAHANERITHEFEER, ERAH—B 60m A #H F R#H1THETHERIT,

=L B R SR

(—) &kitdrg

1 B8 RE—20%, HFE—100,

2. BPR AT EEF R 8.5(m) +2x0.5(m)ELH +2x0.25(m)EH, 2% 10.0(m), HFE
W .0% , B E BB . U] 1.5%

(=) &AL

AE RS R E AR E R E iR

(1) s A R ILHE 358 7l R ¥ (A BE B MR i 1138 AL VE )T 021 - 89,

(2) B ARIEAME BT UARE(A BT A RS L BRI R)ITI 022 - 85,

) PHARIMEZETUFRE(L BN RE L RBN BE T HFREITHRE)
JTJ 023 - 85,

(4) i AR IEAE SSET AR (A B BR b B 5 RlR L) IT) 024 - 85,

(5) e A R SLHNE 3258 17 b bR ot (2 B 57 36 i T 55 R #2398 ) JTJ 041 - 2000,

=, WIHER

(—) ks

1. BB EHD Om FREBBLR T BAAHEBF, Ly =60m,Fy = 12m,Fy/Ly= 1/5, Bt R I
M=2.814, FHEABBE K 9.8m. & 1.3m, 1L 5% & B, Bt 8 /F0.35m, L, = 4.0m,
Fo/Lo = 1/4; 5| LA FLR MBI K

2. EHE BBERA 12.5 SBRH S5 SHBA BRI R AT R 40 BHRA,

3. BrmEeE N 8~16.5cm B¥EL,12.5 SHREB KR,

6



4. BB SR 15~ 18CHE,

5. G FLARE AL 40 B B s i g 4, R A RV,

(=) Firs4

BRGWH UG, G B/ 10 SBEB 30 Sha, £y C1S BE L, A HABHE
B, BtER CIS RS+, #E Fit G0 BB HHERE,

1.2.1 HrpiEiE

(—) L34

1. Bt P

B (Create) /T4 (Shape) / HUFE# 14 (Loft Object) /#KBU 44 (Get Shape) , 4= i #t B AE Y

(1) ¥TH B & ( Create ) /R 8 B (Front) /J& & (Shape) H 5% T # K % thi 4 (Spilnes ) /%46 &
(Rectangle) , 75 Rl 9 £, 11 1 — 1~ RE 55 1 26 180 R4 BS A2 19 T HE 2R 60m x 12m, B4 K mo PE4%
B3h TR (Move) , #% 47 5 i B8 7% #5 A (Transform Type — in) 3% 8., 3t 55 45 % A% 47 ( Absolute
World)x.y.z i A 0,

(2) SRJEATH 2D # 42, 1 ¥ P 2 (Midpoint ) /15 £ ( Vertex)/Z B 4 ( Grid Poins )/ %
(Edge) , f IR (Arc) , ¥ A2 S HA B, A7 HE 1) 2206 300 B 28 5 HE 28 45 RS O WA e, 448t St f
B, P T Zef e EHES — MR S5 HE (LI 1.8) FoRER A h a7 B, A i R B, 0
BEERAE D BB ) B2 F5 . BER FRIBER D AL HEEKR",

2. HEpE
{5 7 81 2 ( Create )/JL AT 4% ( Geometry ), 4 i 1 4% 6012
(Loft) F) # 11 J& . i F %5 7 (Rec — tangle ) 7E B ¥ &

(Front) AL — 7 HE /B BT 9.8m x 1. 3m, {# 1.8 HTE % B R
Hm PR 1 7, BRI (W 1.9) , fEA FRBER P ARG BBRETE,

B 1.9 I B AR A A

3. HEPE G
I B (Front) / JLAT & ( Geomerty) /18 A 1 #4 ( Compound Objects) /Bt (Loft) , 1 #5128 & a2
(Selection See) o :
(1) FERTHL B % £ IR LR B 42, 75 LA 14 ( Geomerty) T 31 3¢ 2 i) B 4 7 4% ( Compound Ob-
7



