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K. BEMT A SHADER BRLEARIRRS, B SCREEN (FEHRAMR).
LOCAL (44kAA%%). WORLD (it 5A8%5x) Fl CHOSEOBIECT CGEHEYAAFR), HEX
MEFEREE KEHBIFHEFT/NERRSE, OHFLBRR.

% WORFFRAHE M SEE: ERITR Y TAGALHE TR, WIhEET LIER
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1. #A07T Cross Section $%$H

1E Edit Spline ] T-Z#¥)14& Vertex 1 Splines FIE MR F ¥ T Cross Section &4
Bz G, REHS BENEERA AR Spline 75 K.

2. 1507 Connect Copy IR X

7F Edit Spline [T 21k Segment 1 Splines KI5 { HIH 345 T Connect Copy &I
X . Y95 SE R T Connect Hi%HE, FETEMBMBEHEFIRET, REKLANE
B S ORI F R

3. ##$07 Tangent Handles— Copy/Paste iR

X% A Hb 5 {E T 845 Tangent Handles, A AT LUIE I %6 T E HI FK5 M Tangent
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% Shell Modifier DI5E/E52%, RESEHG R H 0 A BB IS4k

3DS MAX 6 i&34 1 T BlobMesh Object. BlobMesh # B — % 51/ f¥] metaballs 40 & {158 &
Y1k, 4 metaballs 55 5 #h—/> metaballs 2 8] (1P B AHIT (BB, AR &R — M4k,
FE R — B S )T o 4B metaballs B #5480 B , B ATT45 25 4 B 37 (9 5R 44 . BlobMesh
AU AA R R R IV R . 7€ Geometry B TR K T 15 FHMEF %% Compound
Objects %I, Hiifi Blobmesh #4l, ZEALEIF A LIGIE L4 BlobMesh ¥4k, #FEH A
BlobMesh #)4&, FTHHEHEIMR, #Hidi Blob Object T (¥) Pick #4H, FH7E 0B FiE#ENIA 2
37 [¥) BlobMesh #)4% .

3DS MAX 6 0 T — & BT & T 384> IHRRCA 3 F BO#4 i BRIt 22 51, 3DS MAX
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7ESEBR/ET, Architectural Material (¥ 2%(1% & M Lightscape B4R, E4k& T
Lightscape R8I R, H¥]1%E REB BRI E FEZRM .

2. ¥71% mental ray ¥ /&

4 F P2 ¥#07% mental ray extensions, RIUKE 3DS MAX FIHAhAF 5T (BR T multi/sub-object
1 mental ray #4)%) 111 mental ray Connection # 1%, 6 1%E AN R AR
mental ray JE$+28 [E#IE 4. $ 0 mental ray Connection % fE4% /574 : #.i Customize |
Preferences | mental ray panel #74, ¥TFFH R4 HE 1, EF— B, DA TR
1 mental ray Connection ¥ B4~ .

BT 3DS MAX RELHIM AL 7E mental ray ITESMBPIEFEER, &F 3 fMRE
% #F mental ray fJ.
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% DGS ¥ /%: DGS & Diffuse (1), Glossy (Vi ). Specular (5T
455 . XPA TR R SERE T At
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Poly )44 ) %44 Face. Patch Fl Poly, X #§ Multi/Sub-Object (£ E) MARE, HAE
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43151 HE %% Compound Objects #E1H, ¥ RIGITESF ISR B4R, i Loft #, & |
JE7E Creation Method %5 B #1.i¥7 Get Shape 154, Hiifb ML, LRl . ¥

(5) 7E Path Parameters % B4~ $13% 5 Percentage #3444, 7E Path {EHEF A 10,
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(6) A EHIMLE, 4 5I7E Path BEHETHIA 50, 70 #1100, SN 4 A8 ) B

(7) ikt @ HeARATIF Modify TiAR. YhH ok s, A oimifR T Loft Tk
g+ S SLRE R, ¥E4% Shape 3EI, 1P 1.10 Fion. Hib TREATH B (FHESD &
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B 1.12 Fis.

112 &M #im  2Em




3DSMAX 6 = ## 4Rt 2 £

_mxﬁ L]
2. HIfETEA

(1) IEHRLeMdm, 7 Tools | Array #74>, 7E3 Hi 9% EHEF%F Type of Objects
A Reference 753X, ¥ Z #fif¥) Rotate ¥4 60, X. Y %) Move ¥ % 100, i OK He4fLRE
HIptde, Wik 1.13 Frox.

(2) X R A E R RAKAE (A 114 B, Hididbidll, wEm -
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