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3ds max & B AT L EH B RN ZERE. ShEMERKY, ERETRBCENL
EFSIAEEMNZIE TR, TUHERTENEEETS R. B 1996 £F 3ds max EHLIRE
ZFIETIE 100 Tk KK, KBVWHALH—BUFE, RIS SR THITREET
RTR. 3ds max HAFPRETRABRMYZEHERRT R, EEWERA. Tkt &
AR GBIES L E, 3ds max FEEBHAMRMUTEN=SHENLIRG 1. B, %3
FEBIXM B BB HEE ST RN TS AN LB BRI .

3ds max 6 f& 3ds max RIVKIBFIRA, HIGEEEMRA. EHRAUETRERIEAE L,
HINT mental ray FHZIE $ 28 U R reactor, 4 F— AR ITHRE T XEEERE.
ERVANAR EHRBETFEHERT FEEHA S (Subdivision) REMBUFHILITE
#, TEFBEERNAEER (Active Shade) RITHEIER (Render Elements) ITHEEFKNER TR
EIR iRt T SR EE R 28 093%#:, il Brazil 1 Renderman, AR FHIERMR.

A 24 0f 3ds max 6 EREN ATRE K —AANTHHE. BRIV EE0RE, B
SNAERERESMELRRE, BXAERITEANHRE, TRERBRARKEL. £A
BMEHEL, FBHN 12 %, 3 3ds max 6 ¥R, 3ds max 6 B, QIREARR,
mBEBRERNR. BERE. MR&EE. WE. TL588H. HRRE. ShEdiE. &
BEES AU RESTH, W% T 3ds max 6 MAKIGMFTANE. BEEIETIHAKN
RR, WREMNHLFHRES: SERETEAHIE, ETEIZENE.

ZPAREE, TAEMBRYEHE. B4 1553 3ds max 6 KSR 5I1E,
HERLSETRN BT, REEE 3ds max 6 X—B A =S EFIETR, SIEHFEE
HRKER.

XBNE

B SEAE D, RET 3ds max 6 BEABERM, LA, ERHH A,
PR T 3ds max BEERKBRIE. FET, ANEERE T Hrh &34 LB KT HEMEM,
PARALBORR o
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F1E 3dsmax6#EE....cccoveve 1
1.1 AR 3ds max 6...... 2
12 BRI oo sensses 3
1.3 3dsmax 6 REAMRERE ... 3

13.1 3ds max BFIRAETK ..ccoovvvvvcvercncrn 4
132 RHBE 3dsmax6.errcerceecnrrenns 4
1.4 B 3ds max 6 Fifi 6
141 THBERAX 7
142 FRBg 10
143 THA# 14
144 HESERX 15
145 Sh@EHx 16
146 PMEAZHK 16
14.7 MAX BIZRBBARX ..o 17
148 REBRERRE..cvicrnrinnnns 17
L5 BHEGHERIZEATR .........ccovvnneene. 18
1.5.1 SR 18
152 &Sk 19
153 BHHEHE 20
1.54 fEshiEsiE 21
1.6 EAFEED 22
1.6.1 BifsE 22
1.6.2 3dsmax BB ..o 23
163 BIEMIAR i, 24
1.7 /NG .25
1.8 HH& . . 26
1.8.1 HEBHERE.....oooeeennnn. 26
182 HER 26

$2W 3dsmax 6 HRIEEH.............. 27

21 MNBMERE 27

211 BRI R 29
212 REREF..... errvvsesess s enses 30
2,13 BEARERTR oo 30
214 RBFEZETR .. 32
22 FBEITH oo 33
221 BEIHFZ s 33
222 FEEIIE s 34
223 BEBHRR e 35
224 HEXNR 35
225 BUHBEEE ... 36
226 FEBRTAHMMR ..o 37
23 AEBRBRFIHIL oooorerrnersernnressrsseeresens 37
231 AFRRIER .o 37
232 BB e 40
24 MBREVEFFEF oo 43
2.5 B ettt 49
26 1@ .49
261 HEBEEFBHE....oooivcnn, 49
pX T S E -2 N 50
EIW GBEAMB ... 51
301 BUEMBRER s 51
31 BB ..o 52
312 BIBHR e 52
313 BB 52
314 BEEBR ..o 52
32 RIRFRE=4)LfTE (Standard
Primitives) ...cccveeveereeesereersecencrensesinninens 53
321 Box (KTHE) e 53
322 Cone (HHEE) .o 56
3.2.3 Sphere (FREE) ..ccovvrverorercceerreinnens 57



3ds max 6 ILFAEGIEFE

324 GeoSphere (JUTER{E) ................ 59
3.2.5 Cylinder (BIAEME) .o 60
32.6 Tube (B .o 60
32.7 Torus (BFFME) o 61
32.8 Pyramid (FUBSSE) ..o 62
329 Teapot (FHIE) oo 63
3.2.10 Plane CFED cooereeemeceeecrerencenaenae 64
33 QIEY B=9%)LfTH (Extended
Primitives) 65
33.1 Hedra (BEE) .ovvninveirceniens 65
332 TorusKnot (¥4 ..., 66
33.3 Oil Tank (BEEHE) v, 67
334 L-Extrusion (L BH) oo 68
335 RingWave KBH) oo 68
33.6 Hose (CBREHE) oo 69
3.3.7 Prism (BEEA) .. 70
34 GIRt_SEE 7
34.1 Line (£84%) 72
342 Text (XF) 74
343 Arc () 74
344 Helix (WER) .o, 75
345 NGon (EBAE) e 76
346 Star (B . 76
3.5 GUEmEABR 78
351 HEEA. 79
352 =ZMEER 7
3.6 /NG 79
37 18 79
371 MELEHE 79
3.72 HEE 80
373 %98 80
BAW WBOEZHR .ooovnn 81
4.1 BRHSER 82
411 BEALERNE. .o 82
412 WEERAE 83
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42 WHEBBBERE ..o 86
421 WEBHBEBRNA...en. 86
422 HWEGUBRERMEH....nnn. 87

43 HEBRBEER 89

44 BHRKREBEER e 91
441 Bend (BHH) oo 92
442 Taper (BEAL) corvecnecsrccneneans 94
443 Twist CHED oovvererercerrerereecrennnens 96
444 Noise (BFH) . 97
44.5 ERIXH—Fxtrude (RIRRTE)

i Lathe (FEFERTE) oo 99

45 WHBRREFRRGEE ..coovvnoeeres 103
451 FIBRYERREER...crvvrinnne 103
452 ZHBBERRIR ..o 106

4.6 M 108

47 MA&.... 109
471 BAEHEFEE....oooererrirennns 109
472 HEE 109
473 %38 109

HoW WO ... M1

51 HAEN# 111
5.1.1 Morph () HB..coovverrrrerrnene 112
5.1.2 Scatter (BEHD MH.oorrorrrienrnnns 114
5.1.3 Conform (—3) & ....ccooueeenns 116
5.14 Connect GEH) X&..conecnennn. 117
5.1.5 ShapeMerge (FAAEA3HF) X&

118
5.1.6 Boolean (fi/RIZH) MH&.......... 119
5.1.7 Terain () M ..o 121

52 HU¥ 122
52.1 Loft (EEE) 8. 122
522 BHBBTR...miinnes 127

5.3 NURBS i 135
53.1 HIE NURBS BZE ....ccoooooovvrerre 135
532 fIE NURBS B ....ccoovvvvrenrrrrnnnns 136



H X

5.3.3 NURBS X #HIHEFHBK ............ 136
53.4 NURBS BBUES .....coooovvvs 137
54 BIHEIE s 146
54.1 Spring (B o, 146
5.4.2 Damper (FHB2) .o 146
55 /NG 148
56 1@ - 148
56.1 WTE 148
562 FAEE : 148
563 %3 148
HWOM HRARM..............coocnevee 149
6.1 MMM 150
6.1.1 IRHREEE............eecene. 150
6.12 RBBREGHE. ... 153
6.13 HEMGEVRERE ... 155
6.2 HEMAMRERMEA ... 159
6.2.1 Shader Basic Parameters (WJHg
EEXBE) BRI e 159
6.2.2 Blinn Basic Parameters (Blinn
BESPO BRE . 162
6.2.3 Extended Parameters (3 BS¥0)
BRE 165
624 SuperSampling GEZES)
BRE 167
6.2.5 Maps (RSB BRBE.....occeenn.c. 167
6.2.6 Dynamics Properties (Eh7&m#E)
BEE " 168
63 BAME ‘ 168
6.3.1 Blend GRE) B H..covvrvvvrcrern 169
632 Double Sided (&) #/X........ 170
6.3.3 Matte/Shadow (FF¥/BHR)
R 171
6.3.4 Multi/Sub-Object (HE/ XM H)
P 2 . 172
6.3.5 Raytrace RZRIBE) MA.......... 173

6.3.6 Top/Bottom (/&) MK ........... 174
6.8 I oot 175
6.5 B oo ensssssssssssess 176

6.5.1 HEBFEERBER ... 176

652 HEMA.. rervereerre s raastssaneaas 176

653 BRI 176

FTE MB....ooeeee 177
7.1 WEEMEERR ..178

7.1.1 Composite (H&) WHE............. 178

7.1.2 Gradient CEBE) WA .......co....c.... 179

7.1.3 Checker (Ht#) WM .........oceon.... 179

7.1.4 Mask GER) BB .....ccooovvveen. 180

7.1.5 Mix (BE) BB i 180

7.1.6 Noise (MEF) WEHE.........ccooneec. 181

7.1.7 Marble (XEA) WH.............. 181

7.1.8  Reflect/Refract (JR§1/#5t)

]z 182

7.1.9 Flat Mirror CFES) WA .......... 183

7.1.10 RGB Tint (RGB AiR)

WiE 184

72 WiEEE 184
7.2.1 Ambient (3(3%) 1 Diffuse

(BEED MEEH..........e.... 184

7.2.2 Specular (F¥t) W5EIEN.......... 185

7.2.3 Self-Hlumination ( ERX)

W B 186

72.4 Opacity (AZEH) W5EEE .......187

7.2.5 Filter Color (iX¥8€) RiEEE .189

7.2.6 Bump (M) REEE ... 189

7.2.7 Reflection (&) WEEYK ......191

7.2.8 Refraction (Irf) REEIEE.......192
TR :12:1] =3 RO 192

7.3.1 {#F Material/Map Navigator......... 192

7.3.2 FH Go to Parent #1TEE B3



3ds max 6 SLFEIEEE

74 FEBABKR ..o 193
741 UVW BFRRERER oo 194
742 WEEAFRZERL ..o, 196

7.5 FRBERER ..o 204
7.5.1 BRI 204
752 IREIREREHE....oooeeceenns 204

T6 ADEE o ssssnsssssensssens 205

7.7 AMK.... 205
771 HBGHEE...eeees 205
772 BB e, ...206
773 438 ..206

HEWM KTASHENM........... 207

8.1 JTeHER 207

82 FITHHEEA 208
8.2.1 HIREALT 209
822 HEEALT 209

8.3 SHATXRMEA 210
83.1 HFFITH 210
832 HHEPITH 211

8.4 EIEITHMERA 211

8.5 ATHRRLH 212
8.5.1 WEENLT 212
852 WRERNAT 213
8.5.3 BEATHIHME 215

8.6 WMEH .227
8.6.1 BRI 228
8.62 HERHRAE 228
8.63 BBIMSHAE.......... 229
8.64 {EFABBIM—EE.. ... 232

8.7 & 233

88 MHE ..233
8.8.1 HEHHBEM.....ccooooerrrercrnrnnns 233
8.8.2 HEM ... .233
883 ZRIAM..ccooverrrenrenriensriesrersenenan, 233

FOE FHEE ... 235
9.1 FRBEBRERA oo 235
9.2 BB e 237

92,1 ARHET ... ereren 237
922 BZeieinsrssessssssiienns 238
LTI 2F: S 240
94 AEERFE o 240
9.5 HRIE .ot 242
9.6 HWRELH ..ccoovvvvns 244
9.6.1 BHIF 244
9.6.2 BLlK 249
9.63 KIGHIERK 250
9.6.4 BIEHMB 251
9.7 INE.... 253
98 ... 253
981 HABEEFEM....cooonvrenicnennn. 253
9.8.2 HEHE 254
983 %M 254

E10HE BEEE....cooooeeeernee 255

101 SRBEPABIE ......o.ooveccvnerennnreecrrrersaeens 255
10.1.1 B (Frame) ....oo.coeveecrmenernnnnn 256
10.1.2 XD (Keyframe) .......c........ 256
10.1.3  XBBWISHE 256

102 $ZEHE . 260
10.2.1 Track View I TR ... 261
1022 B 265
1023 FEFERIED .. 266

103 EZHIBHIE ... 269
10.3.1 Transform Controllers (ZE#:

BHIB) .. 269
10.3.2 Position Controllers ({7 &

BHIR) 269
10.3.3 Rotation Controller (je¥:

BB e 270



B X
10.3.4 Scale Controller (48/& 1123 HEBHE D e 307
BIHIBR) e 271 1124 REETFRAT oo 308
103.5 JABFHIZE o, 272 1125 MEFH TR s 308
104 EREIHERFED ..o 277 11.2.6 Video Post fEFZEH .................. 309
104.1 EERIES ..o 278 113 BELRER oo, 311

1042 FREHEEEN oo 278 11.3.1 Lens Effects Flare (4%3LyH¢
JTVRIE 1T U:: DO ..281 FERUTIBE) e, 312

10.5.1 JUL{/ZEH (Geometric/ 11.3.2 Lens Effects Glow (k&)
Deformable) HH...........ccceee.c. 282 LI 2 GUR -2 N 313

1052 ETHRBBHB (Modifier- 11.3.3 Lens Effects Highlight (%L
Based) I .....cocccoenrrceerirenns 285 FOEREROTIEE) s 314

10.53 S (Deflectors) FF............. 285 11.3.4 Lens Effects Focus (%L
106 HFRE 287 RBOLEER) o, 315
106.1 EXRFRE......ccoooonnrrrrereannnnns 289 1135 AL oo, 316
1062 MBERTFREAE....coomvrrererrrcennns 290 114 /g .320
107 ZRHAMARFRASZESEH ........ 294 11.5 3& 320
10.8 /N 296 1151 HEH 320
109 & 296 1152 [REE 320
109.1 REEHFEE.........coooooeoeeeee. 206 v T 321

1092 RIEE 296

SR EESESSR 007 121 ) 1. &) 321
................ 122 KBl 8 15
111 WA BN 297 123 EH3: FR 330
112 Video Post f$RE...................ccoouoreenn. 298 124 L4 KITLF s 334
1121 TA# 299 125 B S: DABFRIK oo 341
1122 BREFEZED......ooonnneee. 307 126 /DG 350
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3ds max 6 FJR

HFBHR

3dsmax £ B W F 3 LR AN 45 S84, LELYTHRLHEEERKX
o, SHEBEEMREFTE, BTRKGFEG TRV ZEHBFAE
R =hkig R, FadliEm L6308,

£ 3ds max 6 HROLEAEH, AERBERFINE, §LEEEM 3ds
max 6 $) THF X, HFTHR—TEHEAGRfMEL., KEFEANBH IR
R %3] 3dsmax 6 #9 K ak, KEH BN 3ds max 6 98 AAURK. AT
K. il X, ¥ hee. THERSG, vARAEA 3ds max 6 HATAEMG—
AmA, Bl —FHFT, HEEt 3dsmax 6 HALTE R, RARKRBA
ERBUEA —ANRERGIAR, AABERFEARFET. FEL—BXIEATTR
I e, - o |

HFEERSHER

3dsmax 6 R AT RERER
Lk £20

3ds max 6 ¥R &

& FE R AR TAR
ARmeEL

LA N



3ds max 6 SR

1.1 1AiH 3ds max 6

3ds max B#EHURZRT KERIAFENTZHE, BN “ ZHER RIhm G
BRI o BT ZNATRERW & WG, SHEE. BRRREIE. 2Rk
ERITFIE. REUT.

RN HFSRRERPAEMMAT 3D SERNAH. SRAOETE. FEHER
GRMBERMER, EHROMHENESLE KM, 4 3D FRVEXEREE,
3D R A EHE K.

B E D FEMAANERBUT ERBEBEYS, EMERIA . FOUEHER
FHEIHBRAE TR, TEEFRR T/ SHBME.

BEHE R ARGHERE, LEE—BISMEER 3D 5K, 3D BRI RKE
BHR, EERNLORFNEOTNAR RS .

PHBETY B THR REBERAR R, Rk, SUEHBEA 3D HEK
#E. pitn, ERFEIN, 3DIHERNALHEE.

BEHE % 3D BEFIAREHY, WTUUBHBRBEEREINGE. HHIITLA
A TR PR LR, 5RZLRBIT.

EREAR Z#HEANATEFFRROHLT, HWNMRISE TSR, WU
BARrEE I . EMEZHRILF, 3D SENNAER I ZK.

BIEtR XRTEVSIENAN— AT RATEN, TR YR Em
RE, 4T RTOEEES). HTREARHER, TUEEINERERRNSEST
X EXEHRGUE, KARROEBMERTEELER, XN FHITHBRNREZE TR
ALEFRIRR U R IR L — o B BAFEENE X,

Rt =#SBARETZNATEEEFHSN. BRKE. EYHERRNESLRTE
i PIEEHNBEENT, FRAHEAMERUROTEE. EEZHE, WK
MU TFARLRBBIARFR L, FITHUEES, HRMGTET FRTRRNBEETR.

3ds max 6 AIE A PR AR B AN R R E. LN THERBHEREEER
KREREERZ, REERTHE A HBEECHERER—E, FENEXR. BT,
ERETT UM TE T/E, B TahE%M, x50 LB E N E KSR E RS
H:; BVEUAN=4¥%ENEE; NHESVNELKGRMLE: Fasssaiadn
EELAMH. BT 3ds max BITFHARNFE L, BRAESERETHE=FFRHUTE,
FETOEFR.

3ds max R 5 M EHIHI 3D Studio MAX 1.0 FH ki, MECL KRBT BEHK 3ds max 6
WRA, BN =FSUEENT FEERME . 3ds max 6 A T — gt 3t A X
KR TAEX, XHAEVREE T R R 5e R LAk .



3ds max 6 #ix £ 1 &

1.2 FRAEIyeERAT

3ds max 6 & Autodesk 2 &) F 2003 FEHEH K 3ds max BFARA, FHHAEHR=4FK
HXEH T —H, BEMAEAR TR, B TERRE, 7T NEREE B AR 1R )
YE Bt YR o

SPARTRCAAREL, 3dsmax 6 ER A RE. B, ME. HRERETR. IHLRERS
FHEBEHRRE, RAERREUTILAHSE.

1. BRRE

%% T Render Scene %FiEHEF Environment and Effect XH&HE .
 Axis Constraints TEERIRESRNEER.

2. WiN

Fii¥ AEC Extended. Windows. Doors. Stairs FXt %4, FHRNLBRERE
mEoNFE.

F13¥ PF Source KT R%., ERRTRAIBERNRK.

#i14 BlobMesh B IH GYMAXT B .

3. &R

¥r#IN T Architectural Material £ .

$H¥INT UVW Mapping 19— T &, 3% UVW Mapping Add/Clear/Paste 5% 5%
%,

0 T X mental ray B3 K.

4. HREEIR

Schematic YL BB E N H{#E.
FHIESR (Layers) BHBHEEREHEMHE.

5. KTREER

i1 mental ray FEF 5 .
A 2B RiE A

1.3 3dsmax 6 RAFKERH

BIEAT 3ds max 6 LWAREWNELZG: B ULIEHNOBEMASR; B0
R REARG L. HIMEVIKIEIT 3ds max 6 REER, L0 EEINERBITRE,

__3__



3ds max 6 SFEEN)IIFHE

AW, 3ds max 6 ¥ ELiEIERRE .
AN EE IR %I 3ds max 6 RREFTK, FHNAFEIT 3ds max WRAERE.

1.3.1 3ds max BEZKEXR

T4 3ds max 6, WAIEE T HTBERE . HENBHSNER, TEBERE
R, BT,

1. B4R

XEEHMRREIE S 3ds max 1217 —REM RN, FE- 4 RGHIZEST 3ds max 6,
BMER I EHBIRELT, AREN T 3ds max 6 KiREHALHEBAM/NH. M 3ds max
BITEBEN=ABRTIERER CPUIH. AR PIHNEERE,

CPU HARRBARBRE . BT 3ds max ZEFNEHHER BEHIT T AHERNAKBNEE,
SR REER SFhEBIENER W, FEkmR CPU FEE LS, AEXETERTREN
B AR KAEALEEZ. WREEMH, BIFIESE Pentium 4 2.8G BLFE K CPU.

WAERKRIF. HFELRIFFIHIZET 3ds max 6, 5SI2MB NFLERLSEHBEL, &
FUBIFHERTEET 1G UE, MBRAMAFERD, HIELES KRN BEEES
AER, MUREXRBRNZRERZN, WA HTERSPBEARETE N AFRHLEEE
%, 2FVREHRHSB TR, :

BEESENTEHEERLZTELT CPU, REMRKR. NEWIHE TRERN ERZLU
ERXBEBRERSF, THRERRGHAE=ERE, RNBEREELEKHEMA. Nvidia 2
A8 GF3 Ti &I GF4 Ti RFILAK FX 5200 &5 FRE# 528X # DirectX 8.1, 7E{FH
Direct 3D BEHANE —EME. T FX5600 K& E EiH S EREX# DirectX 9.0, HER
BOEBEER, S 128MB UL LR EFEKAESIIERNERERE.

X EREBE NS CETRASREEAR T EBNEE.

2. BRERG

1 IR F R AE RGEX F 3ds max 6 BT RIBFEE, MR KM A, Mi%i%EFE Windows
2000/XP/2003 ERE R RIAA . Windows 2000/XP/2003 H.H:Ath Windows B{E RAERE,
Al R E K RS ER RE A . A Windows 2000/XP/2003 Xt BN B IE (0
NTE) EXNEX, 3B Windows 2000/XP/2003 fiFRIEHIEST £/ Max.

ER BT A MAX #EREFANITFEHE 5T, LRTUHSAY
) BRI E R,

WMRAREERA U LEERS, Windows 98 th R RNEEHIIESRE, {H Windows 98 R ELIEAT
— 3ds max 6 HtFE, T HEARZEMEKEL.

1.3.2 RFIGE 3ds max 6
3ds max 6 R LT VES JETRAT RER R BERLL, X B Ax — X @S B E

__.4__.



3ds max 6 ¥1¥x £ 1 =

fi— LR .
1. REERF
(1) ¥ 223 Y64 N CD-ROM, L3272 B3 H3), W] LLZ AT 64 i) Setup.exe
KR Eh R AR
(2) R THUEIBAT 2 J5 3t SU I 2 e AR 1S HE FE XA RHEHE A AT LLUE AR B
4, WA 1-1 Frzs . B 3ds max 6 install FA AT 228, AT LLIE R 23 41 . B EXIT
FA TR Y R .

X 6pre-release
t

11 ERRENET
(3) HESRNE. %L R EZERTFRSTREER, Z e EF R EL,
3 Ja3h 3ds max 6.
(4) WJWAEH 3ds max 6 EEHERID, WRAHEEMAURA 15 K. mRHF

DA RS, TAT ARG —NEIT, A5 B Next B NSRS e R BUS R,
N 1-2 Fis, XEERSER T 3ds max 6 HI%34K.

is installed with  Serial Number (000-00000000) that cannot be
urchased a copy of this software, you were issued a New Serial Number
Serial Number to authorize and enable your product for use

P

Hl

B 12 SERiEauE g



3ds max 6 SLFE)IIFE

2. ¥tE1LigE 3ds max

(1) JH}) 3ds max 6, EHHRIXEHEPESE S RUENEF. WMRRKTTENRE %
REEIE R, WL Software LI, HELRHKAEIE, HEHE CPU B5EmATH M T
tE, XA BTA T EAEGER, (BRERRE, W 1-3 Fir.

1-3 EFHEHETF

(2) MR HENPZET BRMER, BEEENEFEREE OpenGL WENER
Direct 3D Kz, :

(3) WRPTEFER BB S HRB AR FE, R EREIER 2R, 20T
IEEEHENE? E A EFEBREFEREESE KESIN A BR, B RBIK
LLIEFESEH Customize/Preferences TFF “THE ” MEHE, SRIGHEA Viewports £, #ik
Choose Driver %4 B BT #T FF 9K s #2 Fr 1 B XHEAE .

(4) 3ds max 22—/ MREHWER M, BIRESHEFEERKATE. 3ds max 6 {5505
HFEERF R BB HE FEFIR T — SR ER TR W] (L 1-4) , ATBGIR R .
MRS EHE, KLAH 20 M FK A EHHENLETR.

Bl 1-4  3ds max 6 ()5 3h 57 HEI$R £ RS S i 4 B

1.4 32K 3ds max 6 7L

R SHEDR AP 5 3ds max 6 WBABFR. F /3@ %t S E 08 1E, 17 3ds max 6 & I

_6_



3ds max 6 ##x %1%

4. WESHK. BHNE. SESmSS. Wik s LK 3ds max 6 Ebr, HIE3IMH
P, YIRRLEER)S, HEA 3dsmax 6 E5HE, W 1-5 Fion.

THIR X

! 2 elec
z—ﬁi&;ﬁ click-and-drag |Add Tine Tag Lz B B0 &5

MAX I X REEREGRRX i X M EHIX
1-5 3ds max 6 ¥ 5F1H

B F 3ds max 6 ifgHAraRA, XWHE TEKH S FHEZ BRI, ERHMF
WREERE, REMZHHIFAEE. BNFESIWE 8 T

A RUEARERS.
MAHERX: HIHARES, ERAETHRE.

- LAE: REVIHNEMGS.

- THEUEX: HTXSmEBNEEXE.

« FhEEHIX. ZhimEFRE 5B ERE.

« RBEFERFX: BRYICRE, REHEXERNT—PHE.

o VREEHIX. EEPLEE R A

« MAX MIZAHIAKX: #iA\ MAXScript B4 LAV i) TR A4, ATLAYF& 3ds max 6 ]
Thfe.

141 ITHEEER

TAEMEXALF 3ds max 6 FHEPHE, € b4 T RRKE 2, PR LAAFEEf
& UARRKERARKMEG R . 3ds max 6 RG4S KERAERE R 4 M HIUE,
AT AR NENE, ENEEMAEERTR. HREE R ST E R IESSY (orthographic)
ME, EMESCEMNGTE. b, Zm0ENESIRSR, HAES AW T.



