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1.1 3ds Max 2016 &1t

Autodesk A BHEE WV AK P 3ds Max BB WE 1-1 Fin. RV REREGEIN =418
WiItHsE,. T ZNBETHENEXNAL. . GHAE RSN . TVERE . ERE. ERH YL
) (ESE.

1-1  3ds Max &4

#THRA 3ds Max 2016 EE T A BRBMENMBEAESNIMYT RO—RIFHE. A =4S
RITRARRT —EBE NN CFNIERAILRF ATERLCSALREANSRAEDE
PEIR.STERRNOMNARFR IR URN T —RER b ERENF . OE 12 ir. 4R
KRS THESERAENEENRE LERRENERAT T TIEMBRRMAKE; TN
AN EBEE. A4 EFEIRPHNEIIRTSEAAREFHESE—E. EF LR
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B 1-3 3ds Max 2016 YR EEH

1.2 3ds Max 2016 T{ERIBE B
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Settings Xt 15 4E . iZ X 15 4E f§ T Xt 3ds Max M EIKIZTSEH#HITRE. B
IR+ . General G& A 1%
Animation( 5

Viewports( £l [z
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1.2.1 General I
General £ KW & 1-4 7w,

[ ings Ty o A=)
$ Preference Settings

Levels(R 3 : ERREFTURBMERENS K. BES

Constant(18 &) . EIgH! i’wi EZ—'C_FT&FVE MRARAE LT, T RBIES MK

BEFTIESE

3. Sub-Materials X g # E) T B

Assign Automatically( B3I/ E) : A IZEM . EFB B REM RKIB\H KR D =
W RUBRIERR.

Jio
M
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ZHFHERE(EZR)

4, Plug-In Loading( B A\ 4MEHEH) T B

Load Plug-ins When Used( 7 f B Bf S ASMNEHRH) . AR 1ZE T/ ,3ds Max 2016 B h B
BHAERGEARNE . AREIBRPURFERIZINERENASAXERTUBREEZEKR
ERHEERNEBEFETRERRSENIAR.

5. Scene Selection(3% = %) T B

Auto Window/Crossing by Direction(4X#E 7 [a) B sh A THE D AERZ &) : A ZKkT/E. &
RIBURTHEDIRTFEEN A AEEXARAEEARLERRAEREEAR. ZEEAAR
T.RARESNH RN B LLE: ZAHEXAXT . RAREILERNORELIE.

Right—> Left => CrossingtM G @A AEIRAR) . AR ZER, MA@ £ B30 R iRET X B
BREZEFR: NERAGESIRIAEXRABROEEAR.

Left—> Right => Crossing(M\E@HFABRXAR): AR ZET N E@ G RIRE KB
EXEEFR; NEREEDIRIFHEXBEAELAFR.

Paint Selection Brush Size(2 I EBHERR~T): BT REELHWEFEX TER KR /N
R~F.

6. Ul Display(REER)MB

HZTERTUABERBAAN R E =L Enable Viewport Tooltips( TEE = E &)
AutoPlay Preview File( B 5 #5 /8 71 /& 3 14 ) ; Display Cross Hair Cursor( AR B 7~ A T F JEFR);
Display Topology-Dependence Warning( & 7~ Mk 31 Z &) ; Display Stack Collapse Warning( £ 15
Fa1e X R BN B~ %4); Save Ul Configuration on Exit( ZE 1B KR F R E AL 8 XX ) Use
Large Toolbar Buttons({# f & & #x T B % $H); Horizontal Text in Vertical Toolbars(#F EH T 24
" K E XA ; Fixed Width Text Buttons(fR E X AR HEMEE) .

Flyout Time(#EH i E): AT RER HELHNE RN,

Color Selector(& ¥ ik #=8): HIZMBEPITUEEEXEERANLT,

7. Spinners(f#{id 8% ) T B
ZHEATREHREFEAAXBARNEE.
Precision( AR BE) . R ERBEBERE/NKEAEE VM.
Snap(# AR EIR): REHEHRENEE.

Use Snap({# B HUBA R HIIZThEE) .

Warp Cursor Near Spinner(#E &) R AR L ZE OB S H{E) .

8. Command Panel(fy £ HE ) I B )
TN EHSERS TR U A B A Rollout Threshold( 5 # FFR) .

9. Layer Defaults( EEIA) T H

Default to By Layer for New Nodes(BUARERCIZFHF T 2): AR ZERS . FAENHT R
HRBEEEEESNER. . EIEL. EREBM.

New Lights Renderable By Layer({ki#E 2 B# AT JCESR) : AR ZEI/G, M HXHNTEFR
HERELFEARE.

10. Vertex Normal Style(F5 S ix & X&) I B
Use Legacy R4 Vertex Normals({f& f§ RA R KB 15 2 7A %) : 3dsMax 2016 [ HE A BHN A



4 —~~ Use Real-World Texture Coordinates({& B

12. Normal Bump ModeGEZ W MAER) I B

FEi1Z W B & o L% #F 3ds Max,Maya,DirectX = #h ik 4% M (&R =

122 Rendering %I
Rendering 3£ < a0 & 1-5 Fiox

& 1-5 Rendering £ &

1. Video Color Check({i$fifa & & )N B

EZTNEFITUKEAENAAFH AT MEEHTREE . U BHEUMEEETREEN
B R0 F R E S E X

NTSC(E R 52?)\”,?; ZZERSH ). NTSC £ National Television Standards Committee £9 45
S A = JEE PEEMKBHHBXFIE K,

PALGE 4748 % =) : PAL & Phase Alternating Line IS . iZHXFTEH T K @ NE]
FPMEER



ZEHERE(EZR)

Flag with black(#RiE N B ®): AEZETHBHAPNEXE T CENERIRENRE.

Scale Luma(F A EF M BEEHE): AR ZET . WEBLUHEXE S CEHEENHE.

Scale Saturation(IBEFMNE EHE): AR ZEN, MEBLHANEBEXEREEEXH
HE.

2. Output Dithering (% H#}3h) I B

BEREFAAXATNERE. BT EEBRREEINNATBREAS X EIHE
B EFETUEAERNEEBILLTREREZNEE.

True Color(E¥) : ARZET.EHR U NNERBHTHER .

Paletted GABAR) : AIRIZIET £ 8 7 256 BB ERETH EHIE.

3. Field Order(35 i )T B

Odd(F #37) : AEIZAT, NFEBHFRHETHE.

Even(8# 1) . AR ZET, NMBE S FRFHETHKE.

4. Super Black(# %% 2 ) B

Threshold(HPR) : REH RN BRENHERE.

5. HotSpot/Falloff(B ¥/ @) M H

AEIHRPAEGNRECHEENEATMBR, XREAIKEZ ST R THOE
M, M7E3dsMax PRI H =LA FEENER" RS BRI EXMARHI  XHEMLTERESL
HRNTRET, EA THEMITLAER.3ds Max LT P IMA T HEBHEE B ENmE AN
Attenuation( FR) S Kk I ,

Angle Separation( P B A E): BTREBARSRARZ ONAESEHE.

6. Background(F &)1 H

MESLERYAAGEAABERLENES, — REATHRRERARATEZERERFH
BUHRE.EEIDMEBEFRAZAIIFRBEINE.

Don't Antialias Against Background( R 3 &3 T B ),

Filter Background(GZ B =) : AR Z AN FRELAENMBURETESRGHET T A
AR,

Use Environment Alpha(fE B R EHBRE): R EEAESERNERBERER
AHYERNERBE.

7. Default Ambient Light Color(BRIABIIRIE R B R T H

BHEEHATUEREMNEXERRPERERNTBEOAZ THERRANBELEE.

8. Output File Sequencing(#itH X4 F 3 HE

Nth Serial Numbering(F%5) . B FRBESRES H A HXHF5.

9. Render Termination Alert GE & REHR) )M B
AZUERTUREBERIBRER/SH Beep FiR A

Frequency(#1 %) . R BIREFHH R,

Duration(3F 426} (8]) : & BIR BEFAFFELRT 6.

Play Sound(3E M A &) : A ZERN, TUNEF—IMIBES A HEHAERERHNE



10. GBuffer Layers G..%?—?E If'iE
F Video Post

Maximum Number( & 3

1000

. Multi-threading( £ & &) ) B
LA EREMTNETASEABETEH . TURBERTEIEETRARNEEPEM.ES

12. Messages GHE B OEIE ) H
Open Message Windows on Error( 7 H 1

FiEE®mO

Show/Log Information Message( & 7 /iC &

Show/Log Progress Message( & 7= /12 5% ?% g

Log Debug Messages(To File) (£ fFiC NU,. 2): 4 iw 1 I ?PE XA EERICX
B 321

Write Message to File(FE B RFEXH): AR ZEM . FELEERFE THEENS

2 <ri¥+ m

1.2.3 Inverse Kinematics i Il &

& 1-6 AT 7.

Inverse Kinematics it 11 < 40

B 1-6 Inverse Kinematics £ I &



ZHHEBR(E =)

Inverse Kinematics( X E a1 D) BFR IK. ZEAFRX B ITEF N 25 87
ZERBEBELH xﬁ?-fﬂ\ﬁ? FNF 3R F }\ N RHMEE .

2B REH;: Interactive IK B R = [ 8) 1 HL B R E
1. A plled IK( ? ‘t&l"]ﬂ]jl—'r-)ﬁ'iﬁ
73 51 /1% 8 Position({2 & ) ,Rotation( jE%%) | lterations( & & i£ 1%

2. Interactive IK(EZIRX R EZAF ) IH

H &R k@ sh 1% #9 Position({iz & ) ,Rotation( fE4%) | Iterations( | £ & K

1) #0 Always transform children of

G

[SE

1.2.4 Animation %I &

Animation % I 40 & 1-7 Fim

& 1-7 Animation i T+

Key Bracket Display(X & Mitri2B 2 =) H
AZDBRTMUEERENREBBEXENMC, XFITUAEHREFTSI T FPHEXN R ®

VEL pey .

wWE B

All Objects(FFrEXR): AXIZET . EEHE LB FE N KBIEFRIC
Selected Objects(it & H AR




None( ). AEiZiE AN B EmIARID

Use Current Transform({# B 4 & iR E X T Position (i 7% &

%) Rotation(fig 4% % ## ) , Scale(J{l 47
2. Animate(iE3h) I B
Local Center During Animate( &) B A BEBH 0 . AL IZEN . EEENEL R FEBFHE
AL A R B as
3. MIDI Time Slider Control({E}ﬁ MIDI R jE) ig k= &l zh &) I B
B MIDI & /i & 12 %) 3 B

4. Sound Plug-In(&= 9?‘%1@1‘*)5@

> T =1 4 =T g el = b ;j i
% = = 4)) 1= :A_ B T

5. Controller Defaults( zh & & U%%B’]?hklﬁﬁ)lﬁ@

Set Defaults(1% B BA) 3250 . 123251 B T3] F Set Controller Default( 5 & 2 % &% 2L A&

(I

Restore To Factory Settings(1k & 2| X RIS IAEB))IZ: ZRHEA TS IEEREGHEH

RE R L] FRIRS

6. Auto Key Default Frame( am;gmﬁﬁ&uﬁa

TIZMBP TR ESSN#ES 03 1 Wy

Files ¥£ T £t & 1-8 Fr=

& 1-8 Files kI +
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ZHFEBE(FE =)

1. File Handing (X&) H

Backup on Save({RfFE &11): AR ZEM . IEEERTFXHH BaIIL. bak B BB 4K
XHERED.

Increment on Save(IE B F /) : AR ZET . IEEABRARFXHHABERXFMEEX
HREHAMEERE.FRAI—NEH.

Compress on Save ({RFHES): X ZER . EEERGEXHHENES.

Display Obsolete File Message( & R M5 8) : AEIZE T .45 E A +T 7 3ds Max Z kR A K
XHHEREEXHER.

Save Viewport Thumbnail Image({R 77 E 4GRS &) . AEIZXT/G . U FEF Max 5 = XHH
HER,HEFREANERGE 64 RENRHBAE ., 5T X4 AR T8I0 9KB, Asset Browser
TUERARERGE. BUEARZENT UEESANEHEH S XHENNE.

Save Schematic View({R77EIRME) : YIEZETE RE YL EMERNE. BUES
% 1235 TR O] A48 48 S A FN1F 1515 & SRR jE) .

Reload textures on change( X B ENEFEHFA): AR ZER . YEBEGEEEFT N
SR NG ITRAR IS . 75 3ds Max R EH SN IZLENLE .,

Recent Files in File Menu( X X 2P BRI HFIR): BT REAEFle XEEXER/LD
RITFT AR HRIR.

2. Log File Maintenance( H X #4445 H

{RFF7E network X % A MAX. Log, 2 3ds Max PRI EEXH . X B TRE Y B =
XHENRERREE . FASLSEE AKXGEESE. T EE Never delete log( R Ml B B & X
1) ; Maintain only days(iZ B8 & X R B B &) ; Maintain only KBytes(#%z BiIEE R ERE
BEXH).

ETHMNERED,. TUEE A EXHRAF Erors($Bi2 12 8) . Info( F M &< 15 £) .Debug
GAIEZ8) .Wamnings(B 42 8).

3. Import Options( &\ i% %) I B
Zoom Extents on Import( S AR BHIZEEE): ZEMBFEHFHNESAEATR.

4. Auto Backup (HZh &#) T H

AZMEPITLUREBSNEHEEEnable B FI B ESHEZMETUAB R ®PBIEARTF R
GERRFNFEAL & AR R9 R 5K - 7514 50 B P o A% & . Number of Autoback files( B & & 3 X4 H0 ¥
) ; Backup Interval(minutes) ( B 51 & 3% 1E {9 8] f5 Bt [8]) ; Auto Backup File Name( B 1 & #) 3
BRI . .

1.2.6 Gamma and LUT %I ¥

Gamma and LUT R K40 & 1-9 fias.

MBSERTRAENEFEIRFERERE ~HEFNEF B, B TR 3ds Max 2016 &
BRAINEFREAINEHRZREEOECEXEENEHM. £ R 8 & Enable Gamma/LUT
Correction({il S {ERER ) EHIET,

1. Materials and Colors(# Rf &%) T B

Affect Color Selectors(¥ MM B iEER): HEMIERINERY R EFER.
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