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1.1.1 Lightscape 3.2 B9 Z1h&E
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LHER . BT Lightscape 3.2 #BYRZ, &7 LLOIEAILF & DAOHEE . HEER
P M s
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(2) HFF “Index” T3EH., M “HBHEM” 0O, WHE 1-5 Frx.

| B kLo
: ‘I.nrning the Interface
‘ Importing
Befiuisig Geometoy
’ Using Materials
Using Luminsires
@ Using Photometrics
1 Using Dalight
| ® Radiosity Processing
Analyzing Light
Converting Mesh to Texture

# 1-5
(3) B “BUN” A LRE “HBBEE” FO.
fERSE _FiE, PRWE,
(1) % F1 8, 38 “Lightscape 3.2 Help” &, WA 1-6 Fi=.

In e Graphic window, Ligntscepe supports seversl orthographic
prujeclion modes, as wel a5 perspective projeclion. You can sies use the
me view foals 1o nevigate through the model i each prajection

Thete are seversl displsy modes Thal cortrol the way s piys
the modsl For sxample, mm:mhwlinmlunrmﬂm
mods:

Tha Gragitic windiw narmaly hokds oy & singie view of fhe.madel sl sny
o fife. However, durng snimatian editing, Lightscepe bresks the
Graphic wingow inko four concurrent viewes to sio in e cresfion and
wditing of the mation gwih
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(2) GEH “BX” &M, FAFEE “HHER” &H.
(3) Bili “BUH” %4, KA RL.
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“FI7 A, ELEHE 17 FoRE .

43D Studie BAX / VIEZ:exporting files to Lightscape
4 HIIDS files, importing

sorbad 1ight

dAdd Bnltiple Tnetances dialog
S lAdd to Selection Filter
{ B lAdd to Selection Filter MMaterials table)
(il adding blocks to a model
items to the Filter list
keyframes to an snimsation
materials to a scene
4 urerkplmn Lo 117-15
&= ]adjust intensity
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EXAEPRAKRT, BAUBRSHAXOAR, o BEERTIHETERKES 5.
BIamEREE—5, KGRl “BoR” Hel, BRSNS O, Wi 1-8 FiR.

Use the MAXILP plag-n to export your modeds from 30 Stodio MAX or ‘
30 Shugdo VIL for use i Lightscape. Thia section describes seme of
v v s

BRIG-IN neip 1o

'fou can alza mpor insl radiosty schaons crested in Lightscaps beck
o 30 Studlo MAX or 30 Studio VIZ, For more Information, see the
1 hetp e tor the LEaMAX phag-n.

1

. Select one of the tolowing trom the Save As Typs st

Setoct: T ;ﬁ
® Export o profect fie. g
Bl Export bincks “ﬂ

. B i
50 Shuetio MAX or 30 Sudio VIZ, chocse Fie i Rapert
The Sedect Fil 1o Exgiart diskog mopears

Ealect w hama and looation Tor the exporied fiis_If you enter &
T fisime 1or the exporied fe, you must Bype the fleneme and
e wadmiishon
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Lightscape 3.2 #BRGihAA —/MALH A “What' this?” T3, EHiZEHE.

W), B TR, ZE3C M ak BB AT, W 19

Luminaires

Toggles the displey of the Luminsires table. The Luminaires
table lists all of the luminalres currently defined in the model.
The curreritly selected luminaire will be highlighted in the table.
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JA3)) Lightscape 3.2, # 1} Lightscape 3.2 EJE& 1, Wil 2-1 Fros . 1% & 115 3 Ath Windows
R a5 M R B A A ), R EEAEE AR, TRE., FiRE O mumEx.

B 2-1
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2.2.1 File 388
“File” ﬁ‘éﬂﬁ.g‘mﬁ 2-3 7.

& 2-3

1. New (#f#—A4)

BRI, EHE File>New 14, 50 EHEK Cul+N 8. V. M EME 75
R R B .

2. Open (ITFHF—AXHF)
btz F11e>0pen A, B C11-1+0 e, Eﬂ?ﬁtﬂ “Open” XFHHE, W 2-4 Fiis.

{'I_['.. n {Ifl]Hll

&l 2-4
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BATATLAAE “HF” FRIIRPERFT M, Bdi 47977 LHAITF. & “Open”
XEHER, BEFTIFROSCHFEA g+ 0p Fixls FEFh. XPIAHERE2 Lightscape TG i
HWARANES LM (Preparation File), J&# R A MR C{ (Solution File) .

3. Merge (iEAndr 4R35 4AT40H )

I&FE File>Merge 74, s05# Cul+M 8, #H “Merge” XHiEHE, WM 2-5 Fix.

’ 2-5

LT Tutorial2dp SCHF, #ifi “4TFF” M1, BHBMEMATME T, HREREH 4D
6, (E3ERF & FIRPOLHRT L5k,

4. Save (&)

1% FE File>Save 14, l## Ctrl+S . WHRLE  REFHIE, [RIFE 2 3 Y XHEHE,
W 2-6 Fizx.

i 2-6

WM, i “ARE7 B, B,
5. Save As ( H 44 B4 2 4k)

2 MIXHEHES “Save” 14 H—#E, X FUFE T & A6 S A 7R B S0RY 3k Hofth &2 Fik i
.
6. Import ( #r AL %)
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PR IX BRI, BRI NSRS SRRSO, ARSI “SBPUEE ST -
7. Export (it X4 )
i%F¢ File>Export #r4, #H-r3%, W 2-8 Prox.

28

a] DLk #e4 ) Panoramic CfFE% VRML {4,

8. Parameters ( fRAFHEANLLL)

Zar B YA S S P BB S — AN ECC M (Parameters File, *.df), BEH
SRR SECCHRA R S . EREeS, HRWE 2-9 P38, EH “Load”
e, REH AT AHEHE, Wk 2-10 FiR.
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