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1.1 3DS MAX 9 % /™

Autodesk 2 7 BIRE W AK K 3DS MAX %, WA 1-1 fin, BUFBEAGHENK=
EFhEWHEAE, TN THERERKITR. EHEE. MR TEE. SifER
. JE R SRS
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™
wn
S

B 1-1 3DS MAX ¥/

3DS MAX 9 $Ef& & AR R RERR A £ hiy BN —RFIFTHRE, A=%3hE it
TRt T —ERE N, SN TER TREE, HPhaEesdhbRemm e A ashEel
TR, mSRBHMERRTE, URXM TR RHERERSRE, £ 3DS MAX
E=%zhE A, WE 1-2 Fix. 3DS MAX HRAHR & T HifE SiE i H KR AR E
HEg 4 RIA B T TSR IKAE; ThRERERI S ElaEE, B=4E3hEHIELRES
MIBEANTIREER AR E P aa . BT Lt 3DS MAX 9 EERANMATE
PL=dshmHIERARER, EXSIROEH T ZHNA.

3DS MAX 9 #KABEINRERT LARIS A LU R LA ThAERIER: BB, MRS E%mE. 30 E S
8. (TSI, WMAUES. Y. 3DS MAX 9 I E 1-3 Fros.



) v SHIHERM—3DS MAX 9

& 1-3 3DS MAX 9 [ FHE45#)

1.2 3DSMAX 9 x4k 8 &

£ 3DS MAX 9 F#HT =4 EFIEZ /T, HABKBEMAIRSEHFESFHTE, Xt
TAERBEHITE LA E. 3DS MAX 9 38 T AN ERE, A=4zhERiHmRdt T 8
M E T/ERSEMThAE, FHAFFERAMEHE ST B KB FEH A 3DS MAX 9
HHEIT SR BEXHEE O MECE 7.

%3 Customize (FH /" HE X) 3 H T ) Preference (L% B ) 4, A LAFTF Preference
Settings X1 & 1, WA 1-4 Fix, Z5HES O H X 3DS MAX AT SHHTRE.
EXTER NP AFEUL T ILANETF: General GEF# & ). Rendering (JEXiZ & ). Inverse



1%

Kinematics (@& ). Animation (iZZ)E). Gizmos (Z#H3EE). Files (SLAFHRIE).
Gamma and LUT (N Z{E%&E). Viewports (¥LE&E ). Radiosity (JtfEf£iE). mental ray
1 MAXScript (MAESH®E). EFFAMEA 3DS MAX ZAT, BN ERRASHIELT
EMHRE, SAKERESEEHEIRNTENE. A5, mEXZIER O XL
RASK T HBMINE, 2% 3DS MAX [ TR HA F ARAKIAR.

& 1-4 Preference Settings %} i & [

1.2.1 General &Ik

General GEHERE) WM EWE 1-4 i, BEUTREmRAE.
1. Scene Undo (=) MAE

Levels (ZA1): Eﬁlﬁﬁqﬂﬂuﬁﬁiﬁ%ﬁéﬂ?ﬂﬁﬂ%ﬁ, BESHRE/BIRRLEARLA
KEHAFZ,

2. Ref. Coord. System (BE%irR %) WH

Constant (H5E): HEHILETE, oTLARMEE AT RS WMRNEF L, THE
VERK IR 7E = T RA= P € AR BR REIIAT

3. Sub-Materials CR&#R) WE

Automatic Sub-Material Assignment ( HZh7BCREM B EEZEME, £ H30RK
G RAKAEA IR ID 5 53 Beeh IR R G5 HR B HBRAER 2L

4. Plug-In Loading (S ASMEEM) WH
Load Plug-Ins when Used (FEfEMII SASMERMF): EHETUS, 3DS MAX 9 /H3)
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=@ EBM—3DS MAX 9

NZ‘%%&E#%&‘AW?@, ERET R P MR EABZI RSN A BN, KR TR %

LA BN B ERAOBEFETRERREFENIRAR.

5.

Auto Window/Crossing by Direction (4%3#7 6] HEhHATH DA ERR): & %L IR
&, SERELIHESFAFEEN TR, RERXHEEETLERAATELE TR, #
HOFAT, BARESNHRMRERIE, AHEXHRT, BRI RERBSIE.

Right-> Left => Crossing (MARZNMEAZAR): EEFZIEIR, WA 0LHES)BIFH K

Scene Selection (3F®%#E) HH

FARSTHEE X AZE 4 4630 bR B SR A 8 R 7 R

Left-> Right => Crossing (MZAA AR AR ): ERFIZER, MERAHED) FIFH R

FMBAERE TR WA B A Hash Bkt KA & DR 7 R

6.

Ul Display (RE®F) WA

FE XN B AT LACE 57 1 & R BRI T :

7.

Enable Viewport Tooltips ( T RIBREH):

AutoPlay Preview File ( B3B3 RE L H);

Display Cross Hair Cursor ¢ BARERA1FH45);

Display NU Scale Waming (ZE3E25 H it B )

Display Topology -Dependence Warning ( 5 R3R HMEBE L ),
Display Stack Collapse Wamning ({EIRB&{E BRI B nES);
Save UI Configuration on Exit (7Fi8 HH FHREE R EACE L4 ):

Use Large Toolbar Buttons ({# /8 KR T B4,

Horizontal Text in Vertical Toolbars (7E3H T A AT X&),
Fixed Width Text Buttons (FRE X AHAMIERE).

Flyout Time CHH{RFE): T 3 & & 1 Bt a).

Color Selector (AR EFEER): £iZIMEH F AT LUE E B ERHBRIHKR,

Spinners (Wilg%> TH

ZHEATRERERAXHARAEE, SRUTERR.

8.

Precision (TYif3ME): REHBEERINEAE L DAL
Snap (RARBHHIE): WELKEMBBAWE.

Use Spinner Snap (i FI T 1A28 12 ThRE)

Warp Cursor Near Spinner (#83) BARBUE M AR E1{E)-

Command Panel (##$ ) WE

AT LAR E dr 4 R £ T 85 1~TR B i #9 Rollup Threshold (S BIR).

9.
Default to By Layer for New Nodes (BRINMKIBEGIRF T R): RHBZEME, FEHH

Layer Defaults (EBiA) TH



-# w ,',

o

SEEREEAE A S HESR. Bk, BrEtk.
New Lights Renderable By Layer ({f#&/Z & BT HIES): WG, BT eRAl

E R BRI AT R R E .
10. Vertex Normal Style (¥R mH

Use Legacy R4 Vertex Normals (f#ff] R4 RRAI 15 fi%4k): 3DS MAX 9 {1 K
(77 FOA AL SR, WLASGE X RN R E R RS, B0 T REFELFK
AN, BUEFIEFEZEIN

1.2.2 Rendering Ik
Rendering GERRE) I FWE 1-5 Fik.

B 1-5 EFREEHRE

1. Video Color Check (iiSfifa 40 %E) IMHE

FE %I B &l LUK R A R S X R R TR E, YHBHMAERERTEHE
KR T LA e BB T ‘

NTSC (EFHMAELZ A 2HX): NTSC & National Television Standards Committee ]
#E, ZMHHREEATIEE. FrEEMAH XA H A

PAL (Z4T{EI4H%I%): PAL & Phase Alternating Line 485, %I FEHFREZHEK
W MEFEEZK.

Flag with black (FRic B ): EHZEM, K& HMER BREEKERIRENF
fa,

Scale Luma (4RI BARE S8 : WEZET, BEAHE AR EREEAEH
B .
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‘Scale Saturation (BZEERMERIE): BRI ZER, HEEHWACRBEREREOE
EE 8

2. Output Dithering ($iH#lzh) IR

WSS RAAARMERNFRY, B EHSERRBEIIAA RS T A B 16
&, XFEEITUERAFRNECEERELGFERELHEE.

True Color (FR): WA, A 24 (IERABTREEE).

Paletted CIEH): EFZIEIN, £/ 8 L 256 R AEGRIATH LS.

3. Field Order (3ZIRFF) WE

Odd (F¥7): EFLEM, ATEIHIFHBITAM.
Even ({B¥3%): EHZEM, AEBHIFHBITIEH.

4. SuperBlack (B4 ®R)> A
Threshold (B{[R): REHFRPHBRBIBIRE.
5. HotSpot/Falloff (EX/¥#) MHE

FERE LR PR S 9R BE RBEIE B A KT8, X R BN R 52 315 S AP ok A 51 A
®m. T 3DS MAX FRGRAFEAN “ET” RE, ER EEXMASHA, Xtk
BT SELHFOAR. EEA THEUIEMNME, 3DS MAX 7T IA T kb RE %
W% MR Attenuation  (FEWR) SBUETA.

Angle Separation (5}EAK): ATRERAX SRRX 2K HE S BHH{E.

6. Background (#¥®&) WH

AL EENARBEARARBRAZNEL, —BEATHEEBRIEQETRE
RIRFHEIRE , A% 3D IE R K AL R PR TheE.
® Don’t Antialias Against Background (A3t %SuHTHRE L.
® Filter Background GI¥EH ). %I ZE, FAERBHPEEEEN Y RE G
B E.
® Use Environment Alpha ({FHMEFEAREE): BERTHEAYTRESNEHEEL
BV Yy B R 032 BRI

7. Default Ambient Light Color (BIABIRENXEE) TH
BHAERATUERHA AR EERPERERARET R THEBENHEEZE

D7
N2 o

8. Output File Sequencing (H#iti X435 HmE
Nth Serial Numbering (FF515): FFHKIBES RS R @ XHEFF.



