Autodesk i EIIFRE RS GEEIRRD

3D Studio VIZ
 =eyie

Autodesk 2vi] 2w &

autodesk || Official Training Courseware

FERZF ARt



3D Studio VIZ E B i# &

SREAATEUE
(%R )

Autodeﬁa\\é] %

BEXE YR #

- dt% -



A

A1)

B}

3D Swudio VIZ £ Autodesk 2 Gl #EH = shm kit 5F, HRlESROLF 2HNH. &8
£ 3D Studio VIZ B4R R IEAERNESEHM . © e LMECh 3D Studio VIZ B IEIFHI A, #
A DAL NGB 4 A RE A . A B 60202 B B v LGS R s UEA VIZ - S g,
{F BRI AE P R AE A VIZ. 81T 3D Studio VIZ KIhRER &£, AHAEH A4S g 4F
RERERERS . EERGETHON=% (AFRAE. SRS NMET VIZ NhEgs,
AE VIZ ) EEEA AR . B, R E . MRRRE. HAEY. HAEEMA . NURBS 2
HAHEE, 5 AuoCAD /L. SIEBMR. G SHENEE. QM. QRESR. HHSERXA
B, DRGIEBERSHER, R UMERR. VINERAER S5, 495 @AY R
FIAN R FR T VIZ XS RRThEE .

AR ZAMER, BRBRIEA T VIZ % 0SS a0 T R B0, LR Mg i
M. LEEAME, MEERIMBET . JCS B LN RE, BRI D
ﬁﬂmmﬁﬁ%m%iw,WﬁTEVE¢WﬂﬁﬁDWG%ﬁ\E%L@me%%\Eﬂﬁﬁm
BN, &%k NURBS B, SIS STy 8- EhE .

AR, FEREARPRETESHREREN— 0 2SR, AEDHARS Ep
B BRI —— R

Copyright © 2001 Autodesk, Inc.
3D Studio VIZ R3 Fundamentals & Advanced Courseware

A TR ENRRE Autodesk 24 RIHRAUE 4 K3 MIRAL 76 EME M R . R AT
REHREBEFA, THUEMAREMSDREEOETHRS .

ARTEEGFENSHRICE: B 01-2002-4017

RRAUFRE, BENLR.
FUHEWH RERF UG BABNIRE, TIREETHHE,

B #&: 3D Swdio VIZ EREMSBEREGTLHE (BHKR)
£ #H: Autodesk AF HE
HORE & EEREUBE GLRIEEREETRE, W% 100084)
http://www.tup.tsinghua.edu.cn
http://www.tup.com.cn

RITHRIE: DER

ED R &, tHEFEHEIR

£ 17 &: FHEPELREIERERTH

: 787X960 1/16 EP5k:29.75 =F#:682 TF
20033 A 1LAR 2003 4E3 A% 1 RENRY
ISBN 7-89494-002-X

0001~ 2000

68.00 7t

WD H
FHEMS






B o soooviz sainn srmms 2 am v

The Hierarchical Nature of the Command Panels ..............cccoivevencinnrneninnieeeeinee e 27
The Material EQItOT .........cooeiiiiriirerieie sttt et s e e sesae e ebe 28
OPUIONS ..ottt ettt se e et ettsa et et e et eetse e et easessss s eessets s s sssessasns s sbeessenesnnesreenseeneaneen 29
Taking the Big SIEP ......coiiiciiiiiieritecirn ettt ettt s eesene s 31
Chapter 2 Basic Modeling CONCEPLS..........c.ov.iveeiieeeieeeieiee et eeeseseee s s esres s 32
INEEOQUCTION ..ottt sttt a bbb bbb eee e eee e 32
Building the TOaster BOAY ...........cccovcvrieiirocreircrvieinietsiisssressssess s sesesssese s sessnenns 32
THe TOASIET SIOtS.......viiiiiiiiieteie ettt es et e st eteresesessssesenesseesnens 36
Creating the Feet and Toast LeVeT...........coccoeiiriiniiiiieccreeeceeseteeetce e ese s es s 37
Creating the MALETIALS ............ccoioiniiiiieieecetceic ettt e s ee e sseen 41
Assigning Material ID’s to the Toaster BOAY............cco.ieeerieeeeeeeeeeeeeeeeceos oo 45
Adding an ENVITONIMENL ........ccceuruiieenirirtreeiteesetesisetete s treseseeeseseeseeereeeeseesssesssessesoeeesess 46
Chapter 3  Basic SCENE Creation .............cccoeiveemieoveireeeeeeeeeeeseeeseeeese oo 48
INMTOGUCHION ...ttt et te s e s et en e 48
Creating the Basic ENVITONMENL..........c...ocirurieriiniririiercte et eeeeeaeeeseeeseseseees e rsnns 49
The Ceiling......ccoccovvevvrnnnrennns e e e e e e e e s b sre e sre e s saeneene e 54
Furnishing the Kitchen ..o e 56
Lights, Camera, ACHON .o e ssesseneseseeeeeesesesss e seeseeseseeeeeseeeeeeeeeeeo o 62
Chapter 4 AutoCAD/3D Studio VIZ Integration ..............ccccooveimmmeeeeceeeeeeeeeeereseonn, 65
IAETOQUCTION ...ttt st st s s s sen e o 65
IMIPOITINE ..ottt ettt st e ettt eeeeeeeeneees s s e s st seras s 65
LANKING 1.ttt e st ettt e e et s et s rees et s e 66
Importing an AutoCAD 2D DIaWing ...........ccoeuiiruiviuieeeecieseeeeecreeceseecsvesessssssssssssasns e 67
Building a Model Using 2D AUtOCAD GEOIMELLY ............covvreeiveecrencreeseeesesssesessssssseessens 70
Creating the CeiliNg.........c.cccvveeiiieineieiecee ettt eeeeresesasreressssees s s seessresse s 71
Create @ BOOIEAN ODBJECL..........cccuvieirieieirenrt ettt eessissstsreseeeseseecenesesesasseessasessesssesse s 73
Create @ FIOOT ..ottt sttt se e ses s see st s s s 74
Insert the RECEPHON DESK.......cvvvrrueunirverirmiretnrrisriesiiesesaeceseesesreresesssrssesssssesesssssssssssessssons 74
PlaCing CAMETAS .........cvovuiieiicieeciccnrters e esss s esessesessssstssssessessssstons eesoseeesnens 75
Placing Lights .......coviimiuiiiiiicnc ettt es st ena 76
Understanding FACE NOTNALS .........ccvuvueiviuiiiueiiecee e esese e nes e e v es et eesesese e 78



Rendering the Scene with Materials .............oocoviiienniineicncciinii e 80

FAIE LANKINE ....cvovevereveeeeceeietem e st st s bbb 80
Simulating SUNBIEAL......c.ocv e s 82
Add Terrain to the SCEME ........ccueoiiciiieceeee ettt ettt rras e re s ere e sae s e saeerseans 83
Dynamic File Linking.......c.cccoooviinind et teeerereteetrabetere ettt e bebe e er e s e st b b e s et a e ae e 84
Adding a FOLae ODBJECt.......ccooviiciiiiicier ettt v s s e 85
3D Studio VIZ and AutoCAD XREF Files .......ccccevveeiivnciniimeciiriinieieesse e, 88
File Link an AutoCAD File with an XREF .........cccccoviviiimininiiinnes 88
CONCIUSION ... eeeriererierreneertseresteseceute e et eseesrentessaesee sresseesresmnsnebaessssbbesse s b st s smnssaaeba shtes 91
Chapter 5 Creating Objects in 3D Studio VIZ.........cccvvivvcniimninn 92
INEPOAUCTION ..ottt re e sttt et e s bt e aesas e sanaeens 92
Building the Conference ROOM ..ot 92
Setting Up Your Model’s WOIKSPace.............corieiciieniiiceeciercecce et 93
Building the Fourth Floor Conference ROOM.........ccc.ovviiiieieiinieniieenen e seeeeenee 94
Using Array to Create Multiple COIUMDS........c.ccciriuiiniiiniiniitennee et 95
Creating Wall ObJECtS .........cocoiimiiiirei ettt e e et ce e seaes 96
Adding a Door and a Window to Your Wall.........ccccccvirienerriininneniinneneneeseesesseesenseeas 97
Creating the WiNAOW .........cceiviieiiiecienieriiiresntrreersesseente e st essesestes e ssassuesssasssessnsessesanes 99
Creating a Spiral Staircase with a Railing ...........c.occcovnviiininnncccenrcenncieene 99
Adding a Railing Object to the Stairs...........cccovieirriiinreirereereereeneneceene e 101
CONCIUSION ...ttt ettt e ettt e st e seaee s eseee st me s re e e nt e et e e b b as b aessses sunesnsne 103
Chapter 6 Creating and Manipulating Splines in 3DS VIZ...........c.cccovverrrmrrerriinrnneeerens 104
INEEOAUCHION ...covviriiieeiiierecterterrieeteneaescestesaessassossesensnreseessesssossestsssessessesseessesessaessessesacsses 104
A Design Change........oovvveeriniivienireinirraresreeisnessesrersesesssstessessssessesresssssssensesessessasassensesesens 104
Changes to the Conference Room Walls ..........cocoooiiiiiiienecrere e 105
Building a Conference Table.............cccooiiiiiiiiieeeieeeeeeee et ees e s en 107
Creating the Conference Table Base ..............cccceeeeeevecieeeniveneecennen Ceterreeereeeeeeenneneens 107
Creating the Table TOP .......ccccovveviinmiierecrreerreeriecesesese e st s erreereaessereevestesaesssaesssse sresennes 112
Creating the Conference ROOM ChairS.....c.o.eceeeuereeiiieeeeeiri ittt esreee e e 113
Merging the Conference Table into the Conference ROOM.............ccovvereirevrereverirereninenene. 118
CONCIUSION.....uiiiiiiiitee ettt e et et s e as sren b e bs e e snenessaens 119



B o stcio viz sans smmmn s ne o

INEFOAUCHION ...ttt et e et et e st ra st seoae e sre b ea s o s e bbb e s e s basabnsa s st sbessa st enbeaea 120
BIUITIAPS ... eveveeectemeecree et sbesee et st s s b e st r s ae b ek naas s b e e b se e she et et st 120
ProcedUral Maps........ccccoieriuienieie st trtesie e eraesee e e stessbeeesnsssnecresssatssrssrnsn s ensebaesananbenss 120

Using the Material EQIOT ..........cccooeeerieieomee sttt neeers e s e 121

Adding Materials to the Conference ROOI..........ccoccvvivccniivnnnnc e 125

Modifying the Material Mapping ......cccccoecveervinrrierrncnneseresstsneesressssieeseesessaeassssessesaees 127

Creating a Marble Tile FIOOT ........cccooriiiicciinierecenitnie oottt sresnesaens 129

Creating A Suspended CeIliNg ......ccvveeieeririerinceiiinirieeernrsesee st resseensesnsny smeessnones 132

Creating the Wall Materials.......ccvveereernirecnrenrinrreeesreesiseesesstsrnesessecessansassessesssnsesessssson 134

Dragging a Material onto an ObJect ..........ovveeiiviireiiinniiieee s 137

COMCIUSION ...ttt et sttt st ras ettt b et e e et e st e bestsn e s et narene 139

Chapter 8  LiGhtiNg........ccoueieieceiceeeee et eve e ten it ses st et se s sa e s b sas s senes 140

INETOAUCHION «.coevnieiiiecieeee ettt st e e e st e st ese e ea s s e e s aa s e e et s basranneseenes 140

Lighting the Conference ROOIN ........cccovivericecniinnneecencninesesecnesresse s et ersessseenesessasseses 141
AMDIENt LIGIE ..ottt ses e et ee s 141
First Things First: The Main Light SoUrce.........cooivevueveecinineevcnnsireeeeenne s 142
Fill Lights: An IMPOItant StEP.....ccccccevivceirrmrcrisierussnionersneseeiseineesssssesserssaras sneseessarsacsces 144
Lighting the Conference ROOIM WallS......cccoveverceenrieenneccncninnnmseesnnesirseseccressesenseeseens 147
Darkening the Table Base........cccevinrineeinniensicttisnsinesessinnmeseeesiestsssessessessesssaessessens 149
Brightening the FIOOT ..........ccooveeiiiiinenieniesneneessecsnioeesenestsisesessestssrsasesesesersassneseenesns 150

CONCIUSION ... cevverienrirnrreseecseneriaeseesoersessessessessansneeressssosensessesnsessassnsnes sesssansassesssosssostossaseens 151

Chapter 9 High Resolution Renderings and Backgrounds.............ccceoermueneercrerennnnes 152
INTOQUCHION ...ttt it cseeee et et ee st et st eees e as s e e eee seeaae e ses b eseesasseasessesensnnaennenees 152
The Render Scene DIalog.........coeeeiieiiicinnicnienrniintneecereessineeenesssrasesssesssssiosesessacsses 153
OULPUL STZE .....oveerrererierieeereienresssseeertesssessestesessesee s seassnsneesesesaassesnessestsansasscsesstsnasenessess 153
IMage RESOIMHON...........cociieeieiiceeeeiccteee e e esae et sasae s s st esenssennessssasansansesseresnsantasssnns 154

Image Resolution for PHNING ......c...ccveeeieerirceeercenieeennrstnecotreresseeesseecssenessesesresmeneenecses 155

USING the ASSEt BIOWSET .......ccovecerreiiinneseererreearaesses i stssnssnssnsssssessssesstsesssasasnsssesesesssssenss 156
Using a Background Image to Enhance a Scene ............cccccionrmnmneccniennninnnserensenennenenns 156

Camera MatCh ULLEY .......c.o.coerienecerrcerret et e s ee e tnaesassssesnssiaanssesesseneens e 160

Merge a 3D Studio VIZ Model into the SCENE........cccouvunrriiiesinnrnenisisienrneereeiessenenens 165

Creating a Matte/Shadow Material............cccouimeineniiinenenisincsessnensssesesereenssesasenes 166
Conclusion...........ccoovereeeeee et rrtes et s et besas e et st saenr e essasnanaresEes et rerntens 167



Chapter 10 Modeling a Coil-Over Shock Absorber 3

INEEOAUCHION w..oeieie ettt bbbt s s bbb s
SEUING P . eeiiiiee ettt sttt et e e bt te e e e et e e easte e s et ts sare e st eanees e s ra e e sraensnneas
Create Lower Mounting BOSS.......ce.c.ovivereiiinriinreinrineieeneseecensesseesessressessenssossessesssesseessenes
Creating the Mounting HOLE .........cc..oooiveiiiiini et sttt st anes
Creating the LOWET SPIinZ S@al..........cccceervimriciieirieitieierrestesessesteceestessereesaesnraeesesensassens
Creating the Cylinder on the Top Side of the Cone...........coocvvvevvvvvccenciecen e
Creating the SPIINZS ..c.cc.oiveirieeiireieee et r et st s beae e sr s
LOftNG the SPIINE......ciiiiiriirie ettt et e r s bt s s b e st ssssrosnaeas
Creating a Copy Of the SPIINE .......ccoeviiieiiiiiicce ettt enenes
Creating the Ground Flat ENdS ........cccovviveiiiniiiisiecineeccesee et
Put the Parts TOZEher ..ottt seeas
Creating the Piston ROG...........ccooiuiiiiiiiiiinerreecesr e s e er e
The Damper Body ..ottt ettt
The AQJUSIET RING ...ttt s et ee e
Creating the RIDS .....coeieeiei ettt ettt eeee et s e eeeanns
POSTHON the PaIS ........ocuciiiiiecee ettt et ee et enaens
Creating the Upper Mounting BOSS .......ccc.coouvueeiiieicieeiiceeesee e e eeeeeeesee e esnenns
Chapter 11 Modeling a Composite Mountain Bike Frame...........c.ocoeeeevvevrveeserrnnn. 193
SEUUP ..ottt e ettt tet b en s sten e rnaes 193
Creating the BOdy ...ttt st e re b e ss e ses e benas 195
Adjusting the Body Shape ..........ccovovviiiviiiiinrrneeece et e st 197
Refining the FIAME ......c.cooocoiviiiereieee sttt nae 199
- Creating the ShOCK OPENING.......cccooeriiririiiiieiiereetere et ee s st e e e e ssses e eeseerenes 201
Create Fillet SUITACES ........cccovviiieiiniiriece ettt en s st et e 206
Chapter 12  Animating a Mechanical ASSEMDIY........... oo 209
INEEOAUCHION «.....eoiii ettt et eee e eeee e snas 209
SEUNG UP..oniiiiiiiiiieiee ettt sttt st ss et st emea s ee ot s e s s s e eeneesann 209
Animating the SUSPENSION .........covieviiiieieiicieieccceeee et eeeees e eee e eese e sseeseestese s 211
Animating the SWINGAIM.........cc.coouruviiieuiuiieeeeceee et s e ee s eereses s ees s e sesnens 211
Animating the Rear WHEel ..........ooooiioiiii e 218
AnIMAtiNg the SNOCK .....o.iveiiiiieesiieeiccet ettt ee et es e ses s s eeseseeeeeeeas 219

Animating the SPIiNE .......ccvieiriiniiiieiinninie ettt seeeeeeseeas eesseeeseses 224



RN - o viz s smamer e se Gva

Part Two 3D Studio VIZ Advanced Courseware

MOAUIE 1: GENETAL ...ttt et s s saeaes 231
Chapter 1 Advanced Modeling...........c.cocoovviiiiiieeecc et 232
INITOAUCTION ...ttt ettt e ra e s s bbb s e s essaebensrsseseans 232
Setting UP YOUT WOTKSPACE ......cccoveveriemiieirrieiniesertee i eieressetsnasesesnssesaaeseatesessstessennnsereneonenes 233
Using XREFs to Import Your WOTKSPACE...........cceeceriecinirevereeneteeees st 235
Building the FUSEIage ........co.oviiiiiiirireee ettt sttt 235
Building the WINES ........c.ooiiiee ettt ee et 244
Testing MESHSINOOLH........ccoiiiiiee et et ee e 249
Creating the Elevators and the Rudder................ccooooieiii e, 250
Embellishing with MeShSMOOth ..........ccoeviiiiiiiieiccecceee e, 252
CONCIUSION.....uiiiiiitii ittt sttt s e ese s seesseeseeseeseeane s 254
Chapter 2 Advanced Materials............ccewuiueueirevecrienieereissse et seeeesesesses s ees e 255
INETOQUCHION ..ottt s sene e s st et s et e s et sesseens 255

The Tabletop and the ASIray ..............cccocecniiriccrenrrennnnerie s s 256

The CIZAr BOX .....c.viiiiiiiciecccrcnreeteec ettt st s s sttt st ee e ee e aeren 260

ThE CIZATS ..ottt e a st e e e e ee e ane e eenen 266

The Burning CRgar...........cccccviiiviniiiecrinenieeeietrcneee st seseetesene s os st st eesenenenes 268

The Liquor BOHIE .......c.cciiririeiieee ettt e e e e e aeas 271

THE GIASS ...evriit ittt ettt s r bbbttt s et bt e et e meeee e st eeen 274
CONCIUSION ...ttt ettt b sttt eeeemnas 277
Chapter 3  Special EffECLS ...........ccveuiiuieieeceee ettt e ts s s s esees s ees 278
INEPOAUCLION ...ttt ettt s s s bt st es st sbo st sse et eseseneneas 278
Why Add Render EffEcts.........c.cocvueiiiiiininicceeeeee sttt tss e seseanae 279
What You Will Learn in This Chapter ..........cccocuviivmeeiieinieceeeeerere et ceve e eeeeeas 279

The TOWET BEACON .........ciiiiccieerinieieier ettt sne st stee e eeesenaeeas 280
Animating the Lens Effect...........covioireiiiiecccceeece e st 283

The Navigation LIGHES........coviiiirenrririeisinie sttt eee et e et e eeee e e esas s s 285

The RUNWay LIGIES .......cccooviimiiiiiieeiee ettt s e e e e s e 290
Mapping The Runway Lights Effect ............ccoiiiiuciiiiieicecieeet et oo 294

The Landing LIgHts ...........cooiiiiiiiiiic ettt ses et et eeee s s 298



Conclusion

Module 2: Archit@CIUIAL ...........ocveriereieee e et 302
Chapter 1 Enhanced DWG LinKiNG .........ccccoiieiminiiiicience et 303
INETOAUCTION ...ttt ettt sttt nen ent bbb s e s st eas e bsa e s b ennasnans 303
Preparing an ADT file for linking to 3D Studio VIZ ..........ccccoiininiinnniicnene, 304
Linking an ADT file to 3D Studio VIZ ..ot 306
Applying Materials to Linked ODBJEcts ........cocoeeveiiiiniiiniirinnrccinccren e 309
Selecting an Objects Different Components...........ooceevveereervnnrcrrnnenenicinn e ionisiiens 310
Creating A Multi Sub-Object Material...........cocooiiiiiiiiinine e erreee e 311
Modifying a Linked Object in 3D Studio VIZ ........c.ooviiiirirereieceeveeceeeesee e 313
Modify a Linked Object in ADT ......coooiiiiiiei ettt s e e sa e 314
Updating the VIZ FIle ..ottt eete st e eeens 315
SUIMINATY ..ottt ettt reest st es b rtes e st et s e ea st eenesbenasebesassbesesensessessesnsensasssssesssess 315
Chapter 2 Lighting using Lightscape Lights..........cccccoiiiinnnniinereeeees e 316
INEFOAUCHION ...ttt e ettt ettt b et sb et e e et et b et 316
Creating @ Wall FIXIUIE ..ottt sre e s 317
Using the Asset Browser to import ERCO fixtures........ccocooeveecenncnnnnnncnineccncnnnnes 323
EXpOrting t0 LightSCAPE .......ccccovrerreiriiniirecie ettt tee et ee e csenseesba s et smnsaeas 328
USING LIGNISCAPE ...c.crvevecrereerieriereniteiesi et et ess e e eressossn e shses s s s e ba st srese st be b bns 329
Importing a Lightscape Solution into VIZ.........c.ccccvvvinvinnnicninncmncnn, 335
SUITLNATY .ovvviiveeenisioneieesssnmestisssmieeimssesitaesseneiisass st sssessssresnsssessssssesss snasnsaraesssssns 338
Chapter 3 Animating the Architectural Model..............ccccoooenrnninncnnence e 339
INETOQUCTION ....o.evieieiiieiee ettt et e st e e aeest e emeeas s e e seneennsrsesnbeunssenaisn 339
Animating the lobby artwork display .................... ettt ettt et st e pe e s an et st s sret s aies 340
Understanding the Multi/Sub-Object material and UVW map channels............ccoceeuennnee 340
Assigning the Map Channels........c.coceevviviinniiiniiiiici et erenen 345
Animating the ATtWOTK.......cccocviiiiiiiiii 349
Editing the keys in Track VIEW .......cccccciviiiiiiiiiiiicc st 352
Animating the DiSplay MONILOTS ........ccceeviiiiiririiireienree st ettt seeereee s seessese e sseeesnes 354
Using Visibility to fade in/out the title slides .......c.ccoceiniciinicinciniiiieceer e 355

Creating and assigning the Animated Material ..........ccoovvnivmminieninicninncnenns 360



3D Studio VIZ ERHEMSBLRATEHE GEED

ANIMAting the POO] WALET ........cimviiiir ittt ettt s 363
ANIMAtINgG the CAMETA. .....c.covvvteiiiiiiiiiisiet e e st 366
SUITINATY .voveveivieesverieesesteseerseseeseneesentesesenstases saetosssressnssssanasta b e s b s assnesarabob e saessncensbbabassiees 372
Module 3: MEChANICAL ..........c.courierieiiciri st 373
Chapter 1 Advanced NURBS Modeling ..o 374
INETOAUCTION ...ttt e e et s aeses b e resssmtess s sbssaesrnsae e bs st s e e neeanares 374
Loading a Reference Image..........ccocoveieieiiiniiii i 375

Creating the SEat.........ccveriiiiirrieeeieceteeee ettt st s s as e s 377
Creating the CowWlng Pod .......ccoiiiiiiiiii ettt 382
Blending the Cowling Pod and Seat..........ccccceouirieeennnrnineiiiiciire e 385
Creating the COWINE . ........ooi ettt eere e st st e smenns 386
Creating the DECK ......coeeieieeeee et ettt e b st e 389
Blending the Cowling and Deck Surface............cccocceirioninnccnnniecccceccsniieenens 392
Lofting the HUll.......c.ooioeiiiiee sttt et e nme s s s eee 394
Building the Transom Surface.........cocooeveecriiiiniiniicniiice e 398
Adding the SEat SUPPOLL.......co.eiuiieereiiireteer ettt et e e et ee e sre e eaennas 402
Creating the Handlebars ...........ococeviriiirecincrcienictnrenecreee ettt esssssissis s 405
Creating the Hand GIips........cccovmriniinceniiiiiniinninsiesiss e bt tsssossons 408

Adding the Handlebar to the PWC Body ..., 411

SUIMUNATY .eveivinviiiscriiens e srssessiessosssnss ssssssssnesssnsssesesseesssssesssssesnssssssessassnssasssssssasanssassass 412
Chapter 2 Linking Mechanical Desktop Files ..., 413
INEEOAUCHION ...c.vvveerrererreerreseesraeeeseceeseere et set s saesn s sesmes s san st s s srs s b b e smnenesnis 413
TErMINOLOZY ....covrvviiiieiriiiriiititii et ss et b e sas e sae b b s ennanes 413

The File Link Settings Dialog .......c.cccoeireiieennineicnie it neissesssssesssssssans 414

Handling Mechanical Desktop Subassemblies.........coevimnininiirninnininiienirenieninnns 422

Other MDT Considerations .........ccocovvirinsceriiniisninrisniiesniissssssisessesissssnsssessonss 427

Part NAIMING.......coooeiiiiiiiiiiiirinceenen et srtsvessasr e nass s aess s s sn e e m s s 428

Updating Linked MDT FIIES .......ccccveviriiriiieciiresserrersessesssesseesrnsessesnessssesssssssesnns 429
SUIMMDATY ..ottt ettt teer et st e et e resee e e e et s saeese s sane e e enaesrsteass subasensonssnns 438

Chapter 3 Mechanical ANIMAtiON...........ccoceoiiriiiieeerecercireesrer e sae s e saesessenesens 440

INEPOAUCHION ...eeeiieecciiire e e ereerce s ereeeeeeersssseneeessssssnseasssssersssssasessssssssssaeeesssssans 440



Part One

3D Studio VIZ Funhdamentals
Courseware






Introduction

Welcome to the 3D Studio VIZ® Fundamentals Courseware. This courseware manual is primar-

ily designed to be used in instructor lead training, but can be also used by an individual learning

on their own,

The book is essentially separated into 3 parts

® A general overview section comprising the first 3 chapters, which focuses on giving the
reader a comprehensive tour of the program while creating a simple presentation for a
household product.

®  An Architectural Design section which uses real building examples to illustrate the use of
linking, modeling, lighting, materials, and still rendering. This section comprises chapter 4
to 9.

® A Mechanical Design section that takes you through several stages of creating a bicycle
design. General modeling concepts, NURBS modeling, and animation are all covered in
chapter 10 to 12.

In using these materials we would suggest the following approach:

¢ Do the overview section, chapter 1 to 3 first.

* Do the section which interests you the most, Mechanical or Architectural.

¢ Fill in your knowledge with selected chapters from the remaining section.

In approaching this courseware we decided to focus on the development of Lab material. That is

to say, material that can be done by the student at their own pace. In these labs there is a suffi-

cient amount of explanation to execute the lab, but more detailed background information will

need to be obtained from other sources.

If you are an instructor planning on using this manual in your class, we would suggest that you

prepare your studeats to execute the lab with a theoretical lecture on the concepts used in the lab,

before cutting them loose on doing the lab itself.

If you are reading the material on your own we would suggest reading appropnate sections in the

3D Studio User’s guide, either before or during the lab. '

Ihope you enjoy using this material. We would like to hear your comments and feedback.

Roger Cusson

Discreet Courseware Manager

roger.cusson @autodesk.com




Chapter 1

The User Interface

Objectives
After completing this chapter, you should be able to:

Identify the various components of the 3D Studio VIZ User Interface.

Navigate your model in 3D Space.

Modify the layout of the model viewports.

Locate functions and tools on the Pull down menu and identify the various command pan-
els.

Use time controls to change the current animation frame range and to playback the anima-
tion.

Access the Material Editor and Track View dialogs.

Access and understand various system preferences.

The 3D Studio VIZ User Interface

Let us start by taking a tour of the 3D Studio VIZ User Interface, as it first appears when you

launch the program.

Shape:
‘e Ameg
e O S A U it EECTN

e koo ool et Bl

(#ECREIEN

-3 ‘ AR e cn oK Roar | 8 B D JmarnmdEae
t ek e et mincts 1 e, 3. otem, Mewp  nrcen
L2 o B R £ T T SIS S RS | i e &N e



Chapter 1 The User Interface

You will need to identify the names and utility of the various components of the User Interface.
It’s important that you understand these names as they will be referred to constantly throughout

this manual.

The Main components of the User Interface can be divided into the following functional areas:

e Model Viewport(s) — The largest area in the interface where your 3D models are displayed.

e Menu Bar — The series of pull down menus at the top of the 3D Studio VIZ Window, just
below the title bar.

e Tab Panel — The area just below the Menu Bar that contains tabbed toolbars for various
features.

e Main Toolbars — The series of four toolbars which appear just below the Tab Panel.

e« Command Panels — The part of the user interface located normally to the right of the
viewports. Probably the most frequently used component of the user interface. Organized
into 6 functional areas navigated by the icons at the top of the panel.

e  MAXScript Listener, Frame slider, Track Bar, Status Bar, Prompt Area and Toggles
— The area just below the Viewports.

e Time Controls — A group of Icons which contain the Animate button and animation play-
back icons. Located to the right of the Status & Prompt area.

e  Viewport Navigation — A group of 8 icons located at the lower right of the user interface.
Used to change the display of the viewports and the model contained within the various
viewports.

Model Viewports & The Viewport Menu

The first part of the user interface you will notice is also the largest one. The area in the center of
the screen is where your 3D model is displayed. It’s currently a single viewport showing a per-
spective view of an empty scene.

Move your cursor to viewport title: “Perspective” at the upper left corner of the viewport and
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right-click. A menu termed the Viewport menu will appear, providing you with various viewport
options.
Right-click anywhere in the viewport to dismiss the viewport menu.

Menu Bar

Just below the 3D Studio VIZ Title bar is the Menu Bar which contains a series of pull down
menus. Move your cursor to the Menu Bar and select each title and note its contents.

Many of the functions located in the pull down menus are also located in other areas of the user
interface. We will look at the contents of the Menu Bar in greater detail later in the chapter.

Tab Panel

This area is just below the Menu Bar and contains tabbed toolbars for object creation and modi-
fication. Each tab represents a fully customizable toolbar that can be removed from the Tab
Panel and placed independantly on the screen.
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Many of the objects and modlﬁers from the Command panel have been placed here for easy ac-
cess. Later in the chapter you will learn how to customize the Tab Panel and rearange the tabs.

The Main Toolbars

Just below the Tab Panel is a series of Icons organized in four toolbars. As you slide your cursor
over the double bars on the left side of each toolbar you should note tooltips will appear, identi-
fying the title of the toolbar. Many commonly used tools are located on these toolbars for easy
and quick access.

Main Toolbar

Selection/Xform
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Object Properties

Rendering

== ED




