


3DS MAX 5 35352312

XJE kM mE

X FEHRH#
it =



nEE N

A BB HEF 2 PRI EL LB AR T 3DS MAX 5 1ZhRE, £ 4538 12 B4R, 2 H AR
T 3DS MAX S B9& FhIRELA & R L BRI SR T, HB T 13 MR LR B A #

APRZHIARS ZRRARREES AR FE QRS E, EREHA EELR, REESENE
SHFWEMBCENER B, AARRMSK AN TREEE S,

A% R 3DS MAX 5 #IT=4RH AN R TS I8

RRALFT &, BIEN R o
FEHAMEFTEXFHRAL BB HIRE, TIREETBHE,

EHE% B (CIP) ¥/

3DS MAX S #R L BIHAR/XINE . SRR . —dU5T 4 A2 AR AL , 2003
ISBN 7-302-06473-3

L. I.OX...O#. .. 0.=4—shE—EBKRME,3DS MAX 5—#H
IV.TP391.41

A B 34 CIP B 5 (2003)% 019732 &

HORR # . ERKE AL (LS 5 K22 25K B L R 45 100084)
http:// www. tup. tsinghua. edu. cn

HERE: X B

ED Rl & bR R RS

& 1T & FHEBELELRRGR

: 787X1092 1/16 EQ§K. 24.5 =2#. 560 F=

: 2003 4F 4 A 1K 2003 4E 6 A% 2 KEPRY

: ISBN 7-302-06473-3/TP « 4866

: 4001 ~7000

: 37.00 75

A S H FOH
S % dn 5 oMo



I

]

3DS MAX(3D Studio MAX) X & 5] 4 % E. 274 2] T 5.0 #&, 3DS MAX M3 ik 7
ek & B M A k%, B HRE R A T 1B R AL H S Windows Rt , & Windows 4
HARE S EF B ER 1.0 REIS K 5.0 ) Rir 25, £ DS MAX S A # A
EIBRNFE EEFE, A TRERE BTAHE-ANRBG HEFRAH. L
A B0 M

APIZERRAEAARBNBALAMESGNBA,LdEREAS—F —FF I
Ao, TRBF— NG I Ft 00, ERTFHSHIT T REZFENRSA LA TEE—
AHT, BAMEL LR ERL T U SRS —FHEI NEER LB B ER
3DS MAX 5 898 —F ik,

ABPHRRFELERZRNAR IR, REREHEELFLA12F, A2
ARHRANFRA M T 3DS MAX 69 & A A5k, Bl Bt o2 A K oh 8 69 B B, i il if B Fb 4k
%M@éﬁ%‘ﬁ’ﬁ\#ff%lﬁﬁ& ZNBEARK, FEENBT OFHERVE” KA. ﬁ:

7 EARART BRI TR BT AR AT A T RN
ﬁ.—’\“iizt.év VB DATE 13 A R e R At A,

AFdfe st 24, %E BEH ANAERBTRPEBKT Ry T4, 34, %
FBARK IR EEEFA DED FEE KR SAE S T2 %k
&ﬁii\iiﬁﬂ\?/;&u,n%kﬁuo\%-%‘«%ﬁéj\Pﬁéﬁi%ﬁ"ﬁﬂéﬁ#ﬁ%dﬁﬁi&%
H AT B RERRF R T AR T, L —H kTR,

REAFUERSFHHOBARRBOUNGZBRRMERNTE—HKH>NET, AL
HEFRRGORERT ALK A 122 F kb kL EE FER

BEFEL

% %
200342 A



% 1 :'_é‘ 3D Studio Max 5 EE{'H .................................................................. (1)
1.1 3DSMAX5B4JZE% ........................................................................ (1)
1.2 3DS MAX 5 BYZFITNBETRT Al +orrvererrrrreerrnmrermiiiiie et e e e e e e e e (5)
1.3 3DS MAXS5 B‘Jﬁ‘é’ﬁzbﬁﬁ .................................................................. (8)
1.4 3DSMAX5E1@@D ........................................................................ (8)

1.4.1 3DSMAX5E]’§%D$5}% ............................................................ (8)
) I -3 - < T (9)
) O S = I (18.)
1.4.4 ﬁ]‘/?\ﬁ*f( .............................................................................. (19)
1.4.5 m@gﬁ*&@ﬁ:fﬁﬂg ............................................................... (23)
1.4.6 ARERE PSS FTAS B S BB MBS TS v veverv v (23)
1.5 3DS MAX 5 E’J*%ﬁ*}’i%’]ﬁﬁ%f’ﬁ ...................................................... (23)
LT B 3 - (24)
1.5.2 y&%i’ziﬂ]ﬁﬂé§$ ............................................................... (24)
L. 5.3 B S B e (26)
1.5.4 %zﬂﬁﬁﬁiﬁ_ﬁ .................................................................. (26)
1.5.5 EXLZ%?M’E%HW’E?T%YF ............................................................... (26)
1.5.6 :@%5@»% .............................................................................. (27)
1.5, 7 AR A e (28)
1.6 *ﬂ@mﬁ*ﬂﬁrﬁj ........................................................................... (28)
1.6.1 ?ﬂ[ﬁﬂﬁ—ﬁiﬁ%ﬁ ..................................................................... (29)
1.6.2 m@ﬁ%ﬂm%%_% .................................................................. (30)
1.6.3 fﬁﬂi*ﬂ@ﬁfﬁﬂlﬁﬁﬁ‘%@]ﬁﬂ? ................................................ (30)
L. 6.4 B B e (31)
1.6.5 ?Zﬂ‘ﬁiﬁ .............................................................................. (31)
LT R T B e err et e (32)
1.8 %‘@Jﬁﬁj{(//b{ﬁ ........................................................................ (32)

g2 =§=_'- E*ﬁgﬂﬂ ................................................................................. (42)

2.1 R RBIRLIR e e (42)
2 Ll R R R e e (42)
2.1.2 %ﬁﬂ:xﬂ-%jﬁ]ﬁjgﬁﬁxf% ......................................................... (43)

2.2 BENIEEAS U RE G oo e (43)
2.2.1 5—%;@;)‘”@@;;@@ ..................................................................... (44)
2.2.2 P RBIUARIET oo e (49)
2.2.3 AT e evee e e (61)



o - 3DS MAX 5 ¥ % 3E ) #F2

2.3 %%ﬁﬂ’]@ﬁﬁgﬂﬁﬂi .................................................................. (66)
2.3.1 E%ﬂxﬁ% .............................................................................. (66)
2.3.2 BEARAE e (67)
2.3.3 BB et e (68)

2.4 BBIREERS - e (69)

2.5 {%Ej{%!ﬁﬁ%gfﬁﬁ% ........................................................................... (70)

2.6 %Z;:g&xd—%mﬁul ..................................................................... (71)
2.6.1 Extrude(FIfH) coreemmmoriiii i (71)
2.6.2 Lathe(iﬁ'l) ........................................................................ (73)
2.6.3 Bevel(ﬁ']@) ........................................................................ (74)

2.7 %Z;zg&xd-%g/\]jml ..................................................................... (77)
2.7.1 Bend(FEHH) oo e (77)
2.7.2 Taper(fﬂﬁlj) ........................................................................ (77)
2.7.3 Noise(uf‘éiﬁ) ........................................................................ (78)
2.7.4 Boolean(?ﬁfﬂéﬁ) ............................................................... (78)
2.7.5 Loft()'ﬁ(#) ........................................................................... (81)

2.8 SLBAIHT : TKEEEE o et e, (90)

2.9 SEMIATHT: SETE coooovevrrrere e, e (93)

2.10 /44 B TR vt e (110)

g3 F {FH Edit Mesh iﬁ"ﬁ'%ﬁf%@ﬁ ................................................... (119)

3.1 %xﬂ-%ﬁ?;@%@ﬁ .................................................................. (119)

3.2 m*gﬁ%gg%ﬁ,ﬁ]@& ............................................................... (124)
3.2.1 ﬁxi?iﬂ‘%%fﬁﬁﬂ ............................................................... (124)
3.2.2 @?ﬁ-%ﬁggﬁjﬁ .................................................................. (129)
3.2.3 T RTBBULRHER - cvorrererorimin it it (132)
3.2.4 RIEBIEIARIBEE oo e (134)

3.3 7,\;1‘;,]5};]:}? ERER SR HL oo e (136)

Fge = NURBS BB R oo (156)

4.1 %Ziﬂiﬁ ................................................................................. (156)

4.2 NURBS BT 0 X o eoer ettt (159)

4.3 flEMgE NURBS B2 ovettrimiiiiniaiiii e e e (159)
4.3.1 B3 NURBS B e e (159)
4.3.2 {¢F NURBS = 5 T (160)
4.3.3 BHIEIZRBT - oo (160)
4.3.4 f&2 NURBS BRI S BIEEFRTER oot e (160)
4.3.5 f#H NURRBS T EFAOETIE oo, (161)
4.3.6 @U@ﬁ%xj% ..................................................................... (162)
4.3.7 @[J@EHQ)%:F;@% .................................................................. (164)

4.3.8 @q@ﬁgm%;ﬁ% .................................................................. (169)



4.4 NURBS FMBEBAEEE  oorrermem oo (175)
4.5 NURBSE*%B‘J&ZW*U&* ......................................................... (175)
4.6 SCHIATHT s PDUR cvovereererrr ot (180)
BB AR BRI AR oo e (191)
5.1 ZHATHBHTEFIRBETA oo (191)
5.2 SRR . BB e e (194)
HOE FIBEIREBEE oo e e (212)
6.1 FEAMRIREERS roverrrtrrtia e (212)
6.1.1 #zigyui%@ ........................................................................ (213)
6.1.2 7KS{ZIE-*‘:L$H$EIEE ...................................................... (213)
6.1.3 BEIIK crvevermee i e e e (216)
6.1.4 T RBBELIK o ooverraeriiii e e (218) -
6.2 M—}ﬁwjﬁgg .............................................................................. (219)
6.2.1 ﬁ]ﬁﬁMAXﬁ'fﬁﬁ ............................................................... (219)
6.2.2 AT B et e (221)
6.3 %‘g&ﬁ;ﬁ— ................................................................................. (222)
6.3.1 BRI IEMICHER - vvorrrrmremeere ettt e e (224)
6.3.2 Blend(?&%)ﬂ’ﬁ .................................................................. (225)
6.3.3 Double Sided (XUTE )BFJE <+ verrereremrerarntiiiiiiii e vieer e e aeene (225)
6.3.4 Ink’n Paint (BBIK S MET oo verererree e, (226)
6.3.5 Matte/Shadow (BEIR/EE F)IMR - reererrmreeeerermiernernnieeiessnnnens (227)
6.3.6 Multi/Sub— Object(%/%ﬁj’%)ﬂ'}ﬁ .......................................... (228)
6.3.7 Raytrace(JELRIBIEEIVRTT  ocorrvrrereieriniinen it eeeaans (230)
6.3.8 Top/Bottom(_t/—FJ:')Hﬁ’?‘ ...................................................... (231)
6.4 SEH4ET BRI ET oo (232)
%’75 *umm@;ﬁaﬁﬁﬁ* ............................................................... (237)
7.1 1;%%5@ ................................................................................. (237)
T1.1 PR oo (237)
7.1.2 m,ﬁ@ﬁ:ﬁ;—u%ﬁg .................................................................. (238)
1.3 BB R v e (242)
7.2 ﬂ]ﬁ@%h—gmﬁ@;ﬁﬁ .................................................................. (246)
7.2.1 THEIABARIIIRE B STREE o oo evvrnerrieireemin e et (246)
7.2.2 mﬁ@ﬁiﬁ ........................................................................... (249)
7.2.3 B SR o (250)
7.3 ;@Jﬁ.*ﬁ Al et (251)
%’sﬁ ﬂﬁ'ﬁ*ﬂﬁ{%*ﬂ,ﬁ]ﬁiﬁ% ............................................................... (270)
8.1 J;]‘jlﬁ;fgfiyﬁ ................................................................................. (270)
.1l FEERELR oo L (270)

8.1.2 %%?@ﬂ ........................................................................... (271)



VIV - 3DS MAX 5 ¥R L pl#AE

8.2 {Zj‘lﬁd{y .................................................................................... (272)
8.3 BT vrrerrrre e (276)
8.4 qzq:ﬁlﬁ .................................................................................... (284)
8.5 BHBLHIFREL «ooemrrrrmmeem e (286)
8.6 ﬁﬁﬁ*ﬁm ................................................................................. (287)
8.6.1 Target(ﬁﬁ_?:‘ct)*ﬁm ............................................................ (287)
8.6.2 Free( HHFL)AEHL «roovererereeiieii i (290)
8.7 SEHIAIHT: BEPIEEM oovvverrrerreeriartirin e e (291)
OB B GHIITSARTE - oo eremere e e e (298)
9.1 EQ&E@@H@ .............................................................................. (298)
9.1.1 {E%lﬁ:?{ﬁ ........................................................................... (298)
9.1.2 Rendering Effects(?ﬁﬁ%&‘i%)ﬁ‘%ﬂ ............................................. (300)
9.1.3 Atmosphere(j(/ﬁ);‘ﬁ[%?fﬁi‘ﬂ ................................................... (303)
9.2 Eﬁﬁ(‘ﬁ%ﬂ]ﬁﬁ ........................................................................... (314)
9.3 *Iﬂﬁj;—éﬁ}; .............................................................................. (315)
9.4 ;@Jﬁ}*ﬁ 1 1T T N (317)
%lﬂﬁ b T 2y 2 T U (326)
10,1 BB IR e e (326)
10.1.1 ABGEGNIE - revrverererstn e e et e e e (326)
10.1.2 H‘%*ﬂjj]@ ........................................................................ (327)
10.1.3 E,ﬁfﬂ@&* ..................................................................... (327)
10.2 Track View( #1580 & R (329)
10.2.1 BB ARE-HZRIRIBBT I --covoverrrrrreieie e v ceenaaas (329)
10.2.2 BB ESEIEBE- e (330)
10.2.3 AL BTN »rrreererrrrntetaereiii it et et e e (331)
10,3 TBEHZR - - e e e e (332)
10.4 ij]@?;ﬁﬁi"]%’g .............................................................................. (335)
10.4.1 TCBIEHIRE coeerrrermrar et e e e (336)
10.4.2  Noise(BRIE ) FEHI B oo e (337)
10.4.3  Path( BB ) Bl B e e, (339)
10.4.4 Look At(FERL)FEHIRE coovrrrrerrenimianiiiiii i e, (340)
10.5  ZEH|H - s o o N = T (341)
g1n= FERGBEFNFARIEIIBER] oo ovvverremrereramnrrreae e reeeeaenireanens (345)
11.1 FKUIEEHEBZN) cveevrrrrerrei e et e e (346)
11.2 TK(BIAJIBB)  revvrrrterem i e e (348)
11.3  ZEH45347 . Eﬁ@gﬂﬁjﬁﬁ@@j ................................................... (352)
%12% FHEBTNI v vervvrromrr i rrttatsitee e tiera ettt at bt et (356)
12.1 ﬁ@ij]@féjﬁ ........................................................................... (356)

12.1.1 Character Studio HEiR  ovtvrvrveeri e (356)



12.1.2 {35 Biped HITE BB BE cveeeeerrerrerrmmmnnrens et (357)
12.1.3 {E};ﬁ Biped fﬁM/'gj\%%%fjJ@ ................................................ (361)
12.2 ’%’ﬁ%%% ................................................................................. (364)
12.3  SEBIAMAT . BREERU/IN A -oreeroeermnerserann et (365)
iR 3DS MAX SHREEGE—JAIE ~orovovrrriiiiniiiiiiiiiii it (373)
1. EREEREEE - coreermrrmmrrrr et een e (373)
2. ﬁ,@?ﬂ!@@%ﬁ% ........................................................................... (376)
3. MRS HEERE o e (376)
4. ﬁﬁ(&hematic)*ﬂ@’ﬁ&ﬁ%ﬁ ............................................................ (376)
5.Active Shade JRBEEE v v veriii e e (377)
I = < OO (377)
7.NURBS %ﬁ'ﬁ%fi%@ ........................................................................ (377)
eI S O B S = T PPN (378)

O UVW I B R - e e e (378)
10. B‘Uﬁjﬁ(Reactor)‘m%% .................................................................. (379)
11. Active Shade(Scanline JHREEBE - v ccovrimeiii e (379)

12, R R B - v e (379)



513 3D Studio MAX 5 F&als

Toit i F 4K BT R, HREE¥Y 3DS MAX 5 X8 s i, BT 24
S — LR T # 3DS MAX 55X MR, T A B2 T0 3k 45 i3 ANk o [RIEt oz
ZHLE 3DS MAX 52— REWE K #Y 3D A5l Il VB 62 ; RIS B T X A 3K
HEMANEENFIRENEN TR LA 2ERNEKR FE T 3DS MAX 5 B9 T/E
TR, MIERIE— 1 3D R M) E R EA SRR TE T 3DS MAX 5 #57 | 47 R K
TR ZEFIAESE B T IR B M SR B FE T MR T 3DS MAX 5 B9 — L85k
e, B B VR PR IR 3DS MAX 5 M TYE 7 B R T i =4 5 A0 E S st
AL R RIE IR = S AR B LTRSS, AFERN T REX LI @A
WM ER, BRI EER B EE 3DS MAX 5,

1.1 3DS MAX 5 fyZe3t

WRHBHATE 3DS MAX 5 M EEARFL B R (AN ENEAR FEGME) Bk
BHAIR LR 3DS MAX 5, BRI IEMRE 8, REERE M LT Setup. exe X, R
TEHATHARRAE, FALENEE 1, PRRFRENRS, & 1.1 R, 8
Fﬁﬁﬁﬁﬁfﬁ@"l L,lﬁﬁgji&’fﬁﬁi?ﬁi&%ﬂ“xﬁﬁéﬁﬂﬁf?ﬂ@ﬁ%o

For Standalene Inztallation

| Instell 3dz max 5 for ur-.ialone or trial nde.
| For network licenzing ple 1e8 your netw

] Insy Qui ckTime. 'I:ius iz raqui ired for using ]
(E,! the 3z pax 5 OuickTime plugin |
|

F L tall DirectX 8. 1. This is required for using |
| s Direct3D display driver |

Instell Internet Baplorer ©, This is required
Ie | for using the 3ds max 5§ on-line halp, and the
ot [ S T SR

28N Install Twbo Squid | 6 Buy snd well 30 models
b i -md.3ds aax plugins from this onlime

' g F Admanistrators Only
{Ei‘ In 1d1 the Aute de!k Licenze Manager tosls and decuméntation Bum this
Ed

wctly an the work llﬂtn sarver bafers running the Nelsork Setup
I'uu—d

| Lamnch tha Hetwe kS np hur-ﬂe aﬁcur a$hud&p1ﬂ)v-ml !r
E .f 3ds wax 5 and 1 axgociated plugine. For a admin

i e, o e
| Vien Eeadile File

R i : |

Bl TEIEE 1




r 3DS MAX 5 ¥% L fil# AR

A H@IH L, LS 3DS MAX §,1 /\tc%xhﬁ 2 H’Jﬁﬁﬁu@ 1.2 s,

(& 3ds max 5 Setup - =100 )

Welcome to the 3ds max § instellstion Wizerd

It i recommended strongly that you et 3l Windows programs
before running thes setup program.

Please clore any programs pou may have nanving, and ckck Next
to continue the netaliation.

WARNING: This progren s prctactad by copyright law and
intemational treabez.

) of this program. or any
wnmou.uw'«m nmml.\dmnumm and
vl be undet law.

MK

Cancel E

View Readme I ;
E1.2 ZEIHEE?2

BFEBESHERE 2 P HY Next 41, Hjmﬁﬁxﬁﬁﬁ 3, ﬁu!:%l 1.3 iR

Software License Agreement

Select yowr country of residence

AUTODESKZ 1% a) X ﬂ

BEEG, HAFERETITHX.
EETTF IR RN A SMEAFRRFENTIRE
EFBAUTODESK 47 TR BRI .

PR IE A TR AR TR ] necont VR ST, A BISEA T

To instell 3ds max 5, you sust sccept this sgryement If you choose Rejact,
Setup #il1l clese,

Print I gecept l I pejaat 4

Hext 20 4] 0 geaca |

F1.3 REHEES3

B T accept 4, fF Next AR ] FPRASE , Bty Next #2041, i L3
4,38 1.4 Fimo

& 3ds man 5 Setup

$erial Number Dialog

Please ente: your setial number d iscreet

1f you have sready, puichased 3ds max. pleass locale aeiad
mrbuwcoﬁeyu\dmmnu\esm Wmhﬁe =
b found on the cutside of ;ulmped\.age

lim!&awmmwgmmwwﬁm:ywm
sslent Newd 10 instal o "cu can purchase 3ds may
. ‘selecting the 'Buy"wnnwiﬁxmam ;

Sein Huanter [226 - [19791979
key [asaoso

o | ] e |
P 1.4 Z%NiEHE 4

7E B A SHIEHE H 9 Serial Number 1 CD Key £ F# AFERE B )5, B Next #
LB ATEEXTIEHE 5, Il 1.5 iR,



% 1E 3D Studio MAX 5 E:AH

User information
Enter the following information to personaiize your rstaliation.

=151 =
et

TERZIHIE S P WASI GBI, B Next H4, ¥ A KB ERE 6, 0 1.6

Fr7s o

Destination Folder

Select a foldar whete the appication wil be instaled
The Instalalon Weard sl
loidess -

Tochange .wmlwu,aanbmmmwmm.

e

o fold

v aict x|
discreet”

s flea o 303 max ekl

e ol

D\Z'Hunaﬂ

B:wwa . Bigwee
Whe InnataonWizeg® S =
<Beck 1 Mets | Concal |

Bl1.6 ZEXIEE6
Bt 3HEHE P B Browse 415

Select Instafiation Type

Select the dasiiad installation type.

b

The. - M“'é““f”‘::v“ S T
 Feskres rtaed ke s ahtate ot e

, Hy Next #5041, # A L2EXHERE 7, 108 1.7 B,
|
tdiscree

t

solecion  ecomurenced o ok s Frouaesptalsd
o S o ks e wive e,

B1.7 WEIEE7
FEXHANE %4 Typical &I S

WEEF Y Next #41, FE ERN &%
1.8 FirR,

iy Next 840, BEA T — BB, Sdizn
BIF. EXZERTE B L %R EHE, 10



-4 - 3DS MAX 5 ¥ % L H B

OIS L

Cach. e Firneh bt o med e wsttee

g
1.8 LM 8

BFEH TG, BN ENITEN, BREFASE T 58S 3DS MAX 5
Pl AER . fEX SRR Y P, 5B 1T 3DS MAX S WAl TR F IR, F
A B R G RFERA A B R PR . S LUE F P E MRS 3DS MAX S [atHg
AR E MR, NOZE TR T B B BT XA R AR LI R, &5 )
REFEMELE THA, SHESR R,

BIF &35 LUE , B—WiE T 3DS MAX 5 RYRTR , RS0 B 2R BT 35 HE
1,408 1.9 fi,

|

et v s Bt 0

nax & T
2 i g T T pepy—

B S e e e iy

H 1.9 BRCHEEM T IEE 1

AR R I A DA AT AU B M, B %4E Authorize 3ds max3
BT , B Next {241, H BURAUCES M XHELE 2, I 1.10 Fiz.
discreest BOEALET, B S STRLAA, i
Register your Autodesk product

P ausm aolec: a0 spsor and ook e
 Ticgrbnr s authaze (391 01 suthetzation codsi
;_ﬂ;hm awtherirating core it e an 3 rhry e ol

AMRaNIIBCr e S0 b Gt 1T B your cole o ML e, Sulodesi e

‘l:l_]ﬂ;‘] 1 avni

B 1.10 AR EM A EHE 2



%1% 3D Studio MAX 5 HAl * 5.

TEXTIEHE P 1%#E Enter authorization code T )T , iy Next &4l , i ABRUCIEEM
XHEHE 3,40 1.11 oo

discreet SR A SR O M nas. e

Register your Autodesk product

Swdhirst s &
Serial Momilyn. 276- 19791573

TJequenl Code D0E0 1784 2642 1700

|
|
| Anthoriration

i Flrase yebec] Country. wror sulherzaton code a4d cick Meat
|

|

Sabect Courtey:
[ =rm |

Al boun awtw 1 Tondy

I

back| mert| cacet |

1.11 AR EREE 3

TE Select Country FHIFIFHE Pt Fr#E E %, 7E Authorization Code AR A
BARISSG , a5 Next 340 B0 A 52 SRESACRE TNt

B —Wia17 3DS MAX 5 (BHE , ¥ th BLEMR UK 312 B X5 4R, 10 1.12 LR, #*
XEERE R, B AT RIE BT B ALY B e e 4 R 10 B IR 0K 3 i B , — M %E#E OpenGL
I, B OK 40 R0H],

Graphics Driver Setup QSR

® Softwar
< OpenGL

" Direct3 vanced DirectdD l

" Custon I : j

OK k_] Cancel |
Bl S R e L i

1.12 BRI shiR B SHEE

1.2 3DS MAX 5 898 ThAE &

3DS MAX 5 £ EF LT L EHFHDIEE,
1.Reactor( 52 Rz 3 ) #&th
E MAX S FHE R T Reactor ik,



P 3DS MAX 5 ¥§5® LB # 2

2.Character Studio( faf2 T{EZ)

EL22K Character Studio FHEE| T 3.4 fA,

3. AR

AT LART 3D MAX X% , X FFTH 1) 3D MAX 4 B¥FHE
4. MEEREE

HAFRMET RIERMEEREHE RS
5. Combustion T{EMZE L H

Backburner.

BRI LLRA MAX 5 5 Combustion TAEBERE H .0 .
6. EREBEFT

® CHFORT MEEIET IR, BRABEEA N, RA B L UE B RKE,
AR K H T 68 T FEXURA ] B HR1E

® ERBRAEEMEM,3 MHSHIA 3 N EIERR . NN, TR f R 2
BREER,

® HEHCET, R [ E A — IR, A BIFROR XY XZ.YZ BHAE R, 10 R B
BEPE ERR=AE, RENEELOIER. MREE -SSR, REE
W AT B — R TR AT LA T o RABERNISH/FAE®T,

7. B

MAXSY R T ZNFEETHR, FEAFUTITE,

® K SKHEERE  F X5 ARG B X I AT DU K (Grow) 848 /)N (Shrink) o

® TEINEFE: 1 (Edge) Flifi # (Border) ] A3t #E U 15— B (Ring) 1 V [5] — &
(Loop) o

O SUIFEGEFERSLIRFE I : 321k (SoftSelection) 71 T ¥ 85L& & 7% (Shaded Face
Toggle) Polygon KUK UMAAEBOHT 1 & il Be#s 1 89 7 2, (Hinge From Edge).

8. ¥R/ H

® UVIH

BT UV RAH ORBTELZNEATANES B 3 HARMBERFR (F
B ARIT) IS H TR B TheE, 8 5 e SC B s B E o vl R F 5 T 1
% R HVERAERE L AR B 38R Rk A W e B et R, R TR R AT
¥, I BARFR DB B TIR A G055 B KIRE T .



% 1% 3D Studio MAX 5 i .7

X PSD

AT A2 AR . psd SUAFEUERRIEE, F BARB AR, REZET — 14
e IZ - psd MISCESCIFRERT LASERAT OEIE B BRI B L AR M B IHE €

Toons ¥ J&

MAX S PHMKFERRMERNFEBEGHEARN, XRTLEELHME
(Ink nPaint) #9855 3 SCHLAY , AAUAT LS BUSE A0 R 15 M BRI, 7 5L AT L SE R SL R %
RAMFEBRIBEH R KRR 7 Ink'nPaint EFET P, P EBESHBAME. 2
w AR CEURCERER, A EM BRI FERR,

Advanced Lighting Overrid( 2T Y6445%)

XA S Advanced Lighting (BT Yt 58 ) ShBE B 57 18 fin 8 4 iR 24 Y SENENE
T @M KR R SHASRER IS, N — AR E T,

LightScape MTL

RAUTF LightScape I CEER RS, #5414 =M Advanced Lighting Override #81,

9. KTHUREH

FOEIT 8 MR AT AR, I T Photometric R BRI 2%
BY:IES Sun. IES Sky.Free Point/Target Point. Free Linear/ Target Linear. Free
Aree/Target Aree,

BLLE B, MAX 5 WEEEMBARR, HEEMT LR S Ve &
KEVTHABES . X MTBRTWRHE R R ER CC EEERE TE AR
ERFEATURRNELSH =45 T,

Render to Texture({H 3 AAUHR) T LAZERIFE 0 WIS X S QI B T L i = E R 40
BEBH, SRS Render to Texture BITHEESC I, 38 1 KE BF HFINMRERRAFESR
AEERNGR. FENSEETTLIRE 2 MBRFRMEES, e s —
TR T LA BR N EAENE S U5 5B AR R e,

Advanced Lighting(BATY6) MBI, MAX 5 #8600 7 i F 4 5 5% B BE 3
o Light Tracer #1 Rodiosity Th €, ¥ 5] L 38 33 plug-in manager T REFF i3
BRI MIEM

R ER Adv. Ray Traced( B R NLRIEL) HLER B Ray Traced Shadows #j
HEFHNSERY.

Area Shadows(IH A% ) MAX 5 H MR EENINEES —, BOIeE R4 &
SOLRBMRMBEIIE . BINEE A 5 FRTRIRIEME,

. Zhig

HBU# HY Function Curve Editor( AR TrackView) 36N 7 TsREBL, FHEHBE
NEBFRBHNE,

#7118 Dope Sheet Editor 8 344858

U T B BB IE R R,



-8 - 3DS MAX 5 $§R LI H 2

®  Skin Z R AEMTHRE R A 5& , BRAE W] LAET AR T2 A0 E , 7T LA ST 491 A SR J
BNEME,

® FEANT SplinelK Hi%R IK K%, FEHIERIELR .

® F1HN T Character A B3R

1.3 3DS MAX 5 VRIERIE

3DS MAX S H#ERIRINT -

BRI E BT MRS~ S R .

BOGEREN TEGFEMTAE.

A IR SR AE AT 4 BB U Z

MR A R RGP FE S R B R

TACE AT YEAERARA B BIAT O B BAT s AT Y480 B 1B

B SR P (6] s AR S S B A S BB  shm e 4% N B .
EH . SOMEME F 5 B E YR T, B ERME B 5 54 .

1.4 3DS MAX 5 9&0

3DS MAXS B A EAR BT — KRG TR, ek A —LEANTL, B8R
PET RSB Z T LA O O ST T LA B R R R 3 e 45 4 2, (48 P e i
B R 8, M AL . R I A IR — 4~ REAS B9 3DS MAX, 7R 7T BB A3
BRI BRER— N8, XR Discreet 24 8 NiM-AH R LT R47 80 W
F—K R AT R——BF B 0953 1, RE DL 3D AR RN E IR i T4
KRB AEBARBIT 3DS MAX B RE , B0, R R HE G, TEETLE
FEA R, SIRER KR R AR EE SR 3, T 3D B 2R R L B A
o

B2, XA R T — R, M1¥ 5 R A 5 BOX Fh 4 B B 2 09 BB A LR 5] Fk
B EF IR EIEMLITHRER IS 4. (N, Sd #h 3 48 3DS MAX S f B
RAMBEARHEBETAEEL

1.4.1 3DSMAXSHIBOHE

3DS MAX S IBRA THER E WA 1.13 iR, A TFTEILMKSE, &8s, TA
. AeER . MERMRERR K., RS, BRI, NEEHRLE . . FiEE
AR HI X



