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o Z/b 128MB 17, BICHNTELE A 256 ~512MB, NTERIK/I3T 3ds max ZREEHY
BITEBEARARIW, BLAR R ATREY K RGN .

o BATVESH 10GB UL FRIRER, A&MAE R, ERAVEASSEM SCSIREf.

o —MWI{ER VGA B, BRI K 1024x768, 16 MAEREN, BRNEHA
16MB fEZ AR~ R, IR ERE a9, BoRAFFRE 32MB L L, 3ds max
5 3% OpenGL F1 Direct3D B R, H&MAW TR Heidi FHEIWE
#hix. 3D B ME R R,

gléd. A Ha#HEiAF] 1280 x 1024 ¥4 E 44 8HE, 3ds max 5 %%éﬁlﬂ-ﬁﬂ'é\é}%ﬁiﬁ?v
o bk, TURLRALF S, ; | )
e RS S 4 Microsoft Windows 98, 2000, NT F1 XP, By I NT., 2000 =% XP

&, FHEXBARSG LafrEfaE, ALK ERTIE, HETIE8RE,

1.4 3ds max 5 Pi¥uhae4

3ds max 5 AHH 3ds max 4.X fEREAIE, B, HREBRTA. B, TEERESE
A PTIRE .

B IhREAN TRRR ..

1. a4

#5435 /5 (Character Node): AR 5 LR B BT T — X R SCARHE XA TAER
K Bk B —REREtB e 2 A A T — ST RE A TR AIERA

B3k T H(Bone Tools): B3k TR AT S S s B RO T A 25

14 S S 3 i % 45(Set-Key Animation System): PRI E — MR RS E R R
e BRI RS .

J et i(Skin Pose): & X —/MRAERHERI B RRAE R, H B A AR B E 3 E A
B R R E R A,

# \/FE %2 E(Load/Save Animation): NS TRIRIR R, BAARERRE
TSR By B A S EE A s ES LTI Y .

2. 3

UV TE(UV Tools): —AEH IR UV, EERKMIGRPITHREHATI AKX TR
FE%, 3 FdTHF 2 (Flatten,, Normal, Unfold)f— 4R ST HE f SAL T B AT (RSO SE B TR

R EH,
% #% PSD(PSD Support): Jfl Photoshop #fiity—FEFE A PSD SO S A AT T

5.



F1E HY3ds max SHR

LA R KN N J 0080000020000 0080000808 08

B, HkisrimE,
3. BHEEELR

fir £ 15 B (Named selection sets): Fi—/E AR E I — 5 TEARANGTREN R,
B(Layers): HMEZFHMRGRTHRE—BEZESEE,

4. Ak

%30 TR T B (Polygonal Modeling Tools). ™ FRHY £ i JE i T BLIM5R T & H M fk
EHEAREFRE,

5. WHEIESR
SrER T Yu(Render to Texture): & Z:AUER FrAnADEH A 1B Fnie Yo sRECHENG B 3 F Tap
b EnRP.

1.5 B 3ds max BixY

/NSRS B — ST EERY, 1L R 3ds max 5 BOHHSR, K14 GRE 3ds max
5Bk AZAL.

3ds max 5 FHRE R AR Windows 5 @
TR, A TRRFER, T
AR, s mEm. REF. #5147, 3
IR A AR e, REFTLA
SERE. ’

TR

AFHIR-ANRRBGEE, HME
sk, BABIEHGET, FiE—
BEmFELRBEGRABRE. ME
Bk h RATHRE TN, b M
B HEHETRIREGHRR. FRIY
WEH. MR F. ki EES
AR ARHRFAR. SmFE A
. ¥ &A%,

} Tl RE OB

BIESBWT .
1) 3£ File/Reset fird, #n .
8 1-6 Fm , SRS 7E 1 I 16 FileBREM

stigtE b A, A,

e




