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(1) ACDSee {EREBRMNBIEHER

RED: ACDSee DREBGBNRELNENTORRMNE
SR ERR.

FRER: ACDSee (BRI BT TRIDEMRIE.
SHATRD.

TRERHNRER.

SZRHABLEBABEEN: BYP, DCX, GIF (B&E)
=), IFF, JPEG, PCD, PCX, PIC, PNG, PSD,
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=#iR 1 K00 3DS MAX
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3DS MAX RI5{I# Windows NT of Windows 95 &Y
—ENBRH, FIAMEEE—RBONRMSSTE, 0% 0
RV ERE.

RN, —REESXNNSRE: BERRERES (5
TERIR, HSHEHENEXRREDS) &, &NBRAE
RAUNEREE, IMREIEAMSBREHT. BREE:
BRAIARE.

2.1 HE—ItENELH =%
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Bl 2-1 3DS MAX F #f
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=#iQ A 3DS MAX
LRIMHAERRE, REEATRE., WB 2-1 BTk,

HPOTEREMENE ORNNE, ERARMNE=HE
HilmaeuREXg.

)

Top. Left. Front ilE: N=7TNEBRIERME,
BN x, v, z=THaRXBINBE, QNLIRHEHS
=TED. URBNIEA-TER, IANERCRE
HBT8BE, BLRUAE—TERN=ETaEELE
—HEHNTES YW, BEUB. BUE. EE. X=
TEOEYTIEHRNER=MAE.

Perspective B (EWRE) : EBEREAR
AR =%ZTENURYR. EANAENRE LXK
Wzhaly, —REERNBHINEENME, LE
R=ME, WEK S ITBNEMHRN=HEENER
RE.

22 Fe=FRERH

(1) PR
FBRER 30s MAX PIEER, XRBOHAMIT

HRE, YAERERATE - RA0SN, DiHSES,
TH-HEERREDT. ERENE:

Qaaa

a

File (N#)E&: WINHHITIRE.

Edit (RE)ERD: BTFEENREDRDOVE.
Group () X% IFLEHANIERADKIDE.
View (BHE) R¥: BIE30s MAX MBNEBIHEHE
IR

Rendering : BS5CHRNINE, BT RECKIRER




=#IRITAUD 3DS MAX

93, DARefERS video Post (MG NIE ) RERHD
R,

(2) TREmRE
REETHRIEBRRE, BlEQEN, IBEER
mEag). TEEREREINENY 7B, ENHE, T8

INREDBNE T, DA T.
a

EEXTBEIR

HEEX T ERMINERBENEPDENEESIEE
BIRTS, FIREBIRVERIXY S 6 1RILIRVEINAE.

M select Object (HEEME) REBRRNZR
2. U THEIEDRgeRRED.

B select Region (JEfE. BE. FMMXBHER)
X=ERAVEER—, DRI RQEXEKiEEDN
o

B select by Name (ZRFRER) HEHREHOE
EP R EEIEBIDERAR.

M8 Named Selection (HVEFRE) THB—
TEREESFHiEHL :
AME cclect Filter (EIRIUBEE) TUNKSD
B3t mprit N

RSB TARR

B seclect and Move (HERSHBZN)

B select and Rotate (EESHEE)

Bl select and scale CERSHRD

# Lock select Set (EIPEIE) THEATE
— TMURETIRIE.

WARE TEBIR




=R AR 3DS MAX

£ 3DS MAX PRE—TIENLIEFRAINTaURIE
BB IRE =2 E VR RE D RALFRDPINK KR
5.

frew 2] Reference Coordinate System (SEAMG
R BHTIREDER, 2T NS ELR:
® view (MBYFRR) M xHERRKEHG, yIHE
TEERD, T zH80LRE.

@ Local (FEYRR) ARABREEIMEES.
® world (HRMIFR) BRA=HTEXRIIR
R. TEEBIEE=HRITBEN. Iete. BINFRIE.

@ screen (BRANRR) TOBENE, BEAR
R xBRFKELE, yHRREEHG.

® pick (IBERARR) TLIBRETEME, BERE
MBS, RIE=HTESNL

® pParent (RAKR) RATHABRERXR, B3
ik MB R MR-

@ Grid (MBRIRR)  BARMSBEOME REE
PLEc.

B Use Pivot Point Center ({FEBESADMN) 40
AEEADDNERRE.

M Use selection Center ({BFEEREDNS)
B rransform Coors Center (THRAFRDING)
HRIARRPVDNBEER.

¥, Restrict to.. FRASVRRV=7L
ROOOESER, BRHREEE TR LHT.
BBXTRBR

# Render Scene (BBHR) BRPHIIFE.
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=#EIR 3T KD 3D MAX

# ouick Render (RRBE) TRRPIESEIVIE
EEEER.

Mew 2] Render Modifier List (BBXRM) 75l
TOPIFEEE,

# rRender Last (F—RBEB)
EREXRETIRENR

M select and Link (HEIBIHER) RBRTIMEE
BRRXIXR.

# Unlink Selection (HEIMiEHE) HrBUEH
B, BOMEDERXR.

8 Tnverse Kinematics On/0ff Toggle (&M@
BN REHA)

B Bind to warp (LHHNSE) REEHMHERR
EEH=HRR .

HitTERBIR

BB RRERIRA.

8 undo BO—4) HEHLE—REE.

N redo (OE—) WMEL—RERE.

B Mirror selected Object (BBEFEMEK) X
ERPARERENBRRNBREN.

Bl arvay (ROISH) TEBIEIOERSHTES
=4. i

B align (UF) FBTHBEIFDL.

B Track view (FULME) BUSHIDIME TSP
MBER/E.

(3) MEIRERH
FMFRECTRNN\TREEMEIERGH.
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=#iR A0 3DS MAX

8 zoom (EHME) NENBXBERER. R
B T BB X 5.
# zoom A1l (BRHENE) TENRERAEGIE.
B zoom Extents (MBBAEREA) LEWEA
FEMEEYERENEA.
B Zoom Extents All (£FPRBRKER)
Region Zoom (XKW XKEH) ®“BE—ITEEFR
BT,
@ pan (¥18) HEMNBRBHBMHIR.
# arc rRotate (IFEHEY:) FERERE.
Bl Min/Max Toggle (MMBEYREAA) BHZHIM
B,
ERENNRIBNREYINER, BLtabl T IRERH.
# pDolly Camera (HEHIBEN)
8 prerspective (EMl) BENHNSHIAR.
@ roll camera ([ERBEN) PEREBEENEE.
# rield of view (BENF) RBRESVONS.
8 Truck Camera (ZBBEHN) KPBIIRENEX.

) INBRIERH
HVEZIBREFNEXRM, RLTERTCE TUELF
mﬁ& ENBTEIRE TNRNERIELLA.

AN UIRVEBR HIRUAIMTTR, SRR

2B S E.
¥ co to start (BEE—W)
8 previous frame (EB@—f)
® play Animation (EBWzIE)
I stop (BILBK)




— 41§ T KM 3DS MAX

¥ Next frame (FIH—I1)

M Go to end (FIHPIBRE—W)

H Key Mode Toggle (RFPEMET) WOBRRAX
R BRBZ.

Bl Time Configuration (Z@IEIRE)

@ Toggle Animation (RBRERCERH) HH
THMBHNEN, BREEH. RAERIMTCER, B
{E <2200

23 HIEHR

3Ds MAX REHOWRORERE, EREZINEREY
RELANDSEREXMN. aSHRR—PIUEBES
BRORRER, [ EHEXASFTEXSENBPRE.
IRERETDSEERHENNGSHER. UEREHSE
KRXSFEN, TRTRITRNTSHR.

O Create (BUDS)

EHSEDRBEN. ©CHINEREND PRI SHIIE,
A=gypkEil, “ERE. BFRNIES. HFE—RY
B, RENTURBHIME.

&5%h: M ceometry (AKAN=#&), H
shapes (B%), M cameras (B®M), ¥ right
(%) , M Helpers (HAN¥PE) , B space warps
(zeEiReh) , W system (R#) .




=#i93 AT 30 MAX
3 ZHEFHEAN|] :

fr 3Ds MAX THWEIIKZNE, BANENEBNIRIE
T, ITER-BRN=HTEEE, BRIV HZHER,
f 3Ds MAX D, QUUREHSIMKETDRVDRMEME K
BZHBE, DO BERE=ERRT HR I RGNS
BEH .

WEILRIMIR—BREE—-TERN=EE. BITRE
HXF—IEER: AOSY B LS, —TRERMLE
FE NN

B5%, Bii—1T 30s MAX DHNERER: FORIES
BURE—TNRMEN, Ry, GIEETEELE, BESL
WAZE T™IGRITIRIE, FRERm A,

(1) Create / Geometry / box , FBR#RE top
REIPASHENE box ,

BELR, AIH—TEE, B, LBz, BETR.
MRS 3 — T a5, W\ 3-1 FiR.
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=#i% AW 3IDS MAX

(2) ¥iA Paraméters / length - 200, width
- 200, height - 10, / Length Segs - 30, Width
Segs - 30, XBRBBKHERBAN. EHE,.

(3) & Name and Color MRFERE,

(4) B Perspective , %% Smooth+Highlight ,
= EDETH, SN A RRNHE.

(5) Modify/ Noise ([P ) / Parameters /
Strength - 30.

(6) Parameters / Noise / ¥%#% Fractal / Seed
(®3) -3

X0, WA ARE 3T .

(7) MAEFNEFEY R . Create / Shapes / Text
HWIA 3DS, :

(8) # Front 97T, TEF 30s HHEAMEE.

(N BLNFMEEE. Modify / Extrude
/Parameters / Amount -20.

(10) HAMmIERSE. MERERNBINEE 3Ds A
DRHEN—TIFBEEMERBANINE, CAEBEENRS
EONBEBR. miE Material Editor E—MEIR, £
ARE=1TEFF Assign Material to Selection, M
YHARR NIV .

(11) BB TZ1B8IMH . £ Time Configuration
/ Animation/ length - 150, MEB TABREKE
}0/150 .

(12) REESMONE. M Select and Move , 1B
MFEEBLBRESHRT L.

(13) BOAFE. Create / Geometry / Particle
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S# 2K 3Ds MAX

Systems / Snow / 7 Top MBPH—TER (TER),
BB RKTF Box01, \FE Select and Move B TFEBRAIF
WEFEHUE.

(14) £BEMNAH®. B Modify / Particle
Speed (KIS EE) -3, Timing / Start - 50, Life
- 50. REEFE Emitter/Hide(RBE).

(15) Animate / (I¥BER 130/150, RFERINE
IWRED. %P Animate /5 3DS MAX RER AN, XN
NEHNBIRERENEP.

(16) X Animate , MECEGLAENR—TINES.
XA FIKBE— . File / Save /Ok.

(17) EzhEEl, TEUETE. B/RKTIA.

BREYR: EEG TN Play #.

FEMWE: Rendering / Make Preview/ Create,
XU EE FETR—TRE D R—THBE, BBRER,
fm Play 810, OBHIXRBREBZ 3.

(18) {#13. Rendering/ Rename Preview / Save.

PSS File / File View/X4ZONEENE.
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= #i% i KU 3DS MAX

; #7500 e

3DS MAX B— T =HIKNBNANY, TRII=#Y
HEENDSEHRLERBBx E—LHENREDS, B4
EREXN=—HERBEHZEHRNE? “EBFGSHE
BRABNEREBNEX —SHBERABESRERENG
.
B #HEBF
0O BUST _#HER

AT Create/Shapes , AHEEHMBIBERAT EE
Circle. Rectangle. Text. Line., Helix ({REE)
SRR _HBE.
0 BT _4HBRESHESHK

EKFEIEP, ET_4#BRFERRRIGIE=4R
AN HEX. FURINER—-E%, ELIEEIPERN
Bh, X=—#aRER 4B AE6N.

(1) File/ Reset

#¥EHEl Start New Shape FBHFNEE.

(2) Rectangle/ Star

BE—TREN—1 8, IBHATBRENLTHRE

(3) % start New Shape

REME, BEE—MER. hEHEERESINAER
NEENASKS.
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=8 KM0 3DS MAX

THBENF

HINE _#BIER N I SR E =R UES SRR
B, MHSHSEERITNRBDRPONRETHHSER=
gl B BEMTERS R _HRPTERER=#
B, RIECHBIUGNERFREZER SR, XLg
VESIRR D BT B0,

0O RNATEEHE=Eail

(1) FIeFBr

® File/Reset,

® Start New Shape.

® Create/Shapes/Rectangle.

® Create/Shapes/Star.

(2) HUF—gEER
® Modify/Extrude,
® Amount - 30,

B 41 FVER SRR
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