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{E#: Daniel Manahan

3ds max 7 ) 5 KL EE T 420 ZE R B RT BB . AT LA 3ds max (RYGRRARS R M4, TRl
W RN DA RBELF R, RIFLAH, B—BEE 3ds max 7 WA H A2
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1.1.1 Flat Shaded &5
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RIXFREIERE EIITE, A AN O T UERIGENFRES. Filt, MOhBrRmEa
FIECE AT eI SEBL Y o X RARHER I RO RIS A B LA B4k X AR B (1 1-1).
ERBCFRYIRRIRR, XA EE ™ E. SR, R RN L W%
U B BRE AT . '

Kl 1-1 Deviled Egg ff {8 A 5%



3ds max 7 F5ff) Flat Shaded 3R AT AR HIXAN ), XA 44T R BURRE IR, 475
RATUBEFEXZ(E 1-2).

7E Flat Shaded # X T, SbRLEA R MEME—FE. BIEH LT, BiREHERNREE,
MR EASUEMENEE. 57— MYSBRROMO, SRER ST L8 K EEERE, F
R FE LR BT, UURBRARBHIE. Ao, EakEE EH A E KRB BEN,
i3t Flat Shaded #E3X AT L SE AER IR ICBRAR AL MiEE AT, W REREE KIEH1E, sUIRAE
HIW BB E .

)45 Flat Shaded #:0, ZEMOMA LAA S, H M Other F3REFEFE Flat Shaded
B XAMER KT IS AR R, R AT LR 7E T Bl i P T A AR R AL LA A )
RHEEEEIXMER . At BIRA/E, Flat Shaded B T S B3 A 3T M A tREERE . 5 HAth
EEER—FE, LPRRERMEAZ XA .

RR:
40 R ATH Flat Shaded 42X, £ T+ % 224N, F &4 ¥ Edged Faces £,

B 1-2  ¥7f Flat Shaded R P A EME, B THE. ERIETHREMORERY
1.1.2 Walkthrough &=,

ML O3 KM 2 3ds max FEH LR ERRZHEIET . JLFE Camera Al Perspective FA
B+ 4 T Walkthrough 8=, itk THRHPBEI ML,

{8 ] Walkthrough #3518 2 MUK (11 Wi F2 4R #2800 A T LUGE A AR BT I
PR SERT I B, #E\ Walkthrough (B HREERI VAR, 24 Perspective B Camera # F#
WERE, R Up Figt. Btz sh, aTAEIRO#EH, Hds Pan View Bt Truck Camera %
HIFedE, SRJ5 M H SR P E$ Walkthrough 3.

T /& Walkthrough #EX# 51 T AIERAESIR:

o [MFIESN, f&fE W S Up 8.

o [EHS, #%iES B Down .

o MAHF), WA A B Left T8

o A, ¥iE DS Right 774,



-

o [ ¥, A E@aliZf Shift BIEIK 1% Up Higk.

o [ N 3N, #F C EaILE Shift R Down J7 48 .

o 7f Walkthrough # 3 T3 AR, RIR#&ME Up M Left F BT LLRGT M ZEBS. X

SRIEIRHEAE A B0 W 8B RE —HK. A&8%EHMme, NWasmHENKARnBa.

o THREATERMAFRKRZ BV LRBGBI, FREVRGRAERNEE: &K

ERBEVAZANR, TLAMES. SRERSREBHER, wHERURELR
1EH, HfifEAEBENEEEIAZSIHBRIEN.

o FH K Walkthrough BAMEE, AL FESR)TLMERZZR, mEHIRG

HREESE)AEBHRR. TURGENE, R ESE T REXMATEE. #T
Q A LIZERAEA R EH R Z MY, Wik T Z 8 0e UM EHEER 2 A
Y.

R FEA BB YLK Orthographic Projection AL TiEH R A, FB-ATE Walkthrough 3T
SAZBREIN, FECGELMEE. APLEARREBII R EEBINIBR. EEREN
BIEMMN R 5B BENEBE M RARER TN REERRE —HFRN. FRANEXHERKS
EMMRKN. AidsLhr b, Camera BSLH R AEBE).

TR
R a9 &, Walkthrough 2K R 46 F F4E4T Light 2, A4 Light #.9 5 Perspective LA
#2 Camera #LE 3E % 4810,

1. i{ A Walkthrough &3

7544 Walkthrough B 4 S2B7 Bl T35 S0 2 1, A% 565 — T« 4k, 24 Walkthrough
BBOER, FTA RBRERSICIO— M. FWanRET JLIkB3), R/EH%#F Undo 4,
MAFTBERIRAR KB 3, TRZAFERBI.

R
R EF ) AT, HERBEAARGELELFH, X3A T Walkthrough 42 X & F 38 444K
HET . TeASE TG R A AR,

T TE T HE R B 3 5 45 2 {F A Walkthrough 4585

(1) FTI AP i EN# LI Walkthrough mode start.max X4, @1 1-3.

Q) EEEBBHL, BE, RERKML Camera LH. EASNOLEY THRENKERE, 7]
LL{# F Select By Name Xti&EHE

(3) #TFF Auto Key & On, RGHEEIH 20 i,

(4) & F Up J7 Sk BE Walkthrough #Uig4H . AT LLFE Truck Camera %8 F#E5018
FHiRE, REBEFXNIIRE,

(5) 7E Camera ML O 3E5) AT, HEI=MEATHOK DR, Wk 1-4 fim. WTREFEA
THBUIEBE, UEHITEERS.

XFESTES 0 WIANE 20 Ml R E RN, Adirse, ETRELBREVAGBE), 2
ER—NEHEH, BT RUF-NMELETHEERTXHRETRE.



B 1-4  ¥iE Walkthrough BE5X,, I Walkthrough %4 . Auto Key %4 2%
FH, Time Slider 7 T35 20 i, AN ZxHERT 77 I =# %

(6) ¥AE W Bk Up ymEMai#s), BRI -—MAEERZIENEEVNAE, wE 1-5. %
¥ S 85k Down J5 w88 ) ] LMESRE ML 5B 5h . ¥EaEhnf B T IREALE .



B 1-5 BE=f%, FEREFLERT
(7) $eBI5E 40 W, Hazh bRl B AL T EREHE K+, i 1-6.

B 1-6 FECLEEE, fEE%ERTTE)
(8) MEHE), HFIFEMEEGIEANREIIE, WE 1-7.

B 1-7 Time Slider Ab7ESS 40 Wi, X EARRT —AKEM, B TR RIXAEE



ETENPBRESAHET XML, WRRCK BARALEXUES) Camera MO ],
WG AT BIERX AN FALE . TNk, 5B Time Slider #53h 20 11, KRB HATIXA

(9) 7EBLEISE 60 Wif5, fHH Next Key IR BEETE KBV, TUEILAES
£ Camera # D& K. #shARE A A BN T Camera MOKFE. RGHERZ BT BHHY
Rk B R .

(10) 7EZS 80 MiZFHEIA K.

(11) 7655 100 Wi AHE.

(12) £ 120 MZFB AT .

(13) 75 140 MIFBAAE.

(14) &5, FI% 160 M, ZFHRIBIEL.

(15) #ishm. BREVN ZSERBFELE —MER.

2. $ifk Walkthrough

BRIALETHEA B ML T — A F E4HR, ALt b i F Mah st
M T . MEFRBIREERBTBEITP LB, R ABRBIX LA kEm, RiEEH
Walkthrough T BEAEAN MBS . BREWT:

(1) TEGE RIS Key Mode Toggle, XHEE A 5% Time Slider #3h 358w L,
LMEXTAGHLEEAT L EIA%E. Key Mode Toggle 34 7E F A T A DK+, BINS 8
il

(2) R#F Auto Key TR T BUE IR, BIE Key Mode Toggle &4 3+ H] Next Key #&41i
g —AKEm, HIIBRIE 60 M. X, AAEFHREREIRETEX. E3LHF,
1§ hf B THREVARE K . ,

(3) MHALTE R CEMERMNBE, BEREMTXEREM L, BROLERE
ek,

(4) EMBEMZSE, <A Auto Key fl Walkthrough #3, XHBRARXESCIEFHIZE.

1.1.3 PIRHEIEMARIEEE

3ds max 7 P — AN HITHEER fe i R OR G H — S FIERI g a8, LR LUERA
FHIR AR E R R IT TR L M. B, FEZRTARZAM 3ds max #1, #%T M @A LTI Material
Editor. FRZEH AT LAFZF M 8K <P Material Editor.

AT LS A AR EE AT T 3 HEHE A 4R 4R 28 LE 2R 1T DL A Rl R st @k o< i, TR ST
HIFR: .

e ActiveShade Floater
Asset Browser
Bone Tools
Channel Info Editor
Clone and Align Tool
Display Floater
Environment and Effects dialog(1R$E#& 8)



