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(W) %, FICIEFEW—FPIEE, XBREBENSYENRIRER, HLMERINTH
L 5, WA i%IEHE Raytrace RLRIETNEED) ; WRBERIAD A& ZH KN E =
5, WV i%YE A Multi/Sub-Object (£ MRYMANLE) .

ARG, TR R — R R B, G A BRI B AT DL SR A AR R A
B TRk, —BRBTEZEGE, wx—RHF, ATRREAZIEENE. MY
I Pl A B R )

123 Lighting (KT#)

AR, T M RIGE LG, RN RS E T S SR R, BEERRR
TG, TR, =4kt B BLss t RaEal, 1T, v
BN, EH. RAURT D, FEHT AT e T
AT CHARR . S D R SR I [
AT CHERIRAT . e IR T U)o
7 . T DR MR R B RO R . il 1-10
Fi. FIRCSCHIT—RE, BATDAER R, TR, BE
PR, AT LI E ST T (R, it ‘
3575 5 1 (KD A AT ) T L B 7 LS R e BER AR
Bl T AL RS RS (BB AEER Radiosity SESTREEAAS) | ULBE —
A 24 B R A E BRI . o T SRS AR, Ko P [ B — e 4
W, BRI ARCRE . EAABEANBCRE, REEDE.

124 Animation (Zhig )

41 cel (FEBEHR) zhlCLLr, THEM
BWBATEMME. HEN 3 E— &EH
Keyframe (G MBS, Bl wEshmEE
(A 2 i P B A % SRR K AR — %
6]) ¥ E WL, T O 8] AL b v SEBL B 111 HEHE
ke, XL N Interpolate (HR{E) . WA
1-11 fizs. KT HSMAHERER, SENEEE, 4R RKHH)EEELL Animation
Curve (Bhilifhsk) Fax. shimphskBaREE (WD , BHZS)EE, ErTLLAS)E
ek FF Hah i B 8 ag, | TBkEK. Track View /& 3DS MAX {12 i ith 4% 4 48 2% -

(:y_.




125 Rendering GE#)

ERHBRABNRBIBRSREED R E, MXLHTERERAGTER. HA
RNMGEAE, EXERBRERHRRE, RTUEHRAGEE, HEHEEEARE,
MEFLH R BN EmE—REhE.

HERHMERBERE, E$RE Line-scan (ZHWBHR, W 3DS MAX WREKD .
Ray-tracing (tZZERERT) LAK Radiosity GBETREEIES AR, 0 Lightscape Y& §4k44)
%, HIERRRAK IR, BTN R ARSI . BT 0IE S 284 Softimage If) MetalRay
F1 Pixal 24 5] ) RenderMan (Maya tBB’Z% RenderMan 75 %44 tH)

@ﬁ%%%kﬁ%%ﬂﬁ%A%%ﬁ%ﬁ%ﬁm%ﬁ ﬁéHﬁAﬂEﬁmﬁﬂﬁ
LBRF AN 2. LA THESESIE ISR RN, Ko7 AU
RIEBWOHARIL R, TRAEUBERIENNER LA ECHERS RS, MKT
HZEERE N Lk, BB —FIE, FRELESRRENE.

EEXRIBNEHM. TRESNERL, 85 LRIWBWT.

BB \-ERAMEN AN EZETANEREEE, NEEBRNOSAREELR,

. —ERAIHEAN B FE AR SR Z R A% R R — BN
EZEBEANHETEOEAABLZAMGEESE. M50, KEBOXER. TR L%
FRRE-BEAENBENEIERE.

RE: FrERBEUR—HEXEEANIIEE, FHRBTANGEMIREHLENR
SR AR R G 2 R AR E X R

B FAHMER—H, BRAYNEESLAEHE LG —FHTE, 2.

B 1 EE T, HEHARET. 1. &, ENEE—EREEEE, ThE,
P — R E R,

B REMERRERS, AXREPEERETHE.

A% X ERFETERBNSROWERE, XEELETREIEE. —BIOER,
WA bk, REENEREROERER.

Bl MHEFHE B EE.

" J3) 3DS MAX 4.0, a«mﬂu 4\&%9@%9% tm@uzﬁ??r

141 FIRANEETY

3DS MAX 4.0°BRREZE T Windows FINAER, B THEIEMNSKMEE, B0
RAFPREMEENNAERFAERAR. AFSE, B UL (User Interface) & /{8 %%
1T THEMBR A, ME2, RERNBSNEERFELEINEO.



