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i CD-ROM

O TEARESR “3ds max 4F@EBER" PR

HETF Windows RS HHUBH 5 HABX A
Plug—in,
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Artwork Source Data

R RATH B RITEER R AL 3ds max 4 1mFTH (+ max) FIEI AR R IR MG TE .

/Theme_01 . 4 Maps, 1 Scene, 1 image /Theme_07 ;| 3 Maps, 1 Scere, 1 Image
/Theme_02 . 4 Maps, 1 Scene, 1 'mage /Theme_08 . 1 Maps, 1 Scene, 1 Image
/Themme_03 . 2 Maps, 1 Scene, 1 Image /Theme_08 . 12 Maps, 1 Scene, 1 Image
/Theme_04 . 4 Maps, 1 Scene, 1 Image /Theme_10 , 7 Maps, 5 Scene, 1 Image
/Theme_05 . 13 Maps, 5 Scere, 1 Image /Theme_11 . 12 Maps, 1 Scene, 1 Image
/Theme_06 . 34 Maps, 3 Scene, 1 Image /Theme_12 . 7 Maps, 4 Scere, 4 Movie
/Treme_13 , 11 Maps, 1 Scene, 1 Movie, 1 Sound

/Theme_14 . 11 Maps, 1 Scere 1 Movie. 1 Sound

Free Modeling
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A B i MR ARBRREXAER (129 1) R BREXHERBI3)
B} Y. BRFEE(93D) Y EY. BA EASRXAERO264)
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(104 ) W KERXER(321)
HIEM: T RANEXRGRE (40 1) mMARRN: IR, FRAXAER06 1)

RS H3f BTRAARMER(46 )

Movie Tutorial
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Movie Gallery
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Plug Ins
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8 3dsmax Patch 402
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® Brazil-Renderer

EENMRAMEAERE. TUBEWMERE—
PERUIT e % B Light Racing 3R . MEHM4FH
% % Splutterfish 2} &) () /b (www.splutterfish.
com) Al LI B B HIAHKER.

& Brazil-Renderer R 5E B IER SR -
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C:/3dsmax4/plugins) Bl 1] E L &4 .

8 Camera Map Animated
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H .

® Gravity Plus
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BAUE—EMHEARAENRE USHEHH
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® Linked Xform+
M # T JHH {I Linked Xform I fig.

® Map Blender
BRAEEE R

8 Mask Modifier

P G E Y A T2 B Modify 8% .
ENRATEANEABAMAGRKBRK¥EER
Modify 74, BERAEREASEAZGS.

m Mesh to Spline
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m Object Deformer 8 Particle Control

MAERYBTURES —PEHERERER. #  EdREGRONTUEENESHF—EY
RXATIEERATTUSHEAT EE BB ERME 5 .
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® Object Texture
ALY E RN A EEEM. FAED R
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® Particle Spline
HIE Spline BENFHSEY, FHREITHE
Spline RZHIK 7S KBHE., Ha%.

® Particle Texture 4
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& Real Flow
VR AR i R R

® Remove Uvs
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& Scatter
SEE T RA K Scatter THEE.

B Spline Modifier
&4k T IR H 1Y Edit Spline Th8.

= Stairs
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® Trans Plug-in 40
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® Unwrap Plus
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| Vertex to UVW
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STEP ‘ B SDERSHE

A2 A, EEBARBETE. B, B, AESHRERRLPRANRENLT.
b ALE R ) RER R B, BRAE B4 AT LUBIME H E RS R 3D BB, #*
AT EAST LA T, EEb LR, IESE R FERAER RN 3D TR
B, I7E 3D TAERNACDERENEEFFNAE, BAREBHEALRE
BE. FRAEHERAERE,
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STEP e % F3D Studio Max 4

3D Studio Max 24 140, 000 ZLL M 3D WitE T AEHEA 3D 4IEK M. EE#. 3\,
EREFFHHEAHIEEHENDIRE, 8 ZNETFH —ARFERET Y.

Autodesk 2 B 1991 FF K KA T HT DOS HEH) 3D Studio #AF. 76 PC Hl BN ET LU&IfE
IMFEES, EANEEN ST —3. 3D Studio —EH R BE 4 A, X 7i&EN Windows
BEREMTZNAHAMERRREE R, AT RRE A REREB R TR A ML H Kinetix
FrA, HAE1996 £ 4 FHEH T 3D Studio Max. 97 FH#EH 2.0 BA, 99 FHEH T 3.0 kA,
EHEE 2001 1 H XHEH T Th#Es# K # 3d Studio Max 4.

3ds max 4
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A 3D Studio Max 4 k132 zh &

BRE BAERE 3 EER, BIERNREEE, BRARBHACMULI. REFRE
AR AT & E E LR R BT URBREI, HLRRLIE.

3D Studio Max 4 FILLibiX S A AR L. HEIREFANEHEYHEE, HBTFAHE
MG RERE. SN FRREFRERRULBEIOLE, B2 BRENER.
EREMT AT AZE S AL BB R h A LB, WEAEREAR, TUHEEEIEST.

= Modeling: 258!

3D Studio Max 4 AJLUKIME & Fhiik, MRS KEBEEWITLE, BREGRBERHNAYAE
Ak JUFATH AR ESRE FY, AT LLEIEH K.

« Shape(E#)

g HMARNESR. —REYELOTFEEY, BHETRE=GSTH LHLEEE. BER
TIFseHE & SRR BB T S LB B2 A Loft. Extrude. Lath %6y 4R B HIRL 4 E
% .

Shape to Mesh

* Primitives(Z A 31 {4k ER2)

1o 5 SR BV R AR T RIS, TS A K Hk(Box). ERYA(Sphere). [EHE
(Cylinder). &R1&(Tube). [FFF(Torus)E 4L {4 & (Standard Primitives)F1% [HifA(Hedra).
5 4 K 77 h(Chamfer Box), 5% E#E{5(Chamfer Cylinder). ¥ 5 (Torus Knot)&f B4
¥ (Extended Parameters).

Primitives

A%
)
> p 5, . 4

N
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= Mesh(M#)

EHERIENVHRNBRAERESVNS., BTEAS N =ARKRBELINE, AR
ZY R T Xt % (Sub Object)——TH 2i(Vertex), 1D1£E(Edge), M(Face)t§ B HAAEE—EY
L. BARBZENMTPEHE SR —TYEN, FUBKZERERAENFE LH— %%
A, H#ETRH Mesh Smooth &4, AT LLEERERARKMNYART.

* Patch(EH)

it % = A B E INiA T H A2 8 L ) Bezier Handle, AT LAKSTE T B4 A& R REAR 19 B 15D o
FiLAS LN EERNFE, BIRTLSERISL Y. RSB ELLE Mesh YA EE N
¥ . {2 Patch B¥FE L4 RFLHY FREEME, FLlEkelIEEZRK M.

+ NURBS
NURBS {4 ## & None-Uniform Rational B-Spline, 3LFr L R#AMFRRE . RFPATL(CV:

Control Vertex)Hf BRI, Jy kit 8t gk A I FF I LARIL . B DAYME RO B 25238, (B
BN A, RBEENMERROEERER, FEILERRNTRETEILRHEE K0 R

7.
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= Material: BF# /R

# Fi(Material) FF A F R R IEHE, TREBPRE. REMLEHE. FHENRENM Y
BASS, BT REXESERITULEYRA AR RRE BN, HERRINAKL

B2 HIH

Edit Material

W TAHFR TR RRENLOE, RITFAGERE. WEOEBREMERNREN L—ZHE
SR R, 7R BRI & R B TR b R T LA PR WS B, AT L7 0 A R AR TR I e — 0
(Diffuse Mapping), =& it##kf—#7EE Y (Opacity), BEGEAET LAk G A R R

(Bump Mapping).

Mapping Bump Mapping
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