3ds max 8
=L EETH

Infs B M & &

S EEMEER ﬁﬂmgas%@aAmm
 EERROMEHRERSOMA

Vg

o [ Ak Ak 44 KR 3 Gy b A ST R
China Forestry Publishing House * Beijing Hope Electronic Press

www.cfph.com.cn www.bhp.com.cn



RERT

XR—AL M 3ds max 8 MEREIR, BEAREANANESE,

A5 HK 6y, UFE 18 %, B 1~14 ENNA 3ds max 8 IERBEAF, U— M EARKLH
ARFE, AR T REE. MRRGE. {16, ShEHE. B31%. ¥ RE. FEYR. Video
Post WS /5 I BE AR ERNA. B 15~18 Filid 4 KRS BI T AT TH B # B Rb AN T & N A .

ABAFEGSE, RAWHSEE SN RS Ll e BamExmin, R
R ] BE 4 TE 1% 2] 3ds max 8. '

ABERTRNVEINENE &Ml AP, WEATEEHXEWIRAE, EaT el gt
Pigmid A 5 LA R it SRIB V¥ RAER .

ABRENH AR B I O T b A

ABEMGEE (CIP) B

3ds max 8 T2 H¥FM/ ET(E, MiNgEE. —It
e PEAKHERAE: bEEHEEFHRME, 2006.6
ISBN 7-5038-4251-2

13.. LOFE... @%... NL=4%—zhE—E Rkt
IV. TP391.41

o R A B R CIP B (2005) 35 133949 5

HiAR :

R
RAT:
[2/8
21}/ &
Eix 3!
BgK:
FH:
¥
SE 12

O kAR #E (100009 JERE T FEIREX XIHEEHE 7 5 010-66184477)
Jb R A T H ARAE: (100085 JE R HdEEX Lih 3479 S &REEEKAE C & 611)

M Hk: www. bhp. com. cn
JERTT R ENRIA PR A F
EEFEBELH

2006 £ 6 HE 1 K
2006 £ 6 A% 11X
787TmmX 1092mm 1416
35. 75 (B4 27. 25 ENgk)
827 F%

0001~5000 /i

68.00 ju (AL 1 5kN68)

Hif: 010-82702660 (&1T)  010-62541992 (|I7i)




L W
O /
(LN %'o.;‘




¢ VN m

B

:
i)
-
.
£3

. 1
\;‘n"v e

2
v U




A







L]

Al &

e R L RRF R & kR =SB mfl {2, 3ds max BBk &FHHR, &
IR RREEASAL, 3ds max SEMEALLFAMFEMAKRE, 48 3ds max 83
KEER. shmfiE Qe Iht, itk OV B A R KR K Yh 5ol &5 & Tl E £ R EAUHE
R, BBA PR TR A ZA KT FI R 5 &0 R B it & A RESSamy T e, RERFEMETIM, 3ds
max 8 EREMIRME]. MR, EM TAMESIFANEE, BHRBOBTNEHIGE,
FRAF PSR KA Z B th A i R — 3 T FRY B IR .

XFF 3ds max XHE—NEERRH) ZHRM, THONGLERE, EA—-FS-E 1000
B TRERE RS, REARRENDENORECERNE 8, RMNARRKEILRA
BHRB L E MBI ATRELMIANA . B3 RSN LM AR, H%>) 3ds max 8 Mg
FLRAY AR,

A 3ds max SEIERBEHINBATF, UM BERIEBAKRIE, #0FE T HR
e, MEUGE. AT, ShEHE. Sa%. BHHFRE. HRMR. Video Post i
PR WL BB AR FAE

SHEEER AN NRERRTL, SEEANEERENBARNHERY, CEAMYNNE
RFEF EA-NTdk, ZEHEARTREZARERE, EEMNE-DPREES TR, 6l
TR PR AT —HHR LIE, REZRMERF G MU RS H K, €A, HTE
PR ERBRE, ERER=HPEOIEEREA, £ HEHA -EHHE,

ZRIAFBORERERK B2 TIRERL LSS, ARAAEEENERDK, FLAK
B REE L AMBESARNT, AEROAEDA, dRAERSISIEEEZRMATE THA
2z,

HOFMERXEBEACHEEH 3ds max “HZABREMAIRMIEEL.

FAHEHERME. HIRKE, BEFA. FEW. X, BE. 7. EF. .
XA, RSN, BRKE, T, BFE. WP, M. FE. TAE. Rk, RRT. Ik,
BIUH. Wt R, BEE. A, FEE. BB, EHK HE. DT BIE. R
WEE. FER. BWE. X, £, Fh KER. RBERS5TABNHS TE,

ABEHSHERY, RETHEAABMH T RBOH, BHILE, AELBHRS
R AT R SF BT TIEA R KRR R IR BN RS,

&



ya

s
e | Contents
] 1 0 [
¥ 1% BIF3ds max 8
#1E 3ds max 8 AEMED . .. 2
1.1 3ds max 8RB AMS ... ... 2
1.1.1 3ds max 8RR ........ .. 2
1.1.2 3ds max 8MYAREMEE ... ... 3
1.1.3 3ds max 88yzhmE ............ 4
1.2 3dsmex SRAELHRE ........... 4
1.2.1 3ds max BT FHARE ... ... 4
1.2.2 3ds max 8EAREAT ... 9
* . : : 1.3 3ds max 8F—LeR AR E ... 10
e o o 1.3 W&pEEAR ... . 10
e e 1302 ERBRER ... "
e o oo 1.3.3 THWRTH ............ . .. 12
DR 1.3.4 @A .. 13
oo o0 135 WHFIR ................... 14
DI 1.3.6 BREHNE ... 17
L 1.3.7 BHEHINE ... ... 17
1.3.8 LB, EKEhMHER.. ... .. 19
1.3.9 BUBREMFER ... 20
2[— V4 g 21
BELS 21
H2ipy OIEMT
2% 3ds max 8 HyJLIaTRFIRE
ER 24
20 FRENEE . 24
200 PIEmtR ... 24
2.1.2 Box (F#&) ............. .. 25
2.1.3 Cone ([E4).............. 26
2.1.4 Sphere (EK) ........... ... 28
2.1.5 GeoSphere {ZiAFER) .. ... 29

NN N N NN NN

.6 Cylinder (EH#&) ..... ... . 30
7 Tube (BOE)............... 30
.8 Torus (BAER) .............. 31
9 Pyramid (PU#EgE) ....... ... 32
.10 Teapot (Z£F) ............ 32
11 Plane (¥Em) .......... ... 33
A2 KB2. BA .. 34
VYRAUa& .. ... 36
.1 Hedra (Z@EE&E) .......... .. 36
.2 ChamferBox (fBIfaF{k)
ChamferCy! (fBEHE) ... .. 38
3 OilTank (jhi{k). Capsule
(BBEE) FnSpindle
(GeBk) ... ... 39
4 L—Ext (L&) F1C—Ext
(CRtE) ... 39
.5 Gengon (Zihfik) ... .. 39
6 Prism (B&H(k) ......... ... 39
7 SEBI3. BER ... 40
3ds max 8 PR BIEME . 42
O BERBIMES . 42
.2 Line (%®&Y) ... ... ... . . .. 44
.3 Rectangle (%B6F2) . ....... ... 44
.4 Circle (B)................ 44
.5 Ellipse (#&) ..... ... .. ... 45
6 Arc (BIK).............. . 45
.7 Donut (B @) ........... . 45
.8 NGon (Ziaf) ....... .. .. 45
.9 Star (BEY) ... 45
100 Text (XXA&EBY) ... ... 45
A1 Helix (88384 ... 46
.12 Section (#@EAY) ... ... .. 46
A3 X4 KEREE . 46
14 KBS BIfEINEE L 48

R A Edit Spline RiBHEHKE . .. 50



2.4.1 NERMMEEREL ... 50
2,42 HEEBKRHGE ... ... .. 51
2.43 BERERMERE ... .. 53
2.4.4 BEGSERHRSE . ... . 53
2.5 ERWMRER ... ... 54
2.5.1 AEC (M%) ©&.......... 54
2.5.2 Stairs (BK8) ......... ..., 55
2.5.3 HfhaRyms .. 56
26 UNE .. 56
BELS 56
EIWHE EESWR ................ 58
3.1 BWAWREEXBEN ... .. 58
3.2 BHRMEK ... 60
3.2.1 HREHEXARE ... ... . 60
3.2.2 HmRENHHMTEEIE ... 63
3.2.3 36, HIMEMEKRE ..., 64
3.3 BEEXER ... 66
3.3.1 {FF#¥H Creation Method
R 66
3.3.2 XH7. HiEEE .. ....... 67
3.3.3 fERAZMHRTCIRIKHE... 68
3.3.4 HI8. HIEEAHME 70
3.3.5 MENKNEREES ....... 71
3.3.6 3tBI9. SETSRAE ... .. 74
3.4 TRHEBEMNEK ... 76
3.4.1 THMEENLBRY ... .. 77
3.4.2 SEEEHHEAR ......... 78
3.4.3 3110 HiEkBRE ... 81
3.5 1. BT (MAEWR) .83
3.6 IH12. KEHFR (B
) 88
3.7 NG . 98

B X | ae
[ [ [ [
BEGS 98
ELiE RESNIE.............. a9
41 RBEXBEHART ... ... .. 99
411 FRmEEeRE ... 99
412 REBEABERNE ....... 99
4.2 RBLABREHHEXRES 107
4.2.1 RESUB/HLAMME ... 101
4.2.2 Object Space (X&RZE|g)
#0 World Space
(t57ssiE) ... 103
4.2.3 XMEAXNRIIRAEFR . e ee
ERRBESHE ... ... 104 o o 0@
4.2.4 FERWRERNBHE IR
BRE. .. 104 o o o o
4.2.5 {ERRBENRER ... ... 106 ::::
4.2.6 BBRIBRE ................ 106 o o o o
4.3 ARRBBBBOEAEG 106 . . 0.
4.3.1 Lathe (HE%%) HIBHKH.. 106 | o o 0
4.3.2 Extrude (fifh) Wi
-5 C S 107
4.3.3 Bevel Profile (ghek@If) 3
REENE ... 108 7
4.3.4 Bend (Wih) MIMENSE .. 108
4.3.5 3XH13. BRBRH
(Taper WREAAR) ... ... 109
4.3.6 HI14. K¥E (Twist
REBEI®) ... 111
437 HI15. Mk (Noise i
B’ 12
4.4 HtvREBEABOHER ... 115
4.4.1 Wave (FB) REBXE 115
4.4.2 Melt (Mit) MBEXSZ 116
4.4.3 \Lattice ([I#%) WBEXFE 117
4.4 4 316, Bk (PathDeform




V4
) 2
Contents
11 1 ]
BB .. 119
4.5 BT, #HE (BRABREE
RE) 122
451 GI@FE ................ 122
4.5.2 GUEEHE ... ... ... 124
453 HERHME ... 125
4.5.4 QURAEEF ... ... 126
46 ERFBE.................. 129
461 ERBHHB .............. 129
4.6.2 ®HIB. ERM\.......... 130
4.6.3 ®HI19. RitEXK ... 132
4.7 N 137
St ORELT . 137
: :: EOH ®gREE. ... ... 138
e oo 51 PRIEERME.................... 139
St B ARRE 139
o oo 5.1.2 HaEME ... 141
::: 5.1.3 3£f20. HIfEEH ....... 142
M 5.1.4 HEMRA ... 145
51.5 TR ... 145
5.1.6 321, $ESR ... 147
T 5.2 EHAEE.................... 151
5.2.1 BTHRHEX|E .......... 151

5.2.2 {#&HEdit Patch RiBENFE . 153
5.2.3 BEHAM&KARSRMAR ... 163
5.2.4 sE22. B4k (Surface

) 158
5.3 BAMEBM. . ................ 162
5.3.1 ABMUERE ... 162
5.3.2 HERE ... ... 163
533 hFRHE ... 165
5.3.4 HRTEE .............. 168
5.3.5 ZHLKEMTERE. . . . 167
53.6 SuB23. HIEH ... 169

L LE

54 NURBSEML .................. 180
5.4.1 NURBS MAMEAN........... 180
5.4.2 NURBS g @ #1NURBS gh4k .. 181
5.4.3 NURBSH&TRAMEKR ...... 182
5.4.4 @@ Curves ... ... 183
5.4 5 4)@iN%4E Surface ... ... .. 185
5.4.6 @24, KHBIEIE
(NURBS &) ............ 186
5.4.7 NURBS @ 9% (2]
HMMEASE ... 187
5.5 NG L 188
BESS 188

W3y MERLE

MEREE .. ... 192
6.1 MAREBHK/............... ... 192
6.1.7 BAME ............ ... 192
6.1.2 HMRRBB|RRLE ... .. 193
6.1.3 HMREBJBIRE ... .. 194

6.1.4 Shader Basic Parameters
(BANESE) ... . 195

6.1.5 Basic Parameters (¥
B8) ... 197

6.1.6 Extended Parameters (3 f&

B8 ... 199

6.1.7 Super Sampling {#B%R
BA) . ... 199
6.1.8 Maps (R5@) ............. 200

6.1.9 Dynamics Properties (7]

FRMM) 201
6.2 MMEMKH®............... . .. 201
6.3 REEER. ... 203
6.3.1 RAE&HFR ... ... 204
6.3.2 2D Maps (—#EREMAAY) .. 205



;gsa

B %

L [
6.3.3 3D Maps (=#asmER) .. 207 BRE) .................... 252
6.3.4 Compositors (S REEZE) . 210 7.3.2 Advanced Lighting Override
6.3.5 Color Modifiers (Hif2 (MARBPEHR) ... 253

7.3.3 Shell Material ($p#E#AHR) . 253

6.3.6 Reflect/Refract (K8 / 7.3.4  Lightscape (Lightscape

MR .. 254
R 211 1.9.5 nka'n Paine (B
6.3.7 B2 HE ... 214 MR . 254
6.4 HMEMEBNR ............... 219 7.3.6 XH32. k@HBKMH ... 255
6.4.1 StfH26. BEW............ 219 7.4 mental ray @3 .............. 257
6.4.2 XGI27. PpiEE............ 227 7.4.1 mental ray & ........... 257
6.4.3 3CHI28. EER............ 229 7.42 HIERMHER ............ 258
6.4.4 SHI29. FTR............ 231 7.43 SIESER .......... .. 260
6.4.5 SofI30. MALAIKER . ... .. 235 7.4.4 XML KMBIN ... 262 020,
6.5 AN ... 238 gm NEE L 264 ° *
BESST . 240 SXET 264 o v v
BTE BWAME............... 241 - o
WaWH il se
7.1 Raytrace (ﬁﬁﬁﬂﬁﬁﬁ) ....... 241 ® o o o
7.1.1 Raytrace Basic Parameters Eo¥ HEBE............... 266 * * *
{Ray—trace A S¥) ... .. 241 L . : : : :
7.1.2 Extended Parameters 8.1 mEmicEuEe ... 268
VEss ............. 242 8.1.1 =hEMEMIR ............ 268
7.1.3 Raytracer Controls (348 8.1.2 Hitezsh@N—MIR ... .. 268
BEESES) . 243 8.2 3ds max SEHHEFIK ... ... .. .. 267 e
7.1.4 Maps (B&@E) ............. 244 8.2.1 HEOSER ... ... 267
7.2 WMEMBE ... 244 8.2.2 Track View (BhiF®)...... 270
7.2.1 Blend (MSHE) ........ 244 8.2.3 EFh@EE® .............. .. 274
7.2.2 Composite (&RHE) ... .. 244 8.24 HBHEK .............. .. 278
7.2.3 Double—Sided (WEHEK) .. 245 8.2.5 EEhIeHIE ......... ... .. 281
7.2.4 Morpher (EFHE) ....... 246 8.2.6 XHI34. FEMHE ... .. 289
7.2.5 Multi/Sub—Object (X / 8.2.7 HAEIRA .............. 296
REBME) ... .. 247 8.3 mhE%E .................. .. 300
7.2.6 Shellac (i) ............. 247 8.3.1. JUTEHHE -
7.2.7 Top/Botom (MR/RE) 247 43, jmesmE ... 01
128 RES. HEEAR . 28 833 HEHE ... 302
73 HbHABEHERE ................. 252 8.3.4 H¥y=my ............ ... 302
7.3.1 Matte/Shadow (&R / 8.3.5 MmEeH®\ ................ 302

Ads may i



4

NG
=)
s mas ¥

Contents
[
8.4 SLH35. /NEREHE ........... 302 0¥ RFRZgHS@EHESE ... 335
8.4.1 ti@gpEk ... :gi 101 RFRGE ... 335
8.4.2 ?}R'J\Kmﬁmmﬁ """ 1011 RFRFEER ........... 335
8.43 ABIHFEHRR ............ 306
T 10.1.2 SprayBIFERGE .......... 335
8.4 4 HhEGHARBRBIINER .......... 309
8.4.5 FMBZRAHK 311 10.1.3 Snow ¥R .......... 337
o MRy 10.1.4 Super Spray Wi F&ES .. ... 338
8.5 IJ\Z’,:,h ......................... 312 10.1.5 BIizzard*j‘[%%!ﬁ ........ 343
BESS .. 312 10.1.6 PAray®SIFEZK.......... 344
10.1.7 PCloudBFERG ......... 344
FOW EFEREBEMEHE ... 314 )
10.2 Z@ihTR .............. 345
9.1 RAVMBIEHFMHXME .. 314 10.2.1 ZEEGER .......... 345
9.1.1 Hierarchies BEREIEWH S ... 314 10.2.2 ForcesTH .............. 346
LK : 9.1.2 Kinematicsizx%¥ ......... 314 10.2.3 Deflectors TR ........... 363
e o o o 9.2 Forward Kinematics Bifa:E&% 315 10.2.4 Geor.nfatric/Deformable ..... 366
: : : 6 2.1 Forward Kinematics &l iBEh% 10.2.5 Modifier—Based ........... 359
N WS 315 10.3 LHI40. MR .............. 359
DI 9.2.2 S4R36. BIEEERNFLH 1031 HMe® ... ... 359
SR BfE .. 315 10.3.2 BIESE .............. 360
: : : : 9.3 Inverse Kinematics (IK) 10.3.3 &emiAGth®E ... .. 360
R REZHFE ... 317 10.3.4 Spray®F ............... 362
9.3.1 REEzh%¥ (K) @ ... 317 10.3.5 Gravity .................. 363
9.3.2 XH37. NWFR (H 10.3.6 UDeflector ............... 363
6 Solver #1HD Solver 10.3.7 Wind. . .................. 364
RA) 318 10.3.8 SiEE 364
5.5 Bpiss. W (Soline 3. BUERE oo
K Solver) ................ 320 10.3.9 ERMH ... 365
o4 CBAKHE oo 223 104 NG ... 365
R | . 393 BESES 365
9.4.2 BHEENMSH ............ 325 #11 % reactor H¥RMRG ... 366
9.4.3 fFEhBEHEMBERA ... 327
9.4.4 FTERBRE ................ 328 11,1 reactor HEERMRGMR ... 366
9.4.5 frEREE ... 328 M1 REMRE[AN ... .. 366
9.4.6 39 FHCSHERE 11.1.2 @R RERTR# .. ... 366
BB 329
11.2 Rigid Bodies kN2 .. .. 367
9.5 NG ... 333 - .
11.2.1 Rigid Bodies fE3{EEN H 2
BB 333 SRR 367



kf 4. BRI .. 371
11.3 Soft Bodies ¥3fkshh¥ ... 373

11.2.2

11.3.1 Soft Bodies ¥ Sctkzh 12
THRE¥M ............... 373
11.3.2 £f42. RRIGKEKER 375

11.4 Cloth RN H %

11.4.1 Cloth illzh ¥ ThREFM 378
11.4.2 3tHI43. BREMBE .. 381
1.5  Hfthreactor 171 R MK G IAE 385
11,6 INGE .. 385
BESS 386

W5 STRNRN

H12% 3ds max 8AUKTH ...... 388
121 KT AREAM ... 388
1211 HAOBEE|S ......... .. 388
12.1.2 fT¥HRBERN ........... 388
12.2 3ds max BEYITHEAR ....... 390
12.2.1 3ds max 8R)6
ARG 390
12.2.2 STXALAEEY ......... 396
12.2.3 JTHMABEEHEIEYE . .. .. 400
12.2.4 344, REBR ...... 403
12.3 Z&L/—zBITX ...... 405
12.3.1 SCfpl45. |EMEEE ... 405
12.3.2 32446, EU(TREAHE .. 407
12,4 N ... 416
BEGLS] 416
EIZHE HHERIHR ......... 417
13.1 Environment XHEHE ........... 417
13.1.1 Common Parameters #f&4= 417

13.1.2 Exposure Control #f®4< ... 419
13.1.3 Atmosphere @4 .. ... ... 421

[/
H X
T T
13.1.4 3CHI47. £XAR ...... 421
132 KSHER.................. 427
13.2.1 Fire Effect (KIEHER) ... 427
13.2.2 Fog (B) ................ 428
13.2.3 Volume Fog ({AF1%) .. .. 429
13.2.4 Volume Light ({k#R3) ... 430
13.3 SCHI48. f~&m .. ... ... 431
13.3.1 &epk ............... 431
13.3.2 {THFEWEN ........ ... 432
13.3.3 RHEHR ............... 433
134 NG ... 434
BESS 435 0% ¢
F14E VARRBEHER ... 436 o o o e
14,1 Video Post N RITEY ... .. 438 o o o o
14.1.1 Video PostfEif) .......... 438 : : : :
14.1.2 Video Post TR#: ........ 438 : LI
14.2 Video Post JBERHR ......... 437 o oo
14.2.1 Highlight 384K .......... .. 437
1422 Glow® ............... 443
14.2.3 Flare S ............... 445 ;
14.2.4 TH49. ReB........... 450 A
14.3 Video Post HHESRMBAR ... .. 453
14.3.1 WMASHREXBE® ... .. .. 453
14.3.2 SH50. WHEASE ... .. 454
14.3.3 51, #¥ele ... .. 456
14.4 JNEE 463
BESS 464
M6y ZHEI/ALHM
FI5W BN EE ... .. 466
15.1 HEhisthEm . ... ... ... .. 466
15.2 WEEIEHEREE ... .. 469




15.3 BUREHERER ... 470 1700 Wik . 519
194 SIREBEHER ... A1 1702 fERAME ... 524
155 HAMRENE—ZEFR . 472 1703 SEENENE . 526
156 ZMTHRESE . ............. 475 17.1.4 SIETTIRE ... ... 529
oW WEEHE.. ... 481 17.1.5 SifeRtims ... 531
16.1 SIEFESEME ... ... ... 481 17.2 %feEhmsy ... ... ... 534
16.1.1 BACADEE ............ 481 17.2.17 @ERESRHE ... 534
16.1.2 HItEsbME 483 17.2.2 SUERERABAR ... 534
16.1.3 SETRMA ... 485 17.2.3 HEBmMHR ... ... .. 535
16.1.4 SIERSME ... ... .. 488 17.2.4 HfEARMRR ......... ... 536
16.2 BIEMAME ... 490 1;2: :}:Z:ggg:;
16.2.1 HifEf EAEME ... 490 17.2.7 SHETRME 639
16.2.2 MFRAME............. O 1708 BKTRHE............. 539
10.2.3 RIFLMRRBAL ... 92 1729 BERAHE ............. 540
16.2.4 FHERIEREIME . 494 17.210 SREEM ... .. 540
16.2.5 MEVHRS .. ... .. 495
17.3 @MEMEATH ................ 540
03 BECSRER. o 498 17.3.1 URELTH ... 540
16.3.1 GUFERMRALR ... 98 1732 tmMEMIR ... 542
16.3.2 HItEiRBEIHEME ... .. 497 17.3.3 SMALTEBEIE 544
16.3.3 SHETREMGHE ....... .. 499
16.3.4 HitkRAEMME ... ... 500 B8 fE&STE ... 547
16.3.5 HEWEMER ............. 501 181 MRUKGMERR 547
i
16.5.6 BEEESE 502 18.1.2 SIMRMME ... ... ... .. .. 549
18.1.3 IRAXFHEEME ... ... 549
6.4 GRITEFERSR ... o04 18.2 AMBRHER............. ... 552
:Z:; z:zggz """"""" :g: 18.2.1 MEHMBENAE ... .. 552
- TR 18.2.2 SEHRNAE ... ... 553
16.5 JEHANER ... 508 18.2.3 MEIEHBAWE ... 554
16.5.1 &FWEk................. 508 18.2.4 REHEORE ... ... 555
16.5.2 FGMaTE ............. 511 18.2.5 XFHRNAE ... ... 565
16.5.3 MERASKR ........... 516 18.2.6 MMHBAEE ... . .. ... 558
ST OBNE ... 519 18.2.7 WRHREWE ... 058
170 BIfEENEME . 519 03 WMRTAE... 567




14 BiF3ds max 8

B7E 20 e AN EHER, THELETR DA
- ERRRE| TIRA MR TIRNE EAYR R . 20 #2280 4K
B, ESMAA Al AR = 4 R Sl R B T LR
Bit, SRl B, 2T 20 t4 90 444K,
0T =4 B R SRR R R RS, R
BMOLY BRI, HEFBWSRS, | EH6IE, @3
R, SRAEHIESHE. £AAZH RN ASHRS,
Autodesk 2% &]2F PC HLAY 3ds max = &k zhm il {E
& F YRR AutoC AD R Ry FI B b 12 I AR
y #‘
& VEAABHIFF R, A TiEHAFRRMZE 3ds max
. SREFTRMRERMER, EAR R ENA TRE
b & R IR B HOTHRE, L, ENET
1 offERE. EHICAR AR, XLLRIERR
& 3ds max 8 & HBINIThAE, HEIRE
AEfS RGN




/VP‘\
%gg‘, N .
Ermp | 3dsmax8 "R E B F F M

® o o 0 o 0 o o 0 0 09 o

‘%l%ﬁﬁ} = 3ds max 8

B1E 3ds max 8 A[]EELHIA

FEEL:

3ds max 8 HIXTHR. MESME., Zhil&EEAMTE,

3ds max 8 #)FH PR .

3ds max 8 HEFEXTR, BIEA, MFF. BB FHARIE,

3ds max SR XS

B 3D HIVER) ANERENIE, 5 HAth 3D i
TEREFAE L, @R, TE YN BhE 51 2
[, 3ds max #RERML 7 ARFH Ik,
Az B A AT DA 5 iV 1 JLF B Lt
X5, HARENTRA LS E A E L
g sc, M ENE H— 3R 3D H#
{Hig, [ HAh R —, EREREEHFR
I 3ds max 8, BN ZM AN S
AF, U2 3ds max 8—LbdEpHA
1.1.1 3ds max 8 FIyXt&

f3ds max ', ZHE2HEXFRX—AK
. MRE—NE N ZHRE, EAUE
A PATE 3ds max H I A LA AR
WRHHREAL. AT, 1 HEAER T L&
g LA R T AT R TERE, B2, &
3ds max H HEE E H A HHE T 5 i 5
BAERI YR T AR R R 52

1. A%t £

3ds maxiE—A [a] X g s A KRR
Fr, BERTE XK 200 S AT S50k
M5 SEAT SR T SRk E
H A 38 a0 H TR AR A S8 7R A ok E R X}
5, ER AT DAE 8 s B Bk O X 51
ERS.

R 1-1 FrRst 2 B B H0E BRI,
Ze VR oK 5E SCRRAR ) S 30ET A, A% T8 A
BT ERIRFPERADEEREESE S, M4
P Ay Hh 2 50T B o O I A ER K, 7E 3d s

1.1

max 8+ JL-F-FrA i LA R ER AT A 5 11—
1 e 2640l ) Parameters (S%4) itk

e rrrer—
Radus:[60.0 32|
Segments:[32 2|
W Smoot: |
Hemisphere:J0.0 2| |
® Chop ¢ Squash
I~ Slice Or
SiceFiomfo.0 &) |
SiceTo [0.0 &) |
™ Base To i
I” Generate Mapping

2. kA%

PR G RAR TR RME W, BEELT
ZH R XA BAR ) &AM, P 12 B
INERIABE R AL B, ST RAA
T FRCA 38 A R B AT DAAE BT R4 5
EREE, E AR 2 KB 3ds max Nt
FEREAL R, K. WERGGHAAER
(9, 1T EL AT DASE A5 % 33K S YR X 52 01 7 G 4
PERSLHAFh 3ds max (BB THE, HIlt,
£ 3ds max KX R— N EH EEM
&L AT R #E R 3ds max ) — K L
PARSI T 3ds max A 55 A4 45 b 3 B ot
%%E{:

ORI R R, BRI,

OMARRTRITT A, R,

ORI AL DR F

OCXZNERFMT A, WFR . WRHME

NN

ONURBSXF R A, f5 il 41, % . ih

LMFAR,



| A
- WPUPI § e | 28
ég 1 H. 3ds max 8 )\I ]%6&}%[]1/”\ 3dS max 8 F F @ = 3: HH ‘ {845 max 5 |

OTRENT R I IR A BT A,
O FB B MR Gizmo, Center fliE
il 5

5. M H A

VRt 5 T T AT EL SRR,
3ds max I T S G BRI % — S ) BROR FE 0 R — ALRERRE 0 0 Y
R, WINTREARR. LS. KRR R, DAEEEREA BRI, TEL o oo
KRB, M ERRMSBENEE TR EEMSIG. S0, REMENES
SH L fE3ds max 801, ENEAMRME  BTBMN, WAMIEENTHER, A L . ..
PESIE T Object Properties (MG @HE) Xt (i EHE L ISR G d TGO G2, o o o o
TEHE, A 1-3 FR, f£3ds maxf, HfERRRTRAARZN 10 T T
- EIE, ZRBMETHRBITAOTER, o o oo
T BRI S 0G ER—R AR A% S e
, AR B B B AT DA i
2 (g, AT AR HA 2 B (40 Adobe
o, Photoshop) P4, G B R A8l X i
i PROATSIEATALYE , AT ARt 5 oy L
o — g A A E YOk, R T
ot SRRIFHPR, RERO MR A
Fa 5|52 4 BT R PSR, I A K3
Ot T AR R EATRRE S, (HREEE A
ot i AR RIRT TEAMM TR, A i fa Rt

:
|

AT A A T N R, TR LAY
HekEsg pa h %8 Properties 4, ¥&$TJF
%At gt . B R X AE . %R B SR MR
HE LA JER SR KA TIEE, TEXRHEHE P AN A]
PA R BB R BT R B A TR M, T Hx

S IE HE R HR AL 1 ) St f2 ol 0 S 1 YL BRI )
R R 2 e, 8 3ds max 8 YR
#1, Object Properties At iFEHERHSE Ak it&
R TS HE,

1.1.2 3ds max 8 MRS MLE

i13ds maxERHIXT R Y S B A REA
W LRI, EAIBESA RESOH, L&A
FEMGOMEE, EXMELT, RED
P B R R, T, SEER Al
&, FHM, 3ds max XARME T H TAPEXTS
FHBA ARG E T EE, A TR

SEATIE AL TR, NP 1-4 BR S — DRI
221 T P AL B S AR B A HEERRCR, AT DA
& b U P S R 45— fRT BT LA 4 B 5

IRRIE RIEBOR o




