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#1-2 Filestpmsd

4

Ld

B

fFE

New (Fra)

HATHBRHRFTHAN
&, BRERLRE,
mMEE. MR,
’%

Keep Objects and Hierarchy: {REN R X RERFEE,
MBRENE <M. Keep Objects: REINR, MBRXMERE
BN B i S .

New All: BFRFTEXS

Reset (Ei##%E)

RTERSRFORE
WA, KEBRLERS
B FIBR AR

Open ($TFF)

HFITIF 3ds max 7%
prais

WRGHRIMFRMEIHFER, RESRREEFA
BRI, SRBRALEITI SR, RS R
FHIRT RS RALA M, BARERETEA
EhEEH AL, B RERIT U AL

Open Recent (§TH
BILD

BFAHABEFRN
3ds max % R34

MAGRIAFRMEIMER, RESBRTHERA
fr BRI, SRR RIT SR, WRGHFH
PRRT RS RERMAHT, BARELXETILA
EhEEH AL, SR ERITIF SO RIEAL

Save (fR7F)

ERBRAEX B RES
BRI, BhRA
XH

WMAREXHRGREFY, RESRRREXHHBRRE
X4

Save As... (BTER)

B LEH RO U
BB HATREF

#, RERFIXMFBEMFSREXH

Save Copy As... (5
B

#2035 RO LA &
RA#ITRE, REH
HMAFS

Save Selected... ({#
FIRER)D

KEROXZRER S
— SRS

XRef Objects (8%
Pyia)

FIASMERAT 3ds max 3C
#, EA8x

SENBAREGR P RTRERROBH, R
HSEFOTRENBHERRE. SHRES

XRef Scene ( & %
bo75=9)

FIASMEH 3ds max 3L
GRIK(E =i

SEYFARES RPHTREBROGY, Reast
HSEFOTRENZMETRE. SHFREE. B4
MR TRBBRUS, LSRR A E S

Merge... (&3#)

Y2 3ds max CHF
BB A B M
ok

AIHEATLURREZR. KA. B, ERERRFRE
HYPth. MRAHFNBDHELHHRIRELGY
HEME, RELRTEMBEH. FEHF. BBREx
. EREIEEH

Merge Animation...
(& FH3hi)

T8 F oAt s e SO
My EE, RARE
B E

BENRUBAERE EREMNSHARLYMGNT, B
kel




