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£ “BRE” HREPH “HEEEE" B “640 x 4807 TEEE N “800 x 6007 B “1024 x 768”

AR, MREERAB “1024x768” W BTME, el e, B

A “BHBERBEE” R EFHITHITHEMEN SR, ﬂi{zhk?ﬂnﬂé%éﬁmﬁfﬁﬁir
HIGRM “640x 480" AIARRET? EEE 14 F1H 1-5:
1. 800 x 600 # £ & X 1,

H 14
THEINWIAEMEEZS BN, LFERREGRGAEBHTERE, H “HB4E
B 5 “BEMRE" SUELER. :
2. 1024 x 768 &4 £ & X 3%,

1-5

X MAX EAE R TR, WRERMIREFEERAMEREANY, RTARAR

FHRESHNMNFE, SEANAER, AMBTWREKERE “800 x 600" KR XHSEFRK
e .

= o0
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1.2.2 Title Bar(Fr584%)

RERMTFEONSLEY, ATERRGNEHREHE. BhrELMy I B
FU2EME TR STEE, TENARFHAR/DIRARR, ZEHHR MAX BFF,
gk by Beagesra st 2@, #h, Wik Ls W E
AR B ARE ARG (A 1-6). |

1-6

1.2.3 Menu Bar(GEHEE)

TEMAX AP A4 A RB R BETRARE S, HEHNEHE File (XH). Edit (&
). Group (B41). View (¥AHE). Rendering (£11), LXK Help (FELFFHY) ARE (A
1‘7)0 ‘

ATLAR FA TR AR

T IRIE IS

it N R R A TEAE

1-7
EETRAETH, H£EIAS, URRZRTEA LA FERTM4ER; FFRE
BRE, WFERSE ARSI XEER HTEINEREE; v ASURREREST
B AL

1.2.4 Toolbar( T £*)

TEREEATEUSEAN T REAFR 2L, MBEENERKERTER, RAH
HHEMELEEBS TER (LE 1-8),
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5 R 2 AL 9 Bk

,szgalﬁﬁ

Workd
Prent

rid
Pisk

[

A 18
EEERTAEY, FRAERTHMHZEXAERTY, WRREITAEMITHFRE, W
%WEH@%ETﬁﬁﬂ Aw ﬁ%%ﬁ%,Mﬁﬁwﬁﬁﬁ@ﬁﬁTﬁﬁw%ﬁﬁﬁ
8 B mRasunBlouv B S RETaSE TRER

Tﬁﬁﬁmo

1.2.5 Command Panel($4 )

MAX #4450 Bt B 4 & BIARSE 40 A A2,
B Create Panel (RIRER), W& FHE B HRMRNES,

Modify Panel (IEBUTEAR), MRATFTESI MR REA SHMLBER, HYik=
A AT R R B

BB ticrachy Panel (BWEATR), BENSSHBZANELXE, FEEHEM
G,

BH Motion Panel (BHEER), BANEBHHEMSHIEE,

I8 Display Panel (BREMR), BUNSEGRIHETEH, U LERHENER
HIMEERNET O PN EREE,
B Utilities Panel (A IBFE &), 4t 3D Studio MAX BB A TR, 456 %0 1K

B ASCI X #BHETLR,
BEAb, BRERLZ Eﬁ%@%ﬁTUHﬁKEﬁoEAEEW&ﬁﬁﬁﬁﬂ A

“Create Panel” @, #UFiE¥E “BIEER" %4, uirﬂmﬁmi;,
HETHATRRET, MET AU AN hELT “+7 #2, Mﬁ%W%$$V%

ﬁ%ﬁﬁﬁﬁﬁﬂ@o%ﬁﬁ%%%ﬁ*@ﬁ“—"ﬁ%,MﬁﬁV&ﬁ%%ﬁﬁWﬁoﬂ
B 19 Fimmo
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AR EFA%
kAT HRAT
1-9
w$ﬁﬁ@ﬁ,wm“Mﬁ@mM” , BTH®EFIL, YXEEFOF——BR
i, RUBMAREX LTSS, RESFAER EHATERMEFES D, RTUEE

BirkEgER- TR, M\ﬁﬁtﬁ,?ua&@@ “=7 MBFT RS, DBRERSNAEET
(WA 1-10), ——

LRV T
ELETT T,
B B,

1.2.6 Status BarCRAR)

Status Bar ¥ E A prompt (#742) 5 Status Information CREHER) FAEL,
1. Prompt (#/RE2)
Prompt 7] & 7R Eﬁﬁﬁiﬂfﬁﬁﬂ‘]ﬁﬁ@fi}ﬁﬁiﬁ (WA 1-11),

2. Status Information CIRR7SHBELE)
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Status Information i/ FE OMA T F, FXER BRGNS, WHE 1-12 Fix,
REEBWA ENMYEREEBARET

A 112

3. Time Slider(G&+¥H4H)
FAX B/~ B B30 iE Fr 7E B A0 B S AT B 8, @R BRATLL Frame 0T E AL, DIE 1-13
KH, 100 XFESHEZ2BCH 100 4 Frame, T B A AERALE IE 01 Frame,

B 1-13

4, Lock Selection (BfEE$E)

B RS RN 52 M, MM 2R &K TMKERE, k%
YT BN FF L E RS, |

5. Coordinate Display (45 87R)

E—MRARIT, Coordinate Display ¥ 2 BB H Al RAr i EM I A RIF M E, BRYME
FErEssna R | ko Rsenna e, WeRNBRBHEE. KER
f, REFRLABE (LE 1-14),

st mv‘-m«] P e s

1-14

6. Grid Setting Display (F#%#tE Ex~)

Grid Setting Display 3 87K 87 I (8 00 B0 U B B, %4 4 Y 2 0 7 e o Bl o e
VLB M L BIRT, Grid Setting Display £ WM AR T 87 FRMSE LA 1-15),

1-15

7. Window Selection & Crossing Selection (& O 3#E# 538 E#H)

B0 8101 F 7 o 1 0 5 #5403 5 AT % ) B Window Selection 5 Crossing Selection F/ 3
g,

YUGEHEET REERAERE REE, KB 2 H Window Selection, HFH L X R 4
MR SIEHBIEAA S PR B, ZHA2H M W0RAE, BRAKZH Crossing Selection, 1
REDEAEFHFERREBERE, EFRBRABHECIZEAMEANEXLRK, NE
BBE, ETURHERRENENT

8. Degradation Override ([ME#EER)

Degradation Override S0 41 B Foh S 87 1, MEAEEm D MR, WREL
SUFHHRERBTMROBII T, LAl R, NeUENEEERYkKNEs
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(WA 1-16),

USSRk E UNERES RN E
B 1-16

9. Relative Snap & Absolute Snap (A X8 B 5 55 46 X 8 B &)

Relative Snap & Absolute Snap 3= 2 F R #5 ) B U IR B 532 MR L RO BR B, AHIEER
BIRiRE LR B SR, B &R K Relative Snap, ERLSZHEMBRH, R2; &
W Absolute Snap, HEIR BRWKREMBENLE A E, B5HZMIERHET,

10. Snap (¥BELH)

7E Status Bar GRS ER4) #'89 Snap 1% 2D Snap. 25D Snap., 3D Snap, Angle Snap.
Percent Snap, LA/ Spinner Snap, #5FJ LAM “View/Grid and Snap Settings” #F A XFi% 8 3 35 41
Snap M BCEE (WA 1-17). MERASFEN FSAR 8 SIEH R

B 117

1.2.7 Viewport Controls( ¥ 8 77 %4 #3540 )

Viewport Controls fif % M HYA T Iy, 32 T4 420 B oh 4y 0 (0 48 e B R S BB B £
ENTAENZE K, SAFIRZANAGTHESANZABNRS, IRXREAS
A THARRBRETHEN (WE 1-18),

K 1-18



