(BTHR)

3ds max9 # iz

TR ZEZ & #F

WUHAN UNIVERSITY PRESS

XK H kit




' R 3 H M

U :

2 =

(BHR)
TER B 1§
i 2 & BAER KiEx
ZWWE B M X § LEE
EHE @ R ERT ¥ B

~§%‘ WUHAN UNIVERSITY PRESS
! BNk Rt

=



B H RS E (CIP) ¥R

3ds max9 H AL/ HLD, B EH . —2 W —i I R IR 1 R,
2009. 8

HHEYLRSIBA
ISBN 978-7-307-07076-9

[.3:« TI.0Q%-- @H-- N. =4—3hm—K& ¥ %4, 3DS
MAX9—E 25—kt V. TP391.41

rh [ fiii A [ 4548 CIP $odi % 7 (2009 ) 55 087764 5

THEGE X W AR E # it &

HREFT - BOXNKFEHRIE (430072 RE #“Iml)
( B F MR : wdp4 @ whu. edu. cn R4k ; www. wdp. com. cn)
ENR - #9146 M ED 5524 )
FFA787 x1092 1716 Ef3K:33.25  FH842 FF T4

FRYK 2007 4E 10 A4 1 fi 2009 4E 8 A4 2 B
2009 4E 8 A4 2 fRES 1 RENRI
ISBN 978-7-307-07076-9/TP - 336 EHr:55.00 75

WAL R , AGEED; LM R NES, AR AR R RERB O, E5 Lt B8 &3R8
g,



HELRII O T2

E O BN, ROBHEREPEMREL TRERBK, #iF
W % (UEREENF) ‘

TrtHeg,
FEARH,
Te ¥,
wfEE,
B,
RN,
WER,
=578,
2T,
RIRE,
B REHT
w1,
BK,
BinE,
BEER,
RN,
B,
BoER,

KBTI B BN R EE, Bl
BIHLRZFRATEBOT LR BE, Bl

LA YR 2 Be i BALR T4

BAAETF R Y 2 B HE T & H4F

RIBOWBAR LB AR S35 TREERR K, Bl
R ZRBOERERICER S B R4

B TR AR B E AL
PEMEASE (R MLIRERREE5RK, 21
KA TREGHENR T, #

L2 BB B IR AR S E BB AR R T
BIALAKFIAK B B 2 B B ML R F4E

BRI RS Befs B TR AFIE, Bl
RIRFERSR B, B4
RIREBIMEGH BB R, 22

R RFR R B TR K, 842

AL T R TR RS, FEmME

RIUE BB AR 2B M 4% &

WALR TR AR 2B B TR AR EE, Bgug

PITRE: A, ROUCE R AR B3 (T
3 #, BRI ELE B3 3



AP =F 15 F—5 3ds max9 B, 5 3ds max9 FH, =5 3ds max9
Elo SB—RMAT 3ds max9 FH . HHARE. HENARSBYR. MRS BR. &£
IR SEK . ERIARSHRERAIE. SME%s. HRSIE. 58
Bl FHAEENE . BB ABTHERNREFER AR, reactor R 5FNE . RFERS
S5zhiE ., ZRMMSsE. —RAG 53U HRTRBEA Autodesk 3ds max2009 ZEp
Bo BERNMBT AR, XELFESETRIERRITHSE,



EHRER, REMNBEEFURERRE, FHRRDEL. RO RMNEREE KRR,
WA KRATFTARE N EXFEHT, IR EERNEUIFTF BRI R, RRFE
FIE, MEAENEMRT BEAERIMES .

R . ZEMRMBEIE T B AR N OSSR 2 ERGN AR, AR
MERERWAL, S FHEN RS, REEHFROFEERLARKE, RERENSTF
RE I LA BT RN F ) BE 77

ATHREXMEE, RNARLFTERAFEHELROBTRERE T EH R

B. ZENRBRNBRBELERTHENRINEM, SERMERADNER. FRIIEH K%
RA: : -
1. ARG, BEMBEEETMRNRSENE, UEFEREBRAGMER—
ITURAE, RS TR, MHELTTRARRRIBIE, RN BARBF LR, URESE
TSR TR, FER LR e & N ORI T R R

2. MR ELRAS. EHAEAERNEMLE, FETIHMER, EFEFTER.
RESHEMME TRER LML NBAR, R T SLITE. BB, ST RERSEEIMS
B, DMRAESEIFNEEIBOR, SRR A SR BT 2 S0 VR R SE B 1) RUFR) B8 0 N 5 2
IBEST -

3. KERTEMHUETRERNZHEMAERM, ABITEFERM T ITE,

4. FMEHMEE, ARMSE, KBRS E, ERRY, ETHENES.

WERBEEENERINEMR AN CREERNER.

RES
200548 A 8 H

it
%
.
%
%
#
#




e

RY

Qi
-

3ds max9 & Autodesk A FIHE T 4 Discreet 23 &l FF & H S 1 = 2 Xt 520 = 4 5h i B VE 2 1
3ds max9 A ERAKKEEIIRE, /AT URISRASIL A 08 vh 2y 58 J ik . Ve ShIE i 5
LR, RENAD], HZE BB RS 3IE AT LI 3ds max9 S2H, ST AT
IS B AR P& FOEIRRCR . ER MRS . ARk i e 8 s i B R S
AN .

3ds max9 FIAFDIRE, MR EFERFBCRE S 2 PEMRUR BT . AU S B
BIEAHIME ., WRIFR . MIBURIVE . S A L BIVE . S S 4R bR %
SRARIF B T R ‘

ABMEBRERARE: B—, RPN =58, MkBIRHR A S SO A M,
2. REHANA T 3ds max9 WEEFSIEHIE, ABNREIES, R T 3ds max9
RN NEMRAZIGRIN, REBEEAS. £, B, B65E, KBEBN. 5
FEVERGIT . MERETE SN T AR B AR S A TR, £, MLBIRRAS
FICHIR, B FOCREA BT . ABEIEAMA . SREM, T B2 AMmE
EE ISR }

2008 4F %A1 T kA< Autodesk 3ds max2009, X2 3ds max H BT MA . 5 3ds max9
FHEL, Autodesk 3ds max2009 A ICE A JBA B TERE . HFRAEMEE T, —2er
A ANBAERAGEA 3ds max9 LARTHIMRAS, ZEFXIEHE, HERALIE Autodesk 3ds
max2009 ZEHIKIBAT, TiRRR TEITEMR 3ds max9 #EE, KT iR Autodesk 3ds
max2009 A FT T, TEE_RARRITEE 15 2, FLIRESS 2 Autodesk 3ds max2009,

EHHRNB R ZEENEEEHRE ., MRS R T ARS B sE E3EEA
S, 4 T 4H 3ds max Uk, XUBHEMERT 2BHHCANE, STHATETLS
TR, RS TH—RE 13 %, HARRE TE 98 452, EHERE T
—HH 6~T B, REHE T 8~9 &, MMHE TH 1S5 10~12 &, KIEERE T
BRI 13~15 %, ., BRAEE THE=L, H/ETEHMNER,

BB LR FENREARBIISHE, YOx 4 P EERAR B 2 A F LIS IE .

TER
E-mail: pgagh@163.com
2009 4F 6 A

l RS SN



&iﬂ
68 =
I
#—% 3dsmax9 s #

$£1ZE 3ds max9 B e cvorermennn ettt casgss st ens bbb et 3
1.1 3ds max9 g@ﬁ@ ................................................................................................................... 3
1.2 ﬂ‘ﬁ%wﬂ;i ............................................................................................................................ 6
L2 1 BB R eoererereee ettt ettt ettt e et en s et 6
122 BB S G 3T e vevvererereresctctese ettt e e se et s se e s 6
1.2.3 QTR R GEBRIA BRI TR «-ovvvoveverereresrssnnsnnstesssstettstseesesesese s esesesssesssessss s e 7
124 HIMR] B 58 SR -+ vveeeeeeessessesnsnnsnntsistetcs sttt st e ass sttt s e enes st ss e 7
1.3 3ds max9 #5#, = T OO O PV 8
L3 BRI R woeeeerenenses ettt sttt s et et 8
132 BRBERIIERE +ooverer et 8
133 BRI ERTRAGEIR -wooveereererrrsmrnenitctt ettt se e s s et 9
L34 D R v eveeeer ettt 9
13,5 BRI orevnenresnsresttsts ettt ettt st sas s e s s s e e et et st s et 9
1.4 3ds max9 ﬂ@%*ﬁ'%‘] ......................................................................................................... 11
L4.1  ERRE S B BB -+ ovevoveveeeenserereserescsesesesststsns et aeeessss e s s 11
142 BRI RIREI - rvovreerreeeeesesetntse sttt se e sssns e e s e 12
143 AT BRI -+ voveeerrmrenrenecnn ettt ettt te s e s 14
;g,%—_l% B ST et s e et es e 15
% 2 ﬁ 3ds max9 B‘Jﬁﬁﬁﬁ{'ﬁ .................................................................................................... 17
2.1 129&5(’]'% .............................................................................................................................. 17
2.1.1  Selection Filter ( ZEEITIERE ) ++oeererrrerrererertrnnmnnntiiitet e tete ettt se s et 17
2.1.2 Select Object ( BEFEXTE ) FRAIIFI T -+++-+rvererrrrmrerrrsrrererunseenraseseseeseeeseseeeseseseseess s 18
2.1.3  Selection Region (FEFEIXIT, ) HEAL +vevererverereremsmmnmnririsenieneeseeseseesseseeeeeseess s oo 18
2.14  Window/ Crossing ( B [I/35X ) FhL ++wrerevrererersermrerermsencmenisensnsesesesssesesensessesesssssssses s 19
2.1.5  Select By Name ($EZHRIEIE ) FEL -+ -+-vevevrererersrmrerreririsenesstnsssesssssesesenssseesessss s seeseseeses s 19
216 BRI R oo e et 20
217 BHREBER oot et s ssse st st 20
2.1.8 Isolate Selection ( FNIZ LRTHEEE ) +revrrereerereeeesenmmmmnnteriniectetsts et ssesstseseensses e 21
2.19  Hide Selection ( FAB{4RT#ERE ) 5 Unhide All (RFREUIEBEGE ) -+-rrrreerrsescersssmmessssnmrssennnne 21

[ B oAb e



[iﬁ‘ﬁtﬁ%“?ﬁmi

//l“}js max9 K2

W

2.1.10 Freeze ( L@E%é’!ﬁﬁﬁﬁ ) l_—j‘ Unfreeze All (é%ﬂ%?,ij{ ) ........................................................ 21
22 st ?» .............................................................................................................................. 24
D] AEBRGER ooeeererseasensnsen et 29
200 VEBREIRA L oovreerreereesssse s 24
I Loy = X e 27
204 3ds max [IMABRIRLL wwveererresssesssssssssssss st 57
R L T 32
22,6 BHLN EUIITEE +vreererresssesssssssssses et e 35
23 A4 X‘]’% .............................................................................................................................. 36
D31 I BB cveveeeeenneeree e 36
232 {EF Edit (478 ) FHA) Clone (FIHE ) ArA B et 39
233 MIrror (GBAR ) BE | --eeeeeererrsereressssse sttt sttt 39
234 Array (FEFY ) BLAH orereeresesesemsemsensisim s s 40
2.3.5 Snapshot (HREB ) Bl weeeeresreosrsensmsmmsinimstsii s 43
23.6 Spacing Tool ( [EIFETEL) g creveeeseerseussesmmssmnsemnstnsenssnstsstieni et ise e pageisesssdceasense 45
2.3.7 Clone and Align ( FEREFERTFE ) evevereseesesssssmsemsmnmmsmnsnisntist sttt 46
24 sFFHs+ g .............................................................................................................................. 48
240 Align (FFFE) coeeeereressesessusensmstmsensistsit s 48
242 Quick Align (PRIEIFFE ) weveeeeesessrserssssmssmsmsinsist st s 50
2.4.3 Normal Align (BEZEIFFF ) coorseeseeseserssssmmsussmsinsiss ittt s 50
244 Align Camera (STFFEERIHL ) -ooeereeresessssmsmmmesm s 51
245 Align to View ( Xﬁ-ﬁgum@ ) ............................................................................................. 52
2.4.6 Place Highlight (JEUBTRI ) woereereersesseessemstmssms sttt 32
2.5 %F g%%;&_ ......................................................................................................................... :53
2.5.1 Select and link ( ﬁﬁ#ﬁg ) ............................................................................................ 53
2.5.2 Unlink Selection ( m?ﬁﬂ%m%% ) ................................................................................... 54
26 3t Group ( 48 ) é{,g&,ﬁ; ....................................................................................................... 54
2.6.1 Group (LA ) sreeeseesssssssssessmenets et 54
2.6.2 Ungroup (RIEHL ) coeveeememmmmmmenssssrrreernrettiit sttt sttt 56
2.6.3  Open (FTFF ) L -wreeeererreresenessmsenesse et s 56
2,64 Close (SEPH ) Zwerrrrrrrrrrererrmrsenseeteet e 56
2.6.5 Detach (FET ) crrereerrrrrememerte e 57
2.6.6 Attach (FRIT) weeverererresssrmmmmmnret et 57
2.6.7 Explode (FEFE ) cerseesesmsrmrsesttstetett i s 57
2.6.8 Assembly (BB ) B eeee e oo 57
2.9 Eﬁ“‘éﬁ‘l‘»\@ 7 PP P PP PP 58
2.7.1 Display Color ( FIREIAE, ) F EAL +erveereesrsrrtttitntsistst e 58
2.7.2 Hide by Category (325 RIR&HE ) 1 Hide (PEAHE ) ZRIRAL ooeeveremrmrsermsiiniitei et 58
273 Freeze (FR4E ) FoBARL werereresnnnniennnnnes I N I T T 58
2.7.4 Display Properties ( B/RIBHE ) ZHIBAL +oovovsrrrmesssmmtitis it 58



2.7.5 Link Display (SEBEIR ) ZRIBAL reorerrererere ettt 59
2.8 Views (FRLE ) FE B crerricsvisnivirmsnssnsmnsiabossisnissssnssissesssiite eosesnesbebsassnsorasasonsonssheinee 60
2.8.1 Viewport Background ( HLIIEFEE ) «oereeeeerrerrermmmnininitn ettt 60
2.8.2 Show Transform Gizmo ( BIRAFHL GIzZmO ) «++++ereerererrerrrrmsraseerrenvisieisuessessaceneessesssesssessennes 62
2.8.3 Create Camera From View ( MEREIBIZREEELAL ) «-veeeevereereermmmmemnminenrenissesicssessesnteneseensensenns 62
2.8.4 Expert Mode (BT ) weevrrrerrrecsscessmnssrmsssicssressensnnnessvesersresseisneiosiossnssandessisfossnnasasagaees 62
T G BE 3T wveevecensossnsrssneonssrosninsssns sussiansestssiesniniasniinssnniasbioiTinininspnedslotih v e tensbeosteyedih iibnn sed s ianns 62
WM CURBE I AT - mreene oo onsnsorsmsssmssonsmuovsasessassssvssissscsnionssss iiomsien iinndenpaspplicoobel estbedbdensasiinl 64
3.1 R NS A BT <rreererrreoossorvomsmmmsursasasnssmsssss ot sbuitussbadn et it smammeisusmiasfasiodesissns 64
3.1.1 Create (B ) A2 MRS Create (BIEE ) ML rrrerrerrrerenminenn et sae s 64
3.1.2 B CRIEERTER IS BIFILEIT --reoeveeereerrrerrrrensrrmiirnniioiiniiieeesteieesesssssssassssssssesssesessessstenan 65
3.2 FFBEERRLE G IR AARAGAYHE oooorisiiivniaishdiorsisioimenpmssemsisinsisbisinisbassschbnasortommesiniainnsneiost 65
3.2.1 Object Type ( Xﬂ'ﬁ;@ﬂ ) #Eﬁ ......................................................................................... 65
3.2.2 Name and Color ( ZFRFIFLE ) B BAL -+ orvereerrerrerntnrnte ettt n e et snr s 67
3.2.3 Creation Method ( @Jﬁﬁ% ) #ﬁﬁ ................................................................................... 67
324 Keyboard Entry ( %ﬁfﬁ}\ ) %ﬁﬁ .................................................................................... 68
3.2.5 Parameters (BEL ) ZB BAL coorrrrrerritiir e et s e e s 70
33 )L/l\£§$,ﬁ;é@,€g;$ .............................................................................................................. 70
3.3.1 ﬁug Sphere ( }*ﬁ; ) reereettentt ettt tetestateteanetens e reraersere s bt ennntbensnaanseneanssbanstannnnsnnsnens 70
332 BIEE Hedra (ZBHE ) cooreeeessrrressssircssrrmnssnrissaneesssntrssssessessessonsnnesessiossosstesiondsenstsesesnnnes )
3.3.3 fI&E Tube ( %:;Htﬁ; ) e reenee ettt ettt e re e re e e e s e nnn e s e e s e bt s e e b an e aeennnnns e banns 72
334 BUEE Hose (FHAF) reereererrrrsretrsissssoriesinnimuetinesssssssmmssssommessssssssnasesssssssionssiuodssansnmensessossseseses 73
3.4 4|3 AEC Extended ( AEC T IEAT T ) cevrecnniissiecmnnnesiecnisrnnsnessnisinsiisstnesnsasanessassasesioinsan 75
3.4.1 Foliage (FHY ) «seeeeererrerrrmemrteiittte ettt e s s re e s rae s are e st e s e ae e e e e nneean 75
342 Railing (AT ) sorvererrrrmmt s et e e s ean 76
3.43 Wall ( % ) ettt e e e et a e e e e ba e e et b ann e e en e e e nnnnnesennnnnseses 78
3.5 Al&En B G ARAE e ovesvenrsrieconisnmnsnesssineressisinassisbinsansensansenerpdsafasioh st s sspadsns frontessntimsstsiss sionne 79
3.5.1 D00rs (] ) osccereretttmteettiiiiiiiittetnettttiteee ettt ssesessessenssrrsssssssssnsteesenneasensssenssessssnnssnsnnns 79
3,52 WINAOWS (FE ) sovreerrerrmmmrnriiiiiiitttittietit et eteeeansa s eeeeee et ee et sannsennnstsessesessnnnnnnnnnnnnns 81
3.5.3  TEHE BRI THIBT <-vreeereeeesrerseosssnsnniieiinistnicessssinnsessessnsnssaneisessnsinesssssnnnnessonsnsonnessesomnnmnes 81
3.54 Stairs ( &ﬁ T O UD ORI RPN 82
3.6 4] Patch Grids ( &@ F AR ) ceereerrrmsnicstmntisinnsininissnensnesseisnnsosionsenanansanstisnseressarsenssnsasssanns 84
TBTE L 2 5] oottt e sttt e e e e e e ettt 85
F4E B R FO B T B Bl FR GBI -+ eveereerereestitesesece ettt ettt et et e 87
41 4l SPlNES (FEATEE ) wooverererrcerremtennriniiniiissc st sts et sas s e sae e e eenese s e sesse e s 87
4.1.1 X‘J’%?éﬂ%@ﬁ ................................................................................................................. 87

- 4.12 Rendering (JEYE ) FR AL «oorrrrrermmmri ettt e e e e e e e e e 88

4.13 Interpolation (?ﬁ@) #E*‘:‘. ............................................................................................... 90

AN

7|




H e S

ABUS max9 e

&iﬂ

414 Creation Method (RUERTTEE ) FERBAL -soesesrssersesmsmunsiionsonitussassisasiiotssatensprpssenttosispe toseensseasess 90
415 Keyboard Entry (SN ) HERBAL covvcusereeres st 91
4.2 @] ﬁ*‘f‘%‘% ;-";\_4511 .................................................................................................................. 92
421 BUEE Helix (HEHELR ) woreoreesesessemmssssssssmnssmatssmsssmsssassssensssssssas s st 92
422 BUEE Section (FRE ) wwveeerserserseseesesessssmssnseasiasasensiasasensusnanasiags B TR 93
423 U Text (SLAT) woreressessssssrsssessessstssssssceisaststuostusstasessssistssssasnssiessaastassayesassensecasissssinsesss 94
424 AR Circle ([ ) Fl Donut (TR ) «oeeseceresessessmssessssussesscsnssssssanismssssnismsssnsinssisssnssnsessseess 94

. 4.3 Extended Splines ( FIEAERIR ) wooveerrereses s 95
44 B Splines (BEZER ) woeeeeeessessessesessm st 926
, 441 Selection € D T R BT RATTE U8 I 1 SO LIRS N 97
442 Soft Selection (BKIEIE ) FEBAL ++oevererssseesssnsisersssersasmrsssnitasisnsstastssacstassnsiessonspiasessssnttsasasss 99
443 Geometry (JUATETEL ) FBRBAL cooovveeeemserenssemsssessstussemssstusstansssssinais st nissnsss st e sasesses 100
4.5 4)3F157 NURBS Curves (NURBS #£8, ) coeerereressessssnsnsessessssisnstansmssstisssasssneieste 113
4.5.1  QUEE NURBS HHZR rreeeeeeeeresssssssesssssssessemsssssss st sttt sttt sttt s e 114
452  HEBUINURBS B oereeeeressesseesssssessensssssomssmmsits sttt st s e 116
4.5.3 NURBS Creation Toolbox (NURBS ﬁ“ﬁlﬁ-ﬁ ) eeeeeeeeesesneiinitiiine s 118
TE A G i 5] eeeeeeeenenaee et 134
- L 137
51 {%&g}ﬁﬁg\_ﬁ\_%ﬁ ........................................................................................................ 137
50 SF U LR BB ZE oveeereeressesssee e 139
521 Extrude (FFH) -eeeeeeeererersmsmmomenmnsninstses sttt e 139
I T T T 141
523 Bevel (fHIff] ) wreererresersesseresenstssstst ettt 141
524 Bevel Profile (fBIFTITHT ) oeceoserserrrosnessnmsennmmstansneosceesctisstisaniosunisisesnnsnnesantisnsasnsisassas 144
5.2.5 CrossSection (&R ) 45 Surface (R ) coreoveereereerssnesnsensenssstessecintssensnisicsansnesissnnesaneens 144
5.2.6 SplineSelect € i 3 IR 145
5.2.7 Delete Spline € ] 3= 3 IR e e 145
5.2.8 Edit Spline ( SRBERELRAR ) weoevererreseer sttt 145
5.2.9 Normalize Spline (BIMRALBELRER ) wvoveeresrsersssesssen sttt 145
52.10 Path Deform ( JEARAETEL ) (WSM ) ceeeerresssrsssnsssnmostisnutissstectissntsottiinsiiatsisssisstnssnsianss 146
53 ﬂ‘&hﬁﬁ‘]'fl}i«’ig ................................................................................................................ 147
53.1 Surface Deform ( BHTEZETE ) (WSM ) wreeeesessssesssssnessscsesatssnsstsusuiistssssntsssstinsssississisnsnsssass 147
5.3.2 Surface Deform ( Hﬁ@‘@ﬁ; I A 150
533 Patc'h Deform(ii )5 Patch Deform(T& FABTE) (WSM ) weereeeseesessesmsunnssntnesnaniinnensacs 151
5.3.4 Turn To Patch (#:# M) sseusssssasorsussrerrenavensennenssevelfiy ioinsats hins oo ok shpk bish e st bl cnvuiains 151
5.3.5 Mesh Select ( FRAGEERR ) «woeeeererrrrrermsreisetsretstete sttt 152
53.6 Delete Mesh (JHEEIAR ) «weerreeersrrreonensssnsstsnst ettt 152
537 Symmetry (XHHR) eeeeeeeecesesesemsenmmmmmminiin e Wecasvakespsstorapipsdipsnsusistsebvies 153
538 Edit Mesh (ZREEIKE ) woreeerereresrsonssssssesetststst sttt sttt 154



er

539 EditPoly (ZBEIIE ) coreevrrerersssssmmsnmsetstsensrssnasasssmstssussasesassscsssssestonainsuotsssassacnnges 161
5.3.10 Face Extrude ( Eﬁﬂj ) .................................................................................................. 168
5.4 SFTUATARBGAEBELTE -voveverennenssees sttt e 169
5.4.1 FFD ([ HIBIE ) wweeeveeeeeesesssesssnsstsssse et sttt 169
5.42 Lattice ([FUAG ) reererrerrermmsentee 169
5.43 Linked Xform (GEEEATHR ) weeeeeereseesessssestnites it 171
544 Melt (AL ) weevereeeeersneensrseeste et 171
5.4.5 Mesh Smooth ( FRIAGIEHG ) eerereesersersesrsessitesitititit ittt 171
5.4.6 MIrror (GEEfHL) woeeeeereseeseenesnssrs et 173
5.4.7 NOiSe (MEJE ) wwererrresnsrssnmsssstenente ettt 174
5.4.8 Push (HEFT) oereereereersommnmmnestetee e 174
549 Wave (IR ) FIRipple (FEBE) wwvoveerserssemsemssssssmssssinistisi st s 175
5.4.10 Skew (fHIAE}) wovereeerersemsenereste ettt 176
5.4.11 SHce (FIJH) woreeserresernetetet s 177
5.4.12 Spherify (BRIGAL ) coovveereemmereesnnesssnere sttt 177
54,13 Squeeze (FFEE) woorerseressrssesrsersarissnsustosseniuntnastensentssssenssisnsnanstnsuaiassinasacasnonsssssinsessassasasss 177
5414  Stretch (FIfHI) weeeeeeererrrmmirersrent e 178
54,15 Taper (HEfl) srserrosessssensrorionssssvinsersaininssnsusussnnansonsuasusasnessersbsspaossasessieosasnasassiaseneusnasivess 179
5.4.16  Twist (I ) woeereeeereeenenneneeneeon ettt 179
5.4.17 Shell (B8 ) weerrseeressssestston et 180
5.4.18 Bend (FFH] ) weeeerereerererrerssmrsenitet sttt e 181
L I o - - o IR 182
5.420 Tessellate (ZHAL ) crereeeeerreereeesssnmmnnnnniiiiitiiititiititttttinannsssesssessennnnenennennniunstetnianitnneene 184
5.421 Morpher (ETHE ) «reseeeserssesssesessmssttstrs sttt 184
5.5 LA BEL TG roovevrereeneneneen et 186
5.5.1 'Displace Mesh-WSM (WEEIZEHIAR: WSM ) oooeseresasessentenssetiinanensnasssscsansuensitnssassassaiees 186
552 SKin (BEHZ ) wweveeeeeeersssommsenstetni e 186
5.5.3 Skin Wrap Patch (€328 17 ) I e T e R 190
5.5.4 Skin Morph (€325 7 I e e I S LI IO IR SR 190
5.5.5 HairandFur (WSM) (EERFITEF (WSM)) reeeeerreerresssrnntiiniiiiiiiiiia. 192
5.5.6 Reactor Cloth ( Reactor i} ) =eeeeeerersererenrrnrmiiiiiiiii e 194
5.5.7 Reactor Soft Body ( Reactor ;% D I e L L e R R L C LT 195
I LG G 5] eveenrueneenen et 195
Fe6E BB B T G o vveenre et 198
6.1 Morph (TEFH ) weeveememenmeeeet e 198
6.1.1  THREEGZBRER ooveerrrrnermnrms et 198
6.1.2 RIERATEBNEERAEATR «+ooeeeeerereressmmttt i 199
6.1.3 EWJ——‘E&%E“I/J‘W% ........................................................................................................ 199
6.2 Scatter ( B ) ................................................................................................................. 200

H R N



ﬂjt%i%\?:%fﬁ

A\ 3ds maxa $ig

\\J[/J
621 THEBLGBRI coevevsessesssesessessssssssssisss s sas e 200
622 AIEEETEUT ANt GUHREAER wreveeresssessemss s 201
DR T 201
6.3 Conform ( — 3 ) ............................................................................................................. 202
63,0 THEBLGBE c-vvevereeessssessasessssssssssssssasbssssssisss st s s s 202
632 XHFIAEA AR SR ATE ShE L o SRR R R 202
6.3.3 ifﬂ—ﬁﬁﬁ*ﬁﬁ%ﬁ%ﬁﬂgﬁ-ﬁx@%ﬁﬁﬂg@%@@ .............................................. 202
6.4 Connect ( FEE ) eveeereereenen et 203
64,1 THHEIGBEE wvvvevereermsessssssssssstsss s e 203
642  FEETIAKEBGERAEI R +vveereesseerssssomsssmmms sttt 203
643 SBl— R A RAE B AN BRI — AN EIFR soovveermseremsrmms st 203
6.5 BlobMesh (&iB 2 Tt 204
6.5.1  THRELGBER woverereeessermssssssssssesss s e 204
6.52 SR AIATE] EARXTZL L BRI -oeveeveemsermmsssssssmssssss s sttt e 205
6.5.3 i@]—%i&?ﬁ@*ﬁﬁﬁ?ﬁ%%ﬁ*%"ﬁ%ﬁﬁ ............................................. i S 205
6.6 ShapeMerge ( ﬂﬁ'ﬁi/a\if’ ) eeeeeeneese iAo i 206
6.6.1 THEELGBEY crvveeersersssessssssssssssssssisse s 206
6.62 [EFARASIEEILAM M’Fﬁﬁ%ﬁ#ﬂ@ﬁﬂ?ﬂ?% ............................................................... 207
6.63  SLBl—(# FITB S FERIERIBBEGERIIR «+ovovveeeesesemsssssssssssssssmss st 207
6.7 Boolean ( A "Flf‘.ﬁ- ) ceeeeeeree s e 208
671 THBEGBEE overeeesesssesmsesnmssssssssssss s e 208
672 AIRIBEEHIBRAE AT veveersereseeessesss st e 209
673 ST BEE B TALLG ereeeresseess s e 209
6.8 Terrain ( 375 ) erenersessasussnsuerasusaessessnasesasussesseesensnarsasnansspenatasuses et s pas g e eyt sy 211
6.8.1  TIHEZBBE wovevereeeseessermsessssssssssess st 211
6.82  AUBEHETL BIBBEH I -vvveveseessesssessseossemss e 211
6.83 Sl FTHT A A ARAEBUEALIE oo 211
6.9 Lot (FAAE ) reorserreessorsonssastssmsrsssssunessmsrssnssassnssssussasascasiasasssenstussssseesgastasaparianangepsensossaaess 212
6.9.1 THEEBER c-vrereeereessesmsersesssssssssss st b s s 212
692 TR BARFI AR B AT G ITHRAE TR -+vvveveseemermssmsmmssms st st 213
693 [FHTRERIEE SRR A XT R AGERAEAT «-oveveeessresssms sttt s 214
6.9.4 NETRUBREIE ANFGR oveeeerersesssssssss st st 215
6.10 Mesher ( FRIAGAL ) crereereerornenssecnn s 220
6.10.1  THEELGBER-weeverersessrssmnmmnssnstsss b s 220
6.102  TRKSALIL T R GEABRAE TR +veeerveeesessessesssses st s 220
6.103 RSB T RGEHE L R NI TR -woeeeeresesesessssmss sttt 220
6.10.4 ST HEEGHRE T BRGERIBGAL, -+ veveeeressersersssmsemsssssissss st 220
D S 221



% 7 E_ KT S G B ELFI] v oveevveverneseesne st 223
Tl T AR IA ceeree oo 223
710 FESG R AT SEH B «overeereererereenenee et 223
T2 R T et 293
7.2 Standard ( ;H;,{g ) T T reerere et 224
7.2.1 Target Spot ( EIFRBEIELT ) weeeereeeereceresmmemmmmmsticmittisiti s 224
7.2.2  Free Spot ( EHBIEET ) wreveereeeemenees R g T g RN S T S T st o8 235
7.2.3  Target Direct ( EIARTEATHG ) woeveeerreseesesessmmmms sttt 236
724 Free Direct ( F BITEATIE ) wroveeeereresresessemmntiiiniiiiiiisi b 236
725 OMni (FZEFEET ) woeeereerernesnmnnententin 236
72,6 SKylight (TH ) weveeseressssmssesmst e 236
7.2.7 Area Omni Light ( [RIHIZ JEAT ) +oeeeeerereeeresssssmssssisintitinttisisttisitb sttt 237
7.2.8  Area Spotlight ( [KIRIEHEET ) woeveeeeeerrsesemmsmmssisttisisi sttt 238
7.3 Photometric ( 7"0)?{’? ) T e 238
73.1 IES Sun (IES JCRHIE ) sreereerreeresstmsimntiitiiiiiiiiiitit ittt sttt 238
732 TES SKy (IES JEH ) woreeerersrsssesemestseuttttitsist sttt 239
733 Free Linear ( [ BZEIGIE ) woeeereerrererreonmntiniiniiiiitiniitistins ettt sttt et 239
7.4 Advanced Lighting (BBLIBHR ) ceeeereeereseesien i 240
7.4.1 Light Tracer ( JEERERSE ) «ooeersereeertmtsmmtitttititi e 240
742 Radiosity (JERBFEIH ) woererereerersseeetii i 242
15 ,}-&—gj | R T PP PP PP P SRR PP TP PP 244
7.5.1 TargetCamera ( EFREEILHL ) wrereeeeerreeesentstnsis it 244
7.52 FreeCamera ( I HIEEELHL ) woreeerereremromtmotonitiiiit ittt e st er e 245
753 BEBGHLEREI cooveereerermee e s s s et 245
7.5.4 HEEEBLAHL G XTERRT TR oreereerrereese oot 245

B T PP P 246
HBE FAREMEE - eoeveererrerrerreee e 248
8.1 ﬁ)ﬁ—%ﬂ‘k@*ﬁﬂi ................................................................................................................ 248
8.2 Material Editor ( AR ZHAEIE ) «ooveerrremeemmmii 248
8.2.1  FRMFUBT LT +oveeerersreenerte sttt e 249
8.2.2 A RLREE T RS - +reereerrerres ittt s st n s 249
823 RGBT LI T LA o evreere ettt et 251
8.2.4 Material/Map Browser ( A1 /E/IEEIRIMIBE ) +vovererrrmemsmnmonnmnmntnti e 251

T T ) T PP P OO S P P N SN 254
8.3.1 BRUEMI ST rooevveersrrerrmeeste ettt et s e s s e s an e an s 255
832 Blend (JBA ) M wreeererererrerrresrtmntitiitiit ittt sttt sttt sttt e s s a e 268
8.3.3 Composite (B ) AT «eererererermsesmsmette s 269
8.3.4 Double-Sided (B ) BEJTT coererevrrrerremmneeeremnieet e 271

8.3.5 Multi/Sub-Object (BBYE/FRTEL) BT eeeeeereermrrmmrmme s 272




ﬂﬁtﬂtﬁ—"—%ﬁﬁi

A\ 3ds maxa $ig

&fﬂ

83.6 Shellac (JEA ) AR -weeesersesesssssssesssesssssmnsssssssssssssssinsssssss st 273
837 Top/Bottom (TR ) B -wwesssseeersmmmssssssssssesssssssssssssmmmssssssmsmassssssssmmamssss s tineesse 274
83.8 Architectural (FIL) Bf T orressrssrsnssssssssserssenserasssararnenerasdispistgossessiotuuenrpynipanasesssetsecies 275
839 Raytrace (JGERERER ) BE woevssereersssesssssmssssssrmmssssssssmsssssrsmss sy s 276
8.3.10 Matte/Shadow (TRTETTLALEL ) B -oveeereesersersmssmsmssemsessnastusenssnsnnssnstnsaseacniensssiasesnssases 277
83.11 Ink’n Paint (BBIKTELE ) BT oveeereeeserssessemssmsmassnsssssesstsssnsssasin s gt snens 279
Y 1 e i 280
841 IEEEHER -+vovereersermsommsssssssssssssesssess e sm s 280
842  THEREIE] -vereeeesseeeraesasss s 280
843  SUHERKPE oreereceerersersssrensssnesnastasess e S s SRSS S g 288
8.4.4 Compositor ( LR ) T ceerereeeersesessssess s 288
845 (LA ) T cwvveeererrrersssrsssrsssssserssemssssssrassenssts st st st e 290
A =Y 3 292
% 9 ﬁ }a—‘gﬂﬁufg ......................................................................................................................... 203
I & T T 4 293
011 TEHLH BRI eveeeeseesenssessemss s e 293
.12 HRIEIE YU -ovveveerersrererassesmassssses st e 293
9.2 Render Scene (E FIFHTE ) FTFEAR -ooeverrserrmsnsvensnsrsnscscsssssstininsesensssninsnspasananapapacassssenses 294
9021 Common (AN ) FEIFIAS rvereeeerrsessesrsssssssssstsssstnsusstsmststtitistst sttt entes st st ns sttt 205
922 Renderer (JEHLEE ) ZEIFIAE -+reeeressesersersrsssssssmsusmssanttis sttt sttt e 299
9.3 Mental Ray & ZE B2 et s 302
9.4 Environment and Effects ( ZRFE AR ) reeeeesreeenss 303
9.4.1 Environment (FRHE ) BEITIAS -+eorereorssessssessessssssstssusmstntaitnstinsrassstsisssesnsastssassasisasessaseaes 303
9.2 BUER GG -+veveseseersrnsessrnsnissastsssssis st e e 308
043 - QUER Fog () +oreressressersssenssesssstusssrusissssessssrassssssstassanasorasssassotssssssserssisessssssissaspaussssianss 308
9.44 A Volume Fog (BRREIBE ) womemsssronrscrscosunsensessacanannisonessht STSHETeNuRnsRaTILE s asEost aesurbRR AT 311
9.4.5 AR Volume Light (HEIE ) seeeveessressssssmmssmmsssssssssmsssmistsssenasenssenssnmssssssunnpucetestisienssessnies 311
0.5 BF B veveeeeere e e 313
9.5.1 Effects (BIR) PRI sreeeressrrerssrssarssnosnsanacsctnssseneenedifediieguestncanisagenuyssospadppsqrytarifecessss 313
052 Lens Effects (AESLBIER ) «werererseressssssssssssssasitusustsststit sttt st st 313
9.5.3 Depth Of Field (YR ) BRI -oeeveeereroresiosnssneontintniuasrisnsestistisatistesincennintantosntisatanessntosusas 317
0.6 Video Post (ALITASAR, ) «oererereessorsessstsestststiuititiitiiiti ittt sttt 318
97 %ﬁlﬁ@)@ ............................................................................................................................ 321
9.8 Merge (BeFF ) SCA creveeeeessssse sttt e 322
9.9 Merge Animation (BFEFHE ) woevrerereeesmssmmsmsn (iesesaressdypinsipssunhonsosegeames 323
9.10 Import N T 2 327
9.11 424 BAEARBRAF AT IS BAAR T ooveerrmesesssss s 332
9.11.1 Photoshop 7 3ds max J& JIARTHEFRI LI ++eveevsersssesessssssssmsssenssasstnssissnssenncnss s ensee 332.
9.112 Authorware Z£ 3ds max J5 BAADFRIRGREFE «++oveceeeseersssrsesmsmssnsnmnsnnisss sttt 333



9.11.3 7£ 3ds max9 F5 A Poser TSI eveeeeermmmmermmmneneriiiiii st ceeaaees 335
9.11.4 ¥4 3ds max9 TR SN [ 2 P Y = T RO RUNS 335
TR 3] e covesravsonmssuvinsnysussnsssvsssssss s i SoRH 4R SH ¥ 7o e s asn smeoesmenshosovesaas suassss sasdusEaks eSS TS SRS 336

Fg10= BB IR oreses500ese505005 5 0ennsnernsnanssampousversinsigndiassons ssasssns sssoskbaeksnsss ssmns Soksnanenn opmnsnsrls duevesnen 341
10.1 /[i)ﬂﬁr}u@;;_f_ﬁpg}]@,}g%ng,@j;%z‘j]@ .................................... sensesessones 341
10.1.1 ifnﬁﬁs@@@%ﬂz ...................................................................................................... 341
10.1.2 ﬁugaj@ ....................................................................................................................... 344
10.1.3 ﬂﬂ{“;/%@j@ ....................................................................................................................... 345
10.2-- Motion: ( iB B ) BrAETHR reseressesssssosaissosesssisivosssnnnnansnsibrosaosiivasinsbrsspesaaibbsarsacsacornssivioss 345
10.2.1 Parameters (ZBEL) ooeeeerrrrrrrretttititiiiiiiiiiiiiiiiseeeerrrtteeaeeeeeteeeseeeessssnsennsanssnsensens benenesss 345
10.2.2  Trajectories (BE ) «+eeeereererrreerrmeiiitiiiecc ettt e e e et ee e e see e e s s nee s eneeesns 346
10.3 Track View-Curve Editor ( #LiZ 4%, Bl-B BB ) ccvcornrnrcnninnivinnenisssesssesennions 348
10:3]1  GRAB LR T AL coservrsssacionsoscemsonannesaninssassosssssisionsinssonshrnesssdlosiiiessnsnennnndodhonsmpense Shs sonssstast 348
10.3.2 BRI T AL v orerreneeneni ettt iiissebennmmaseranarsamnunetonsnobobest 348
10.3.3  UNfATEREBIHATERHLE «+vreeeveeeeeereemremnie ettt s e ettt e st e e e e e s e e e s s s s 349
104 % )ﬁﬁh@ .......................................................................................................................... 352
10.4.1 Path Constraint (%fééﬁﬁi ) BHIE] cevvvvreeeoreesertiiiitiitinnnisiiiiireeieeneassnnnasssnsesessasensssnsnnannnnnns 352
10.4.2  Surface Constraint ( BT ZITR ) B -+c-+eeeererrerrerersesreeemsesranssesessessersensessesssssssssssessssssns 354
10.4.3 Look-At Constraint ( {Iﬂ%};ﬁ ) Bl essetssemintssensionnrerscinmnsonnssessosossorisnnnsobiosbannersnessandoboch 355
10.4.4 Orientation Constraint ( VAEESED) T oo0eveeverocereennecerionenneninnmeresiisennssaiasannnesssanssionionsnnnss 358
10.4.5 Position Constraint ( ﬁiﬁz‘]ﬁ ) THIH =oeeevrnnreeeeennnnie ettt e e e e e s e e e e enn e e s e aaas 358
10.4.6  Attachment Constraint ( m—%g/‘];ﬁ ) BIIH] <ooevevvennereernnnteeeentnient e ee st eaa e e rs e ssennaans 359
10.4.7 Link Constraint ( HEREAITR ) TIJIH] ++veveveennerreree ettt e e e e an s 360
10,5 BhB B H] I -wosmsssosisisnssssmsnssssnsssssnmsssisasonssssissssasnisisssssesanmussensorssssmssssseboss sompuessonss oods 361
10.5.1 Spring Controller (B THEHIZR ) coeerreerrrmmrtinminniiiteee et s e et eeeeeseeessae e s essse s 361
10.5.2 Noise Controller ( BRIEFZHIBE ) creenereenennencoissinnsoreisniasssssustosansssosnsonatonensonsensanssasesssbonsnnnnss 363
10.6 A5 BLARBANZE BN B -+ ovvvreeererenmmrine sttt et et e et 364
10.6.1 @%ﬂ#x#%ﬁﬂﬁ@j@ ................................................................................................... 364
10.6.2 1@&%7‘1{@%@']@@3@ ................................................................................................... 365
10.6.3 BB THIBEBIERBI -+ vrververeereerrerementeenct ettt st et e ettt see e e e sees e e e s e eessn 365
10.6.4 BB BBANEFE -+reerverereeeeeerereeserenennns S nnsnesasnenrerere s sy Y SRR TR e e am s e 366
10.6.5 1&ekhZRAsIE (WSM) {gf«'ﬁ%’;}ﬁ@ﬂﬁiﬁ@l ................................................................... 367
10.7 4 AZE 4 G I S 368
T B 2 5] vt eee e 371

%’ 11 E reactor ﬂ]ﬁﬁi‘]‘%'—ﬁﬂ]@ ......................................................................................... 373
11.1 Create ngld Body Collection ( 'ﬁ'j Qﬁ]’l'ﬁiiﬂg ) ....................................................... 373




Eﬁwﬁa«ﬁwi

A\ 3ds maxa i

&iﬂ

1111 RIAAZERFGHEIR -vevvereeseesesssssssessessemssesssass s 373
11,12 FIRSERFG R -veeereeserssssssesssssesssessess s s s 373
1113 Create Rigid Body Collection ( BIEERIAZERFGL) roovrseressresssssmsssmmsmmmmssssssssssmsessssensscenees 376
11.2 Create Cloth Collection ( & }i?ﬁ?%—]—%ﬂ‘% ) e e 377
112.1 Cloth Modifier ( FFRMEBTAIL ) «wreeesreesesssssessseststsmationsmssstsssstss sttt st 378
1122 BUEEFTEIIENTERE oveeerersrassasssssessssesstt sttt 379
11.3 Create Soft Body Collection G E £ - 2 B 379
113.1  DIEETARIERTER -+veeverersssssssssssesssss sttt s 380
1132 Soft Body Modifier ( FEHMEHLER ) covvveeserenseemmsensmmmssseusmeeusarmaiiusiosustbussusassemuegunsensisionontes 381
11.4 Create Rope Collection (BB R ESITHR ) oot 383
11.5 Create Deforming Mesh Collection (@IE- 2T AL S 38 3 IR R IR 385
11.6 Create Plane (A ZE-Jr i ) ereeerererereresesessmmm s 385
11.7 Create Spring (BVFETREE ) cooveeereeresesese st b 386
11.8 Create Linear Dashpot (&) FAHBRE P IZ ) coevererererss 389
11.9 Create Angular Dashpot (BRI TR ) cooveverrsmmmssis e 391
11.10 Create Motor (AZEZ FHHU ) «wreeeeerererrstsrmssssisi s 392
11.11 Create Wind ( ,{,;;j FEJR ) ceveeeesenensesssssss st s 394
11.12 Create Toy Car (G = 7o = 5 -2 T 395
11.13 - Create Water (AJZE 7K ) ceeseeereeremensensisis 397
11.14 Create Constraint Solver ( AZE LG RAEFL ) worvreereeemmsmresmiminiss st 399
11.15 Create Rag Doll Constraint (4 Rag Doll £ RIE ) e 399
11.16 Create Hinge Constraint (@OF=2 -8 5 & B R 401
2l T 402
gLi12= BIFBRGEG ] -+vvvvveeeeeeeerererees e st e 403
12.1 Spray (PG ) reveeermemeesmsessse s e 403
12,2 SNOW (T ) wrreerereeeeete e 407
123 Blizzard (ZEJRE ) ceeeeeesesesesssecns et e 408
124 PCIOUA (FETF-F5 ) reverereeresssssssssssest st s 413
12.5 PArray (R TRFN ) weeeenremensnesssess sttt 416
12.6 Super Spray (ABIBIEGT ) woveeeeeereesesse ettt e 420
12.7 PF Source (FE-TFr Ll ) «ooeeeerrsesssrsmseest s 422
D R 425
13 E  ZIEIFAB G BN -ooeeeeeee e e 426
131 *E)Exi .................................................................................................................................. 426
13.2  Forces ( 77 ) ZETAIFELH «oeeeerereersenensssess ettt 427
13.2.1 Push (?Ej] ) s 427
1322 MOtOr (I3 ) +eeeeseeseressessmsseent sttt h e 427
1323 Vortex (TR ) weeeeeeesssesrsseensen ettt 430



