rhE R AR 2 2 AR AR S W 2445 5256 % (copyright 1999)

fx— 3DMAX B\ H1E

. 3D Studio MAX ThA&E 4

3D Studio MAX(f#% 3DS MAX) & Autodesk [/ 7] Kinetix P2 44 ) = 4 FAR 21
TEYLEALE 3D Studio MEEAE, £ F WindowNT RG-FEE N EF W =4 shm 4 e 4 PC
B P RCOESEIL T REL MR UNIX TAES 2L M ohe. X 1T TREBEHIR S, 3DS MAX IE
TE R ILAEERATE S, BNASIRUE, 7= i 7 ST SRR DL S5 Py Jo et B 2 BB K I/ T, 3DS
MAX 1R KK 3D Studio FFRNRA, BMIZ T F-& T DOS F+4¢ 4 WINDOWS NT
o, Windows 95/98. Z:3d Autodesk 23w [ EHT v, XNRAF NI RIS 52 AN A, DiRetd it
LA IR FEIRAUR KK T GO i — S B R A R

1. 3DS MAX BH#:3#3r, 78 WINDOWS NT H130 i 3.51/4.0 N AJ LLE BRI ] TTF 4k
BN, PP Y EAF 2, A Windows 95 WU TN 3C, H
T Windows P CRRBAL I BLRE, {15 3DS MAX IS LR RS8N, KK H
WINDOWS NT4.0 H SRR, A n] DL 7 Ja P s AE H (1) S 508 120% 00K, BoR 5 7%
M F] 1280X1024 JR A fif v o {9,

20 KBTI DY AN PRI A IE R, YRS = YR = i T/ g R ) S BE D) e, KT
AR —1% .
3. HT I NG HERR M, & Lk UNDO J7 (8 [ 5 2 i CAEL #:51) H DLRT (A — 2D dm 1,
BHERLE L pE, ORI SIS, SR DMESU s, R AR )
4, HERHE T SEACERTIES, TR AR IE T R A G B ks B I S B, BRI LE 3DS H
=]
5. 3D Studio MAX 7E ¥ vH AR 7 1HI )37 2 g
ST 3DS MAX KT WA SE A 1 S A8 ki ol LLIEAT S8 i v, LUK BIRS i 1Y
3DS R4 MIAH A& L D fE.
- GiRMEAL: 3DS MAX I T guiiitkix —MES, ©i&th UNDO B sg ) —MigdE. &
»aﬁzﬁﬁﬁ EEXIX SR RE, JETBERME SdniR . ERELT 3DS MAX & 584X TH A X %
E@%ﬁé{’ﬂzt/%o 3DSMAX if i ¥ 52 2 X UNDO J2 REDO #:4F. 3DS R4 %A Ihfig
PIfii (patch) ) % : 3DS MAX B SEAAGHEA R T 3DS R4 (1) 4% (Mesh)Jw i, it iEiJuTtJJE
(patch)Zwft, f#f 3DS MAX I L] 51 Jd0 - i 4 B 57 2% I SE A
7+ 2B (Volume light) IR : 3DS MAX A BUOEROR, A CHRAHIfE— ARk, H
AT AN & (Noise), MG AR AR ILAEEIRI . 76 3DS R4 13k B R AR A A
8. H HAH#HLl(free camera): 3DS MAX H I T H HHARHUE e € AN LA B B4k . 2o Hbx A,
AEARBLIZ I HIE B AR 75 55 il
9. FAZ I AN A U S YERIRY IR 4 N LD D& Y. Autodesk 1) T AT SCAEA% X
in.dxf,.dwg ,.3ds,
prj FEE G S N S A R AR RS 2L, T jpg,tea, tif, bmp, gif &5,
10, SERFHEEG SR 3DS MAX IR A ) LLBE D158 R G HE (wireframe) AP o
(smooth+highlight) & 75, BT A4 5 R SC BRI BB wT Bl IS o o A8 B et BB B . Lk 3DS
R4 KR & T8l n AL REE
11, Mgt as: 3DS MAX $EAt5 425 (A i S 38 22 A RHE T . A8 53 2= KA B A E AR 15

Gn SR A AR s FE R DL IR R %, T R i IS X R network@uste.edu.cn exh@uste.edu.cn




R R AR 265 550 % (copyright 1999)

ARG TG 2 O SR, 1 3DS R4 H R IX

12 SedbA/RIEH: 3DS MAX A KIS N AR A RIS 5, mlAi 7R I8 S 114
PRIAT 90, SRR EMNARIEH .

13, SN nl i A R P Sy CHLEZEF S Windows 95 B8 Windows NT),  F 3 FEfiT
A1 Truetype T4, FriiEIE ] T EIITERCSEM . %2 T LAAE 3DS R4 AR BBl A AL 7
e

—. 3DSMAX IfE /4

21T “d:\3dmax25\3dsmax.exe”, #EA 3DS Wil FHHILLE, 1 LUE BEEANE M H 4 A4

ﬁJ\T@EEQ
. FEE DR EEAE “File”. “Edit”. “tools” ZE3g il M T H 4%,

2. R PGS E —NMEE AR, FRIXAS SR, ] DO BRI S8k

3. AN AT LU BIFE b4 L 4 MG : “Top”. “Front”. “Left” Fl “Perspetive”;

4, FET ER R — R AR, XA KBS .

WH, BATTLUH 3DS SIVER A i s E S s . fEASCH LU R A, LA
SEAG A G rT A — W s WAl E S e AR B R AR B B B R A R AV
FeX o XL 3DS HVESm A, 2T W R{E 3DS FATOME, 1A R RS2
H R TEE . 3DSMAX I 5% FHE: “ d:\3dmax25\help\userrefs\3dsmax.chm” ( Compiled
HTML file). W] DL EEAT I B3

=, WE—NEEHYIE

*E?E DR B, AT LURCE — ARV PR3 O 85 3628 “ Geometry” JE4TFF “Object
; & “Sphere”. Wl R A K FTR:

=|®#|4 & =T
f_l_l_lilﬁlil

|Standard Primitiv ]

Pl
ooo

T Obiject Type [ [+ Name and Color I
Box | | [+ Creation Method [
|_S1:|here Tens herel - - EKevhoard Entrv |
Cylinder | _ Tube | O
Torus : Fyramid : Y3W§|
Teapot Prism
£ Z[0.0 2
[+ HName and Colox [i . I— -
[+ Creation Method i Radius:] 20. 0 ZI
[ + Eevboard Entrv [i Create |
1 & Parameters [i

FT7F “Keyboard Entry” (Z5 51 EAEPR), 15 XS Yy Z ARARIHTAME 5 A BRO )
Ak KR 72 Radius "4 AHE A IRAA R 242 SR )5 S 4% H1“ Create ™. 45 7] LUAAE 3DSMAX

Gn SR A AR s FE R DL IR R %, T R i IS X R network@uste.edu.cn exh@uste.edu.cn




H E R AR AR RS AR 265 550 % (copyright 1999)

(K 4 MLE LR BIRPTEIE RERE. FEPRrZ 7 WE EERIREER.

M. aaHIE— = E

A 3DS ShAE S AR ] L, AR R ER A R R EB

MQJJMQ@ﬂﬁ
T REEEE

i BRI E S IR, 7 R “animate” $ZH1I%L T .

| IR

o|[0 | > &

3DS FAA M BCE T A B ILAT 100 BT, 123 SR AHE TP 7R A RIS AT R

NPT DU A By

1. fECETARESR AN 07, 4 FBUE I CRAREZS D 4D R AAMT,  Hade &0
W, XA S P IR A

2. MRERUC L, RIERIA “107, BIgniEEE 10 B K%,

B |

FRREE NBUESLAHL, AR5 FERIA A & .

EEr

3. MRKIKERAE, &5 10 Wigm— k%, SUSERIRRIALE . B2 904 2058 100 fi.
4, TRSEANE . EREHEARE EHSERL Y “Rendering” ()10 “Make Preview”, #3311 ¥ 58
WM, Bl “Create” 124, WITUHA R AVI A K Bl

2|5

Gn SR A AR s FE R DL IR R %, T R i IS X R network@uste.edu.cn exh@uste.edu.cn




R AR K

DA MG L5 % (copyright 1999)

Malre Frewview — Top

— Preview Fange

HE|

— Dizplay in Preview

% ictive Time Segment ¥ Geometry
= Custom Fange; [ Shapes
[ Lights
0 = 100 =
I :Im I :I [T Cameras
[ Helpers
— Frame Rate 5

E ey Mth Frame: |1 i’
Playback FPS: [30 2]

[T Space'wWaps
¥ Particle Spstems
[ Active Grid

[T Sate Frames

[ Frame Mumbers

Image Size ¥ Background
Fercent of Qutput: IF i’ — Rendering Level
Fezolution: 320 = 240 ISmu:u:uth + Highlight= j

— Output
o pl Choosze Codec... |
" Custom File Type
' Usze Device Choose Devize., |

Fender Yiewpark: | Top

|| Create I Cancel |

T Bk 3DS FEzhE RIS

RS 4 LB “Rendering” 70 “Render”, 732140 N M5 H &

Commorn Parameters |

— Tirme Cutput:

i Single Ewem Mth Frame: [T =1

= Active Time Segment: 0O To 100

Lo Fiange:lo i’ To |100 i’ File Mumber B asze: [ il

" Frames[1.3512

— Output Size
I Custom - I Aperture Width[mm]:l =] i’

wiidth:  [640 =] szoxzdo | 256xzd43 | Sizxdss |
Height: [d20 =] Sdoxdzo | Tooxdss | sooxsoo |

gl Image Aspect: Il. S35 i’

gl Fixel &Azpect: |1. [&] i’

— Options:
™ “ideo Color Check
™ Force 2-Sided

T Render Hidden Objects
I Bender Atmmoszpheric Effects

™ Super Black
™ Render to Fields

— FRender Outpuk:

- Ei

v Sawe File

W “irtual Frame Buffer

I Wee Device ewvices. .. I |

e xhv e

™ Met Fender

i Production

=

i Diraft

“Wievaport: IF'erSpec:tive vI

| Fender I Cloze I Cancel I

S

DR ASAE B B R R I R A R, T

JRR AN g 4 B EE R network@uste.edu.cn cxh@uste.edu.cn




R E RO AR 265 550 % (copyright 1999)

Fhi “File” #%HLo S LT S n) DLz #6 ) m ) A% X

Render Output File

File name: Folders:
= = Ok
I'I.avi & hiorh _
1 avi ﬂ = et ;| Cancel |
2avi ok _
All Files [*.%) % chat Miew... |
All Formats
Autodesk Flic Image File [*fic.* fi.".cel £ chatl Sl |
2] File [ 2l | OO
BiF Image File [*bmp) £ IntemetPhone Info |
Encaps_ulategj PoztScript File (¢ eps.”.pz) £ Recievevoice
JPEG File [*.jpa) S endvoi
k.odak Cineon [*.cin) 3 Sendvoice
MOV QuickTime File [*.mov) £ testl _I
PHG Image File [*.png) -
RLA Image File [* fla] P |
Targa Image File [*. tga,* wda." ich ¥ wat] .
TIF Image File [*.tif] Dirives: [FEMmE... |
) File [ avil x| |=euser =]

S

AR AR P i R P R L R AN e, I R RN g 3 VR E R network@uste.edu.cn exh@uste.edu.cn




	附录一  3DMAX动画制作
	一、3D Studio MAX功能简述
	二、3DSMAX环境介绍
	三、放置一个简单的物体
	四、如何制作一个动画
	五、有关3DS制作动画的格式输出


