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3DS Max

Basic introduction to 3ds max
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mouse cursor on Top view as showu. once for a more controlled creation or adjust-
created you can release the cursor ment to the primitive, you can type in desired
(e RS T IRET dimensions into "parameters” to edit the shape
or simply type in dimensions into "keyboard
entry" to immediately create desired shape
with wauted dimensions

2. ouce the footprint or plan of the shape is
created, 2ds max will get you to create the

height. simply estimate desired height by mov-
g cursor up or down and click to finalise

i
|
-
"
L]
E
v
-
<
-

P = 0
A A% 1

v Zerarex eopow Do

SN AN AN 2

Dewd Dot nill's

& . > b -1 ) h ’ » . » "
TR 3 : : . e wiir: PISIE] vt <u - e k4 ot w2

. Wio; L ML S "R AT

example (box) primitive




Importing/exporting



A xiis TI0% 2 5003 or R

SIS e ‘Wiwrg AN - RF & LKh es fra pl UKL LN o~ sk

DR TRt LK A —— B A RSB RREe N

SRR DR T FETERE e
NSN3 4AINS »

Jrh R (
..--u?u-.-rc: VIAETE OO Te SelectFileto port

el i

All Formats
oh B History: [eRENSER 280l Aitodesk (*.FBX)
Tvrerts PRes s PEi s mode 3D Studio Mesh (*.3DS,”.PRJ)
aamd uson Alembic (*.ABC)
Adobe lllustrator (*.Al)
Catia V5 (".CATPART."CATPRODUCT,"CGR)
== Autodesk Collada (*.DAE)
e LandXML / DEM / DDF (*.DEM,* XML.".DDF)
R t Pl AutoCAD Drawing (".DWG,".DXF)
Al S Legacy AutoCAD (".DWG)
: Flight Studio OpenFlight (*.FLT) .
" Motion Analysis HTR File ("HTR) 2ds max can import many +ypes of
: IGES ("GE."GS." IGES) files as listed in the drop doww
Desktop j‘;’t{?cﬁk et (8 o M) < mewu. compatible software files
= Catia V4 (" MODEL.” MDL.". SESSION.” EXP." DLV.".DLV3".DL melude antocad, illustrator, rhi-
— w::0OBJ-Importer (*.OBJ) - .
w=l ProE (~PRT - PRT -~ NEU.~ G. ASM) no, dwg files from gis softwares,
Libraries UG-NX (*.PRT) sketchup ete.
Revit importer (*.RVT)
' .. ACIS SAT: (*.SAT) .
L. 3D Studio Shape (*.SHP)
Google SketchUp (*.SKP)
SolidWorks (*.SLDPRT.*.SLDASM)
= N Stereolitho (*.STL)
‘.E' | STEP (".STP.".STEP)
‘ Motion Analysis TRC File (*.TRC)
Network Autodesk Alias (. WIRE)
File name: VRML (" WRL.“WR2)
= [VIZ Material XML Import (*.XML)

Files of type:

Look in:

Computer

atanTilavel ' #‘"'.. wrlee

| r

i S oo EETTRENG] P4 <N b e w4 bW

R
il At A g % 048 I XA Gt LT/ o SRS = =] b B sl @ VR

Importing




[+]1[Front] [Wireframe ]

x| (B &"ﬂ“‘.

M, Mebie, 1 Object seometry
) w Y I ICa vire) Reset scene , Prefix: ¥ Flip ZY-axis v & -( P am
EI] S Import as single mesh Genter Pivots Ee YR A
» o g T T = ‘Rrr_’?”it asfit‘;"b:&l Poly * |7 Shapes/ines o L
ﬂ St e s * ¥ Texture coordinates m
o * ¥ Smoothing groups Ot ~ep-
;_ Name Faces Normals
| 44 . g
= object_1 12 * o Import from file 22 =
—_ From SM group . "e
" Auto x Ew
'." Faceted Taexl Frs
» L
! Flip Normals
L]
L3 Current Unit: 1.0 Tnches for this example we will import aw object
b o from rhivo. The file type needed is a .ob)
6 file. ouce opened a window with options will
= ‘ open up. simply tick the appropriate boxes
v RTUE P GhiectScie: | g - ] I+ 4ot Thew press simply press "import”.
® et '
- v Unique wire color

¥ Import materials
Prefix:

-

Default bump: [2

Force black ambient
v Importinto Mat-Editor
¥ Show maps in viewport

Copy maps to project folder

Al None  Invert note: ~
whew importing .oby files from rhivo, tick
v Write log to Import-folder (when using #noPrompt in scripts) the "ﬂip Z,\{—ﬁXiS“ option to ensure model
oresat: EIES z s right side up. in rhive and 3ds max the

vertical axis is different

Udrd ol brsavaNa & ;J S e

e Ao C e mm o . 2 Fe~422 LN E= R LI S B - 'r ”

shusvsing ¥y v B e AL A L A e 3 Tt R

importing example



el e

ey 1 T

rtang i A o

-ty e— - TTRC BT Y-

St rara i rcrmls o s

mary rbMavirn

, , i i sl e@
Arr: Bm l X :

PR IEEE = N
,“”."“ ST C: \Users \dden 150 \Documents\3dsMax \export v ]

/ mal i oxnri b

. ce=r = 2 ’ o -
RS U I SAVE Expoct ‘ €cpwE - LM e
>

Date modified

7 No items match your search.
Recent Places

1
| i Sorily Desktop

, w=
| i e elin Libraries

I:-_—_—I Vs e g,l\. exporting options are also diverse.

Computer < you can export files from 2ds max
- +o illustrator, antocad, rhine, 34
‘.'! 1 printing etc.

v Fegetwr

LR R BT

Autodesk (" FBX)

3D Studio (.30S)

Alembic (*.ABC)

Adobe llustrator (CAl)

ASCI| Scene Export ("ASE)
todesk Collada (".DAE)

Publish to DWF (".DWF)

AutoCAD (*.DWG)

AutoCAD (".DXF)

Fight Studio OpenHight (" FLT)

Motion Analysis HTR Hie ("HTR)

ATF IGES (".IGS)

gw::OBJ-Exporter (" OBJ)

PhysX and APEX (" PXPROJ)

ALCIS SAT (".SAT)

Stereolitho (".STL)

Shockwave 3D Scane Bxport (*W3D)

VRMLS7 ("WRL)

All Fomats

I calindamdur i M R..'

) i 1%
seziny DARANEY =1 <o g We e 7 % el M

. e, HHY O ol SO O |

exporting




A Duwt ot Crvwece- | LSS

i el v

o, T4 i CHENEI W 5,

TENe

y

HagammE FiWeil=la

Fohgan Wode vg

-

el ntb Fdvnire

note:

e I X e

.nn-.‘ Rl

b n..u-,- e

.:-'I:[—"l -

whewn exporting .ob) files to rhivo, tick the
"flip zy-axis" option fo ewsure model is righ+t
side up. in rhino and 3ds max the vertical

axis is different

e

Ly " fa RTINS S

B n % N 8y 07 n?‘|1.=-- RS MEE S 9B %

¢
-

ey

v Flip YZ-axis (Poser-ike)
ShapesjLines
Hidden objects

Faces: Quads >

¥ Texture coordinates

<

Normals

¥ Smoothing groups

-

cale: 1.0

w

v

v vertex ¥ normals

v Export materials
v Create matdibrary

Force black ambient

Map-Export...

arget PC/Win ®
relative numbers

Precsion: 4

v

v texture-coord

v Write log to Export-folder (when using #noPrompt in scripts)

Preset:  <NONE>

Export Cancel

Eivi

ol

AR}

for this example we will
export an object to rhino.

L the file type ueeded is a .ob)

file. once opened a window
with options will open up.
simply tick the appropriate
boxes then press simply press
"export”,

[

- pdadiry

LM

b')" d"( ’
T SR

Lo B8 B BRSO |

m-m--:-u..“ "

3 w3 A DEey St Dot M (2dT-aTy i k= b =M ‘ a

exporting example



basic modifiers



* 0 Nl vl Foavam SR o

FRL L] Ve de o e wn iwy wiak M Lignany' mrne Crvraw ' Sea -.H.-....)_ Lorvrer “w ad i
PRGOS, O CEDERP g, N EME IS E SEe N
vt ’ e ” - - band o -

0 7)t|'.§ai o

N = . y M
| 2. select modifier tab e oA e@m,

X

- D Ao i
Wil io%
Fogao s law]
[ e DA
FasCohnn i
PR stamai oy
(3 2 RS T
1. select object/primitive 2R3k N
Faler Wigm VN
satolioe e
VORIECT STALI Moo
s e
NTED | oW
Crd
Ao
Cwrs
29
LF T
Qoexic!
I 44«
[T
Dby £2pr0n

Twginr
I & v

|
] l 2, click drop down menn £ erwar

ond select "edit poly" to v;;
' v open up available optious | :,:,c.:.

! Soe - to modify object/primitive s

4 P VAN
T~ POt
o Py e

B

- : 2 s TR 3 <R

editing poly/primitive



i Ve "R, e v

- ' Mabiv YT TR L Jarad whlng o brakeay .y R pfdan Sk Foreran e . an bty
e RO, |« RO EeTERPE SO 508, ] B & m@E & sEewiy
LS IQ" “e 4y $iinn ‘e 'l T -
Papan Waid oy NalhSdsienm S5 Srnmirap L 'Sovrm Danre Sdabvinn VNeavidy thas Pusamim
[=10% qmims [rede ) s 7, R amy
(F5 a
Modrter L -
’ ~ - Ly '
note: —
when manipulating points you can either use the
xyz axiz for a more control or simply click and
dragy with mouse
o iy
O Toh ek
g AW . seex
SRACIN =l |
4. in "edit poly" options : Sarac
select vertices (represewted .
by 3 poiuts) b Thes 24 ey
e lakedrg
5. select vertice/s and manipulate via pad = : 3
move tool to desired shape : I
- r. l.:-- (-
b
for other types of manipulation
simply scroll through the modify T P
window after making the object Wl W is =
an editable poly and choose - “
. desired modifications i.e. welding, o v
chamfering, soft selection etc. Sl | Wgee rie

basic vertice editing/mavipulatiou



=8 ndwihFedwes-| } P S ™ Y

HTS T Aade ol wond MiAne ligenep) wome Geaman e ol wrw Lavangtaupe facduan " -+

A L, s RO NCTERET E SR Ey Y BN §FSmBN e sl %N
“obcn_- "Bl 11 . .- vk o -
NharaMabhie
4 Y e e T L I R R 10 o faarim

Bl A - -

Fabkny
IR [P S
X P

1] %

Parameters
Ancle: 1800 = —
Bias: 0.0 =
— Axie

>
|= f.l

Vo other modifiers are available
Limit Effect apart from mavipulating points.

these can be found in the same

drop box menu as the "edit poly
option l.e. twist

[+ ][Perspective ] [Realistic ] a

Joper Limet: 0.0 -
Lower Limit: 0,0 -
°

L Hrsw st ) .

i 4 w2 WMI N

9 o x0T 3T L Gid=10.0 Auto Key fd an oW B e BT A .
iy [ c B> W B R once modifier i.e. twist is selected
the options below on the right hawd
side appears where you cav thavge
the angle of the twist etc.

@) Add Time Tag Set Key G Key Filters,. las 0

Udad et brsansa & _‘_J Saectice S ¥
b . omrlmimrn "| oA ‘Al N,

other modifiers

| e iedecned F & BySE USSR TN T ad- X vz o R o e

- ‘ -
“otleTreree
i

-~

aon

iV

200 N
el
e

4 Y

LSRN

ITE

it

P g b

“eolom =
isivm

L AT
Y-y

e

R

NN
T
Terv b

£ % =M
% Ter

-

AR .Y

A S
LANSTTIR ]
AT A
v\ i-w
el A R
SNGw)

.

oy
o e

-
- .



P EZPSIRTIYTR I s e T R R W e e T R

i bol Camv ammi Sevd d S b whlamil, wuey brabars ™ tnd | amanyhndpou Jrvas Yy -

Ar Sy e, e O RCTER G, AN YR A NES SR e

Hilaw noda $olwa 'y ‘e i, £ -

A .
W v M= Awcw ow | A sy LS _ ol
2o s modifier stack keeps track of all the chavges made N
. to the selected object. it is very similar to the & odirey
fr layering within photoshop where each adinstment is i
a separate layer. each chavge cawn also e turned &
) on or off via visibility or deleted

| : ~ -

B4 numu FNSFFEIN*REEN

bt Orraendte @[ i 0s

- 5 1) | - ) b - . 4 - . . _ . <

s i
iy i $ o B RN AT T D et voree, DR
- e oy -

el e fe3 et e ws b A Thes T vik

-

. - O

modifier stack



animation and r@md@rmq



‘ - :v"ial/ﬂn-"lo-'v' T TRTTTeT FERLS S S B O M e Cavini o el

vl bol Came anmi Yevd d S b whis . brabars . e tnd | oy hedpov N ETTE " -9

E o
-
A
!
+
g
s
:m
N
|
1
[
i
Hl
A
|
E
|
',
o
2
¢
o

N S E D %

u”.") - " L I N e a = -
“','-l' ).'~l$l)

s e .. | orrer o viivg . UMLUL B L U ' .{..,. '”g-""
:

X ln " "' L : LA . .
Al ;
i 1 Pt dacowim | A sy L | ; ) O ey ‘
‘ . _ - R —
‘ ® . v P
o - | ~51re
"'_ " LY
- K
i L 3 ]
;:. ! > . v o E
‘ oo
! Tt
: e
— v.°°---‘ g ' Lo 2 -
- 2
. g L
=
41 - 1+ - bov # o
- 4= L Ot
by S D - ) —
; o N -
note:
there are two methods to creating key-
frame animation in 3ds max; anto key and
: set key which will be explaived below
T )
- |

% main animation tools are located below
I the window including the keys, timelive,
play/panse buttons etc.

LWl

- [y - . b ' . - . . _
iy i L I | 1y TR T R T Y | . famwit b,

keyframe animation



“_ Tt Tibase

’ . - m

wid Mabiv Y Sean dy varsd wfdnnst nnnr Fraberg e O PR Lgnangtonpn tacdunn Y -9
= " % OQ -::.,{ _“ :! ;’: a 030 .:) =.‘:{m:' + n ;i..‘.' ?:L /}'.‘ 5'.: ;:_/lr qu :_ . % ‘mn c:_} ‘.;m o "‘ “aw

’J'l") - ) b rime iy vl ) = -

Aegrar Kt 4y

4 (L Lol Iy AN ' T e I [IiNe Muosie | - i~ n en

. L =

X D oo B F s 2 P | ) X

-
-
"
¢
X
|
O

! How % Aw A= ' '_-“- : > Mo - in
‘,7‘ N v ! '_‘~.- - ." . .
'q ll _L . ¢ - i
1) | 1
= b « I
= % l
. |
E 7 ! r | v =~ E:
s . '
;‘ ( -
| ¥ . T
E 1 note: ' e e
1 ¥ anto key antomatically sets keys for each chavge made so o
- make sure you edit the timeline first thew change your objects T ot doty
: orientation/position R AR e
- SHS RUPRVEY [~ 10w g ot | Ihanin] PN ;
- ouce the change has beew made a z ehan
e "key" with be automatically set on T ‘ ; s o
- the specified +ime as shown below. =4 1A D G . ; - -
simply repeat this if vecessary +o poem=alli | 1 iTh .
create your animation : T A __asalh ‘,
e <l el
;n ) " -:."‘4- J]
| 3 | - y
3 : ' ! ../ ' 'l
1%y d g 2. drag the timelive slider +o ) ¥aas
< 5/ 100 > PR [ desired time €.9. 5 seconds and f ' i =
b i 1 . J N R R ! then chavge objects oriewtation/ ! ) /. ' 1. To start simply click auto key
: : ~ . —_———} position via rotation, movivg etc. S5 55 avd the perspective view will be

. .- highlighted red, indicating that
animation 1s on

vdagi it a2l = I,' e PR

LB A

Iium

keyframe animation via anto key



« 2 X
o % ¥EE TN

once completed your timeline should

have a mark ov the set time as shown

below. repeat the steps if necessary
+o complete the avimation

2. drag the timeline slider to desired |
time €.9. 5 seconds and then chavge |
5/100 > objects oriewtation/position via rotation,!
moving etc. once done click the buttow 3 1. to start simply click set key
with a key to set it and the perspective view will be
: highlighted red, indicating tha+t
animation 1s on

!

st ahrtensd ' = l,{_ R e

keyframe animation via set key




- Lt '3 Uiy deve Lwaly “keclxe Sinilze Trphitiza Ywcary U Ve, Uieerx =1y RS

e G S5 DEEEEIR T, e o RTINS, AR E YL B B M SR s

'
'
- - ‘

H:z3aw mtar Lpes e 338 0 = . = NS LT
tapgee Wadiay 3 Muaiu L - 3L Cufh. =k

e Usply L2101 Contares oo v : . N .,. * 8"
1 ¢ : PRAEE» N
g R ey o ‘
: -
*@iwan ‘ v - ‘ sl hd

. LEM 1w

»

TR r e )

P bt aix
""' e
-

Faita- Ttk

L AR
B ooy ireind

to add wmateriality to object :‘ 2

_ ] ) 2adad
open the material editor via Taa¥alim
right side of the horizontal : : : >4l 0 Vkeh
toolbar as highlighted awd d g

select "standard". a material T A G Darkge

library will open and you can Sl ST : _ : < W raiirbine.

select the defaunlt materials Y Aoxcd Quods
" ‘rncitawws

or dowwload sowme ouline o Ly : APy o s oew sl
syxcct Myt

L daecark rarces 2

® tuism e
srncot e e o

L RN e

L PR L AT
ordfam o

ey Rl SRS 2a ] Ha DR B TRl |

rarecarlb e vz
Mwisrbvar
B ivccat e o
e anw

Paen

Yy res Cowecn

ol a

Mortizee Jee st

’.

e CETTIR 3 4w B 1E W

o L Gy oo <

materiality




B £ L 2 B T R B T P e e ‘
e BNETEEA | - ORSSEREN G OY AE——B M S RN SR e
wce g rsue 3 : = . .

ey Wk n g

re

et N TR ‘o al

Trdevy CATer Thieves =vmvm Ny .

e wdiCon

: 4]
: . AR e
once a material is chosen e.q. : s ok
concrete, select the object | ’-‘;”"“‘:”-
you want to have this material '
and select "assign material to .- - : ol pTTrepe
selection” as highlighted '

a4 2 BN

.t L7
s B
Lewhiege: !
: 1 N
. 2 TL I
LANTew

idsd Dk oow

o e M

e

Weragpate Daluck L —ﬂ S
. |

2 LRSS

P wd 2w Lter e oian

o, PISTHIEED i 8 L 18 %4 4 m

-
..

- SRR )
materiality




. Wingua o fvlan ‘o 7-\ . Mo - M eI T SRR LTI TR e

e : Tae et D THEERW Ureewee Gaa iven | Twcern CA Ve Cirero masss T '

- A, 0 DR iun-::ﬂ:m RO 8 I, A%, Y B BS &HERS % o % n
ST FEA YT £ 4

Wee e e A0 NI Mamx
Fehgsy Wodirg

-

Cangunns
e Duze - vin b,
F1 < T
’ M L2 ‘g (L LA
E 19 PedeCzad

there are two ways fo create a light source in

2ds max. first is through the top menu bar. the

other method is throungh the creation tab ov the

right side of the screew. for example we will use
the target directional light
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X for example to create the tar-
= get spotlight simply click where
' the light source is wanted and
drag towards the object. you
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Swrecs B0 I 8 (S fisgite-s | menun bar. the other method is throungh the cre-
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other things +o change/keep in mivd
will be the renderer located at the
top and bottom of the pop up window,
the view you want rendered, the size
of the image and where to save your
render which is also where you cau
save the animation as a video
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Target Production Rendering Mode v

R
Preset: v
Renderer: NVIDIA mental ray v
View to Render: Quad 4 - Perspective
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- Common Parameters
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® Single Every Nth Frame: =
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File Number Base: =
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production rewderivg is very similar

to animation rewderivg. the only dif-

fereuce is ticking the "single’ frame
output
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