3ds Max 4 Tutorials                                                                                              Session 1 – Getting Started
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3ds Max for Naval Architects

Session 1

“Learning The Screen Layout & 3D Vocabulary”

1. 3ds Max 4 Interface:
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2. Title bar:


· Name of the scene file
3. Menu bar:
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· Paths to different tools  & controls
· … means extended menu
· It can be floated and resized
4. Main Toolbar: 
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N.B. Scrolling is required for resolution less than 1200 x 1000

· Undo & Redo
Right clicking brings the history of actions
· Selections tools
lets you choose between rectangular or circular selection region, or you can draw using fence selection to select irregular areas in the viewports, notice ctrl & alt actions also select by name
· Transform Tools
These tools let you touch an object and move, rotate, or scale it in a single movement. The scale tool has a flyout for different scale options.
· Reference Coordinate System    local  - world – view – screen …
· Axis constraints
to restrict a transform to a single axis or to a plane.
· Mirror

Flip objects or sub-object selections
· Array Flyout
Create a row, grid, or 3D array of objects
· Align Flyout
gives you different options for aligning objects and sub-object selections.
· Named Selection Sets
for a later recall
· Material Editor

changes the way the surfaces will look like
· Rendering Tools

for image and video production
5. Right-Click Menus:

· 3D Studio MAX hides quick navigation menus directly under your cursor through this right-click convention. 
· The right-click menus are context-sensitive: they change based on the selection
· Most commands in the command panels, customizable 
· Extra commands in ALT+right-click or CTRL+right-click.
6. Status and Prompt Area Controls:
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6.1. Status Line and Prompt Line

· The Status and Prompt areas provide valuable clues about what's happening underneath the covers
· The status line gives you pertinent information regarding your selection, and the prompt line tells you what the active command expects you to do next.
· The status line also displays tool tips as your cursor passes over buttons and commands
6.2. Lock Selection Set

· When you have a multiple object selection, lock the selection set with this button or press the SPACEBAR
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6.4. Degradation Override

· When your geometry exceeds the limits of the computer's graphics card, the shading mode can degrade to keep up with the movement
6.5. Snaps

· Use snaps to model and animate with precision. Here are the buttons to turn the snaps on or off. A right-click any of these will open the Grid and Snap settings dialog where you can select different snap options
· 2D Snap

snap to and create something that lies exactly on the grid plane you're using
· 2.5D Snap
The cursor snaps only to the vertices or edges of the projection of an object onto the active grid
· 3D Snaps 
Use this when you want to create or move something to a specific snapped point in 3D space. This works great for Mesh and Spline editing
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7. Command Panels

· To the right of the viewports are the command panels with tabs for Create, Modify, Hierarchy, Motion, Display, and Utilities. The command panels scroll to give more room for controls. This area changes what is displayed in it based on the selection in the viewport 

8. Customizing the User Interface

· Custom toolbars let you make your own toolbars with shortcuts and scripts. Your own customized user interface can be saved and loaded so you can take it with you from machine to machine
· The Customize command on the Customize menu is where you'll find the tools to create your own toolbars and tabs. Here you can take scripts and commands and set them on the toolbars as icons or text buttons
9. Expert Mode

· Expert mode lets you hide pieces of the interface, so more of your screen can be devoted to the viewports. CTRL+X turns on Expert Mode, which hides the tab panel and the command panels instantly. When you want to get to the tab panel, press 3. When you want the command panel back, press 2. Use the right-click menu on whatever your working on and you should be all set
10. Preferences and Keyboard Shortcuts

· As you develop techniques and practices, you'll want to customize your keyboard shortcuts. There are lots of things in 3D Studio MAX you are going to do over and over again and it's nice to be able to just press a key and have it happen. You'll find that, instead of clicking with a mouse, using the keyboard shortcuts will increase your productivity and make you a happier 3DS MAX user. 
· Keyboard Shortcuts are found in Customize menu > Preferences > Keyboard. There, you will find a huge list of commands available for you to assign. Some are already defined, some are not. Create your own and save them here. 
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The Vocabulary of 3D

[image: image11.png]




The vocabulary of 3D is really the language of mathematics. 3D geometry is composed of fundamental shapes that provide building blocks. The atom of the 3D World is the vertex, a point in space. 

Vertex: The First Dimension
This is the first dimension, without width or length, simply positioned in space. There are several kinds of vertices used in 3D Studio MAX. 3D vertices are the foundation of 3D geometry. 2D vertices are used to make lines and shapes. Texture vertices are used in creating mapping coordinates. 
The ABCs of XYZ
The position in space for the 3D vertex is given three numeric values for X, Y and Z. These values are measured from a central point, the world space origin (0,0,0). You can think of this as the center of the universe; it is an immovable point to measure from
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Lines: The Second Dimension

Lines represent the second dimension. The points on the line contain information that determines whether they are straight or curved
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Gaining Face, Edge and Polygon
Three vertices join to create a triangular face
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This is the molecule of the virtual 3D world. The line joining each of the two vertices is called an edge.

Selected pairs of faces join to create a quad or polygon. A polygon can be of two or more contiguous faces
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Polygons can be combined to create elements. Elements in an object can be separated by space, like letters in a title, or they can be contiguous faces that are touching or attached

Surface and Object Properties
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Faces have additional information to define the smoothing between edges. Smoothing groups produce smoothing, so a ball looks like a ball rather than a collection of triangles. 

Every triangular face is two-sided, and has an inside and an outside. The information determining which way is out is stored in a vector called a face normal

Modifiers and the Modifier Stack

The modifiers you apply to an object are stored in a stack. You can go back at any time and change the effect of the modifier, or remove it from the object

Modifiers can be applied to individual objects, sub-object selections, or groups of objects

Non-Geometric Objects

Beyond geometric objects, there are a wide variety of other types of objects in 3D Studio MAX. These include lights and cameras, as well as helpers and systems.

- - - - - - - - - - - - - - - - - -

11. Transforms


World Coordinate System;



Uses the orientation of the world system:




The x world axis runs horizontally,




The z world axis runs vertically,




The y world axis runs in depth.



The orientation of the axes remains the same, regardless of the viewport you’re in

Screen Coordinate System;


Reorient the axis tripod to the active viewport:




The x-axis is always horizontal,




The y-axis is always vertical,




The z-axis is always perpendicular.



As you switch active viewports, the axes remain constant to the active screen

View Coordinate System;



Uses the screen coordinates for orthographic viewports, where it makes the most sense. It switches to the world coordinate system for non-orthographic views.

Local Coordinate System;



Uses the local coordinate system of the selected object. It’s particularly helpful when an object’s orientation is no longer the same as the World coordinate system.

Pick Coordinate System;



Lets you use the coordinate system of any object you pick in the scene.

Parent Coordinate System;



Use the hierarchically linked parent of the selected object.

Grid Coordinate System;



Use the coordinate system of the activated grid system.

11. Using Coordinate Centers;
Pivot Point Center;

When select an object, the axis tripod is centered at the selected object’s pivot. For multiple selection, multiple axis tripods are created.

Selection Center;

Uses the Center of your selection whatever it is (single or multiple).

Coordinate Center;

Uses the Center of the current coordinate system.

With my Best Wishes
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