3ds Max 4 Tutorials                                                                             Session 4 – Working with Compounds
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3ds Max for Naval Architects

Session 4
“Working With Compounds”
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1. Morph:

· Morphing is an animation technique similar to tweening in 2D animation. A Morph object combines two or more objects by interpolating the vertices of the first object to match the vertex positions of another object. When this interpolation occurs over time, a morphing animation results.
· Creating a morph involves the following steps: 

1. Model the base object and target objects. 

2. Select the base object. 

3. Click Create panel > Geometry > Compound Objects > Morph. 

4. Add the target objects. 

5. Animate. 

2. Conform:

· Conform is a compound object created by projecting the vertices of one object, called the Wrapper, onto the surface of another object, called the Wrap-To..
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· To create a Conform object: 

1. Position two objects, one of which will be the Wrapper, and the other the Wrap-To. (For this example, create a box as the Wrap-To object, and then create a larger sphere that completely surrounds it. The sphere will be the Wrapper.) 

2. Select the Wrapper object (the sphere), and click Create panel> Geometry > Compound Objects > Object Type rollout > Conform button. 

Note: Both objects used in Conform must be either mesh objects or objects that can be converted to mesh objects. If the selected Wrapper object is invalid, the Conform button is unavailable. 

3. Specify the method of vertex projection in the Vertex Projection Direction group. (Use Along Vertex Normals for this example.) 

Note: If you were to choose Use Active Viewport, you would next activate whichever viewport looks in the direction that you want to project the vertices. For example, if the Wrapper hovered over a Wrap-To terrain on the home plane, you'd activate the Top viewport. 

4. Choose Reference, Copy, Move, or Instance to specify the type of cloning to perform on the Wrap-To object. (Choose Instance for this example.) 
5. Click Pick Wrap-To Object, and then click the object onto which to project the vertices. (You can press the H key and use the Select By Name dialog to select the box.) 
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The list windows display the two objects, and the compound object is created with the Wrapper object conforming to the Wrap-To object. (In the example, the sphere is wrapped into the shape of the box.) 

6. Use the various parameters and settings to alter the vertex projection direction, or adjust the vertices that are being projected. 
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3. Shape Merge:

· ShapeMerge creates a compound object consisting of a mesh object and one or more shapes. The shapes are either embedded in the mesh, altering the edge and face patterns, or subtracted from the mesh.
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4. Terrain:
· The Terrain button lets you produce terrain objects. The software generates these objects from contour line data. You select editable splines representing elevation contours and create a mesh surface over the contours. You can also create a "terraced" representation of the terrain object so that each level of contour data is a step, resembling traditional study models of land forms. 
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5. Scatter:
· Scatter is a form of compound object that randomly scatters the selected source object either as an array, or over the surface of a distribution object. 
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6. Connect:
· The Connect compound object lets you connect two or more objects between "holes" in their surfaces. To do this, you delete faces in each object to create one or more holes in their surfaces, position them so that the holes face one another, and then apply Connect.

[image: image10.jpg]



7. Boolean:
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· A Boolean object combines two other objects by performing a Boolean operation on them.
· A Boolean Operation could be one of the following:

· Union

· Intersection

· Subtraction (A-B) / (B-A)

· Cut

8. Loft:
“Lofting Objects”

· A loft object is created by combining two or more shapes. You have used an Extrude modifier to add depth to a shape by extruding it along a straight path. You also used a Lathe modifier to extrude a shape along a circular path to create an object.
· Imagine what you could create if your path wasn’t limited to a straight line or a circle, but could be any spline in the scene. That’s the concept behind a loft object.

· You can place more than one cross-sectional shape along the path of a loft object, and interpolate the geometry between cross sections. One shape becomes the core of your object, and the other shapes define the contour of the object’s perimeter.
8.1. General Steps to Create a Loft:

( Create a shape to be used as a path.
( Create one or more shapes to be used as cross sections.
( Select either a path or a cross-sectional shape.
( Choose Loft Object in the Geometry branch of the Create command panel.
( Click the Loft button.
( Do one of the following: 
* If your selected shape is a path shape, click the Get Shape button, and then click a cross-sectional shape. 
* If your selected shape is a cross-sectional shape, click the Get Path button, and then click a path shape.

· Whether you use Get Shape or Get Path, the shape you first select remains in place, while the shape you get moves to the currently selected shape.

* Try to use the top view for the creation of the cross sectional shapes otherwise you might not get the required loft.

8.2. Adjust Skin Parameters:

( Uncheck and then check Cap Start.
( Uncheck and then check Skin in Shaded.
( Uncheck and then check Skin.
8.3. Adding Shapes and adjusting Orientation:

( Change the path spinner in the path parameter rollout as percentage or distance.
( Click on Get Shape and choose the shape you want to add at this position.
( If the shape requires a Re-orientation then right-click the loft object and choose Sub-Object > shape selection … pick the required shape, rotate it, or move it.
N.B. there are three options (Move - Copy – Instance) of how do you get shapes into your loft object try each of them and note the difference

8.4. Editing Shapes and Path:
( Choose any of the shapes that you’ve used in the loft object and modify any of their parameters and note what happens to the loft object, you may use an Edit Spline modifier if necessary.
( Choose the path you have used in creating the loft object and try to make some modification to it such as:

· Move any vertex on it – change its type – modify its tangents

· Add new vertices to have more control on the path or lengthen it.

· Animate the path.

8.5. Lofting Shapes with Multiple Splines:

( Create a multiple spline shape that consists of a circle and a rectangle arranged as shown in figure below – also create a curved path
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( Make a loft object using the multiple spline and path you have already made.

( Choose the multiple spline shape – move the circle to the other side of the rectangle and then inside the rectangle, and each time note the change in the loft object.

( Now try to attach a new shape to the multiple spline shape.

(Undo the last steps and then break any vertex in the multiple-spline shape to open a gap in the lofted object – assign a two sided material to your object.


With my Best Wishes
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