3ds Max 4 Tutorials                                                                                Session 5 – Working with Materials
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3ds Max for Naval Architects

Session 5
“Working With Materials”
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· The Material Editor provides functions to create and edit materials and maps. 
· Materials create greater realism in a scene. A material describes how an object reflects or transmits light. Material properties work hand-in-hand with light properties; shading or rendering combines the two, simulating how the object would look in a real-world setting. 
· You assign materials to individual objects or selection sets; a single scene can contain many different materials. 

Note: Creating a new material clears the Undo/Redo lists. 

1. Material:

· A material is data that you assign to the surface or faces of an object so that it appears a certain way when rendered. Materials affect the color of objects, their shininess, their opacity, and so on. 
· A standard material consists of ambient, diffuse, and specular components. You can assign maps to the various components of a standard material. 
· The standard material is the default material in the six sample slots of the Material Editor. However, you can change the type of material you're working on by clicking the button labeled Type below the sample slots. This displays the Material/Map Browser, and lets you select from a list of alternative material types. 
1.1. To view the Material Editor: 
· Click the Material Editor button on the main toolbar, or simply press M.

1.2. To give a material a different name: 
· Edit the name field that appears below the Material Editor toolbar. 
· The name of the active material appears in the title bar of the Material Editor dialog. The name of the material is not a file name: it can contain spaces, numbers, and special characters. 
· The name field displays only 16 characters, but a material name can be longer than that. 
· If a material that you want to change has been saved in the scene, but not in the Material Editor, you can load the material by getting it from the scene. 
1.3. To make a copy of a preview material: 
· On the Material Editor toolbar, click Make Material Copy. 
1.4. To get a material from a scene:
· If a material that you want to change has been saved in the scene, but not in the Material Editor, you can load the material by getting it from the scene.

1. Click a sample slot to make it active. 
2. On the Material Editor toolbar, click Get Material - A modeless Material/Map Browser is displayed. 
3. In the Browse From group box at the upper left, make sure that either Selected or Scene is chosen - The Scene option lists all the materials currently in the scene. 
4. In the list of materials, double-click the name of the material you want. 
5. You can also drag the material name to the sample slot. 
6. The material you chose replaces the previous material in the active sample slot. 
1.5. To assign a material to objects in a scene: 
1. Select the sample slot that contains the material you want to assign. 
2. Select the object you want to assign the material to. 
3. Drag from the sample slot to the object. If you selected more than one object, you are asked if you want to assign to the single object only, or to the whole selection. 

· You can also assign materials by clicking Assign Material to Selection on the Material Editor toolbar. 

Warning: When you assign a material to an object or selection, that material becomes a hot material (its sample slot is displayed with white corner brackets). When you change the properties of a hot material, the scene immediately updates to reflect those changes. Any object with that material will change its appearance, not just the objects in the current selection. 

To make a material no longer hot so it doesn't change the current scene, click Make Material Copy. 

1.6. To put a material back into a scene: 

· On the Material Editor toolbar, click Put Material to Scene. 
· The material in the active sample slot is now a hot material. 

The Put Material button is available only when (1) the material in the active sample slot has the same name as a material in a scene, and (2) the material in the active sample slot is not hot. In other words, this command is meant to fit into the following overall sequence of handling materials: 

· You create a hot material either by assigning it to objects in the scene or by getting it from the scene. 

· You make a copy of the material. 

· You make changes to the copy of the material. 

· You update the scene by putting the changed material back into the scene. 

· These steps are not as immediate as changing a material while it is hot, but they help you avoid changing the scene's materials unintentionally or in unexpected ways. 
1.7. To select objects assigned to a material: 

· When a material in the Material Editor is assigned to objects in the scene, you can select the objects from the Material Editor. 

1. Click a sample slot that contains a material in the scene. 
2. Click Select by Material - A Select Objects dialog is displayed. The names of objects assigned the active material are highlighted when the dialog appears. 
3. Click Select to select objects that have the active material assigned to them. 

You can also change the selection by choosing other objects. If you change the selection, you must then click Assign Material to Selection to assign the active material to newly selected objects. 

1.8. To get a material from a library: 

1. On the Material Editor toolbar, click Get Material - A modeless Material/Map Browser is displayed.
2. In the Browse From group box at the upper left, make sure that Material Library is chosen. 

If you have opened a library, the list of materials shows the contents of the library. 

If you haven't opened a library, click Open in the file area of the Browser. A file dialog is displayed. In the file dialog, you can choose a material library to open. After you open the library, the list of materials updates to show the library's contents. 

3. In the list of materials, double-click the name of the material you want. 

You can also drag the name of the material to the sample slot - The material you chose replaces the previous material in the active sample slot. 

1.9. To save a material in a library: 
1. Click to select the sample slot that has the material you want to save.
2. On the Material Editor toolbar, click Put to Library. 
3. A Put to Library dialog appears. 

4. Either change the material name or leave it as is, and then click OK. 

The material is saved in the currently open library. If no library is open, a new library is created. You can save the new library as a file using the Material/Map Browser file controls.

2. Material Types:

· Standard material is the default material. This is a versatile surface model with a large number of options. 
· Raytrace material can create fully raytraced reflections and refractions. It also supports fog, color density, translucency, fluorescence, and other special effects. 
· Matte/Shadow material is specifically for making an object into a matte object that reveals the current environment map. A matte object is effectively invisible in the scene, but it can receive shadows cast onto it from other objects. 

· Other material types fall into the category of Compound materials. 
( Compound Materials

· Compound materials combine other materials in some way. 

· Blend material mixes two materials on a single side of a surface. 

· Composite material mixes up to 10 materials, using additive colors, subtractive colors, or opacity mixing. 

· Double-Sided material lets you assign different materials to the front and back faces of an object. 

· Morpher material uses the Morpher modifier to manage multiple materials over time. 

· Multi/Sub-Object material uses the sub-object level to assign multiple materials to a single object, based on material ID values. 

· Shellac material superimposes one material on another using additive composition. 

· Top/Bottom material lets you assign different materials to the top and bottom of faces of an object. 

( To get a material: 

1. Click Get Material on the Material Editor toolbar - The Material/Map Browser is displayed. 
2. Double-click a material type (not a map type) in the list, or drag the material to a sample slot - The Material Editor replaces the original material. 
3. Maps:

· The images you assign to materials are called maps. 3ds max provides several different map types. They include standard bitmaps (such as .bmp, .jpg, or .tga files), procedural maps, such as Checker or Marble, and image-processing systems such as compositors and masking systems. 
· You can assign maps to most of the components that make up a material. Materials that contain one or more images are called mapped materials. By assigning the maps to different attributes of the materials, you can affect the color, the opacity, the smoothness of the surface, and much more.
· For many map types, the Renderer needs instructions telling it where the map should appear on the geometry. These instructions are called mapping coordinates. 
With my Best Wishes
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