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3ds Max for Naval Architects

Tutorial I

“Animated Still Life”
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Creating the Table Base


Create & Modify a cylinder

1. Create a cylinder near the center of the ground plane, using the following dimensions:
r = 20

h = 50

height segments = 10

2. Apply a Taper modifier with the following spec.



Amount Spinner = -0.6

Curve Spinner = -1.6

3. Apply a Skew modifier with Amount = 0.6

4. Name the object you’ve created 
“Table Base”
Creating the Table Top


Create an ellipse

1. Create an ellipse in the Top viewport with length of 100 & width of 200

2. Name it 

“Table Top”
3. Apply an Extrude modifier with amount spinner of 4

4. Move the table top, in the Front viewport, to its normal position

5. Also move it, in the Top viewport, so that its axis icon is centered over the smaller circle that’s the top of the table base

6. It’s a good time for saving your work

Modify an ellipse

1. Make sure that the table top is selected and then choose the ellipse from the edit stack list

2. Apply the Edit Spline modifier with vertex selection activated, select the vertex at 6 o’clock position, in the Top viewport, and by moving the Bezier handles Create a Kidney-Shaped Spline

3. Open the list under the modifier stack rollout and select extrude at the top of the list. 

Setting Up a grid object

1. Create a square grid object, in the Top viewport, of side length = 100
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Make sure that it’s around the left end of the table top

3. Align the grid object with the table top 

4. In the “Align Selection” dialog choose the Z position 

5. Choose center under Current object, and maximum under Target object.

6. Finally activate the selected grid

Creating the Tubular Tumbler

1. Create a Tube, in the perspective viewport, with the following dimensions:
r1  = 8

r2 = 7.5
h = 30

h segments = 10

2. Apply a Taper modifier with amount of 0.35 & Curve of –1.25

3. Name the modified tube 
“Tumbler1”
4. Click select & move while holding Shift to create another tumbler

5. Choose Instance in the Clone options dialog box and click ok

Creating a Goblet
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1. Activate the home grid & hide the grid object.

2. Activate the Front viewport, and then press W to maximize it

3. Using region zoom, drag a region that includes a portion of the rightmost tumbler and a portion of the table top

Set up the grid and the snap:

1. Right-click 3D Snap Toggle in the prompt line to access the Grid and Snap Settings dialog.

2. On the Snaps panel, make sure Vertex is unchecked to prevent the Line tool from snapping to vertices including its own.

3. Click the Home Grid tab and uncheck Inhibit Grid Subdivision Below Grid Spacing.

4. Sub-grid lines appear in the viewport. This option, when on, prevents sub-grid lines from appearing when you zoom in below the set grid spacing size.
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Turn on 2D Snap Toggle on the Snaps fly-out.

6. Create a line with vertices similar to those shown in fig and don’t forget to close the spline

7. Restore the original grid and snap settings

Editing the profile:

1. Apply an Edit Spline modifier to the line you’ve created.

2. Right-click vertex #3 & choose Bezier from the pop-up menu.

3. Do the same for vertex #5.

4. Adjust the positions of the selected vertices as well as the positions of their handles to get the curvature you want.

5. Apply a Lathe modifier minimum alignment.

6. Edit the modifier stack at the edit spline level choosing Bezier Corner for vertex #7 to create a bulge in the stem

7. Don’t forget to show end result while editing your spline.
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Goblet to Carafe

1. Create a copy of the goblet choosing copy in the Clone Options dialog box.

2. Zoom extents all selected

3. In the stack choose edit spline and adjust vertices to obtain the required figure of the carafe => del vertex #7 and choose Bezier for #2 & #6

4. Open the stack & choose the lathe.

Tumbler to Bowl to Lamp

Clone a Tumbler, and make it into a bowl:

1. Clone a tumbler using copy options

2. Modify the radii of the initial tube to be 12.5 & 12.0
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Also change the amount spinner to be 1.0 and the curve spinner to be 1.5 in the taper modification

Make the bowl into a lampshade:

1. Mirror the bowl with no clone option in the z direction

2. Modify the radii of the tube again to be 20 & 19.5 with height of 15 and sides 10 –uncheck the smooth check box

3. Rename the object
“Lampshade”
4. Move your lamp over the table as in the following figure. 
Using a Camera

1. Create a Target Camera - drag from the lower-right corner of the Top viewport to the lamp in the center of the viewport.

2. Activate the perspective viewport and press C to activate the camera

3. Try the various Camera navigation controls.

4. Now render your scene.

Setting Up Lights

1. Create two omni lights to light up the table edges.

2. Try selecting one of them and place it as a highlight over various selected objects – use the align flyout on the main toolbar

3. Release the mouse when the specular highlight is over the upper surface and the right side of the carafe – render to recognize changes

Spotlights:

1. In the front viewport, region zoom on the area that includes the table top and the lamp shade

2. Create a target spotlight from the top of the lampshade, straight down to the top of the table - Render again.

3. Adjust the falloff to 70 and the hotspot to 50 and check cast shadows in the shadows Parameters rollout.

Assigning Materials

Carafe – A Dull Clay:

1. Select the Carafe and press M to open the Material Editor.

2. Click assign material to selection and notice the changes to the carafe.

3. Type Carafe in the material name field.

4. Change the diffuse color to be RGB 160, 120, 80 with the specular level spinner to 20.

Goblet – Transparent Plastic:

1. Select the Goblet and press M to open the Material Editor.

2. Select the second sample slot and assign material to selection

3. Name the material Goblet.

4. Lock the diffuse and ambient colors and set any of them to RGB 80, 200, 130.

5. Set the specular level spinner to 55 and the glossiness to 15.

6. Turn on Checkered background and set Opacity to 50 – render to see progress

Table base - Chrome:

1. Select the table base and press M to open the Material Editor.

2. Select the third sample slot and assign material to selection the rename it Table base

3. Open the Maps rollout and click the map button in the reflection raw

4. In the material/map browser choose bitmap and click ok .

5. Browse for sunset.jpg in the directory of maps\backgrounds

6. you’re now one level below the current material, so name it Base reflection to identify it easily.

7. To get rid of the cloudy effect set the diffuse and the ambient colors to 0

8. Render your scene.

Tumblers – Choose from library:

1. Select the two tumblers and then select the fourth slot in the Material Editor.

2. Click get material – choose metal dark gold.

3. Assign material to selection and rename it tumblers.

Table Top – Ash Wood:

same steps but different material
Lamp – Procedural Checkers:



1. Select the lampshade & the sixth slot and assign material to selection.

2. Name the material lampshade – click the blank map button right to the diffuse color.

3. Choose new – select checker, and the click ok and turn on show map.

4. Apply a UVW map modifier and set spherical and fit in the parameters rollout.

5. Adjust the U & V tiling to 10 – the angle spinner to 45 ,also adjust the colors in material editor.

6. Render to see the last modifications effects

Adding Animation

Now try animating the light intensity and the material of the lampshade

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

With my Best Wishes
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