3ds Max 4 Tutorials                                                                              Tutorial II – Modeling & Animation
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Tutorial II
“Creating a Ping-Pong Ball scene”

1. Modeling the Scene:

In this tutorial, you create a Ping-Pong table and ball with realistic proportions and texture mapping. When the modeling is complete, you will render a high-resolution image of the scene. 

· Create a box  9' long by 5' wide by 3" high
· Change its name to “ping-pong table” 

· Adjust its mapping using a bitmap 

· Assigning a Bitmap and Dragging material to object
· Sample Type Flyout: Cube

· Coordinates Rollout: Offset / Tile
· Texture Correction

·  Create a sphere using auto-grid and base to pivot
· Modify its radius into 2'' and its name into “ping-pong ball”
· Change its color to white using the color swatch

· Create a box with Length 1", Width 6' and Height to 6", 30 width segments and 4 height segments. Name it “Net”

· Using Material Editor assign an Orange wire material to “Net” and set its self illumination to 10 for a little brightness, increase wire thickness to 2.
Notes:
· Press G to Hide / Show Grid in the selected view port

· Press M to Show the Material Editor

· Press F3 to Change modes from shaded to wire frame

· Adjusting the units is done using Customize ( Units Setup
2. Key frame Animation:


· Click the Animate button to turn on this feature. 

The Animate button and the time slider background turn red to indicate that you are in Animation mode. Now, when you move, rotate, or scale an object, you create a keyframe

· Make the ball start from any height, hit the table at frame 15 and returns to its position at frame 30

· Using the time configuration set the end time to 30

· Play the animation, the ball goes up and down, but it do not bounce.

3. Controlling the In-Between:


· Turn on ghosting feature from the View Menu to recognize the body speed
· You may adjust no. of ghosts using Customize ( Preferences ( ViewPorts
· Now, to control the in-betweens, right-click the track bar key any frame. From the menu choose pingpongball: Position
· Now try different interpolation curves for in and out motion, the required here is fast motion when the ball hit the table and slow motion when rising up due to gravity.

4. Animating with Dummy Objects:


The ball bounce looks pretty good, but it needs to bounce across the table. To do this, you'll create a helper object called a dummy, link the ball to it, and then animate the helper, rather than the ball itself. That way you can control the horizontal and vertical aspects of the animation separately, which makes it easier to adjust one or the other independently. 
· Create a dummy object using object snaps and align it with the ball. 

· Move the dummy object pivot point to coincide with the ball’s pivot.

· Select the ball and Link it to the dummy object.
· Animate the dummy and watch the motion of the ping-pong ball

· In order to follow the whole path of the ball do the following steps:

1. Select the Ping-Pong ball, and then right-click it. 

2. Choose Properties from the quad menu. 

3. In the Object Properties dialog, in the Display Properties group, turn on Trajectory. 

4. Play the animation. 

5. In the track bar, right-click the key at frame 15 and choose pingpongball: Position. Try changing the interpolations and see the results in the trajectory. After you finish, return the interpolation to its original state. 

· Now Animate serving the ball and sending it back
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5. Working In Curves in Track View:


· Right-click the Ping-Pong ball. Choose Track View Selected from the quad menu that appears. A Track View window is displayed. 
· Click the Function Curve button to change the display from Edit Keys mode to Function Curves mode
· Rearrange the points on the green curve so the ball moves across the net. The second, third, and fourth points should all be above the blue curve. 

· Right-click any of the curve points to display the interpolation controls. 

6. Animating with Path Constraints

Another way to animate the ball traveling across the table is to specify an explicit path for the ball's movement. Traditional animation relies heavily on line of action, and here you'll draw an actual line for the path the ball will follow. 

· Drawing a spline for the path 

Draw a line in the Right viewport. Place the cursor over the ball, then drag the mouse to the right. When the cursor is above the net, release the mouse button and continue to move the mouse to define a curve down toward the table on the other side, then click to set a point where you want the ball to strike the table. 

· Moving points on the path 

In the Top viewport, rotate the line around Z, using the Transform gizmo. Rotate the line so it runs diagonally across the table. 

· Adding the Path constraint to the Ping-Pong ball 

When the path is where you want it, you're ready to add a Path Constraint to the ball. You could add it in Track View or in the Motion panel. Here, you use the Motion panel. 

1. Select the Ping-Pong ball in the Perspective viewport. 

2. On the Motion panel, open the Assign Controller rollout, and then expand the Position track. 

3. Choose Bezier Position in the list. 

4. Click Assign Controller. 

( The Assign Position Controller dialog is displayed. 

Note: If the dialog reads Assign Transform Controller and only displays three controllers, you incorrectly chose the Transform Position, rather than the Bezier Position in the previous step. This is a common error. 

5. Choose Path Constraint from the list of position controllers and click OK. 

6. In the Path Parameters rollout, click the Add Path button. 

( The button highlights. 

7. In the active viewport, click the Line01 object. 

( The line appears in the path list. 

8. Play the animation. The ball travels from the start of the path to the end over 100 frames. 

· Controlling the animation along the path 

You control the animation along the path by animating the % Along Path parameter. 

1. Turn on the Animate button and move the time slider to frame 50. 

2. If necessary, scroll down a little so you can see the Path options group. 

3. In Path Options group, adjust the % Along Path setting so the ball is up in the air somewhere over the far side of the table. 

4. Go to frame 100 and adjust the setting so the ball is near the end of its path. 

If you try to make the ball go back and forth along the path you may encounter some problems, because the path controller is using Bezier interpolation to compute the changes at every key. You'll correct this in the following steps. 

5. If Track View is not already displayed, select the ball and right-click it, and choose Track View Selected. 

6. Expand Transform > Position so you can see Percent, and then highlight Percent. 

7. Click Assign Controller. 

8. In the list, choose Linear Float, and then click OK. 

9. Close the Track View window. 

10. Go to frame 0 to return the ball to its starting position, and then select all the keys on the track bar by dragging a rubber-band box over them. 

11. Delete all the selected keys to clear the animation. 

12. At frame 50, set the % Along Path value to 100. 

( The spinner arrows, highlighted in red, show that a key now exists at this frame. 

13. Go to frame 80 and set the % Along Path value so the ball is about halfway along the path. 

14. Go to frame 100 and set the % Along Path value so the ball is at the beginning of the path. Play the animation. 

( The ball flies back and forth over the net. 

The Linear interpolation is a little stiff. You could achieve better results by using Bezier Float and then hand-editing the interpolation on the different keys. But don't do that right now. If you want to do something a little different, try animating the path. 

· Animating the path 

1. Turn on the Animate button if you've turned it off. 

2. Go to frame 50. In the Top viewport, select and rotate the Line01 object very slightly around the Z axis. 

3. Go to frame 100 and rotate around the Z axis again, so the line is running along the opposite diagonal as before. 

4. Play the animation. 

( The ball's motion follows the animation of the line. 

5. It’s time to Save your animation. 

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

With my Best Wishes
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