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Autodesk 3ds max 80 BIY AR

EEEL
@ Autodesk 3ds max 8. 0 R & # 4
@ Autodesk 3ds max 8.0 #h & K &4

AEES
@ Autodesk 3ds max 8.0 % & & &4

Autodesk 3ds max 8.0 #fif

3.1.1 Autodesk 3ds max 8. 0 8 FriEThEE

2005 4£ 10 A 21 H , Autodesk AR X AT REFZARTAEEWR T &30 B 1#H —
A 3ds max 8.0,
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(3) 7£ 3ds max 8. 0 1,3 K2 b= MAXScript Debugger. Vault. &5 UV &
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A max FEYF XK 20 Bl 185 7 T R AR
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(5) BT U EMFEEFIREZ S ,3ds max 8.0 B HN TR L6 A T B, flinizzh
TRa & 2RIl 2 g 4B 48 AKX DirectX BI3RA 11 X F5 % .
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3.1.2 Autodesk 3ds max 8.0 B T/ER |

1. ARRA

3ds max 8.0 WH P REFEGBEUT IS RHL ETHE GOERRE
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B AG AR R P BE AR T R LX) B R K LT

@ BB, RHH&LE NURBS #izk, BREMNREBIE 2D = E K I 3D =
8] (A 885D A TR, HRERA — MR, WABRIEE—MEEUETESR, B
B T H A B Cn PR B 303 B LI

@ 4T, KB USRI A UMM B ER., AREZMITE, BT
HORE AL B S A R A RIS R OB
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(5) BHEMR(Display) , ¥ EH FHF DY ER B BRI FGRES , 77 68 i /R B E iy
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(6) THEM (Tools) , FB i F 4 max 4, — e ok 192 )9 7T LAZEX BRIk,
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B 3-6 BXER A 3-7 mshmk A 3-8 BRmER A 3-9 THEMmMKR

3.2 Autodesk 3ds max 8.0 #f [ 454858

3.2.1 MR%HEHRMNIER

£ 3ds max HbE 55 05 P F) JEE ST R G 8 T 2 3 kB R 4 38 2% Material Editor 3R 58 i
B, I BB & RE R IRk, (Y kR T 8w B R 85 L 6% faE,
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3.2.2 IRmESRHSRE

1. BERm|
M RGBS EAREWE 3-11 iR,

Sample Type (# &% 2)
Back Light (% & 3 &)

Back Ground (% &)

Smaple UV Tiling (UVE F 4 =)

Video Color Check (7L 3 £ €& #5 &)

Make Preview (8 B #f & 1 $2)

Material/Map Navigation (¥4 B/M B 5 A #8)
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Wik L., BPCFEREMDEAS R, B — s BT USRS B g h E s B E
HE—THEREE.

TR MBI E WA & b, 3 BB, 7R s B HE O X, e B
NEBR 6 415 A5 24 NMRBIME . Magnify BORBEI, AT LUK 2 5 B 7 0148 i & 7 — 1
ST B RE O,

(3) MEEERA IR

Sample Type(Ff ISR , AT B AL O BRAK | [BIAE Sk 7 ik,

Back Light (5 #EUED , & FILRMA T AR RN T ERE —MER.

Back Ground(CF 50 , FEHE MBI E G BA T8 RSL.

Sample UV Tiling(UV [ EHBE) , ATHEFE 2X2.3X3.4 X4,

Video Color Check (WSS (4 4 25 ) , WT A 25 A /s b 944 B 2 5 8 iy NTSC 5 PAL
WA B AT,

Make Preview (B E 4 ) , FE R WE M R M ) ERR.

Material/Map Navigation(# JE S ALES) .

B U XS TR AE . X EAE AP BN B 5 2 BB T T IR IR, A X I AE T % U
A i 40T LA AR 7 R B~ . Select by Material (AT R B . MR & THIF 1
MERTH RN Z AR, A BEGFh——E B B RRTE-NXRE R
WS R IR B S BB R, R R O R AR T, B T HEAEP
5508 AR 5% B 4% 41 S AE S 500 B b O 28 A 5 R T G B B, R s B Y Material/Map
Browser X #5#HE ., XM H$ THRLG F MM Type 4R, Bif iR B EHE,

(4) Standard (FR#E) 74 F G HE

TELL X TEHE 48 R —Fpbf IR I B B AR 2R A 3L 10 FORRIZE AU R AT bk . B
B HdniEh 1 M4 5 BAR A 00 B b B B AR OM TR 0T . IR I 8 R A A TR
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(5) Maps It [ 38 8

BEFAGEZMEEEERBERE LR
T o BRI NS I L8 R S T R
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6T e A 7 B UG e G L oo U e 0 R O
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2. Material/Map Browser %115 1E

B EHE A [F] 30 75 4T FFA A R A e 8300 B , N 7E Standard (bR #E) .78 19 244 BT 1Y
KR, 3-13 fim.

B UG B @ T Maps #T5F, 0 3-14 i,

& 3-13 Material/Map Browser X} — & 3-14 Material/Map Browser %} 15 £ —

3.3 Autodesk 3ds max 8.0 kT HiE B 5is it H

3.3.1 KIRIEE

TR E RGN EEAR Y, RAT LT R A G RN ik B R8O,
EHEMAAERETR A S BRI A E , RIS ISR BIRCE .

(1) 3ds max 8. 0 H ML T BRI 3L HE, NI 3-15 B,

@ Standard & max FRPRUELT G, GIEW T JLF .

o Target Spot( HFR &L

» Free Spot(H B EHT)

» Target Direct( B #n3F4758)
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 Free Direct( H #4796

e Omni(FZY4T)

» Skylight (K25 ¥6)

e mr Area Omni(mr XKIREELT)

e mr Area Spot(mr XIZ ¥4T)

@ Photometric & max H1 ) Y6 B 22478,
HEFRTR GG EERSE S BB E
R R, RRIT AR P YR Z R
MEZW,FGREEREMEL . ATEEM B 3-15 AT R
M. BEWT LM,

» Target Point( H#5 5847

* Free Point( f B 64T

e Target Linear( H#pZRYGVR)

» Free Linear( H B £ 6T

e Target Area( B HRIEDETR)

* Free Area( H H T YEIR)

* IES Sun(IES FHY%)

» IES Sky(IES X%

(2) PFATOER EE S5, lE 3-16 s,

3.3.2 EFiEE

Y B M IR TR B S U T LAEEA T 3l i A % B B, max 8. 0 iR it
THMEYEE . Default Scanline Renderer 1 Mental Ray Renderer, =5 2% M B 45 %l 45
B JE G 3 R BRER AR .

(1) Default Scanline Renderer (& HEAMIEJ48) , & max F R IAWIE e fi B 2%, &
BEREER, N 3-17 i .

@ Time Output (B [al%E ) , FI T4 11 3l i 5 gk .
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(2) WE MBI EHIL.
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@ LB R AR R —Fh 7 B P 1T SR B R 4k S T 2% I 1E D O FRAIOR 9 1E B
a8 AR AN 3-20 BT
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B 3-17 SMEEmEgds

K 3-18 JtEEfedmik & 3-19 Exposure Control (BE 63D



