Hello World!

The quickest way to become aquatinted with 3D Studio MAX is to create a simple animation. In this particular example, you create a simple 3D man and make him take a bow. 

You don't need to know much more than how to launch 3D Studio MAX in order to undertake this tutorial. By the time you complete the steps in this chapter, you will know how to create circles, ellipses and N-Gons, how to move vertices and shape curves with the Edit Spline modifier, how to link objects together, place pivot points, and create key frames. You will also learn how to move, mirror and rotate objects. You will know how to render an animation, and how to view it.

Creating the Head with a Circle
Before you begin, move your mouse onto the word Front on your screen. Hold down your right mouse button and drag down. Let go when Show Grid is highlighted. This tells 3D Studio MAX to turn off the grid in the Front viewport.

To create the head of your character, you create a circle. Later in this tutorial you convert the 2D circle into a 3D disk.

1. Click the Create tab [image: image1.png]


found in the upper right corner of the screen. 

2. Click the Shapes icon [image: image2.png]


. 

3. Click the Circle button. 

4. Select a point in the Front view of shown on your screen, hold the left mouse button down, and drag your mouse down to create a circle. This is called a click and drag operation. 

5. Let go of the mouse button when your circle looks similar to the one shown below. 
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6. Change the Radius parameter to 25 in the command panel found on the right side of the screen. This changes the radius of the current circle. 
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When you create objects with 3D Studio MAX, the command panel for the object always appears on the right side of the screen. You can modify the object immediately after creation. This means you don't have to worry, in most cases, about creating particularly accurate geometry because you can always fix it later. Its often faster to make something wrong and fix it than it is to create it right it in the first place.

Creating the Torso with an N-Gon
To create the torso of the man, you create a circular N-Gon and move its vertices around to distort its shape. An N-Gon is an equilateral shape composed of curved or straight line segments. Between each line segment, there is a white + which is called a vertex. You can move the vertices of an N-Gon to change it shape.

1. Click the Create tab. 

2. Click the Shapes icon. 

3. Click the Ngon button. 

4. Enter 6 in the Sides parameter at the bottom of the command column that appears on the right side of the screen. 

5. Click the Circular check box at the bottom of the command column. 

6. Select a point and drag down to create an N-gon as shown below. 

7. Let go of the mouse button when the N-gon is the right size. If you make a mistake, press the Delete key and the shape will disappear. 
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8. Enter 70 in the Radius parameter in the command panel. 

9. Click the Select and Move icon, located in the main tool bar located at the top of the screen, then select the circle and move it up until it matches the view shown below. 
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Using the Edit Spline Modifier to Change the Shape of the Ngon
Now you need to move the vertices of the circle to shape the torso. The Edit Spline Modifier lets you move the vertices and shape the curves of a shape. 

1. Click the Modify tab. 

2. Click the Edit Spline button. 
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3. Click the Select and Move icon located at the top of the screen. 

4. Select the right most vertex and drag the vertex up to form the shoulder. A vertex looks like a tick on the edge of an object. 

5. Click on the lower most handle and shape the curve. 
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6. Click on the vertex just to the right of the head. Move the vertex and shape the curve until your shape looks similar to the one shown below. 
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Move all the vertices into their final positions and shape the curves until your torso matches the one shown below. Take your time with this portion of the procedure. Learning to shape curves with 3D Studio MAX requires patience, but it pays off almost immediately by reducing the time it takes you to create the complex 2D geometry you need to create 3D objects.
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Creating the Arms and Legs with Ellipses
You must zoom out to make room for the arms and legs that you must draw in the Front view. Click on the Zoom icon. Click on the center of the man in the Front view and drag down to pull back. Right-click to disable the Zoom icon. 
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You can make this view full screen by clicking the Min/Max toggle [image: image12.png]


. You can also use the Zoom Window icon [image: image13.png]


to zoom in on your object. Just select the icon and put a rectangle around the area you want to see better.
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In the following sequence of steps, you create one arm and one leg, and then you mirror them to create the second set.

1. Click the Create tab. 

2. Click the Shapes icon. 

3. Click the Ellipse icon. 

4. Click on a point near the top of the torso, and drag down and to the left to create the ellipse, as shown in the figure. 

[image: image15.png]Front





5. Repeat this procedure to create all the ellipses shown in the figure. 
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Mirroring Arms and Legs 

Now you need to select all the ellipses so you can mirror them.

1. Hold down the CTRL key on your keyboard. Select all the ellipses. As you select them, they turn white. 
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2. Click the Mirror Selected Objects icon, located in the tool bar in the top of the screen. Your objects jump to new positions immediately. Don't worry, they'll get back in place by the time you are done. 

3. Click on the Copy radio button. 

4. Click the X radio button to specify that you want to mirror along the X axis. If you like, you can see what selecting the other mirror axis do. 

[image: image18.png]Mirror: Screen Coordinates

Mior Asi:

oK
R Cwe

oo @@ Carcel
fz oo

Ofset 77— 2]

Clone Selection
& NoClone.
€ Copy
€ Instance.

€ Reference




5. Enter 90 in the Offset parameter to specify the direction you want objects to shift. Adjust this value to make your man symmetrical. In our case we specified an offset of 148. 
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6. Click the OK button to complete the mirror procedure. 
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Click on the Zoom Extents All icon [image: image21.png]


to show all the objects in all viewports. 

Extruding 2D Objects into 3D Objects
Now that you have created these shapes, you need to convert them into 3D objects. In this simple example, you just extrude them. For more sophisticated ways to create 3D objects from 2D shapes look up the term Loft in the list of Demonstrations.

1. Select the head of the man. 

2. Click on the Modify icon. 

3. Click the Extrude button. 

4. Enter 10 in the Amount parameter. 
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5. You'll see the object get thicker in the top view. 

[image: image23.png]



Repeat this procedure to extrude the rest of the objects in the scene.

