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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Badi 1:

1. THIET LAP BON VI LAM VIEC:

a. bon vi hé théng:
Menu Customize - Units setup - System Units Set Up - System Unit Scale > Chon hé
théng (mm).

b. Don vi hi€n thi:
Menu Customize - Units setup >
Chon mét frong cdc tuy chon sau: Metric, US Standard, Custom, or Generic dé chon
hién hanh. Théng thudng chon hé Mét (Metric). Chon cm, hodc mm.

Creste Modfiers Character reactor Animation GraphEdtors Rendering Customize MAXScrpt Help
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2. THIET LAP KHOANG CACH GRID:

Customize - Grid & Snap Settings > Home Grid &> Grid spacing - Nhép kich thudc &
lUSi (vidu 10cm).

Character reactor Animation  Graph Editors  Rendeting  Customize  MARScript  Help

S n R SN sl AT R TN

(© Grid and Snap Settings oy ] 1
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

)| T |

3. TAO KHOI CO BAN:

Create > Gometry - Box / Cylinder

4. HIEU CHINH pOI TUGNG (MODIFY): e
Chon déi tugng = Modify = Hiéu chinh cdc tham s& Box | LCane |
thudc doi tuong. Sphere | GeoSphere |
Pat lai tén va chon mau sdc géc cla déi tuong Cylinder | Tube |
Tomus | Fyramid |
Teapat | FPlare |
[= Mame and Calor ]
if [
5. COPY POI TUGNG: R ——————— Cleld

[onR % B FTTE LI O AT A S ol T |

Chon déi tugng = Chon Select
and Move > Gig Shift + Click
chudt trai >
+ Copy dbéi tugng dugc
tao ra doc lap véi dbi
tuong ban dau.
+ Instance: ddi tugng dugc
tgo ra doéi véi déi tugng
ban ddu cé cung tham

- m
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ik et g o it ared e chmats (AT Tag _ teyFaen. | =T gHL- 15 2ok -

| TR & " [Fvns vment Y3 opee | P

DI CHUYEN DI TUGNG THEO MOT
KHOANG CACH CHO TRUGC:

o

Di chuyén chudt trdi vé vi tri Buton
Select and Move (Q) va click chudt
phdi (hodc F12)

T

'.ﬁljs_':olu_lt'e:wlb'r}d : u] ff_s'et:‘«\{ﬁr}d :

SG dung hé toa dbé Offset: Word,
nhé&p toa dé mdi cda déi tugng.

7. SCALE POl TUONG :
BAm phim R v& chon F12 d€ dua ty 1& déi tugng to hay nhd.

8. XOAY POI TUGNG :
Phim E va F12 dé xoay
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9. GIAO DIEN 3DSMax:

a. Viewport:
La khung nhin cda cdc hinh chiéu khdc nhau ( top, front,..) cda déi tugng.
Thay d&i: Vo Customize > Viewport Congratulation & Layout & Hiéu chinh
cdc tham sé thudc Viewports.
Cdac phim t&t cla Viewports:
T: Top ; R: Right ; L: Left ; F: Front ; P: Perspective (Ph&i cAnh)
Hodc click phdi chudt vao tén view > chon view

b. Cdc thao téc thay ddi khung nhin Viewports:
Z: zoom extents all ; Ctrl + w : zoom region (zoom vung chon) ; Ctrl + P: pan ; L:
pan viewport.

c. Khod dai tugng:
Thanh space bar hodc dung Buton tfrén man hinh
C6 tadc dung khod sy lua chon déi tugng hodc nhém déi tuong, tao sy dé
dang khi thao tac (Sau khi lua chon dgi tugng nén khod déi tugng lai)

d. Snap

(s): sU cho phép fruy bat véo nhiing diém khdc nhau frén déi tugng va trén grid.

10.  BAITAP THUC HANH:

Vé mét cdi ghé cé kich thudc nhu sau:

40cm d=4cm

40cm cao 7cm

d =40cm

@ =40cm
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Badi 2:

1. VE COT:

Create > Geometry - Box > Modify > Hiéu chinh tham s6 dé cé kich thuéc mong
mudon.

i e ol T e e
vl #| &/ e|@ T B R I,
(5 ] Eﬂ‘k @ e % * @D
e : -
9
Line Heatang[e ]
Circle Elipsz |
Ao Danut ;
NGDn Star
Tent Helis |

T mg—rmr;mn—m—v rmm—mrrr&mrrrm;‘—m‘—mmrrmamrmr rmm {

* — 5 f
e e B - L mmﬁE.F—_‘ ==

,':‘:‘.“.'.‘.‘:L....,...L i e i N
CEE R Pl = TR j—l-m Ja

2. VE TUGNG:

+ Create - Shape > Rectangle.

+ Tago dé rong cho tudng:
Chon Rectangle via vé - Modify - Modify list > Edit spline >
Chon Outline > Nhdp kich thudc cla bé rong tudng.

+ Tgo dé cao cho tudng:

Chon ftiét dién mdi tao ra = Extrude = Chon Amount: nhdp kich thioc

cda chiéu cao tudng.

3. buC KHOET TUGNG: [©1rceie e mon st ermiweme ———— P e

fie £ Toh Gup Wew Oeats Moders Cheate reator Aveeten Gaghfdton Renderrg Custosge MASOTE teb
L e TN A e PR P O e L RO
LJII&IOIIITI

Tao déi tugng B 1a doi
tugng cé kich thudc bdng
kich thudc phdn s& khoét
di frén tudng.

Chon tudng mdi tqo ra (ddi
tuong A) > Create >
Geometry - Compound
objects - Boolean > Pick
Operand B = Chon déi
tugng B.

ﬂ ﬂmllé}lllll]l IIIHmIIII * IIIII#IIIIIH%IIHII|II*IIIlIIIII'P_"IIIIHII#IIIHH& r
e 8 @ i i [ o sl o el o] ey = Bl o (G S5
[P E————— A T T Selbay|  KeyFhur - Ail)!‘}b&
Wstort]| [ (@ 8 [T otied - 3 man 7 W 7-Pant | |« woom

Luu y: Nén dung objects Snaps
va F12 dé di chuyén cdc ddi
tugng mdt cdach chinh xdc va nhanh chdng.
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Bai 3:

?

VE CUA

o’o

Vé khung clia dung Rectangle - Outline >Extrude

Create > Sharp = Line > Vé dudng song song clia cla s6.

(Luu y: t&t ch& ao start new sharps‘ frong muc sharp)

* Chon khung vtia vé > Modify - Modify list > Chon Edit spline > Chon Spline >
Dung chudt chon tét cd cdc khung clia s6 chuyén thanh mau dé > Chon Outline
- nhdp gid tri phd hgp.

(BGi v&i cdc dudng spline kndng lién tuc, mudn Outline phdi thém budc chon cho

cdc déituong chuyén thanh mau dad).

[» |»

ST

R P s o T et i it
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o ks e st
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e —

ot Lt

w@ iy e l@

T E G| 8 #i*{&@%fﬂﬂlﬂ'ﬁ-@wﬂﬂ

: D . E @ = @ 0 m o e ————
ﬂlnﬁlﬂiﬁ 4 Mxfnw :hfwe  zzoom  clea-m0 s R O LR b= e
|| ek aret g o doct and v cbiocts [ Add Tme Tog :l un— n-nn [0 Bl lh-SeF B

Wistart| B D 8 * L vinra oient | 2 otk 304 -, [T it - S e 7 . Y 9Pt | FEELH O cwm

+ V& mat kinh clia : Create > Geometry = Plane.
Xong todn bd clia = tao thadnh moét ddi tugng-=> Group = group = Bat tén
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Training and expressing 3Ds max — SketchUp —

AutoCad — Revit — Photoshop

2. HIEU CHINH PUGNG SPLINE:

Ung dung vé mdi nha va cdc logi khdi
khong phdi la khéi co bdn.

w @) 4@ B T|
LineD1 |
IMod\fler List =
3 Line o
erter
------ Segment
Spling

* Chon dudng Spline > Chon Modify
- Chon Vtertex (dinh). S e
+ Sau dd, can hiéu chinh dinh ndo thi —
chon va dung céng cu Select and e AR
~ Conrect Copy
g di &n di 3 dén vi I Comneet
move\ dé di chuyén dinh dé dén vi e
fripht hop. e
Theshold  [E0 2
wed | [07 &
Connect Insert
Maks First Fuse
Heverse Cycle
Ciosslnsert | [07 2]
Fillet [
3. OP VAT LIEU CAN BAN:
Trong bdng Meterial Editor (phim tat 1a: M):
+ Chon mdu cho vat liéu
* Dgttén va chon mdu cho vat liéu
»

Chon dd&i tugng = Chon Assign Meterial to Selection

Material Mavigation Options  Ukilities

B EE S e B[O

@ T A0 @ —m

e 22 I%IXI‘I{%I%IJIQIT&&

Standard

[" wire I~ 2Sided
[T FaceMap [T Faceted
= Blinn Biasic Parameters |
— Self-llumnination
Amblent - |E I7 Color mv_ﬂ J
Ditfuse: -
gSpecularl:l Opacity [T00 2| |

or  Animation  Graph Editors  Rendering  Customize  MARScript  Help

4 oo

Color Selector: Diffuse Color E

g 4107 g8 % ol T

x|

Hue ‘whiteness

rec I |[i| -
Green: [T |[T5T -
pioc: I |22 :|

Hue: [T I 70 :|
sat [ [ 52 :|
A

Fieset

Ak [4r

4
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Bai 4:

1. TRIM (CAT) CAC PUGNG SPLINE GIAO NHAU:
Chon Spline A, > Modify = Modify list > Attach k&t n&i)
Modify = spline > Erim (c&t cdc phdn thua)

T = FER R AT S NS N TR L ] —IM ® =
R@aeOE

SR R

Splines =

AutaGid [
Start Mew Shape [
Line Rectangle
Cicls Elipse HH w3
A Donut _—
NGen Star
- Insert
Tert Helis
Section lake First Fuise ]
Cycle
Crosslrseit | [TTmm 2
Fillst Thom &
Chsmisr | [Tom 2]
Outine | [G0om 2]

Mirror Y= <
I~ Copy [~ About Pivat

Trim Extend

T Infinits Bounds

3 Tiangert:
[l sl

e e

2. KETNOI CAC BUGNG SPLINE TAO TIET DIEN:
Chon Spline A, > Modify > Edit spline > Afttach k&t n&i)

Modify - vertex > Chon tdt cd cdc dinh > Chon nut .

3. THEM CAC PiNH CHO PUGNG SPLINE:

Chon spline bdt ky = Modify = Edit Spline > Vertex - [Refinel > Thém cdc dinh tqi vi
tri cAn hiéu chinh

4. VAT GOC, BO TRON CAC PiNH BUGNG SPLINE:

Chon spline bdt ky = Modify = Edit spline &> Vertex & Chon dinh can hiéu chinh
- Fillet (Bo tron) hodc Chamfer (Vat géc).
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5. QUAY TIET DIEN TAO KHOI:

Trudc hét tao ra mot tiét dién.
+ Chuyén truc quay: chon déi tugng > Hierarchy > Affect Pivot Only (hiéu
chinh tfruc quay).
DUng Select and move di chuyén truc quay dén vij trf pht hop.

S,

cBRPF CrRuitlog~ PR deddEn Bl 2
u@anoel
—

Q@ sems |
e —
[P m | L
[- &

LS AEF L EEDPINR RSB

+ Quay d8i tugng: chon d&i tudng > Modify list >

6. HIEU CHiNH KHOI (EDIT MESH):

Chon khéi = Modify > More > Edit mesh > Chon vertex (dinh) & Chon select and
Move dé hiéu chinh cdc dinh.

Luu y: cdn k&t hop thém ché do (truy bt diém) & c6 cdc khodng hidu chinh
chinh xdc.

7. THEM CANH VA EXTRUDE MAT :

Click phdi chudét vao déi tugng, chon Convert to > Convert to Editable Poly >
Modify = Edge (Chon 2 canh bdt ky) = insert (setting) = nhdp s& canh mudén thém
vdo.

L x Bl

h i
' L:E;E e e Tnsetdmotint
: W Bl E— 1 : -
o " By Pobgon S ) E [
Length Segs[1 = ‘ = | ‘ ‘ L. I': By'etes
S Apply 7 Gancel Ignore Backfacing
Width Segs 1 ekfacin o
S 2 I~ By Angle: [T50 ®
Height Segs [i y#ing :

Shiink Grow
Fing Locp |

Polygon 2 Selected
SoftSelection ]}

¥ Generate Ma

I it
Exrude |0 Outine |0
Bevel A Inset M
Bidgs O] Fin
Frtmbe 5

Wire Parameters...

it e 0 G
[ Grid=100 | Auoke[5eected
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Chon face = extrude T B0
tqﬁgngd’gé§;gmh]ﬁ:- Element

(setting) > nhdp chiéu cao —
cUa mat mudn extrude. | o | caw | wlnle =

Gome

I~ Byveter

I lgnore Backfacing

I e [F0 2|
Shrink Grow
Ring Loop

2 Edges Selected

FRemoy Split
InsertVertes | Weld ||
Extude |0 Target'weld
| Chamfer E,] Connest A

Barder

Polygon O
Element

¢ Local Momal
By Folgon.

NI

Apply 0K | ol |

‘Io/me

™ e

[ lgnore Backfacing

_rBy;A«'gg'lé'_]ASD_;J
Shrink. Grow
Rirg. | Logp

2Pol d

Insert Vertes
Evude | Oufine M1
Bevel [a] nset gl
| B Bidge |3 Fip )
TR ITTCT T LTI LT LT T T T LT TP T LTI PT OO CTTIoT T | HingeFromEdge  [A1]
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bdi 5:

1. XUAT FILE AUTOCAD - 3DSMAX:

File = Import - chon file dang autocad (*.dwg) >

+ Merge objects with current scene: tron I&n object v&i cdnh hién hanh

+ Completely replace current scene: thay thé hodn todn cdnh hién hanh

- Chon phdn chia cdc object theo layers hodc colors - Ok.

(luu y: déi v8i Autocad 2004 thi phdi save as xudng autocad 2000 mdi thuc hién
dugc.)

2. AN - HIEN CAC PG| TUGNG TRONG 3DSMAX:

Display = Hide »>
Chon objects 2 hide selected hodc
hide unselected.

3. CHON DOl TUGNG THEO TEN:

(H) & Chon cdc déi tugng theo danh sdch hién ra trén madn hinh

4. RENDER:

Render viewport hién hanh.:
Shift + Q

Render viewport trudc dé.
F9

Kts. Nguyén Duy Thanh 11
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Bai 6:
ANH SANG TRONG 3DSMAX (ANH SANG NGOAI THAT)
1. PEN TARGET DIRECT:

+ PAT PEN:

Boéng vai trd gidng dnh sdng mat trdi vi cdc tia sdng chi€u song song v&i nhau.

Create - Llights > Target Direct > Chon diém dat dén va chon diém chiéu
sang - Di chuyén dén dén vj tri phd hop.

® bt 01.max - 3ds max 7 - Stand-alone License

File Edit Tools Group VMiews Create Modifiers Character reactor Animation  Graph Editors Rendering Customize MARScript  Help
pMoa™ TN ececEn  IMes

~ EGECED
ER TR

I Standard hd I

[

Sutolrid T
Target Spat Free Spot
Tanget Direct| Free Direct
Cirani Skylight
mr Area O v Avea Spot

ID\IeclU‘I |—

‘.'n-man 3 . - - - - . . .
AR AR A AR AR A AR AN A AR A AR AR A AR A AN A RARA
b won 3!0 an E @ n &0 B wéiq-
[ 1 Light Select B <7 xf47257 314 2| v]-26302 82t 2 2 [32642 757 2| Grig = 1000 | AutoKey[Selected v b | ] w |

7 Selkey|  KeyFtes | w3 |
F -

<|

)

Fee=8|3% 0Lt @D/OR RFDEP

|

RIC

+ HIEU CHiNH PEN:

Cdc tham s6 co bdn:

< General Parameters

Mul’riplieﬂ: x 1a cudng dé clda ludng dnh sdng chiéu dén (théng thudng x<3)
Color: mau clda anh sang (Adi v8i ngoai thdt thudng Id mau trdng)

Coéng cu tao béng dé tu dong.

+Chon On

+ Chon Ray traced Shadows
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+ Dierectional Parameters:
Pudng kinh ving chiéu sang
Hotspot: vung dnh sdng manh
Fall offi vang anh sdng md&.

« Shadow Parameters:

Cdc hiéu Gng vé bong dé.

Q@ &S
=

Do [T
Modifier List -

rectl|

R ET S

(7w s =

[ Near Attenuation

WIIF e saEm 2
I~ Show End [300 2]
Far Attenuiation————
rﬁ'uga_ St 500 =
I Show En [200 2]

T Light Affects Shadow Color

Amosphers Shadons:
P_ On Opacity [T000_ 2|
e o i e ol

IiIIIII_%IIIHIIII;#IIIIIHII&III‘I‘HH_!*IIIHIII;& “EF__ i AL

57 2 tad 310 o eyl [Sekcied BRI AT N R AR

+ Color: sdc dé ving béng dé (thudng chon mdu xdm dé ving béng dé trén

phdi cdnh khéng qud téi).
+ Density: mat dé béng dé cing cé téc dung téng gidm sdc dé clia bong.

2. DEN OMNI:

Bén Omni phat ra dnh sang 360°
Cdc tham s6 tuong tu Target Direct.
Thudng dung Idm dnh séng phdn quang hay dnh sdng phu va trong ndi that.

3. DEN TARGET SPOT:

Phdt ra adnh sdng theo hinh nén.
Cdc tham sé tuong tu Target Direct
Dung nhiéu trong ndi that (gid dén spotlights).

Kts. Nguyén Duy Thanh

13
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Bdi 7:
VAT LIEU TRONG 3Dsmax
1. OP BITMAP LEN BE MAT CUA KHOI:

Rerderg Customice  MAXIORE b

L I S I L.

B.

o
r al&l,nu,m;nﬂp

{/n

Finfinctarce et ]
Aoy S M S Arg D¥Max 0% Dibwe 0%
o i (B R o s %) o |8 [T =

Aofecires Tisrenitarcs
"'lﬁli-m Av- OfMax  O% Dibaer
o4 Bl % @ %] e |a|[|rui_

Ot % o =] s
E - 1

-l I e )
I~ FacaMun I Facemmt

# Tenre  Emeiny Macprg [Ercics Hop Charred =
P Do M B M Charat [T 2
uﬂs“"‘Jﬁp'lr‘ﬁ uﬂ%;]
b N S
oW e sl
Bha [T 2| Bleolet M0 3| Fase

1
LSV EOYIBRIBE W]

i T —

D

i i

e T ek Vewinn | - -';'; o

& Pl & Cop © Plae

Fim ||oms vy e ]’:F
Leme—2 w1 Sl T e-ﬂ-:r I

+ Material Editor (M) > Maps - Diffuse colour - None - Bitmaps = Chon
Bitmap tu thu vién D:\thu vién

+ Chon Show maps in viewport

+  Muén thay d&i mdu vat liéu chon Bitmap trong Bitmap Parameters.

2. HIEU CHiNH KiCH C3 BITMAP (cdch 1):

Chon déi tugng = Modify = Modify list > UVW Maping = Chon Gizmo phu hgp
véi d6i tuong = Hiéu chinh Gizmo dé cé dudc kich ¢ Bitmaps nhu yéu cdu (sU
dung u,v tile).

T % |||||$|| |||@l|||||||| T h ey

Luuy:

'IIII‘|"I|'-.IIIII"LIIIIIIIII‘I'IIIIIEIII~||IIIII'.II”'|

Vi 3Dsmax coi Gizmo nhu mét ddi tuong khdc nén cé thé dung thao tac
franform v&i Gizmo (vi du: move, scale, hodc rotate)

- Théng thudng, cdc khéi cé bé mdat dang phdng sé dudc 8p theo dang
Gizmo Box.

Kts. Nguyén Duy Thanh 14
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Badi 8:
1. HIEU CHINH KiCH 8 BITMAP (céch 2):

] Chon méu Diffuse | (DR
ereeee

color - chon None > [

o e

nurs e
I\/Vew 2 !

n

o

-3 -
£ €5 ¢

R R - o)

Jmop. Tengbana | LI
Bitmap hiéu chinh Tiling
UV (kich c& ) & Angle
A % 8| X |@ |4 % 0@ & &
gdéc quay). I
Diffuse Calor Map #1 - Bitmap
Pdc di€ém: £ o ‘
P N > # Texture © Environ Mapping: | Explicit Map Channe hd
- Phép hidu chinh RIEE BT = -
4 A~ " A P ’, Offset Tiling Mirror Tile Angle
mau vat liéu cé tac dung AL S B
& W W W wiie  :

lén tat cd cdc dodi tugng
kh&c nhau cung dugc 6p
mdau vat liéu ndy.

Blur [TO 2| Bluroffset: [TT 2 Rotate

= Bitmap Parameters ]

Bitrnap: D:43dsmax7ymapshBrick i eliobk JPG ‘

_ Relbad | Ciopping/Placement
A 1A ?
- Phép hiéu chinh . o Vouin |
B & Pyramidal & Cop © Place
? F4 t4 £ Summed Ar LIICID—Q W[rﬂ
UVWMaps chi co tdc —h

dung riéng ddi véi moi
déi tugng dugdc Modify, vi nd 1d tham sé thudc ddi tugng.
- Phép hiéu chinh UVWMaps dudc st dung nhiéu hon.

TAO VAT LIEU DANG BUMP: =

Material Mavigation Options  Utilities
- Material Editor => Maps
Bump -> None - Bitmaps (Hiéu
chinh tuong tu Diffuse Color)

- Mudn tang dé 16i I6m thi
tang tham 56

Pdc diém:

- Po sdc dé clda Bitmaps rdi
ap 1én bé mat ddi tuong va tao
doé 16i 16m 1én bé mat ddi tuong
dua trén ssdc dé céd dugc.

[N

% FOS w0

0% % (X |4 (% ol@ (&8

- Mdau cla déi tugng dugc %, [gach op twong ~]  Standad
gdn Ia mau Diffuse color, khéng = Figps |
phdi Id mau cla Bitmaps dugc Amount Map

2 ™ Ambient Color , . .I']DG ﬂ Hane |
gdn. : s (8
; . . [# Diffuse Color. .. JTOO™ 3|  Map#1 [ellobik JPG) |

- Ung dung rat nhieu Trong I Specular Calor ..|'IDD g None |
cdc ’rrudng hdp TOO chat |IéU = SpecularLeveI.l-i__ﬂD'j MNone |
son gai, phu diéu, tao roan am, F Blossiness ... S j BT I

< N . . Self-llumination . |'1;D.U = Mane
tao gach, hodc Iam sdng nudc. B b [T =) = |
I Filter Colar ... |-'J'EID g MNohe |
e Bump ..o JTZ© 4|  Map#3[velobkJPG] |
[T Reflection .. ... I']DEP ﬂ Mone |
™ Refraction .. ... |-1_DIJ g Hone |
I Displacemert . . I'IDD ﬂ Mone |
= aasg =< | IMare |
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 9:
1. TAO VAT LIEU DANG €0 PO BONG (plasstic, nhua ):

Hiéu chinh cdc tham s&: tang Specular Level & gidm
Glossiness.
Hodc trong bdng Shader Basic Parameter & Chon Metal

‘la
[@
#
B

1

@,
=

> 2
3

P22 |8 @ |4 %o |@ ([T &S
Mmm—J Standard

Shader Basic Parameter:

Ii
I~ 28ided
I FaceMsp [T Faceled

[= Blinn Basic Parameters ]

Ahll:l I cor T2 |
£ Ditvse:| | Jlﬁ
i |:| || ey

[~ Specular Highlight
Specular Lev \|—7—J Il
Ll |
Soften: [T 2|

i Maps’ i
s Extended Parameters Ji
i Ji
i+ Dynamics Fioperties i
i+ “mental ray Connection

- [e]afe ¢ = UEET:VIETT | WRTS 2

| W

2. CAT XEN CAC BITMAPS TRONG e

M ihxell 2ioaliise
Dbt T =]
e T .
o e,z o [ :

e

ly, can phdi hiéu chinh Igi Bitmaps.
Material Editor - View Image ->
Chinh lgi cho hgp ly > Apply.

3DSMAX
Né&u Bitmaps cd bd cuc chua hdp
1

i - P T i_-___ X GEE o
el T ﬁuu-d mm.d Y.t | ICF @O

3. OP CAC CHAT LIEU KHAC NHAU LEN CAC MAT KHAC NHAU CUNG MOT KHOI:

Select object > Modify - More > Edit mesh & Chon Polygon| > Chon mdt cdn
8p (hiéu chinh) > Op chdt liéu cdn thiét > Chon UVW maps d& hiéu chinh nhu

m&t Object binh thudng.

Ap dung 8p cdc vat liéu khdc nhau 1én cling mot khdi va hiéu chinh chét liéu

tai cdc mat khdc nhau dé cé su théng nhdt vé chat lieu.

Kts. Nguyén Duy Thanh
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 10:
1. VATLIEU PHAN QUANG:

a. Vat liéu phdn quang mét chiéu (Flat Mirror):

Ap dung cho nhing vat thé 2D phdn quang (duing cho nhing mdng chdt liéu

kinh phdn quang).

+ Material Editor > Maps = Reflection > None - Flat Mirror > (Chon Apply to
face with ID)

O AT e A ol

B [e[ale v e x [FEmn =]

et % [N :]" ““'“.' |
= ]
| P e B [T 2] !

More
 Fet Froms Ordy.
& Every hoh Fras T H
s Ermevarment Map
P hmkmfcmant T 2

o b Noe  © Umbapile © UsBainHos
Do e, [T 2

£ Fimid See [T
& Tummieren

Moke:
[

+ Lam md béng phdn quang
- Chon Apply Blur > Nhdp tham s& Blur
- Gidm cudng doé reflection trong bdng Maps (100% Ia phdn quang hodn todn).

b. Vat liéu phdn quang da chiéu (Raytrace):
Ap dung cho nhing vat thé 3D phon quong (dung cho kh&i chat liéu kim loqi,...)

+* Material Editor TErmm — il
> Maps > [WBia | .08 ot o3I Ul
Reflection > ]

None >
Raytrace.
o

*+ Ldm md bdéng

L e ——
I s |
12

phdn "Tm F oo [ #
quang: IZ::“MM LE oo

. Gidm cudng Ao | Z e
Reflection trong S es &
il -

Py Aerinhasirg Gkl |

it

-----

bdng Maps
(100% 1a phdn
quang hodn
todn).
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

2. VAT LIEU MULTI / SUB-OBJECT:

+ Tgo hiéu qud 6p cdc vat liéu khdc nhau
tfrén cdc mat (mesh) khdc nhau.

Chon Material Editor (M) > Srandard >
Chon ki€éu Multi / Sub- Object > Chon Set
numbers > Chon s6 lugng vat liéu can 6p
(set number) > Kich hoat 1an Iugt cdc loai

Girgg el OO

P % %X @ |4 %) o @ ([T &%

vat liéu thd cdp khdc nhau va chon cdc %, [FOdE <] MirsubDtiee
bITmGpS thich hdp dé gdn (gl6ng 6p méT = Mulli7Sub-Object Basic Parameters ]
logi mau vat liéu binh thudng). o SetMber | Add | Dokt |
+ Hiéu chinh chdt liéu tai cdc bé mdat khac D | Meme | SuMateial | gy
nhau cda kndi 2 o s e |

Chon khéi da 8p chdt liéu Multi / sub-Object > | BIF| Metenl 627 ( Standers | |[T]

. . ~ . N . ld_l— aterial 28 [ Raptrace | . i~
Modify = Edit mesh - Chon Sub-Object va B s 25 st ]

chon Polygon > Chon m@t can hiéu chinh > | Bl e (sensser [ &
Surface Properties > Chon Material > ID > | @] Ml 31 (Standers) [

Nhap tham s& pht hop (& s6 thd tu trong ﬁl é['r
° . ° . . R 2 — N g I Material #33 [ Standard | [ | W
bang Material cua logi vat liéu can 6p vao @ o 10 (s |2 %

mat dod).

+ Hiéu chinh hinh dnh cdc bitmaps bdng UVW Maps binh thudng.

Kts. Nguyén Duy Thanh



Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 11.
1. VAT LIEU PHAN QUANG PAC TiNH RAYTRACE:

- Standard = Raytrace - Diffuse (mdu hodc mdu vat liéu)
- Reflect (a6 phdn chiéu) Transparency (dd trong sudt)

- Mat nudc: chon Raytrace = Diffuse Id map cla nudc > Bump chon dd nhdm
> chisé Bump <15

- Tudng son gai béng: chon mdu cho Diffuse - Bump

J"Mnu
I Wew

Ry
| Tiorsparercy 7| |

Fondct l;-_J indsmcd P [T 21|

Sosntatoe ||

SoecuinLevet [T 21|
N al""'J.J
feal—s o
Sonen (1721

[ Evaomert. ... Mo |I@
Femo . [T 3| Nore

FE CeededPaswesn ]

r :uuh-

Aﬂ-t

i

[ rabnn;
| g

.Je"t-.l J tﬁ !

!

sl

2. VAT LIEU THUY TINH TRONG SUOT:

- Shader Basic
Paramenters

> vetol > 2 [N

- Diffuse: madu

den
= Easic Parameters 5
l——l“ = v 25ided
B SpeCUIOr —_ I~ FaceMap [ Faceted
Level: >90 E R T

SE" ”lumlﬂﬁl\D
, amtient [ ] e [T 2] L
- Glossiness: >90 | T i-mmm ° L‘

Opacity [T00 4| |
- Ma P > - Specular Highlight

Reflection > | Taer iy | l.
Raytrace (100

& dé frong
suét cla vat
liéu)
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 12

1.

P T
Pl D 8 et et g3

2.

A
4
€
it
s
=1
8
s
e
)
&
»
"
o
i
1)
Las
i
&
w

VAT LIEU DANG KHUNG DAY:

Thiét IGp: Material Editor = Kich hogt Wire

Hiéu chinh: Material Editor & Extended Parameters - Hiéu chinh tham sé Size

it pnmbe Al Gl By Py Ddsas PR L fi

DnEual~ a0 s@asdil dneDmEEES
e T ((#ieTT
= |

T T AT AT T |

- o_|._._,91|.....—_._|-|-w~|—|qzn‘s_
i veoy|  awmen  [mE aB B AR

O T e T

TAO CAC POl TUGNG CO DANG

3.

KHUNG DAY:
Modify > Latice

Select Objects > Modify >
Modify List 2 Latice.

Struts: Hiéu chinh canh cla vat
thé Latice.

Joints: hiéu chinh dinh clda vat
thé Latice.

UNG DUNG:

Dung nhiéu trong cdc trudng hop
tao khung cla hodc tqo cdc dé
kinh cla cla s hodc mdng kinh
I6n trong nhd cao tang.

Bai 13:

LIS

o (813 @) [0, @[T &
LN L —

‘._gwmmmm
A ———— 1)

- UL LU LU L U L L

PR eE T
Co—

todifier List -

By

w (Tl s | =

I¥ Apply to Entire Object
£ Joints Only from Vertices
 Shuts Orly from Edlges
% Both

L |

ECT R ——
S

sides [T 2

MateralD:[T 3

¥ Ignore Hidden Edges

[~ EndCaps

I~ Smooth

~Jaints -
Gendesic Base Type

€ Tetia ® fOcta ¢ loosa
Radue50 2l
Sosas (R
Material ID: [2 =)

I™ Smaoth

Kts. Nguyén Duy Thanh
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Training and expressing 3Ds max — SketchUp —

AutoCad — Revit — Photoshop

1. LOFT:

Chon dusng ddan (Path) >
Compound Object > loft >
GetSharp (chon tiét dién)
Tham sé (Path Parameter):

Tham s& Path: khodng tdc dung
cla tiét dién lén dudng dan
Cd 2 cdch finh:

Percentage

l

Theo % path
(théng thudng dé 3 dang nay)

luu y: Loft s& cho tiét dién chay
theo dudng dan tqi vi tri tfrong
tdm cla tiét dién, vi thé cdn
hiéu chinh Ilai vi tri trong taGm
cla tiét dién trudc khi cho Loft
dé cb6 dugc khdi cé kich thudc
ddng theo y mudn.

N&u dudng dan khi Loft di
ngugc vdi y thi chon dudng
dédn > Edit Spline > Spline >
chon fodn b6 => Modify ->
Revert

2. BO TRON KHOI:

[ewig sl JdeELimebal J@s e d Fdil e =
o P E&em T

£y
2
5
el
i
~
@
&
&
=75
>
el
3
=
i}
»
b [

I gtk 3:] ) S ﬁ :I | Bl e (S
mu:uumdn ]uﬂnm. _] .;i B i:;l')ﬂ!};g
_wnl!ﬂ. [ 8] o o 20 [ i - o e 7 W et mmm | o Twar

l

theo dd dadi path

T [ ook oo Vees Oweln olfen Caow wats Anmams Geshidhen Randeeg

lemwgsF I Eoie0al jﬂlwﬂﬂt‘dlm i o5
\III&IO]'N

[t
et Lt

BN -

PRSI A BT ORI TS

[ | B QB E
e _1:"]»» !:l_“_am) ne8
) o 20 e . [ e - T it Pt |n&hw-w-lw | Te T war

Chon dd&i tugng > Modify = Modify list > Meshmooth = Interation (ludn ludn < 3)

Kts. Nguyén Duy Thanh
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 14
1. VATLIEU DA:

2 5“_ -~ m L - L. =

[ e - 2| [ Gradw 0 ey Ko [Gebectnd BRI o R R s
- e O = = o g [
[Tt - | Smbmy | KeyFame. | [0 30| 1> 7 & Y

* MATERIAL Editor > Maps = Bump - Cellular
+ Tham s&
Cell Color: sdc dd khai

} 2 phdn ndy cang chénh léch dd gbé ghé cla da
cang nhiéu
Division Color: sédc dé ranh
Chay:
Chinh dé sang béng cla vat liéu dé tao dd phdn quang cla da.

2. TAO CAMERA CHO PHOI CANH

+ Chon Create » Camera - Chon target > Chon vi tri ddt camera - dung
chuét tréi di chuyén dén vi tri céng trinh.

+ Ban ddu, nén dat camera trén mat badng > di chuyén camera |én dbé cao
phu hgp frén mat ddng.

+ Chon loqi tiéu cu phd hgp v&i phéi cdnh hodc dung céng cu zoom dé hiéu
chinh ph&i cdnh.

+ Khi tfruc camera khdong song song véi mdat ddt thi cé hién tuong 3 diém tu. Vi
th&, né€u mudn phéi canh hai diém tu thi fruc camera phdi song song véi mdt
dat.
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

|«

&>

Thoéng thudng, khédng nén chon camera cé géc nhin qud rdng (Sng kinh wide)
vi sé tqo ra su bién dang hinh dnh. Bé cé géc nhin thuc, nén chon &ng kinh
cd géc mS gdn bang vai trudng nhin cla mat thudng (30-50).

Chon view pht hdp > Ctrl + C d€ ddt camera theo view

TAO PHONG  CHO PHOI
CANH KHI RENDER:

Hién thi bitmaps khi render,
Ung dung tao phdéng trdi
cho phéi canh.

Rendering > Environment
- Chon Environment maps
(use map) » Chon Bitmaps
thich hgp

Mudn diéu chinh kich c&
phéng cho phdi cdnh, sd
dung bdng Material >
Cropping/Placement >
Chon Crop hodc Place.

TAO PHONG NHIN CHO
VIEWPORTS:

Hién thi Bitmaps trén
viewport.
Views > Viewport

Background - Chon File >
Chon Bitmap thich hgp.

Cé thé hieén phong giéng
nhu Bitmap d& chon frong

Environment bdng  kich
hoat Use Environment
Background.

HGy phdéng chon Diveces >
OK

e 1 [x] & Mtaia Edr .04 et CER
Envirorment | Effacts | ’
T Lommon Parameteis I
- Backgroundt:
S Envitonment Map P UseMap
Map #1412 3JFG)
~Glabal Lighti
L Ambient
Level
1.0 =
= Evposuie Canirel ]
|<nn exposure controb: |
Bl P2 (8% @ |4 %] ol @ [If & &
Process Backgiaund
I o Erviarmert baps Diffuse Color. % [Map #23 -] Bimap |
Flender Preview B Coodnates ]
— T | # Tesuz ¢ Enviran Mapping: [Evplict Map Channel
Effects: FF ShowMap on Back. MapChannel [T 3
Add ™ Use Realword Seale
Offset Tihg  Mier Tie  Angle
20 U ror Y Y [ i ot
I Active: vlio 3| [0 r F Yoo 3
MoveUp & WY oWl wior
Mave Do Bl [T0 2| Blurofiset [00 2 Rotate
L — C = |
" On  Amount [T0 2| Animats: [

<

Levels: [T |
sie [0 2]

Phase: [00 2]

[= Bitmap Parameters

07100 >
= [TTTTITTT LTI T TTTTTTTILTTTTTTTTT
e 10 20 El 40

I
Bitmap:  FALEARN\My LibraryALib_ shophTroi - may'2_3JP5 |

| H None Selecte 3 [2] ] o] Reload S e
H Rendering Time 0:00:02 " { I Apply _ Viewlmage |
¥iewport Background ? -'.-
— Background Source
Devices... | [~ Use Environment Backaround

Current:

—&nimation Synchronization

ﬂ To
Start at ID ﬂ

Start Proceszing
# Blank Before Start
" Hold Before Start

IJze Frame ID

|3EI

ﬂ Step I1 ﬂ
Sync Start to Frame ID ﬂ

End Processing
# Blank After End
" Hold After End
£ Loop After End

—Azpect Hatio

@ Match Yiewpart
= Match Bitmap
£ Match Bendering Dutput

[~ Display Background
¥ Lack Zoam/Pan
[~ Animate Backaground

Apply Source and Dizplay to
’7  Allviews & Active Only

Yiewport: IPerspective -

DK‘

Cancel |
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 15:

ANH SANG VA VAT LIEU TRONG NOI THAT

. VAT LIEU TU PHAT SANG:

|

Material Editor & Chon déi tugng = Ap vat liéu cho doi tugng >

- Blinn Basic Parametera - Kich hoagt
> Op cho vat thé cdn phdat séng.

Ung dung:
Lam dén trdn phong (dén mdt ch)

PHEP CHIEU SANG LOAI TRU:

Chon dén cdn hiéu chinh > Modify
2> General Parameters >
Exclude

- Kich hoat Exclude: nhdng vat
thé thudc bdng ndy sé dudc
chi€u sdng va nhdng vat thé
thuéc bdng Include sé khong
dudgc chiéu sang.

[P

- Kich hoat Include: ngudc Iai.

Exclude/include

Scene Objects ® Exclude ¢ Include

I ;  llumination

Flaned] i " Shadow Casting

® Both
Teapotll
B
&l

b4 »

[~ Display Subtree [~ Case Sensitive ﬂ
Selection

B I udl (6] | Cancel |

3. PHEP GISI HAN ANH SANG:
Chon dén (thdng thudng Id dén Omni)

- Modify - Chon Intensity/Color/Attenuation - Kich hoat
Far Attenuation = Chon bdn kinh vang chi€u sdng.
(Near Attenuation thé hién bdn kinh ving khéng chiéu

sdng cla dén Omni. Vi vdy, néu mudn

sang td tdm dén thi khéng chon Near Attenuation).

dén Omni chiéu 4 |[11 |« & | &

Tope: INDne ﬂ

Start:|4,|:|cm ﬂ [~ Show
— Mear Attenuation
[ Use  Start
[~ Show End

0.0cm ﬂ
0 Oern ﬂ

— Far Atteruation————————

W lUse Slart:lEDD.Dcn ﬂ
W Show  End [T0000c 2

Advanced Effects I

Shadow Parameters [i

L+
i+
[[ #Fay Traced Shadow Params i

I o

t[e] oo o [Q BT S
B> & 5 G

Color > Chon mdu phdt sédng cla vat thé
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

4. CAC TRINH TU TAO DEN TRONG NOI THAT:

=

+ Pbat moét day
dén Omni vd3i
cudng doé chiéu
sdng thdp =
Dung béng dé
Shadow map =
hiéu chinh &
Shadow map |
paramenter > o

Il argeted

Shadows—————
¥ 0Onl" Use Global Settings
I Shadow Map fu l

Exclude..

- Intensity/ColordAtteruation
Multiplier: [008 2] |

r Decay
Type: |Mone ']
Stat [400 2|~ Show
r Mear Attenustion
[~ Use Start:lﬂ.U ﬂ
[™ Show  End Wg
r Far Attenuation
[ Use 5tart:|8[l 1] ﬂ
[~ Show End: [2000 3|

Bias, ..
P ChQﬁ den |JJII|||\||\B!UH||\||\|JD||H|||||8!DH||||||IS!UH|\||\||1$EI e e |
Target Spot => “zfz[siast 2] Ea=100p duito Key|[Selected ] b 5] o [oel | QGBS
g p | Aicdd Time Tag Set Key Fey Filters... | (L] ||D i@ |3> {"’7 &b.
Crig stng 08 e |t S
NGl can eu

chinh vang
béng md I6n.
(Modify
Spotlight
Parameter >
Hiéu chinh
Hotspot: nhd
Falloff: I&n).

+ Ap dung phép
chiéu sdng loai

@ [o[o]0 0 o X [oimn =[]

trd (include

hodc exclude )
Auto Key

<|| Grid=10.0
o O=r

Set Keyp

dé cé dnhsdng &
Add Time Tag

IIIIIIIIJ'EIIIIIIIIIIB!DIIIIIIIIIS!DIIIIIIIII1$D

[+ AdvancedEffects i

[+ Shadow Parameters Ji

[ Shadow Map Params I
Bias: JOU 2| gize:[300 3]
Sample Fange: rm_ﬂ

I Ahsolute Map Biag
™ 2 Sided Shadows

[+ Atmospheres & Effects Ji

([ #mental rap Indirect Tumination |i

[= mentalray Light Shader |-

[ Enable

Light Shader:
More |

Photon Emitter Shader:
More

[Geeced =] bea| an [ e oot |Q & 7] 5

K.eu Filters....

t4 trong cdc
héc tudng chi€u ra ngodi.

5. TAO PEN DANG KHOI:

+ Chon déen > Modify - Asmosphere &
Effect > Add - Volume light

Luu y: chon cudng dd anh sang nhd dé

ludng anh sang khoéng bi qud choi.

+ Ung dung: trong nhing trudng hgp
tgo dén trong cdc phdi cdnh sén
khdu, bar, coffee, va cdc doan phim

Add Atmosphere or Effect

Lens Effects

oo i@ | e B

u|P A/@E T
[ —
Modifier List hd

Edit Poly. Edit Spline
EditMesh Bend

Bevel Extruide

Lathe U Wap

—

(] e =

; Almosphere [+ Shadow Parameleis i
Z Z\YEG[ ([#Ray Traced Shadow Params [

4 AdvancedEffect i

£ & Effects

& MNew Add Delete
£ Exisling
i3
Cancel

HHHUPHHIHHB‘;IHIHHHS‘pHHHH%U M

=1.0em

Time Tag

=

uto Key [Selected

| 14| [ oe (e | 52 & SH

Selkey| \J,  KeyFilers. | Wi [[0 B> e 5
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Training and expressing 3Ds max — SketchUp — AutoCad — Revit — Photoshop

Bai 16
1. PHEP HIEU CHINH BEVEL:

S qu rO hiéu qué VOIT géC Cho miatiﬂn Graph Editars  Rendering  Customize  MAXScript  Help
SO Al -I§3| 4 e &5 %ol =I| pf

cdc khéi khi Idy cao do tu
mot dudng spline khép kin.
Ung dung frong cdc trudng
hdp vat géc cdc khdi hodc
vat gbéc chd, tqo ra cdc mat
xién theo yéu cdau.

Chon mét dudng Spline
khép kin > Modify > Modify
list > > Nhdp cdc
tham s& thudc level 1, level
2, level 3.

2. CAC PHEP HIEU CHINH LIEN QUAN DEN MAT (MESH):

PR
Fiestanglelll

Eend

Bend
Bevel
Bevel Profils

CrozsSection
Deletetesh

DeletePatch
DeleteSpline

wwwww
Edit Mesh

Edit Normals
Edit Patch

Edit Paly

Edit Spline
Extrude

Face Extrude
1 FFD 2x242
FFD 3x3x3
FFD 4udnd
FFD[box]
FFD[cyl]
Fillet/Chamfer
Flex

Gament Make

HSDS
Lathe
Lattice

Tao hiéu qud can thiép dén cdc tham sé thudc mdat phdng cla khsi:

*

*

Extrude: tao khéi tG mat.
Bevel: vat xién khai.

+ Divide: tgo thém dinh cho mat.

3. TAO DPEN DANG NEON SIGN:

*

Rendering »> Effects > Add
- Chon Lens effects > Trong
Lens effects > Parameter
chon Glow -> Trong Glow
Elemment chon Options =
Gdan tham sé cho Object ID.
Chon dd&i tugng cdn gdn >
Click chuét phdi = Chon
Properties = Gdan tham so&
Objects Channel (dung bdng
tham s& Object ID).

Muén hiéu chinh tham s&
cla vung sdng: hiéu chinh
tham s&: Size (kich c&) va
tham s& Intensity (cudng do
anh sang).

E—— X ot

N[t Mews
P

Bhosts & 40 © Curwn T i
Shamwingrat | Lot Stans Upaws Bt

Cusrt Lty

[ [Menid Secondany

Sl
Shinak

Lo Effects Gikabois

Fanmetars | Srere
Losd

Soe [T =

a
tersty [TO0 3

|

3
Pick Light

el

| Seed [TET :
Angle [T =
Soueeen [TT 3

oy Elmerd ]
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Training and expressing 3Ds max — SketchUp —

AutoCad — Revit — Photoshop

* Hiéu qud cla Neon sign sé& xudt hién khi render.

Bai 17:

1. CHEN POl TUGNG TU FILE 3DSMAX KHAC:

Co6 hai cdach cheén:

Cdch 1: Merge File

+ File > Merge > Merge File > Sau dé chon cdc File cdn chén vao cdnh
hién hanh = Merge File*.max = Chon cdc ddi tugng cé trong File chén
(n&u chon hét Ia All) > OK.

+ DPdc diém: File mai tfao thanh tu File A (file hién hdnh) va File B (file mdi
chén) sé& c6 dung lugng bang (File A + File B) va c6 ddy dl cdc déi tuong
thudc cd hai file A va B.

Cdch 2:

+ File > Exref Objects &> Add = Sau dé chon cdc file cdn chén vao cdnh
hién hanh = Chon file*.max = Chon cdc ddi tugng cé trong file chén (néu
chon hét Ia All) > OK.

+ Ddc diém: File tao thanh 1 file A (file hién hanh) va file B (file m&i chén) sé
c6 dung lugng gdn nhu bdang file A, vi file ma&i chi chép theo dudng dan ti
fle A dén file B mda khdng chép tron ven file B (gibng cdch qudn ly vat
liéu). Do dd, néu thay ddi dudng dan thi s& khéng nhdn dugc nhing déi
tugng thudc file B.

2. CHEN MOT BITMAP VAO FILE 3DSMAX:

+ Chén mot

hinh  dnh
(cay,
ngudi,...)
vdo phd
cdnh,
déng thdi
loc di
nhang
phdn
Bitmap
mau frdng
thta  dé
co mot
hinh  dnh
hodn
chinh.

Select Bitmap Image File

History: IF ALEARM My LibrargALib_ shophCATSam ban

Lock i | (23 amban -

File name:  [zay1-1.jpg

Files of type: IJPEE File [*.jpg." jpe."ipeg)

......... '
¢ Use image's own garmma

i
M & s spstem defaull gamma
Inf

€ Dyeiide E

nfo
Wiew ‘ " Sequence W Preview

Statistics: 4324504, 24 Bits (RGB) - Single Image
Location: FALEARNMMy LibraALib_ shophCAyham banhcayl-1.jpg

& of B~

AT Glossiness ... [T00 2] None
= [ Sellumintion. [T00 2]

I™ SpecularLevel  [T00 3 Non

None
¥ Opachy.. MO0 2] Maph2 [caM 1.ipg)

I~ Fier Color ... [T00" 3

™ Bump ... s e

I” Reflection [0 5| Nane

I Refiacton ... [T00 4]

"D B | Nane |

A hen

he |

T Gide |
A

@2 (%% @ |4 %] 9 \@lﬂw W | |

e, |02- Defaut Standard Test :

S Section |

» ,ﬂuﬁt T e

At oles [T é e
2 Diftuss Color . [T00 2] Map#1 MMF %Mm

I~ Specular Color Wjé

+ Chon mdu vat liéu > (5p cho Diffuse Color bitmap binh thudng - 6|o cho

Opacity bitmap édm bdn (dugc chudn bi trusc bdng Photoshop).
+ Luuvy: ty 1& hai bitmap 8p cho Diffuse Color v& Opacity phdi giGng nhau.
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Bai 18:
RENDER

© Render Scene: Default Scanline Rende... [:“E|E|

+ Render Scene (F10)

« Cdc tham s&: Fiender Elements | Faytracer | Advanced Lighting |
. Cammon | Renderer |
1. Output Size:
Khé gic"fy Ad = 1200 il= Common Parameters | X
1600 — Time Cutput
Khé glc”fy A3 =~ 1600 ® Single Evem Mth Frame: |1— ﬂ X

133  Active Time Segment. 0 Ta 100
B = i |D v |1':“:' -
Tuong tu cho cdc i 2l 2

S gidy 168 P umbeiBa [0 -
kho gidy IGn hon. ile Number Base: [T %]
¢ Frames |1.3512

2. Files:
Chon logi file dnh || - Dutput Size
lyu lai saQu khi IEustu:um j ApertureWidth[mm]:|3E,|:| ﬂ
Render. width: [640 2 P0x240 | 720ma6 |

Théng thudng chon Height: [480 2 B40x480 |  BOOkS00 |

Save File dang *.tif Image Aspect 1333 2|8 Pisslaspect: [T0 28]
(cd background),

— Optionz
- % A ;
h(?QC 'ng (khong v Atmospherics [ Render Hidden Geometry
co bockground). v Eifects [ Area Lights/Shadows as Points

v Dizplacement [ Force 2-5ided
I~ Wideo Color Check [ Super Black
[~ Render to Fields

—&dvanced Lighting
v Usge &dvanced Lighting

[T Compute Advanced Lighting when Fequired

— Render Output

[T SaveFile L

Chay:
1. Tham sé Force 2 - Sided:
Ap dung cho cdc trudng hop Export file cad = 3dsmax va cdc ttrudng hgp s
dung vat thé dang Plane chi cé6 mét mdt nén sé cd nhidng mdt khéng nhin thdy
khi Render. Tuy nhién, khi render Force 2 — Sided thi qud trinh render sé kéo dai
haon vi phdi x& lyhai m&t cung 1Uc.
2. Khdi niém vé dé phéan qgidi:
DPI: 1a viét t&t cGa chd Dot Per Inch. File dnh 3dsmax render cé dd phan gidi la
72 dpi. Vi thé, cé thé tinh dudc chinh xdc kich thudc File dnh khi render theo don
vi hé Metric thédng qua tham s& Ia dé phén gidi.
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