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Index
Note to the reader: Throughout this index boldfaced
page numbers indicate primary discussions of a topic

Numbers

2D maps, 58
3D maps, 58
3ds Max interface, 2–6

Command panel, 3, 3
toolbar, 3
viewports, 4

shading for, 5

A

active layer, 12
active objects, mass of, 187
ActiveShade window, 89
Advanced Effects rollout, for lighting, 79
Affect Hierarchy Only option, in Pivot panel, 9
Affect Object Only option, in Pivot panel, 9
Affect Pivot Only option, in Pivot panel, 9
alien character, polygonal modeling of, 42–44, 64–66
Align To Object option, in Pivot panel, 9
Align To World option, in Pivot panel, 9
Alter, Joe, 196
Ambient channel, for color mapping, 55
ambient lighting, 86, 103
angle of view, 92
animation, 137

of Bipeds, 173–174
controllers for, 138–140
creating, 138
creating keys, 141–142
Curve Editor, 145
Dope Sheet, 146
facial, morphing for, 131
footstep, 157–163
Motion Capture, 162–163
Motion panel, 143
Parameter Collector, 147
Track View, 144–146
of walk cycle, 148

animation curves, in Track View, 144
animation layers, 147

Animation Workbench, 156–157
for editing motion capture, 163

anisotropic material, 50
antialiasing

for raytraced shadows, 76
in scanline renderer, 99

Apply Material tool, 48
architectural applications

lighting for, 69
materials, 53
primitives, 22

Area filter, 99
area lights, 70
Assign Material icon, 60
Assign Renderer rollout, 88
asymmetry, in facial expressions, 131
Atmospheres and Effects rollout, 80–82
Attach To Node tool, 166
Attach tool, for splines, 27
attaching object to existing group, 13
Attachment constraint, 125
attenuation

color of, 81
of lighting, 78

Audio controller, 139
Auto Key, 141
Automatic Exposure control, 104
axis constraints, for snapping object, 10

B

Backburner for rendering, 113–115
assigning jobs, 115
manager program, 114
monitor, 115
server, 114

background
for material, 48
of scene, 103

backlight, for material, 48
base object, for Skin Wrap modifier, 128
basic primitives, 19–20
Bend deformer, 23
Bend Links mode, 153
bending footsteps, 160, 161
Bevel tool, for polygons, 34
Bezier-based line, 25. See also splines

179840_IDX_p1_2f.qxd  10/23/07  3:30 PM  Page 214

CO
PYRIG

HTED
 M

ATERIA
L



Index 215

Bezier corner, of spline, 26
Bezier float controller, 139
Bias parameter, for shadow, 75
Bind To Space Warp icon, 182
Biovision (.bvh) files, 162
Biped (.bip) files, 163, 165
Biped Motion panel, 151

in Footstep mode, 158
Biped Multiple Keys dialog box, 154
Biped Playback tool, 151
Bipeds, 149, 150

animation, 173–174
applying recorded body motion to, 162–163
dynamics, 156
footstep animation, 158–163
manipulating, 152–156
manipulating animation curves, 156–157
modifying, 151

bitmap textures, 58
bitmapped environments, for reflections, 57
Blackman filter, 99
Blend filter, 99
blend shapes, 131
Blinn shading, 50
Blizzard particle system, 177
blur, motion, 97
body motion, applying recorded to Biped, 162–163
Body rollout, 155
Bone Tools window, 121
bones, 120–121

and Skin modifier, 126
Boolean objects, 40
borders, in polygonal modeling, 29, 30
bounce lighting, creating illusion of, 86
Bounding Box mode, 5
box, 19
Box map, 61
box-shaped FFD, 24
Break tool, for vertices, 32
Bridge tool

for edges, 33
for polygons, 34

Bubble Motion, of particles, 180
Bulge Angle tools, 128, 172
Bulge Editor, 166, 170, 171
Bulge sub-object rollout, 171
bulges, 170
bumps, mapping, 56
.bvh (Biovision) files, 162

C

C-Ext object, 22
cameras, 91–98

clipping planes, 93

depth of field, 94–96
focal length, 92
motion blur, 97
types, 91

capsule, 22
Carwheel constraint, 189
Catmull-Rom filter, 99
caustics, 71

in mental ray renderer, 110–111, 116–117
Cellular map, 58
Center of Mass (COM) object

for moving Biped, 152
parameters for, 155

Center To Object option, in Pivot panel, 9
chamfer box, 20
chamfer cylinder, 22
Chamfer tool

for edges, 33
for splines, 27
for vertices, 32

channels, 130
Character Studio, 149. See also Bipeds

Animation Workbench, 156–157
footstep animation, 158–163

activating, 160
editing, 160–161

Motion Capture, 162–163
Motion Flow mode, 163
Motion Mixer, 164–165
Physique, 166–172

applying, 166–167
deformations, 170–172
envelopes, 169

Character Studio (.csm) files, 162
characters, skinning, 135–136
Checker map, 58
Classic MeshSmooth modifier, 37
clipping planes, 93
clips, 165

use in Motion Flow mode, 163
weights for, 165

close command, for group, 13
cloth, 192–193, 203–208

creating patterns from splines, 203
Garment Maker, 204–205

Cloth modifier, 193, 206–208
clouds, Smoke map for, 59
Clump tool, for hair styling, 200, 201
coefficient of friction

for cloth, 193
for soft body surface, 191

collapsing, modifier stack, 24
collision

and hair, 202
of particles, 180
simulating, 194
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color
bleeding, 101
of bones, 121
of hair, 198, 210
of lighting, 69
mapping, 55
of objects in layer, 12
of photons, 107
of shadow, 73

color coding, for transforms, 8
Column Chooser, in Scene Explorer, 16
columns in Scene Explorer, adding or deleting, 16
COM (Center of Mass) object

for moving Biped, 152
parameters for, 155

Command panel, 2, 3
compound object, creating, 39–41

Boolean objects, 40
Scatter tool for, 41

cone, 19
Connect tool

for edges, 33
for splines, 27
for vertices, 32

connecting bone, 121
Constant particles, 178
constraints on objects, 124–125, 189

and cloth, 208
control object, for Skin Wrap modifier, 128
Control Point, for envelope, 169
Controller list, in Track View, 144
controllers, 138–140

in Dope Sheet, 146
Cook Variable filter, 99
coordinate systems, 8

drop-down list on toolbar, 3
Coordinates rollout, for map, 60
copy and paste, footsteps, 160
Copy Material tool, 48
corner vertex of spline, 26
Create Layer icon, 12
Create menu, 18
Create Multiple Footsteps window, 159, 173
Create panel, 3

for bones, 121
Cameras tab, 91
Geometry tab, 18, 39
light icon, 68
Shapes tab, 25
Systems tab, 121, 150

Cross Section control, for envelope, 169
Cross Section tools, 172
.csm (Character Studio) files, 162
Cube particles, 178
Cubic filter, 99

Curve Editor, 144, 145
on toolbar, 3

curve tangents, 145
in Track View, 144

Custom Hide option, on Display panel, 11
Cut operation, for Boolean object, 40
cylinder, 19

chamfer, 22
cylinder-shaped FFD, 24
Cylindrical map, 61

D

decay of lighting, 77
deflectors, and particle collision, 183
deformable vertices, 168
deformations, 119

in Physique, 170–172
Delete Key tool, 155
deleting

footsteps, 160
material from library, 49
vertices, 32

density
of hair, 197
of shadow, 73

depth, bump maps for, 56
depth map shadows, 74–75
depth of field, 94–96
Depth of Field Parameters rollout, 94
Depth of Field render effect, 96
detaching object to existing group, 13
Diffuse channel

for color mapping, 55
for rendering, 112

diffuse lighting, skylights to simulate natural, 71
directional lights, 70
displacement, mapping, 56
Display Color, setting, 11
Display Filters command, in Scene Explorer, 15
Display menu, for Unwrap UVW modifier, 63
Display panel, 3, 11
dodecahedron, 20
Don’t Affect Children option, in Pivot panel, 9
Dope Sheet, 144, 146

editing footstep timing in, 161, 174
doughnut shape, 19
DynaFlect deflectors, 183
dynamics, for hair and fur, 202

E

edge/segment, snapping object to, 10
edges, in polygonal modeling, 29, 30
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Edit Edges rollout, 33
Edit Geometry rollout, 35
Edit menu, for Unwrap UVW modifier, 63
Edit Mesh modifier, 30
Edit Patch modifier, 45
Edit Poly modifier, 30, 31–36, 42

editing vertices, 32
selecting components, 31
soft selection, 31

Edit Poly Selection rollout, 31
Edit Polygons rollout, 34
Edit Spline modifier, 26, 45

Geometry rollout, 27
Edit Vertices rollout, 32
editable mesh, 18, 30
editable patch, 18
editable poly, 18, 30
elements, in polygonal modeling, 29, 30
emitter, impact on particle movement, 180
endpoint, snapping object to, 10
energy

for caustics, 111, 117
for Global Illumination, 108, 118

envelopes, 127, 135, 169
Environment And Effects panel, 103–105

environmental effects, 105
Exposure control, 104
for scene background, 103

exclusion of light, 83
Explode command, for group, 13
Exposure control, 104
expression controllers, 140
extended primitives, 20–22
Extrude Along Spline tool, for polygons, 34
Extrude modifier, 28
Extrude tool

for edges, 33
for polygons, 34
for vertices, 32

F

f-stop, 95
face

in polygonal modeling, 29, 30
snapping object to, 10

Face map, 61
for particles, 181

Faces sub-object mode, 207
Facets mode, 5
facial animation, morphing for, 131
Facing particles, 178
Falloff map, 59
FFD (free-form deformation) modifiers, 24, 36
field of view (FOV), 92

Field of View tool, 6
figure mode, for Biped, 151
File menu, for Unwrap UVW modifier, 63
Fillet tool, for splines, 27
filters

to control antialiasing, 99
in Scene Explorer, 16
in Track View, 144

Final Gathering, in mental ray renderer, 109
Find command, in Scene Explorer, 15
finding parameter sets, 147
fins, for bones, 121
Fire effect, 104
Flat mode, 5
Floating Bones rollout, 166
focal length of lens, 92
focus, depth of field and, 94–96
fog, 104

volume lights and, 80
footstep animation, 158–163

activating, 160
editing, 160–161

Footstep mode, 151
Footstep Operatons rollout, 160
forces

and cloth, 207
and particle motion, 182

forward kinematics, 122
fractal noise, 59
Fracture helper, 190
Frame All tool, 6
Frame tool, 6
frames, for particle display, 179
Free Camera, 91
Free Direct light, 70
free-form deformation (FFD) modifiers, 24, 36
Free Spot light, 70
Freeze By Hit option, on Display panel, 11
Freeze option, on Display panel, 11
freezing

layers, 12
objects, 11, 90

Frizz Parameters rollout, 197
frozen objects, snapping object to, 10
fur. See hair and fur

G

Garment Maker, 204–205
fitting garments, 207

Gaussian noise, 59
gengon, 21
geometry types, 18

architectural primitives, 22
basic primitives, 19–20
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creating, 18–22
with splines, 28

extended primitives, 20–22
geosphere, 20
Get Material tool, 48
gizmos

for environmental effects, 104
for mesh shaping, 128
user-defined, 126

global illumination, in mental ray renderer, 107, 118
glow for light, 82
Gradient map, 58
Gradient Ramp map, 58
Gravity force, 185

and hair dynamics, 202
and particle motion, 182

grid points, snapping object to, 10
groups, of objects, 13
guides, for hair styling, 199

H

hair and fur, 196–202
creating, 197

tutorial, 209–210
dynamics, 202
styling, 199–201
texturing, 198

Hair Brush tool, 200, 209
Hair Cut tool, 200, 210
halos, for lighting, 82
hedra, 20
Help line, 2
helpers, for simulation definition, 190
Hide By Category option, on Display panel, 11
Hide By Hit option, on Display panel, 11
Hide Frozen option, on Display panel, 11
Hide option, on Display panel, 11
hiding

layers, 12
objects, 11, 12, 90

hierarchies
of bone, 121
linking objects into, 14

Hierarchy panel, 3
Link Info, 14
Pivot, 9

Hinge constraint, 189
Hinge From Edge tool, for polygons, 34
History Dependent (HD) solver, 123
History Independent (HI) solver, 122
hose, 22

I

IK chain
creating, 134
manipulating, 123

IK handle, 122, 135
IK Limb solver, 123
IK rollout, 155
IK solver, 122–123
in-between shapes, 131
index of refraction (IOR) value, 57
indirect illumination, in mental ray, 71
inherited motion, object from parent, 14
Ink ‘n Paint materials, 53
Insert tool, for splines, 27
Inset tool, for polygons, 34
Instanced Geometry, for particles, 178
intensity of light, 69
Intersection, for Boolean object, 40
inverse decay, for lighting, 77
inverse kinematics, 122–124

bone chains and, 121
with spline IK, 124

inverse square decay, for lighting, 77
iterations, for MeshSmooth, 37

J

jagged edges, antialiasing to prevent, 99
Jitter option, for shadow, 76
job assignment, in network rendering, 115
Joint Angle gizmo, 128
jump, footsteps for, 159

K

Key Info rollout, 155
keyframe controllers, 139
Keyframe tools, 2
Keyframing Tools rollout, 154
keying parameter sets, 147
keys

creating, 141–142
in Dope Sheet, 146
in Track View, 144

kinematics, inverse, 122–124
Kink Parameters rollout, 197

L

L-Ext object, 22
Lathe modifier, 28
lattice, for free-form deformation, 24
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Layer Manager, on toolbar, 3
layers, for objects, 12
length of hair, 197
Lens Effects, 82
library

clearing current, 49
deleting material from, 49
saving material to, 48

light refraction, simulating, 57
light shaders, for mental ray, 71
Light Tracer, 101
lighting

adjusting, 72
advanced, in scanline renderer, 101–102
creating, 68–69
effects, 77–82

Advanced Effects rollout, 79–80
atmospheres and effects, 80
attenuation, 78
decay, 77
Lens Effects, 82
volume lights, 80–81

exclusion, 83
importance of, 67, 68
Mental Ray, 71
object properties for, 90
parameters, 69
refraction, caustics for simulating, 110–111
for scene, 84–86
shadows, 72–76

advanced raytraced, 76
depth map, 74–75
parameters, 73
raytraced, 75

types, 70–71
Line object, 25
Linear Exposure control, 104
Link constraint, 125
Link control, for envelope, 169
Link Info rollout, 14
Link Settings, in Physique, 170
Link Settings sub-object rollout, 173
linking objects into hierarchies, 14
Linking tools, on toolbar, 3
Live mode, and hair dynamics, 202
locks, for object motion, 14
Loft modifier, 28
Logarithmic Exposure control, 104
LookAt constraint, 125
low-resolution polygonal models, 29

M

Make Preview feature, 142

mapping, 54–63
bumps, 56
color, 55
Coordinates rollout for, 60
displacement, 56
hair distribution, 197
opacity, 55
reflection, 57
refractions, 57
self-illumination, 55
types, 58–59

Unwrap UVW modifier, 62
UVW map, 61

Mapping menu, for Unwrap UVW modifier, 63
Maps rollout, in Material Editor, 54
Mark Points mode, in Garment Maker, 204
mass

of active vs. passive objects, 187
of cloth, 193

Material Editor, 47, 48
Maps rollout in, 54
for particle texture, 181
on toolbar, 3

material IDs, 35, 48
Material/Map Browser, 48, 49
Material menu, 48
Material Parameters rollout, for hair, 198, 210
materials, 48

applying, 60
Architectural, 53
creating and editing, 50–53
Ink ‘n Paint, 53
Matt/Shadow, 52
Mental Ray, 53
Multi/Sub-Object, 52
Options menu, 49
Raytrace, 51
standard, 50–51

Matt/Shadow materials, 52
Max animation (.xaf) files, 165
Maximize View tool, 6
MAXScript, 140
mental ray Depth of Field, 96
Mental Ray lighting, 71
Mental Ray materials, 53
Mental Ray renderer, 88, 106–111

caustics, 110–111, 116–117
energy, 108
Final Gathering, 109
global illumination, 107, 118
motion blur in, 98
object properties for, 90
photons, 108

menu bar, 2
menus, for transforming objects, 8
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mesh
editable, 18
gizmos to affect shape, 126
Physique for attaching to skeleton, 166

MeshSmooth modifier, 37–38, 44
Metal shader, 50
Metaparticles, 178
midpoint, snapping object to, 10
Mirror command, 43
Mitchell-Netravali filter, 99
Mixer mode, 151
modeling, 17

compound object creation, 39–41
Boolean objects, 40
Scatter tool for, 41

geometry types, 18
architectural primitives, 22
basic primitives, 19–20
creating, 18–22
extended primitives, 20–22

modifiers, 23–24
adjusting, 24
free-form deformation modifiers, 24
parametric deformers, 23

modifying sub-objects, 36
polygonal, 29–36

for alien character, 42–44
components, 29–30
Edit Poly modifier, 31–36

with splines, 25–28
creating geometry with, 28
drawing lines, 25
editing splines, 26–27
rendering, 28
spaceship, 45–46

with subdivision surfaces, 37–39
MeshSmooth modifier, 37–38
smoothing editable polys, 39
TurboSmooth, 38

modifiers, 23–24
adjusting, 24
free-form deformation modifiers, 24
parametric deformers, 23

Modify panel, 3
for bones, 121
for lighting, 72, 73

mood, lighting and, 68
Morph Angle gizmo, 128
morphing, 130–132

for facial animation, 131
progressive, 132

motion blur, 97
in mental ray, 98

Motion Capture, 162–163
Motion Capture controller, 140
Motion Capture Conversion Parameters window, 162

Motion Flow Graph window, 163
Motion Flow mode, 151, 163
Motion Flow rollout, 163
Motion Mixer, 164–165
motion of particles, 180
Motion panel, 3, 138, 143

Footstep mode, 151, 173
for IK chains, 123

motion plug-in, controller as, 138
Motor force, and particle motion, 182
mouse, for navigation, 6
Move gizmo, 8
Move tool

for aiming and positioning lights, 72
for Unwrap UVW modifier, 63

Multi-Layer material, 50
multi-pass Depth Of Field effect, 94
multi-pass motion blur, 97
Multi/Sub-Object materials, 52
mutant hairs, 198

N

names
of material, 48
for selected objects groups, 7

navigation bar, 6
navigation in 3ds Max, 6

of complex scenes, Bounding Box mode for, 5
Navigation menu, in Material Editor, 48
navigation tools, 2

for maps, 54
nested maps, 54
Network Job Assignment window, 115
network rendering, 113
Noise controller, 139
noise, for volume lights, 81
Noise map, 59
nub bone, 121
NURBS modeling, 18
NURMS (non-uniform rational MeshSmooth), 37

O

object ID, 90
Object List, in Scene Explorer, 15
Object Motion Inheritance, 180
Object Properties panel, 90, 194, 206

mental ray tab, Generate Caustics, 117
for motion blur, 97

objects. See also compound object
adding to layer, 12
converting to editable poly object, 31
displaying list on layer, 12
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groups of, 13
hiding and freezing, 11
layers for, 12
light exclusion for, 83
linking into hierarchies, 14
modifying mapping coordinates, 60
motion blur, 97
physical properties, 187
properties, 90
selecting, 7

in Scene Explorer, 16
transforming, 8–10

coordinate systems for, 8
pivots for, 9
snapping, 10

ungrouping all in group, 13
octahedron, 20
oil tank, 21
omni lights, 70, 85
OmniFlect deflectors, 183
opacity, mapping, 55
open command, for group, 13
Options menu

in Material Editor, 48, 49
for Unwrap UVW modifier, 63

Oren-Nayar Blinn material, 51
Orientation constraint, 125
orthographic views, 4
Out-of-Range types, 145
Outline tool

for polygons, 34
for splines, 27

P

Paint Deformation rollout, 36
Paint Weights tool, 127
Pan tool, 6
Panels mode, in Garment Maker, 204
Parameter Collector, 147
Parameter mode, for Motion panel, 143
parameter sets, finding and keying, 147
Parameter Wiring window, 133
parameters

controller added to, 138
of objects, in Scene Explorer, 15
wiring, 132–133

parametric controllers, 139
parametric deformers, 23
Particle Age mapping type, 181
Particle Array, 177
Particle Cloud, 177
Particle Flow, 184–185
Particle Spawn, 180

particle systems, 175, 176–183
basic, 176–181
deflectors, 183
forces, 182
generation, 179
motion, 180
textures for, 181

Particle Type rollout, 178
Particle View, 184
passive objects, mass of, 187
patch, editable, 18
Path Follow force, and particle motion, 182
perspective views, 4
phonemes, 131
Phong shader, 51
photometric lights, 69
photons

for caustics, 117
for Global Illumination, 107, 108

Physique, 149, 166–172
applying, 166–167
deformations, 170–172
envelopes, 169
initialization window, 167
vertices, 168

Pick Distribution Object rollout, 41
Pick Material tool, 48
Pin modifier, 24
pivots

for objects, 9
snapping object to, 10

Planar map, 61
plane, 20

clipping, 93
flattening current selection to, 35

Plate Match/MAX R2 filter, 99
Point-Path constraint, 189
Point-Point constraint, 189
poly, editable, 18
polygon, 29, 30

creating, 35
editing, 34

Polygon: Material IDs rollout, 35
polygonal modeling, 29–36

for alien character, 42–44, 64–66
components, 29–30
Edit Poly modifier, 31–36

polygonal objects, editing texture mapping on, 62
Position constraint, 124
preview of material, 48
primitives

architectural, 22
basic, 19–20
extended, 20–22

prism, 21
Prismatic constraint, 189
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ProBooleans, 40
procedural textures, 58
progressive morphs, 132
projecting images, lighting for, 80
Pseudo Color Exposure control, 104
Puff Roots tool, for hair styling, 200, 201
Put To Library tool, 48
pyramid, 20

Q

Quad Output MeshSmooth modifier, 37
quadmenus, 6, 6

for splines, 26
Quadratic filter, 99

R

radiosity, 102
of layer, 12

Ragdoll constraint, 189
rain, particle systems for, 176
rate of particle generation, 179
Ray Traced Shadow Params rollout, 75
rays for lighting, 82
Raytrace materials, 51

for reflections, 57
raytraced shadows, 75

advanced, 76
for transparent objects, 73

raytracer, in scanline renderer, 100
reactor, 186–193

cloth, 192–193
dynamics, 175
rigid body dynamics, 186–190
soft bodies, 190–191

Recomb tool, for hair styling, 201
recorded body motion, applying to Biped, 162–163
red border, for viewport, 141
Reflection channel, for rendering, 112
reflection, mapping, 57
Reflective Caustics, 110
reflective surfaces, Raytrace material for, 51
refraction of light, 100

caustics for simulating, 110–111
mapping, 57

Refractive Caustics, 110
Relax deformer, 23
Remove tool

for edges, 33
for vertices, 32

render farm, 113
Render Scene window, 88

Indirect Illumination tab

Caustics, 116
Global Illumination, 118

Render Elements tab, 112
Renderer tab, 98

for mental ray, 106
renderers, 88–89

ActiveShade window, 89
rendering, 87. See also scanline renderer

Backburner for, 113–115
assigning jobs, 115
manager program, 114
monitor, 115
server, 114

cameras for, 91–98
clipping planes, 93
depth of field, 94–96
focal length, 92
motion blur, 97
types, 91

Environment And Effects panel, 103–105
environmental effects, 105
Exposure control, 104
for scene background, 103

mental ray renderer, 106–111
caustics, 110–111, 116–117
energy, 108
Final Gathering, 109
global illumination, 107, 118
photons, 108

object properties and, 90
speed of, radiosity and, 102
splines, 28
turning on/off for current layer, 12

Rendering tools, on toolbar, 3
Reset Material tool, 48
Reset Pivot option, in Pivot panel, 9
Reset Scale option, in Pivot panel, 9
Reset Transform option, in Pivot panel, 9
Reverse Time tool, in Dope Sheet, 146
rigging, 119
right-clicking viewports, for quadmenus, 6
rigid body dynamics, 186–190, 194
rigid vertices, 168
ringwave, 21
rollouts, for editing material, 48
root vertices, 168
Rotate gizmo, 8
Rotate tool, 6

for aiming and positioning lights, 72
for hair styling, 200, 201
for Unwrap UVW modifier, 63

rotation of particles, 180
roughness, bump maps for, 56
run, footsteps for, 159
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S

Sample Range parameter, for depth map shadow, 74
saving material to library, 48
Scale gizmo, 8
Scale tool

for hair styling, 200, 201
for Unwrap UVW modifier, 63

scaling footsteps, 160, 161
scanline renderer, 88, 98–102

advanced lighting, 101–102
antialiasing, 99
vs. mental ray renderer, 106
raytracer, 100

Scatter tool, for compound object creation, 41
scene

background, 103
lighting for, 84–86

Scene Explorer, 15–16
customizing, 16

Schematic View, on toolbar, 3
script controllers, 140
SDeflector, 183
seams in garments, 203
Seams mode, in Garment Maker, 205
segments of spline, 26
Select All icon, in Scene Explorer, 15
Select And Link tool, 14
Select And Manipulate tool

for lighting, 72
and swivel angle, 123
on toolbar, 3

Select By Material tool, 48
Select By Name tool, on toolbar, 3, 7
Select From Scene floating menu, 7
Select Invert icon, in Scene Explorer, 15
Select menu, for Unwrap UVW modifier, 63
Select None icon, in Scene Explorer, 15
Select Objects tool, on toolbar, 3, 7
Select Poly modifier, 36
selecting

components in objects, 31
objects, 7

in Scene Explorer, 16
Selection filter, on toolbar, 3
selection menu, for navigation tools, 6
Selection Region, on toolbar, 3, 7
Selection rollout, 26
Selection Sets

in Scene Explorer, 15
on toolbar, 3, 7

self-illumination, mapping, 55
Set Key, 141
Set Multiple Keys dialog box, 154
Set Planted Key tool, 155
Shader, 50

shading, for viewports, 5
Shadow channel, for rendering, 112
Shadow Map Params rollout, 74
shadows, 72–76

advanced raytraced, 76
depth map, 74–75
within fog, 81
parameters, 73
raytraced, 75
softening, 85, 101

Sharp Quadratic filter, 99
Shave and a Haircut software, 196
Shrink Wrap map, 61
Simulate Local (Damped) option, and cloth, 207
Simulate Local option, and cloth, 207
simulation, of cloth motion, 208
Simulation Parameters rollout, 208
SixPoint particles, 178
size of particles, 179
skeletons, 119. See also Bipeds

bones in, 120–121
creating, 134–135
Physique for attaching mesh to, 166

Skew deformer, 23
skin, 126–129

vs. Physique, 166
sliding, 173
tutorial, 135–136

Skin modifier, 126–128
Skin Weight table, 127
Skin Wrap modifier, 129
skylights, 71
Smoke map, 59
smoke, particle systems for, 176
Smooth corner, of spline, 26
smooth shading, 5
smoothing editable polys, 39
Snap tools, on toolbar, 3
Snaps toolbar, 10
Snow particle system, 177
soft bodies, 190–191
soft body modifier, 191
soft selection, 31
Soften filter, 99
softness of shadow, 76
Space Warps, 182
spaceship, splines for, 45–46
special effects, 175

collision simulation, 194
particle flow, 184–185
particle systems, 176–183

basic, 176–181
deflectors, 183
forces, 182

reactor, 186–193
cloth, 192–193
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rigid body dynamics, 186–190
soft bodies, 190–191

Special particles, 178
Specular channel

for color mapping, 55
for rendering, 112

speed of particles, 179
sphere, 19
Spherical map, 61
Spherical particles, 178
Spherify deformer, 23, 42
spindle, 21

quadmenu, 26
Splat map, 59
spline IK, inverse kinematics with, 124
splines, 25–28

creating cloth patterns from, 203
creating geometry with, 28
drawing lines, 25
editing splines, 26–27
rendering, 28
for spaceship, 45–46
spaceship, 45–46

Split tool, for edges, 33
splitting bones, 121
spotlights, 70
Spray particle system, 176
Spring constraint, 189
Spring controller, 139
stacking modifiers, 24
Stand tool, for hair styling, 200, 201
Standard lights, 68–69

parameter rollouts, 69
standard materials, 50–51
star shape, 20
stiffness of hair, 202
Strauss shader, 51
styling hair and fur, 199–201
Styling rollout, 209
sub-materials, 52
sub-objects

hiding or unhiding, 35
modifying, 36
for splines, 26

subanims, 154
Subdivision Surface rollout, 39
subdivision surfaces, 37–39

MeshSmooth modifier, 37–38
smoothing editable polys, 39
TurboSmooth, 38

Subtraction, for Boolean object, 40
Super Spray particle system, 176
Surface constraint, 125
Surface modifier, 28, 45
Sweep modifier, 28
Swirl map, 59

Swivel Angle, for IK chains, 123
symmetrical shape, Mirror command for, 43
Sync Selection icon, in Scene Explorer, 15

T

Taper deformer, 23, 46
Target Camera, 91
Target Direct light, 70, 84
Target Spot light, 70, 86
Target Weld tool

for edges, 33
for vertices, 32

targets, for configuring morphs, 130
TCB rollout, 155
TCP controllers, 139
teapot, 19
Tendons sub-object rollout, 173
Tetra particles, 178
tetrahedron, 20
textures, 47

for hair and fur, 198
for particles, 181

Tiles map, 59
Time Configuration rollout, 142
Time Slider, 141–142

in Track View, 144
timeline, 2

in Dope Sheet, 146
tolerance, for seams, 205
toolbar, 2, 3
torus, 19
torus knot, 21
Toy Car helper, 190
Track Selection rollout, 153
Track View, 144–146

Curve Editor, 145
Dope Sheet mode, 146

trajectories, 155
Trajectory mode, for Motion panel, 143
Transform key, in Dope Sheet, 146
Transform tools, on toolbar, 3
transforming objects, 8–10

coordinate systems for, 8
pivots for, 9
snapping, 10

transforms, 2
transitions, 163, 165
Translate tool, for hair styling, 200, 201
Translucent shading, 51
transparency, and shadows, 76
transparent surface, Raytrace material for, 51
Triangle particles, 178
tube, 20
TurboSmooth, 38
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Twist deformer, 23
twisted seam, 205
two-sided shadows, 75

U

UDeflector, 183, 185
Undo/Redo, on toolbar, 3
Unfreeze By Hit option, on Display panel, 11
Unfreeze option, on Display panel, 11
Ungroup command, 13
ungrouping all objects in group, 13
Unhide option, on Display panel, 11
Union, for Boolean object, 40
Unwrap UVW modifier, 62
updating, material to library, 49
Utilities panel, 3

for hair styling, 201
reactor tab, 187

UV Tiling, 48
UVW coordinates, 58
UVW Map modifier, 61

V

vertices, 26, 168
editing, 32
in polygonal modeling, 29, 30
snapping object to, 10
weighting, 127

Video filter, 99
video-safe colors, 48
View command, in Scene Explorer, 15, 16
View menu, for Unwrap UVW modifier, 63
view mode, for Material/Map Browser, 49
Viewport Configuration menu, 4
viewports, 2, 4

ActiveShade option, 89
drawing lines, 25
red border for, 141
right-clicking, for quadmenus, 6
shading for, 5

Views menu, 4
Volume Fog, 104
volume lights, 80–81, 84
Vortex force, and particle motion, 182

W

walk
animation of, 148
footsteps for, 158

Waveform controller, 139
Weight Properties rollout, 127
weights

of bone, 126
for clips, 165
modifying, 127

Weld tool, 43
for edges, 33
for splines, 27
for vertices, 32

Wind force
and particle motion, 182
speed of, 188

Windows/Crossing tool, 7
wireframe mode, 5
Wireframe On Shaded mode, 5
wiring parameters, 132–133
world, configuring parameters, 187

X

.xaf (Max animation) files, 165

Z

Zoom All tool, 6
Zoom tool, 6
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