3ds Max 2010
     
Tutorial 1
  Page 19 of 19

Getting Started

At the end of this first tutorial, you will have created your first animated scene.  You might be confused by some of what you did, but you will get better at it after you have some experience with this powerful software.

Starting up…

1. Double-click on the 3ds Max 2010 icon that is inside your class folder on your Desktop.  This will launch the program of course, and you will see that some splash screens come up.  Choose ‘Do not participate’ for the survey.  Then click ‘Close’ at the next one, and then ‘Continue’ at the final one.  


2. So, the screen should now look like the picture below.
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3. If you have a look at the screen you will see that there are 4 Viewports. They are labelled Top, Front, Left and Perspective.  As you go through this tutorial, you will need to make sure you are working in the correct Viewport.  Note that only 1 Viewport can be active at a time.  A pale yellow highlight around the Viewport shows that it is the active one.

Now turn the page and you will begin to create your first 3D scene.
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You will first make a simple box.                                                     This is the Create tab
To make a box, click on the BOX button
which is at the right on the 
Create command panel.



5. Now move your mouse over to the 
Top viewport.  This viewport needs to be 
the active viewport, so if does not have a 
pale yellow border around it, click once
to make it the active viewport.
Then move to the next step.
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Still in the Top viewport, click and drag (hold down the mouse button) a box about the size of the one in the picture below.  Drag from the upper left corner down to the lower right corner to create this box.












Once you have the box, release the mouse button and then move your mouse upward.  If you look in the Perspective viewport, you will see you box is gaining height.  Once your box has some height, click to complete the box.  Don’t worry about the exact height of the box, we will do that next.  Also, don’t worry about the colour of the box just yet.
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Now that you have created your box, you can adjust the size of the box over in the command panel, provided you have not clicked anywhere else.  There are two ways to adjust the size of an object - you can type in the number, or you can drag the spinners up and down.  We will type in some numbers in the next step, but first try to use the spinners to change the size of your box.















Try clicking on the little arrows next 






to the length, width and height







and drag your mouse up and down 






to see your box change size.








Then turn the page to carry on and 






set some more exact values.
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Now to be more exact, you will type in some precise values for the size of your box.  Double-click in the field beside each of the following and type in these values:












* After you type in a 









   number press Enter









   to accept it.






9. So the size of the box should now be 200 x 200 x 10 units.


10. [image: image9.png]Object Color Px

Ntoca act e

Add Custom Colors.... By Object

¢ st o uoretcor: [N 06 ol



[image: image10.png]iAo e
\k1l E{]H m



Since we want to alter the shape of the box quite a bit we need to add more vertices to your box.  To do this, you need to add more segments.  Go to the fields below where you set the sizes and type in these values:
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You will notice if you look in the Top viewport that your box has more polygons now.  
This is probably a good place to Save.

So go click on this cool little icon
and choose Save.  Make sure to Save
your file in your own filespace.

From now on, Save every 5 or 10 minutes!



A word about Colours…

12. Your box has been assigned a random viewport colour, so your colour may be different from the person working next to you.  These basic Object Colours are assigned when you first create an object, and if you do nothing else, this will be the colour of your object when you render.  Later in this tutorial you will use the Material Editor to do more advanced colouring, but for now you will learn how to change the basic Object Colour.
Turn the page to do this…
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To change the basic colour of your box, click the colour swatch beside the object’s name field.










(Note: yours may not be green)
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An Object Colour dialog box will appear.  Click in the dialog box to choose the light blue colour in the lower left corner of the Basic Colours swatches.  Note: choose this blue for this box, later you can choose some of your own colours, but the box must be blue.  Then click OK to close the box.



Choose this
blue…













Now it is time to Modify your box…
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When you turn the page, you will learn how to apply an ‘Object Modifier’ to your box, but first a quick note…

So far you have been on the ‘Create’ Tab of the command panel, and now you will need to switch to the ‘Modify’ Tab.  To do this move over to the Command Panel and look for the Modify icon and click on it.









Note: if you hover over an 







icon in 3ds Max, Windows 







Tooltips will tell you what 







the icon is.








Use this to help you find the correct 






icons you need.
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Your command panel should now look like the picture below











17. Next to where it says ‘Modifier List’ you will see a small down arrow.  Click on the down arrow now and you will see a list come up.  Scroll down the list and find ‘Noise’.  Then click on Noise.
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You will now see that the word Noise appears the word Box in the panel as shown below.  This means you have added a Noise modifier to your box.  You may notice an orange box is surrounding your box.  This represents the bounds of the modifier.
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Next you need to adjust some values in the Noise modifier.  So look down below in the ‘Parameters’ section and set the value in the field next to the Z to 60.  Don’t forget to press Enter after you type in the number 60.  
Then check the box next to the word ‘Fractal’.  This makes the smooth curves jagged.
Finally, set the value in the ‘Seed’ field to 9.  (You can try other Seed numbers, but put it back to 9 when you are done.)

When done your Parameters 



... and your box should now look 
section will look like this…



    more like a mountain range.













Navigating around the Viewports
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Before you move on, you need to know a little about how to adjust your viewports.  There are 8 different viewport navigations tools. They are in the lower right corner of your screen and they look like this…

Zoom


Zoom All

Zoom Extents

Zoom Extents All







Zoom Region


Pan View

Orbit

Maximize Viewport

Wow, lots of them, no?
Not to worry though, they are pretty easy to use, but we should talk about a few of them in more detail.


21. So, first of all, try clicking ‘Zoom Extents All’.  This will make your scene fit in all the viewports.  They are other Zoom buttons you can use as well.  But often in this program you will just use the Scroll Wheel on the mouse to Zoom in and out.  Try it if you want.
The Scroll Wheel will work in the active viewport only.


22. Next thing… you often need a way to Pan your view over.  You will notice that there is a Pan View button.  That works fine, but an easier way is to press down on the Scroll Wheel on your mouse and it will then let you Pan.  Try it now.
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OK, finally you need a way to Orbit around your object, to see it from the other sides.
There is an Orbit button, but again there is an easier way.  








In the Perspective viewport find the 






little cubed shaped icon in the upper 






corner of the viewport.







If you click and hold down the left 






mouse button on the cube, you can 






move your mouse around and Orbit 






the view.








Also, if you just click on a flat face 






of the cube, it will change your view 






to see that face straight on.








To get back to the Home view, just 






click on the tiny house icon above 






the cube icon.  See it…?

24. Alright, enough playin’ around, back to creating your 3D scene.



Making your name…

25. Now you will add your name to the scene.  It will be a 2D shape at first, but then you will make it a 3D object.
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You will need to move back to the ‘Create’ Tab of the command panel in order to create something new, so do that now.  Click here.







Then you need to move from 
     the ‘Geometry’ icon to the ‘Shapes’ icon.
                                To do this click here

Hover over the icons for Tooltips if you are not sure!


27. OK, are you on ‘Shapes’ now?  Then look at the tool buttons listed below and find the ‘Text’ button.  No, this will not text your friend up in Math class.  This will create some text in your scene.  So, click on the ‘Text’ button.
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BEFORE you go click in a viewport, you need to 
adjust some values in the Text rollout panel.

First of all, we will just leave the Font at Arial.
Some fonts will not work in 3D, so we will just leave
that as it is.

Next, you will need to change the size to something
smaller.  For most people, setting it to about 50 will
work just fine.  If your name has more than 6 letters
you may want to set it at about 35 or 40.

The last step to do before we create your text is to 
actually set it to make your name here.

So erase the text that says “MAX Text” and type in 
your first name instead.

On the next page you will place your text.
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You want to place your text in your scene so that it is above the mountain facing forwards.  To do this, click ONCE in the FRONT viewport, above your mountain object, as shown in the picture below.
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Now if you look in the Perspective viewport you will notice that your name is just 2D (two dimensional).  You need to extrude it and give it some depth to make it a 3D object. To do this, you need to move back to the ‘Modify’ Tab again.  We have done this already, so hopefully you remember how to find it.  Hint: 
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Once you have moved to the ‘Modify’ Tab, 
pull down on the down arrow and look
for the modifier called ‘Extrude’, 
and click on it.
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Now you must specify how much 
you would like to Extrude your 
text.
(It has a thickness of 0 right now)


In the Amount field, type in -20.


(We typed in a negative number to
extrude back into the scene.)

33. You should have noticed that your text is now 3D.  Yes?
Don’t worry about the colour of your name, we will set that soon.
Next you will move the text around a bit and get it ready to do some animation.
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3ds Max has three main ‘Transforms’.  
They are called:



Select and Move

Select and Rotate

Select and Scale







35. You need to go click on the Select and Move icon, so that you can move your name around.


36. Now for the next few steps, make sure you are working in the correct viewport.
Sometimes you will move your name in the Front viewport and sometimes you will move it in the Top viewport, so read carefully.


37. In the Front viewport, move your cursor over the yellow square and click and hold the mouse button down so that you can move your name down under your mountain.
















       Before the move




        After the move



38. Note: if you were having trouble moving your object, you may be restraining your movement by mistake.  You may have been locked onto one of the axis constraints of the Move Gizmo.  The Gizmo is the little yellow arrows that you get when you use Move.  If you are on top of the line with the green arrow, you will only be able to move in the Y axis (up & down).  If you are on top of the line with the red arrow, you will only be able to move in the X axis (left & right).

39. In the Top viewport, move your cursor over the yellow square and click and hold the mouse button down so that you can move your name back behind the mountain, over at the left edge.















       Before the move




        After the move


40. Before you start animating, you just need to set the Perspective viewport to a nice view of your scene.  Using Zoom, Pan and Orbit, set your Perspective viewport so that it looks like the picture below.  (If you are having trouble getting your view right, call the teacher over.)














Your name should be









under your mountain 









back in this corner.











Now for some animating…


41. Animation is not actually that hard.  Remember the little lesson on setting keyframes and tweens?  On the next page, you will set some keyframes and 3ds Max will fill in some tweens for you.


42. OK, here we go.  First, press the Auto Key button to turn it on.  This button is near the lower right part of the screen.  It will turn red when it is on.








43. Now drag the Time Slider over to frame 30.  The slide should now read 30/100, telling you that you are on frame 30 of a total of 100 frames.








44. Now in the Front viewport, click and drag (Move is still on) your name up until the bottom edge of your name is completely above the highest part of your mountain.

It should look like
the picture at the 
right…



















45. So what just happened?  Basically you just told 3ds Max that at frame 30 you want your name to be over the mountain.  3ds Max knows that at frame 0, your name was below the mountain.  So it immediately calculated all the tween frames needed to smoothly move your name up over the first 30 frames.
On the next page, you will set some more keyframes.

46. Drag your time slider over to frame 80.


47. For this next part, it will be easier if you ‘Lock’ your name, so that your name will remain selected and you cannot select your mountain by mistake. So turn on Lock, by clicking its icon at the bottom of the screen.  It will turn yellow when it is on.









48. In the Perspective viewport, drag your name forward in the scene, so that it is roughly centred in the view.  To make is easy to drag try to select the yellow square on the Gizmo that is between the X and the Y axis lines.



Look at the location 
of the cursor in the 
picture to the right 
and try to match that.














49. Next you will rotate your name so it will face the front and be a little easier to read.  
So if you go back up to where you selected the Move icon, you will see the next icon over the right is the ‘Select and Rotate’ icon.  Select that now and then move to the next page.








50. When you use the Rotate tool you will get a spherical shaped Gizmo.  Look at the Gizmo in the Perspective viewport now.  It has a red circle that is running from front to back vertically, a green circle that is running left to right vertically, and it has a yellow circle that is running horizontally.  The yellow circle is actually blue, it is just yellow now because it is selected (by default).  If you moved your cursor over the red or green circles they will turn yellow.

So, you could rotate around any axis you want, but you need to rotate around the blue one.  Make sure that the blue one is yellow and then click and drag to rotate your name so that it faces straight on, as shown in the picture below.
 

















51. If you need to, switch between Move and Rotate and get your view to look as close to the picture above as you can, and then move on.


52. To have a look at your animation so far, you can do 2 things. 

Make sure the Perspective viewport is active (yellow border) and then either…


1.  drag the time slide back and forth. 





                            or




2.  click the ‘Play’ button down in the


     lower right corner of the screen.

53. When you are done checking out your work, press 
the ‘Pause’ button.
Now, BEFORE going to the next page, you need to click on ‘Auto Key’ to turn if off. 

Assigning Materials…


54. Now you will assign an actual material to your name object which will override the basic colour.  This gives you more options and allows for animated colours.


55. Make sure your name is still selected (it should still be locked).  Drag the time slider to somewhere between 60 and 80, so you can see your name in the Perspective viewport.


56. You will now need to click on the icon for the Material Editor.  It is in the top toolbar, but it probably off the screen right now.  The top toolbar is very long and it goes off the screen.
To see the rest of the toolbar, move your mouse up onto the top toolbar until you see a hand shaped cursor appear.  Then click and drag to pull the menu to the left.










Pull to the left !


Now you should see the rest of the toolbar as shown below.





The icon for the Material Editor is this one.  Click on it now.



57. This will bring up a window that
looks like the one shown on the 
right.

This is called the Material Editor.


The upper left sphere in the top 
row has a red rectangle around 
it.  This is the active sample slot.

Only one material slot can be
active at a time.

Go to the next page and you 
will create a material.


58. To give the active sample sphere, click on the colour swatch next to the word ‘Diffuse’ in the ‘Shader Basic Parameters’ section.  


This is the correct swatch 
to choose.











59. This will bring up a Colour Selector window, as shown below.
















60. Drag your mouse in the large colour box in 
the Colour Selector window.  
Each time you release the mouse, 
the colour will change, as shown in this area.


61. If your colour seems washed out, drag the arrow beside the Whiteness ramp up towards the top.  Doing this will fully saturate the colour and make it more vibrant.


62. Select a colour you like and then click OK to close this window.


63. You will notice the sphere is now your chosen colour.  
To apply this colour to your name, make sure
it is still selected (again, it is still locked hopefully), 
and then click the ‘Assign Material to Selection’ button, 
which looks like this.

Animating the Material…

64. In the next few steps you will animated the colour of your name and have it change colour as it flies up over the mountain.


65. Once again turn on the ‘Auto Key’ button, to start to set keyframes like you did earlier.


66. You still should have the Material Editor open, but if you closed it, open it again.


67. Slide the time slider to frame 30.


68. You must work with the same sphere as you did before because it is tied to your name.  So DO NOT select another sphere, keep on the same one.
Click the Diffuse colour swatch again to open the Colour Selector window, and then choose a new colour.


69. Now move to frame 60, and select another colour.


70. Now move to frame 100, and select another colour.


71. You can now close both the Colour Selector window and the Material Editor.


72. Before moving on, turn off the ‘Auto Key’ button, since you are done setting keyframes.


73. Play your animation and see if your name changes colours as it flies up.  If not, call over the teacher for help.


74. To create a pause at the end of the animation, you will add some more frames.
To do this click on the Time Configuration icon.  It is down in the lower right corner and it looks like this.









75. The Time Configuration window will come up. 








In the animation section, change the 







length field from 100 to 160.








Click OK to close the window.







Play your animation to see the 






pause.


Time to add some snow…


76. You’re almost done now; you will just add some snow to complete the scene.  You will add a Particle System to create the snow.  This should sound familiar since we talked about it in the Animation Glossary.


77. Switch back to the ‘Create’ Tab, and click on ‘Geometry’.
You need to switch to Geometry because it is still on Shapes, from when you made your text.
This one is Geometry.











Now you need to pull down the arrow next to where it says ‘Standard Primitives’.



78. When you pull it down you will be able to choose ‘Particle Systems’.









79. Once you have selected Particle Systems, you can click on the ‘Snow’ button.


80. Go over the Top viewport and click and drag to create a large area of Snow.  Make the snow area larger than your mountain, as shown below.

















81. You should see some snow in your scene now.  If you don’t, drag your time slider forward.  The white box that shows the limits of the snow is called the Emitter.


82. Go up and click on the ‘Select and Move’ icon again.  Also click the ‘Lock’ button so that the Snow Emitter will be locked.


83. In the Front viewport, you need to move the Snow Emitter up so it is above your name.

Make it about 
this high above
your name.














84. Now once again switch to the ‘Modify’ Tab, so that you can get access to all the parameters that can be set on your snow particle system.


85. Right now the snow is only looks white because it is the selected object, and in 3ds Max selected objects appear white.  But if you were to render now, your snow particles would come out whatever random colour 3ds Max assigned to your object when you made it.


86. So, you need to change the colour of your snow to make it white.  You can see what colour your snow is by looking here.       In the example below it is purple.









              Click on the colour swatch of your snow 
              to bring up the Object Colour selector and
              you will see that at the end of the row of Custom Colours there is a pure white.  
              Choose that and click OK to close the window.

87. There are a few more things to adjust for the snow.  If you look near the bottom of the ‘Modify’ Tab, you will see all the Parameters that you can set with your snow. 


First of all, you need to slow the snow
down, so in the Speed field, type 3 and
press Enter.



Next, you will need to pull up the rest of
the Parameters section, since there is more
to this section.

Place your cursor down in the Render 
section and click and drag up to reveal 
more Parameters.






88. Now you will see the rest of the Parameters and you can set the following values.


In the Timing section, set the Start value
to -60, and set the Life to 50.







In the Emitter section, click the box next 
to Hide to hide the Emitter in the viewport.








89. Play your animation and see how looks.  Pretty good, no?  Your first animation in only 88 steps!
Save your scene again, and then call the teacher over to Render your animation.
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