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Creating a Spaceship

In this, your second tutorial, you will learn how to edit at the ‘Sub-object’ level.  This means that you will create a Primitive object and then use an ‘Edit Mesh’ modifier to change this simple object into a more complicated one.

Starting up…

1. Double-click on the 3ds Max 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. Before you begin, why not Save and name this file right away.  Make sure to Save your file in your own filespace and name it something that makes sense.  From now on, be sure to Save every 5 or 10 minutes!


3. As in the first tutorial, you will start with a box.  So in the ‘Create’ Tab, click on the Box icon.  In the Top viewport, click and drag a box and then drag up to give the box some height.
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Then in the Parameters section at the right
set the following values:



Length set to 70

Width set to 125

Height set to 25
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For this tutorial, you will need to change the display of the Perspective viewport.


Right-click on the words
“Smooth + Highlights”
in the Perspective viewport
and then choose ‘Wireframe’
in the menu that comes up.


This puts the Perspective 
viewport into Wireframe mode.
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Use the View Cube to Orbit your Perspective view around until you get a view that 




looks like the one shown here.
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Next you need to add a modifier to this box.  Hopefully you remember how to switch to the ‘Modify’ Tab over in the Command Panel.  Do that and then click on the down arrow to see the list of modifiers.  The modifier you need is called ‘Edit Mesh’, so when you find it, click on it. 
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You will notice that the words ‘Edit Mesh’ appears above the word ‘Box’ in your stack.  In just a minute you will adjust the settings of this Edit Mesh modifier to put you into ‘Sub-object’ mode, but first…

You should remember from the 
‘Animation Glossary’ presentation 
that when you want to edit the smaller 
parts of an object, you are working in 
Sub-object mode and you can select to 
move or adjust at the vertex level, the 
edge level, the face level and the 
polygon level.
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So you need to set it to work at the 
Polygon level.  To do that, click on the 
little square below the word ‘Selection’.
It will highlight yellow so you know you
are in ‘Sub-object’ mode.
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Now you need to select the polygon on your object that you would like to modify.  Click on the long side of the box facing you in the Perspective viewport to select it.  The side of the box will turn red to show you that you have this polygon selected.
See the picture below…






Click here
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Now press the Lock button down near the bottom of the screen to lock this selected polygon.  This will help you avoid de-selecting the polygon.








The Lock will highlight light yellow






when you have it turned on.




12. [image: image17.png]


[image: image18.png]|
i
i

)

.} &
)

i

o
Frrrrrrrr

Y

)

N

)
)

o;'
““»n

MK




[image: image19.png]


Sometimes some of the side panels and menus are too large to fit entirely on the screen all at once.  Often you need to drag them up or down to see other parts of the panel.







So in the right side panel, move




your cursor until you get a 




Hand icon.  





Then click and use the




hand to drag up the panel until




you can see more of the lower




part of the panel.





You need to drag up until you 




can see the Extrude button




as shown here.
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Now click on the Extrude button and in the amount field beside the button type 
in 50 and press Enter.  






The side of your box should push outward as shown below.  Notice that the amount field set itself back to 0.0 after it did this.  Click the Extrude button again to turn off extrude.
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Next you will scale the end of this new polygon that you extruded.  Move the mouse near the red selected face in the Perspective viewport and then RIGHT-click your mouse.  You will see a menu come up as shown below.  You need to click on Scale to start the scale command.  Do that now, and then go to the next page.
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Before you scale the polygon, you need to set a few options.  Look up at the top of the screen near the word MAXScript and find the ‘Percent Snap Toggle’ button and click it to turn in on.








Now that you have it turned on, the Scale tool will be locked to scaling in increments 
of 10 %.  When you do the next step, you will see the scaling go 90%, 80%, 70%, etc.
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This next step is a bit confusing, so read all the text in this step before trying it…

First, you will need to click in the viewport to the left of your red polygon as is shown here (don’t click inside, or on the little yellow gizmo)…






and while holding 
down the mouse 
button, drag your
mouse down in the
viewport to scale
the selected polygon
down to 50 %.




While you are 
dragging you will
need to watch here
so you can see when
you get to 50 %.


So, let go of the
mouse button when 
you hit 50 %.

If you mess this step up, Undo and try again.  If it looks correct go to the next page.

17. Now you will repeat the last few steps.  So click the Extrude button again, type in 50 once again, and then press Enter.
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Go back to the viewport and right-click again and choose Scale.  Then scale the new polygon down to 50 % as you did before.  Your object should look like the one below if all has gone well.
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The work you done so far will become one wing of your spaceship.  You need to use the 
View Cube again to Orbit your Perspective view around until you get a view of the other 




side of the box, like it is shown here.



















Then go to the next page…


20. Now turn off the Lock to release the first polygon you had selected before.  
Next click the new side of the box that is facing you and then click Lock again to lock this new side.
















21. You will now repeat what you did to the first side.  Do the following steps…

Click Extrude, and type in 50, and press Enter
Right-click in the viewport and choose Scale, then Scale the polygon down to 50%.
Then Extrude the polygon 50 again.
Then Scale the polygon down another 50 %.

If all goes well, it should like the other wing, that is, the two wings should look the same.
It should look like the picture below…
















22. Once you have the second wing looking correct, unlock the current polygon that you have selected and then go to the next page to create a nose for the ship.


23. Now you need select the end polygon of the box as shown below.

















24. Now Lock this polygon so it remains selected.


25. You still have the Scale tool running, but you need to Extrude first, so click the Extrude button again, and then type in 50, and then press Enter.


26. Now Scale this new polygon down to 30 %.


27. Extrude the polygon again, only this time type 70, and then press Enter.


28. Now scale the polygon down to 30 %.  You may need to Zoom Out a little to do this.


29. This completes the nose of your ship.  It should look like the picture shown below.


















30. Next you will work on sweeping the wings back a bit.


31. Unlock the current nosetip polygon that is selected.


32. Up near the top menus, find the ‘Select and Move’ button and click on it.











33. One button to the left of the ‘Select and Move’ button is the ‘Window/Crossing’ button.  You need to make sure this button is pressed in.


When pressed in, the box should be
 inside the little dotted outline, like this…





34. When pressed in, this means it is set to ‘Window’, rather than ‘Crossing’.  When set like this, 3ds Max will only select things that are entirely within your selection window.



Info tidbit!

Window – this is like a blue window in AutoCAD.

Crossing – this is like a green window in AutoCAD.



35. Zoom out so you can see the whole ship.  Make the Top Viewport active by clicking in it.  Now drag a small window around the end polygon at one of your wingtips, as shown below.  When you let go of the mouse, the end of the wing tip will be selected.











36. Now in order to select the other wing tip and not lose the selection of the first wing tip, you need to hold down the CTRL key on the keyboard as you make the next selection.  Holding down CTRL allows you to ‘add’ things to your selection set.  So do that now, hold down CTRL and drag a new window around the other wing tip.



















37. So that you do not lose this selection set of the two wing tips, press the Lock button.


38. You will now move these wing tips back, but you only want to move them on the          X-axis.  
To do this, place your Move cursor in the Top viewport, over the yellow Gizmo constraint arrow of the Move Gizmo.








This allows you to keep your movement on the X-axis only.  Now in the Top viewport drag the wing tips back about 60 or 70 units, as shown here.








    Watch here to check the units !

39. So, now your ship should look like this…























40. O.K., so now what?  Well, first turn off the Lock.


41. Next you need to get out of Sub-object mode. Remember you set it to edit polygons earlier?
You just need to go over to the right and click on the little yellow highlighted square as shown here.  It will not be highlighted anymore once you click it.  See?














42.  In order to fit your object in all four viewports, click the Zoom Extents All button.

  



43. To better view your spaceship, right over the word Wireframe in the Perspective viewport and choose ‘Smooth + Highlights’.  










You should see colour on your ship now.


44. What started out as a simple box is now a pretty good-looking spaceship, but you can take it further with a few more steps.


45. Remember when you clicked  on the down arrow next to the words Modifier List, and then scrolled down to find Edit Mesh?

Well go to the list again to add another modifier, but this time look for ‘Mesh Smooth’.

Click the down arrow…

and find ‘Mesh Smooth’ and click on it.
















46. You will now have the Mesh Smooth modifier added to your modifier stack for your box.  Your ship should look much smoother now.


47. NOTE ! Read this important note before turning the page to do the next step.

Don’t turn up the ‘Iterations’ of the Mesh Smooth modifier past 5.  It will likely cause the program to crash and you may lose your work.



48. Now that you read the note, try turning the Iterations of the Mesh Smooth up to 2, and then 3, and then 4. Don’t turn it past 5 though remember.  You should see that your ship gets a bit smoother, but once you past 4, setting it higher makes no real difference anyway.


49. Save your ship one final time and then show it to the teacher so he/she can record that you completed your second Tutorial.


50. In the next Tutorial you will continue to work on your ship, so don’t delete the file!
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