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1. Ly thuyét:
1.1. Co ban:

1.1.1. Giao dién chuong trinh:
|. Giao dién:

_ NEu la nguoi moi lam quen voi Max thi cd 18 ban s& cam thay roi mat vi kiéu b tri cia Max khac
han véi cac chuong trinh khdc maban datiing gap. Néu trudce khi dén voi Max maban dabiét qua vé
Photoshop va quen v&i cac cong cu clia né thi ban sé that vong vi kiéu trinh bay cac cong cu ctia Max, n6
"qua phtrc tap" don gian lavi 3D>2D ma. Nhung ban yén tam khi d& quen roi thi ban sé thay nd rat tién
lo1i.

Ban c6 nhé khi Ian dau tién lam quen véi Photoshop ban dadung cong cu gi khong? Va datao ra
duwoc cai gi trong lan dau tién dy? Con minh thi 1an dau tién minh da"mo ra' cong cu cai choi 16ng dé vé
ra dugc nhitng dwdng cong ngoan ngéo, con 1an dau vai Max thi khdng tao ra dwoc thir gi ca trong 1an
dau gdp mét ca, chinh vi vay maminh quyét tam hoc Max cho bang duoc!
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1. Menu bar (menu hé théng)

2. Window/Crossing selection toggle

3. Snap tools (cac cong cu bat dinh)

4. Command panels (bang Iénh)

5. Object categories

6. Rollout (bang cuén)

7. Active viewport (khung nhin hién hanh)

8. Viewport navigation controls (cac diéu khién doi véi khung nhin)
9. Animation playback controls

10. Animation keying controls

11. Absolute/Relative coor dinate toggle and coor dinate display
12. Prompt line and status bar

13. MAXScript mini-listener



14. Track bar
15. Time slider (thanh tru ¢t thoi gian)
16. Main toolbar (thanh céng cu chinh)

[l1. Menubar

Chtra cac menu: File, Edit, Tools, Group, Views, Create, Modifiers, Character, Reactor, Amination,
GraphEdittors, Rendering, Customize, MAX Script, Help.

Mot s6 Iénh thong dung nhu File, Edit, Views, Tools thi ching ta qua quen thudc roi.

Con nhirtng menu khac thi c6 1& hoi la di v&i cac ban lan dau lam quen voi MAX

Minh s& gidi thiéu so qua vé chirc nang clia mot s6 menu:

+ Group: day la menu bao gdm cac Iénh dé nhém doi tuong.

+ Create: bao gdm cac Iénh dé tao ra cac hinh 2D, 3D vamét sd dang hinh hoc khac.

+ Modifiers: chira cac Iénh hiéu chinh.

+ Reactor: chita cac Iénh dé tao ra hay ap dung tinh chét cta vat nh v: mém, ctrng, thé ran, 16ng, khi....

+ Character: chira cac Iénh dé tao ra sv chuyén dong clia hé théng: vd: cac clr dong cua tay, chan,
budc di...

+ Animation: chita cac Iénh lién quan dén trang thai dong.

+ Rendering: chita cac 1énh lién quan dén hau canh, anh nén, cac hiéu tng (suong ma, khdéi...).
+ Customize: cac tuy chon thiét lap cho Max.

+ MaxScript: hoat dong theo kiéu tép tin batch cla HDH MS -DOS.

[I1. Tab panel
Bang tap hop céac thanh céng cu khac nhau:
a) Main toolbar: Thanh cdng cu chinh clia Max, chira mot s6 Iénh théng dung qua cac icon.

b) Command panel
O™ Y & o 5%

* Geometry:
Chra céac Iénh tao cac doi twong 3D: khéi hop (Box), khdi cau (Shepre), khdi chop (Cone)...

- Khi ban chon nit Geometry sé& c6 mot danh sach x0 xudng b én dudi nit do, liét ké nhiéu loai khéi
hinh hoc khac maban cd thé tao ra nhu: khdi hop, khéi cau, khdi chdp, khoi 6ng, khdi tru, am tra...

Khi click Iénh bat ky thi s8 xudt hién thanh cudn & du¢i hdp Parameters cho phép ban nhap cac gia tri
nhw chiéu cao (Height), chiéu rong (Width), chiéu d ai (Length) va nhiéu thong s6 khac nita.

Vi cac théng s6 cho mét ddi twong doéi khi can nhiéu thanh cudn, cac thanh cudn trong mot v ai truong
hop c6 thé tré nén dai hon strc chira cia man hinh, do vay ban c6 thé dung mouse dé cudn thanh cudn Ién
hodc xudng bang céach click vadrag theo chiéu dirng vao bat ky chd nao tréng ctia bang cudn.



O™ % & o ¥ %

IStandard Primitives -

|- Ohbject Type |
dutaGid [

Box | Cone |

Sphere enSphers |

|
Cilinder | Tube |
Tormsz | Pyrarmid |

Teapat M

|- MNarme and Caolor |

| P

[- Creation Method |
" Edge # Center

i+ F.eyboard Entry li

|- Parameters |

Radius:[0.0 1

* Shape: chita cac 1énh dé tao céc ddi twong 2D: duong thang (Line), hinh tron (Circle), hinh chir
nhat (Rectangle)

* Light & Cameras: chita cac Iénh tao anh sang va camera.

* Helpers: chita cac Iénh vé cac d6i twong tro gilp, nhu tao lwgi riéng, tao cac Gizmo dé dién ta Iira
chay...

* Space Warp: chira cac Iénh dung dé tao mot s6 hiéu (rng dac biét nhu: bom no, gid, séng...
* System: chira céc 1énh lién quan dén chuyén dong, vi du sw chuyén dong clia clia canh tay, b wéc

A

chan...

V. Thiét lIap khung nhin

Khi khéi dong Max ban sé thdy c6 4 khung nhin mac dinh la Top, Front, Left va Perspective (khung
nhin phéi canh).

Dé dinh kiéu hién thi doi twong cho 1 khung nhin thi ta Click chudt phai vao tén clia 1 khung nhin bat
ky trong cac khung nhin. Sau d6 chon céc thiét 1ap hién thi sau:



v Srmooth + Highlights

Wireframe

Other k *

Edged Facesz

Transparency 4
v Show Grid

Showe Safe Frame

YWiemport Clipping

Dizable Wiens

Wiews 4

Configure...

+ Smooth Highlight: t6 d&i twgng theo dang min vabéng.

+ WireFrame: hién thi ddi tvong dwdi dang khung nhin don.

+ Smooth: hién thi déi twong dudi dang min.

+ Facets Highlight: hién thi d6i twong dudi dang phang va béng.
+ Edged Faces: hién thi doi tvong dudi dang khung nhin Edge.
+ Bounding Box: hién thi doi tvong dwdi dang khung nhin hop.



1.1.2. Mot s6 phim tét co ban:

Ctrl + N: New

Ctrl + O: Open

Ctrl + S: Save

Ctrl + A: Lwa chon tat ca cac d6i tuong hién cé.

Ctrl + D: Hly b6 lwa chon dbi véi tat ca cac doi twong dang duoc chon.

Ctrl + I: Chuyén doi qua lai gilra cac doi twvong, néu dang chon cac doi twong nao dé thi nhan Ctrl+1 sé
bd chon céac doi twong dang chon dé chuyén sang chon cac doi t wong con lai trong khung nhin.
Ctrl + V: Nhan ban thém ddi twgng dwoc chon.

Ctrl + X: Expert mode chuyén qua ché do phéng to khung nhin hién hanh.

Ctrl + C: Tao ra camera c6 goc nhin tir khung nhin hién hanh.

Ctrl + X: Undo

Ctrl + Y: Redo

Alt + A: Align - Can giong d6i twong

Alt + N: Normal Align

Alt + B: Viewport Back Ground - thiét 1ap nén cho khung nhin.

Alt + 0: Lock Ul layout

Alt + W: Min/Max Toggle - chuyén ddi qua lai ché dd6 Min/Max clia khung nhin.

F9: Render - két xudt hinh anh.

F10: Lwa chon cac thong s6 phuc vu cho viéc Render.

M: Goi bang vat liéu



1.1.3. Chon ddi tvong:

L

idl]ng dé chon doi twong, ¢6 2 trang thai lwa chon sau:

+ Window/Crossing: v&i lira chon nay khi v& mot ving chon ta chi can mot phan clia d6i tugng ndm
trong vung chon méi vé thi ddi twong dé sé dwoc chon.

o+ Window/Crossing: néu khéng dugc chon trang thai nay, thi cac déi tugng mudn dwgc chon phai
nam hoan toan vao vung trong vung chon.

S window Cru:ussingE

2. Select by Name:

Dung dé chon déi twong theo tén. Khi click chudt vao nit Select by Name thi sé xuat hién hop thoai
Select by Name trong do:

- Click chudt dé chon cac doi twong can chon.

- Nhan Ctrl dé chon nhiéu doi tuong.

- Click nat All dé chon tat ca.

- Click nat Invert dé dao nguoc cac doi tuvong dugc chon.
- Click nGt None dé huy bé véc chon

(phim tat &n Ctrl + A)

3. Select and Move:

Dung dé chon vadi chuyén d6i twong theo truc x, y hodc z. Khi d&chon duoc doi tuong thi gilr trai
chudt varé chubt toi vi tri méi theo truc x, y, z hodc theo ca 3 h wéng.

NEu mudn chinh xac thi can phai goi hop thoai Move Transform Type - In sau d6 nhap cac gia tri
trong ng. DE hién hop thoai nay thi click chudt phai ngay trén nit Select and Move.

4. Select and Rotate
Dung dé chon va xoay d6i tong, thao tac twong tw nhw véi Select and Move.

Néu mudn quay doi tvong vi d chinh xac cao thi can phai goi hop thoai Rotate Transform Type -
In bang cach click phai chuét ngay trén nat Rotate and Move sau d6 nhap vao giatri tvong &ng.

Wiew - EE| ’E

5. Select and Uniform Scale ﬁlSelect and Unifarm Scalei

Dung dé chon va thay doi kich thudc déu trén bé mat clia d6i twong hodc thay doi kich thwdc khong
déu trén bé mat ctia doi twong.

Twong tw nhu Select and Move va Select and Rotate ta ¢ ting co thé thay doi kich thudc mot cach
chinh sac bang cach goi hop thoai Scale Transform Type - In va dién cac thdng s6 twong (*ng vao cac 6.



* Cong cu Scale lai c6 thém mot vai cong cu con khac, dé chon céac céng cu con nay ban click chudt
vao tam giac mau den phiabén phai cta cong cu chinh.

n| | m

Céac cong cu con gom

Wl

= Non Uniform Scale: dung dé diéu chinh kich thuéc véi ty 1é khac nhau doc theo 3 truc, sé do
céc truc khong ché quyét dinh. Hé toa do diém bién anh - Transform Coordinate chi phéi hwéng co gian,
con codng cu Transform Center an dinh tam co gi an.

Uniform Scale: diéu chinh kich thwéc d6i tugng theo cung ty I ca 3 truc.

|
—.Squash: diéu chinh kich thudc theo 1 truc, hudng nguoc lai vai huwdng truc kia. Cong cu Axis
Constrains chi phéi truc chinh kich thwéc.

* Meo: dé m& nhanh hop thoai "xxx Transform Type - In" (trong d6 xxx la Move, Rotate, Scal€) thi
tanhan F12 khi dang kich hoat cong cu dé.

* N6i thém: trong hop thoai Transform Type-In ¢6 ving Absolute: hi én thi vi tri, tim xoay vatam co
gian hién hanh ctia d6i tuong dang duoc chon. Con ving Offset: lakhoang léch maMax cong gia tri
Offset vao giatri Absolute hién hanh cho ragiatri Absolute méi.

* Khi st dung cac cdng cu Move, Rotate, Scale m aban khong thdy céc truc hodc mat phang chuyén
thanh mau vang khi chuét dang & trén truc hodc mat phang do thi hay an phim X dé bat ché do do.
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1.1.4. Cac thao tac trén ctra so:

Céc cong cu thao tac trén cira s6 man hinh 1am viéc clia Max nam & goc dudi bén phai man hinh. Bao
gobm cac cdng cu sau:
QLBEOHA
= & &

< Zoom: cOng cu gilp phong to, thu nhé 1 ddi tvong trong khung clra so.

o Zoom Exterts All: cdng cu giup phong to, thu nhé toan bd cac ddi twong trén cac khung nhin.
% pan View: cong cu diing dé dich chuyén man hinh lam viéc.

-E‘-Arc Rotate: cong cu nay dung dé xoay khung nhin phdi canh Perpective.

Min/Max Toggle: cong cu dung dé phéng to 1 khung nhin [én day man hinh.

11



1.1.5. Tao nhém d6i twong, canh chinh doi twong:
Tao nhém doi twong

1. Group: 1énh nay cho phép két hop tir 2 ddi twgng tré 1én. Nhém nay dwoc goi la d6i twgng nhom va
duoc dat tén riéng duoc xt ly nhw ddi twgng thong thwong. Néu mon hiéu chinh tirng ddi twgng trong
nhém thi phai rd nhém do ra.

* PE tao nhom: click chudt vao menu Group/chon 1énh Group sé c6 hop thoai Group hién ra, ban h &y
g0 tén nhém vao 6 Group name sau d6 nhan OK.

* PE hiéu chinh tlrng doi tuwong trong nhém thi ban can phai mé nhém doé: click chudt v ao menu
Group/chon Open ltc nay ban sé hiéu chinh duoc cac ddi twgng trong nhém. Khi hiéu chinh xong ban
can phai tai lap lai nhém bang céach click chudt v &0 menu Group/ chon Close.

* P& ranhom: click chudt vao menu Group/ chon Ungroup (Iénh nay chi rd 1 cap trong nhém 16ng
nhau). Néu ban ¢6 nhiéu nhém 16ng nhau v a cd nhu cau muén rd nhém ching thi phai dung [énh
Explode: vao menu Group/chon Explode.

Canh chinh

Nhém tty chon canh chinh - Align cho phép ta so khédp vi tri va huéng cla cac déi twong véi nhau.
Can phai c6 doi tugng nguodn va dich.

¢\

(Néu man hinh cuia ban 15" va do phan giai 1a800x600 thi cé thé khong thdy dugc cac

cong cu nay, do dé dé dung dwoc cac ban can dwa chudt dén vi tri nao dé6 ma con tré chudt
(5“; ) ‘ \ ‘ I"-.J'iew - HQ | ‘i..f | , ) - )
., chuyén thanh hinh ban tay = &7 ; sau do ban bam chudt trai vakéo sang bén

' trai, khi d6 cac cbng cu con lai cla thanh cong cu sé hién ra).

b .
o - Boi twong ngudn (Source) la d6i twong can dich chuyén dwoc chon dé bat dau qué trinh
s canh chinh.
= - Doi tvong dich (Target) dwoc chon sau cung va dwgc dung lam tam dé giong hang.

Co batuy chon canh chinh la: Align, Align Normals va Pl ace Highlight

ﬁjAlign: canh chinh d6i tvgng nay theo d6i twgng khac, dong thi cho phép canh chinh theo mot
hay nhiéu truc ctia d6i tuong dich.

®
DaAIign Normals: canh chinh mét chuan (Face Normal) gilra cac doi t vong.

u
‘ l"Ja.Place Highlights: canh chinh ngudn sang Camera hodc d6i twong khac véi diém xac dinh trén
mét ddi twong.

-% )
—

- View: canh chinh hé truc toa do cuc bd clia d6i twong voi mat phang khung nhin hién hanh.

.Camera: canh chinh Camera theo mot mét chuan.

12



1.1.6. M odify:
Bién d6i (Modify)

Vi moi d6i twong sau khi dugc tao ra véi thong s6 co ban, ching ta c6 thé bién d6i né tré th anh hinh
dang khéc theo y do clia tac gia (vi du Ban c6 thé tao ra mot qua chuéi, téo... tr mot h inh cau, vacon
nhiéu tht khac nira...)

Sau khi lya chon déi tvong xong DE ap dung cac Iénh bién ddi ban phai goi bang 1énh Modify
| 'ﬂﬂhl @ T
I Mudify .

| Madifier List -

Trong bang Iénh nay c6 cac vung lam viéc khac nhau:

Pau tién la ving Name and Color: la noi d at tén vachon mau cho doi twgng. Néu ban chon nhiéu doi
tirong thi ving nay sé bi mo di, khong thay doi duoc.

Trong vung tiép theo la Modifier List day la noi ma ban c6 thé chon ap dung cac phép bién doi. Khi
ban chon phép bién ddi nao thi phép bién déi do sé dwoc ldy vao trong ving Modifier Stack:

% E Poly Select O
B

a1 8B

Hinh chiéc bong dén mau trang tredc phép bién ddi 1a phép bién déi do da dugc bat, néu khdng mudn
&p dung n6 makhong xéa khdi danh sach thi ban nhan vao hinh céi béng dén dé tat né di.

- Phia dw&i clia Modifier List la cac nit 1énh 4p dung cho cac phép bién doi.

H pin Stack: c6 tac dung dé khda danh sach lai.

" show End Result: cho phép hién thi hiéu (rng clia tat ca cac phép bién doi co t én trong danh séch
trén déi twong dwoc chon.

' Make Unique: 1am cho 1 phép bién dai trd thanh phép bién doi chi cé & doi tvong dwoc chon (nat
nay chi hién khi ban chon nhiéu hon mot doi twong va dp dung cling mot phép bién doi cho ca 2 doi
twong do).

8 Remove Modifier: x06a phép bién doi hién hanh khdi danh sach.
[ Edit Stack: thay doi trat tw cac phép bién doi trong danh séch.

Ngoai cac |énh trén bang 1énh Modify con co nhiéu hdp cudn khac nhu Object Parameter, Soft
Selection... phu thudc vao phép bién doi dwoc chon.

13



1.1.7. Phép hiéu chinh Bevel :

Vi du: Tao chir dang 3D

1. Tao mot chi bat ky, st dung cac thong s6 mac dinh. Chon Font=Arial, Size=100
2. Vao bang Modify/trong danh sach Modifier List chon Bevel.

3. GO vao -1 trong 6 Start Outline.

4. B6i voi nhom Level 1:

G0 vao 5 doi véi Height va 2 cho Outline.

5. Bat Level 2:

G0 vao 5 doi véi Height va 0 cho Outline.

6. Bat Level 3:

G0 vao 5 d6i véi Height va -2 cho Outline.

Vi du vé phép Bevel

1. Tai khung nhin Top, click chudt vao menu Create/Standard Primitives/Plane vatao ra mot Plane co

kich thudc bat ky, véi Length Segs: 5; Width Segs: 5.

2. Click chudt phai vao Plane vira tao, chon Convert to:/Convert to Editable Poly

3. An phim 4, dé vao ché do lva chon Polygon ctia Editable Poly
4. Click chudt vao 6 ¢ gilra va 4 6 xung quanh nhu hinh duéi.
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5. Click chudt phai, chon 6 vudng phia bén tréi clia dong Bevel, sé xuat hién ctra s6 Bevel Polygons

Bevel Type
#® Group

" Local Mormal

" By Palygon

Apply

]9

Height:
[T0.0 =
Outline Armaunt:

Mo 3

| Cancel |

6. Click vao [Apply] khoang 8 lan, sau do click [OK]

ban duwgc hinh nay!

7. An F9, dé xem két qua.

15



1.1.8. Extrude:

Phiatrén: hinh mau dang 2D ,
Phia dui bén tréi:: & dung Extruded v&i Cap End tat.
Phia du¢i bén phai: ap dung Extruded véi Cap End bat.

* Céac buwoc thuc hién:

1. Lua chon hinh mau

2. Vao menu Modifiers/chon Mesh Editing/ Extrude

Trong bang cudng Parameters co:

- Amount: chiéu cao cla khdi
- Segment: s6 phan doan theo chiéu cao cua khoi
- Capping:
+ Cap Start: dong nép dau
+ Cap End: dong nép cudi
- Output:
+ Patch: xudt ra dang tdm
+ Mesh: xudt ra dang luGi

Vi du vé Extrude

1. Tai khung nhin Top, click chudt vao menu Create/Standard Primitives/Plane vatao ra mot Plane c6
kich thuéc bat ky, vai Length Segs: 5; Width Segs: 5.

—

2. Click chudt phai vao Plane vira tao, chon Convert to:/Convert to Editable Poly

3. An phim 4, dé vao ché do Iva chon Polygon clia Editable Poly
4. Click chudt vao 6 ¢ gilta va 4 6 xung quanh nhu hinh dudi.
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5. Click chudt phai, chon 6 vudng phia bén trai ctia dong Extrude, sé xudt hién ctra s6 Extrude
Polygons, moi thong sd dé mac dinh, roi an [OK]

Két qua la

o

(Néu muon cao hon thi hay click vao nit [Apply] vai | an)

17



1.1.9. EDITABLE POLY (tam dich la: bé mat c6 kha nang chinh sra dwoc)

Pay la cach thwong dung dé tao hinh trong 3Dmax, ngoai Editable Poly ban con gap Editable
Mesh, Editable Pactch, NURBS.
DE str dung duogc ché do nay ban can phai chuyén déi nhitng hinh khéi co ban trd thanh nhiing
khdi c6 kha nang chinh stra duwoc (Editable).
* Cach lam: ban chon vat thé can chuyén doi, click phai chudt chon Convert To: -> chon ché do can
chuyén doi (vd: Convert to Editable Poly).

Wire Parameters. ..
Convert to Editable Mesh

onvert to Editable Patch
Convett to MURBS

Click chudt vao thé Modify -> click vao dau cong [+] bén canh dong “Editable Poly” ban sé& thady:

w| | A @ @) T
[Boxnt [
Modifier List -
B Editable Poly ]

........ Wertes

E ........ Edge

........ Border

........ Falpgon
P Element

2o B AN - R =

O bai nay ban s& 1am quen véi khéi niém vé ché do “sub-object”. Trong ché do Editable Poly néi
dén Sub-Object la n6i dén: Vertex, Edge, Border, Polygon, Element. D& bat dau v &0 ché do Sub-Object
thi ban c6 thé click chudt vao dau cong [+] bén canh dong “Editable Poly” r6i chon ché dd hiéu chinh
tirong (thg, hodc nhan Ctrl + B trong khi dang chon vat thé.

|.CHE PO VERTEX SUB-OBJECT: hiéu chinh déi twong con & cap do diém

VD: Tao mét khoi cau Sphere -> Convert sang Editable Poly -> Click vao thé Modifier -> click
dau cong [+] bén canh dong “Editable Poly” khi d6 du¢i thé Modifier sé la cac Bang cudn (roll-out)
twong ng voi tling ché do Vertex, Edge...

1. Bang cudn Selection roll-out

|- Selection |
AT

[T Byertex

™ lgnore B ackfacing

[T Bydngle: W ﬂ

Shrink | Laro |

Hirig | Loop |
Werter 2 Selected
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Hop kiém Ignore Backfacing (bd qua mat & phia sau) rat hay, khi ban click chon né th i ban sé
khong lo chon nham phai diém & phia sau cta hinh khoi.

Trong bang cudn nay ban cé thé thay déi (di chuyén) gitra cac ché do SO, d woc biéu thi bdi 5 biéu
tong tir trdi qua phdi twong (ng voi: Vertex, Edge, Border, Polygon, Element. Bi éu tvgng nao dang cé
mau vang c6 nghia la ching ta dang & ché do sub-object do.

Dé chon mot diém ban click chudt vao diém dd, dé chon nhiéu diém cting IGc ban nhan Ctrl + click
vao diém do, hodc bém + kéo ré chudt dé tao vang chon rdi tha chudt (voi cach nay ban c6 thé lya chon
duwoc tat ca cac diém nam trong v ung chon ca & mat triedc lan mat sau clia hinh khdi — hdy can than). Néu
mudn bd chon mot diém hay nhan phim Alt + click vao diém can bd chon.

Khi chon mot diém, ban can chi y d ong chir "Vertex 2 Selected” c6 nghta la diém 2 dang duoc

~

chon. Néu ban chon >2 diém sé hién d ong chit “x Vertices Selected” & day x lasd lvgng diém ban chon.

Shrink: Bay la cong cu "lam nhé" ving chon hién thoi, chi ¢6 hiéu luc khi ban khéng chon to an
bo vat thé (hay thir an Ctrl + A sau do click vao nit [Shrink] xem sao, sau d6 chon mot phan cla vat thé
roi click vao nat [Shrink] ban sé biét ngay tac dung ctia no).

Grow: Nguoc lai vai Shrink, néu ban khdng chon diém n ao thi sé khong cé gi xay ra khi click vao
Grow, hady chon mot vai diém roi click vao Grow xem.

Ring va Loop: dabi vo hiéu hoa, chi cé hiéu luc khi ban & ché d6 Edge v a Boder (s& tim hiéu hai
cdng cu nay sau, cong cu nay ciing rat hiru dung day)

2. Bang cudn Soft Selection: (Ilwa chon mém)

o Sonseetien ]
v Usze Soft Selection

[T Edge Distance: I'I_ ﬂ

v Affect Backfacing

Falloff: [20.0 -
Pirich: [0.0 -
Bubble: [0.0 -

Va9

200 0.0 200

DE st dung dugc ché do Soft Selection, ban can kich hoat nit kiém b én canh "Use Soft Selection”.
Gia str ban mot diém khi dé mau sac ctia diém do sé biéu thi mic do anh h wdng clia phép diéu chinh tac
dong 1én diém do.

Click hoat nut kiém Use Soft Selection 1én, ban hay click vao mot vai diém @ phia trén dinh cla
khoi cau roi thir Move téi vi tri khac xem ban sé thay kh6i cau tréng nh v lam bang cao su vay.

3. Bang cubn Edit Vertices:
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[ EdtVettices |
Remowve | Break |
Estrude |EI| weld ||:||
Charfer B3] Target'weld |

Connect

Femove lzolated Wertices |

Remove Unuzed Map Yerts |

Wieight: [1.0 -

Remove: ding dé xoa cac diém khong can thiét.

Break: néu ap dung lénh nay cho diém dang dwoc chon, nd sé "thao roi" cac diém dod ra khdi céac
canh ndi v&i diém dang chon. Khi nhan Break ban s& khong thay két qua g i ca, moi thit van y nguyén
diéu dé khong ding Break dalam viéc, dé thdy duoc ban chi can click chudt vao diém do roi di chuyén
tGi vi tri khac xem. Luu y: ban chi Break dugc doi voi diém cé >2 canh ndi dén.

Extrude: Khé dién ta thanh 1, n6i chung 1a.cong cu ndy s& kéo dai nhitng diém dang duoc chon
vatao ra nhiéu diém m¢i. DE hiéu r 6 hon thi ban phai lam thir méi biét duoc.

_ Weld: Dung dé han hai hodc nhiéu diém thanh mot, cong cu nay thuong dung dé stra chita nhiing
16i khi tao bé mat Suface hodc nhitng cai t wong tu (vi du nhv Model hinh dau con matrong bai thyc hanh
cla website nay)

Dai khi Weld khdng lam viéc vi mét ly do nao dd, 1dc nay ban can dung Target Weld.

Target Weld: 1am viéc giong nhi Weld, nhung ¢6 vé tién loi hon weld. Ban chon diém thit nhat -
> click vao [Target Weld] rai click vao diém thi hai, hai diém do sé trd th anh mot.

Connect: lién két 2 diém (ctng nam trén mdt mat phang) dwoc chon, bang mdt doan méi néi gitta
hai diém do.
Remove | solated Vertices: xo6acac diém nam don doc mot minh.

Remove Unused Map Vertices: chiu, khong biét ap dung nhu thé nao, thir bén ap vat liéu Map
cling khdng xong!!

4. Bang cudn Edit Geometry:
Create: taora diém mai, mdi 1an click chudt | aban datao dwoc mot diém, néu khdng bat ché do
Snap (bat dinh) thi rat c6 thé ban sé tao ra cac diém khong mong mudn.
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Collapse: téc dung gidng véi Weld, chon cac diém ban muén -> nhan Collapse tét ca cac diém sé
chum lai thanh mot.

Detach: sé tao ra mgt hinh khac doc 1ap hinh cii, hinh moi nay tac rasé lay di mot phan cta hinh
cli. Coéng cu nay khong c6 ich lam trong ché dd Vertex.

Hide Selected / Un Hide All / Hide Unselected: 4n diém lwa chon/bd an tat ca cac diém/An tat ca
cac diém trlr diém dang dwoc chon.

I1. CHE BO EDGE SUB-OBJECT: hiéu chinh ddi twong con & ché do canh
1. Bang cudn Selection roll-out:

L By Vertex

™ Ignore Backfaring

BT o
Shrink I -— |
Fing | Lo |

Khi hop kiém By Vertex dwgc chon, ban sé chon dugc céc canh ndi tdi diém maban click chudt.

Hop kiém I gnor e Backfacing rat hay, khi ban click chon né thi ban sé khong lo chon nham phai
canh & phia sau cta hinh khoi.

Shrink: Giam dan vung chon (lam viéc giéng véi Vertex)
Grow: Tang dan vung chon (lam viéc giong véi Vertex)

Ring and L oop: Ring chon cac canh song song véi canh ban dau, Loop chon cac canh t wvong giao
v@i canh ban dau.

Chon mét canh roi click [Ring]
Con néu tdi chon mot canh rdi nhan Loop:
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2. Bang cubn Edit Edge:

_Remove | Spit |
nsetterten | weid |0
Estude |0 Tergetweld |
Chanter |B3] Carmect ||
Create Shape From Selection |
weight [T ¢

CEdTA | Tum |

Remove: x6acac canh dachon.

Split: chang biét nit nay 1am gi, click vao chang thdy nhic nhic gi ca.

Insert Vertex: thém cac diém moi.

Weld: Han céc canh, khong cé tac dung gi, nghe dathady kho hiéu roi!!

Extrude: kéo nhé cao/xudng thap theo canh dwoc chon. Day lakét qua trudc va sau khi Extrude

Target Weld: khong thdy c6 tac dung gi ca, tot nhat 1a khéng dung né.
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Chamfer: vét canh - n6 chiamdt canh thanh 2 vatao ra cac mat moi.

I11. CHE PO BORDER SUB-OBJECT: hiéu chinh di twong con & cdp dudng bao quanh vat
thé.

Trong ché dd nay cling c6 cac cong cu nhw & ché dd Vertex, Edge tuy nhién khdng hitu dung 1&m
vakhéng phai ltuc nao cling st dung dwoc céng cu nay cho nén tdi khéng gi i thiéu & day.

IV.CHE PO POLYGON SUB-OBJECT: hiéu chinh d6i twong con & cap dd mat
1. Bang cudn Selection:

™ ByVetten

I Ignare Backfacing ,

I~ ByAngle [T50 =
ik | Grow |
Fing | Lesp |

Polygon 55 Selected

Hop kiém By Vertex dung dé chon céc da giac cd chung dinh véi diém m aban click chudt la dinh
clia cac da giac do, ndi thi nghe cd vé phirc tap con lam thi rat dé ban hay thir xem sé hiéu ngay thoi.

Hop kiém I gnor e Backfacing rat hay, khi ban click chon né thi ban sé khong lo chon nham phai
da giac & phia sau ctia hinh khoi.
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Shrink va Grow: twong ty & ché dd Vertex nhwng & day ap dung cho polygon. Dong chit
"Polygon 55 Selected” c6 y nghta twong tv nhw & ché do Vertex.

2. Bang cudn Edit polygon:

= Edit Polygons |
Inzert Wertax |

Eutrude |l:|| Outling ||:||
Bevel |I:I| Inzet |I:I|
Bidee B  Flip |
Hinge From Edge ||:||
Extrude Along Spline |E||

E dit 'Tri:angula.ticun |

Fietriangulate | Turm |

Insert Vertex: thém diém mai thwong dung dé tao diém tai mot vi tri mong mudn tr én mot mat
nao dd. Blrng duing nd trong Model cla ban, chi nén dung dé thir nghiém thoi.

Extrude: kéo nhd cao hodc day xudng theo mot phuong phap tuyén clia mat hodc nhém cac mat.
Ban c6 thé extrude mot cach chinh xéc bang cach xac lap céac gia tri. D€ lam dwoc diéu nay ban hay click
chudt vao 6 vudng canh nat Extrude khi dé ban co 3 loai extrude:

- Group: extrude cac mat theo cuing mot huéng latrung gian clia cac phap tuyén clia cac mat duoc
extrude.
- Local Normal: extrude cac mét co su lién két gitta cac mat, nhwng mdi mit duoc extrude theo phuong
phap tuyén cla no.
- By Polygon: extrude cac mat mot cach doc lap, theo phwong doc l1ap.
- Extrusion Height: chiéu nho cao hodc day xudng clia cac mat.

.Extrude Polygons =

Estruzion Type E strugion Height;

@ Group [B288 2

 Local Momnal
" By Palygon

Apply aFk. | Cancel |

Day la két qua tuong tng cta loai: Group, Local Normal vaBy Polygon

T6i chon cac mat bén clia mot tru 10 mat, roi extrude theo 3 cach ndi tr én: Group, Local Normal va
By Polygon:

Outline: phéng to hodc thu nhé cac mat hién hanh.
Bevel: lasy két hgp cla Extrude vaOutline:
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Insert: cong cu nay gan gidng véi Outline, chi khac | and tao cac mat méi.
Bridge: Tao cau ndi giita cac mat.

— _—|_ Ferzpective
n

Hinge From Edge: cong cu nay xoay mdt mat quanh mot canh - tvong tw nhu khi ban mé clra s6

vay.
Extrude Along Spline: kéo nhd cao mot polygon theo mot duang Spline c6 san.

O day toi tao ra mot Spline, sau d6 chon mét Polygon bat ky, sau dé click v & ndt [Extrude Along
Spline] toi dwgc hinh dudi. Ban cé hiéu day lahinh gi khdng? T6i cling khdng biét goi nd lagi nira.
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Van la Spline vira réi nhing 1an nay téi &p dung véi mot polygon ctia Box. Ban co biét day | ahinh
gi khéng?

3. Bang cubn Edit Geometry:

- Edit Geometry |

Repeat Last |
Constraints: I MHone il I
Create | Collapze |

Attach |I:I| Detach |

Slice Plane | [~ Split

Slice | FHezet Flane |

QuickShce | Cut |

MSmooth |I:I| Tessellate |E||

take Planar

View dlign | Gridlign |
Hide Selected|  Unhide & |

Hide Unzelected

Mamed Selectionz:

Copy | Fazte |

I Full Interactivity
¥ Show Cage

Create: tao ra cAc mat m¢i, tuy nhién téi khéng str dung dugc??
Collapse: bién mat dang chon thanh 1 diém.

Attach: Néu ban c6 mot mat (polygon) & mdt vi tri khac v amuén gan n6 vao vai vat hién hanh thi
hay &p dung cdng cu nay.
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Detach: Tach mét (polygon) ra khéi d6i twgng hién hanh (giéng nhu con cai 16n roi thi phai ra &
riéng vay). Chon mét vai polygon, nhan Detach vachon cac tty chon ban muén.
+ A complete detach: tdch céc polygon d6 thanh d 6i twgng méi.
+ To Element: tach ching tr& thanh mot phan (element) ctia model.
+ Detach AsaClone: tao mét bd polygon mai, vagilr nguyén cac polygon cdi.

Slice Plane: Bay la mot trong nhitng cong cu quan trong nhét trong ché do Jpolygon sub -object.
Dau tién chon cac mit muén cét -> nhan [Slice Plane] -> ban s& thdy mot mat phéng c6 gizmo - mat
phang cat, xoay vadi chuyén n6 dé c6 dwong cit mong muén -> nhén [Slice]

Slice: Thyc hién Iénh cat nhu dandi & trén
Reset Plane: Tra mét phang cét lai vi tri ban dau, cwe ki hitu dung!

) Quickslice: thyc hién cat nhanh cac mit, makhong can dén Plane Gizmo, tuy nhién dé tranh nham
lan khi cat ban chi nén thuc hién cong cu nay ¢ cac khung nhin vuéng goc nhw Top, Left, Front...

Cut: giéng nhu khi ban cat chir theo hinh ¢6 san vading con dao cao réu hdy dao cét gidy dé liéng
theo cac dwong vach san vay.
Tessellate: cat polygon ciia ban thanh 4 phan bang nhau.

4. Bang cudn Polygon Properties:
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- Faolygon Properties |
— M aterial:

|D;| ﬂ Select By [0

— Smoathing Groups:

1]2]3|4|5]|8]7]3]
[10/n[1213 1415 16
1818 21 2224
25/ 28] ] ] 25 0 o 22
Select By 5G| Clearsll |

Auto Smooth| [#50 2]
— Edit Yertex Calors
Caolor: |:|
Murnination: |:|
.ﬁ.lpha:w ﬂ

Material 1D: gan cho polygon mot so dinh danh (ID) duing dé xac dinh masd cla vat liéu sau nay
sr dung trong loai vat liéu con trong vat liéu Multi-Sub Object.

Select by ID: Chon céac polygon cé cung mét ID.
Smoothing Groups: khong hiéu??
5. Bang cubn Subdivision Surface:

|- Subdivigion Surface |

¥ Use NURMS Subdivision
Iv Smooth Fesult
— Dizplay

[terations: | 0 ﬂ
Smoothness: | 1.0 ﬂ

—Render

[T lterations: | 7 ﬂ
[T Smoothhness: | 1.0 ﬂ

— Separate By

[ Smoothing Groups
[~ Materials

— Update Options

& Always

" When Rendering
7 Manually

|Ipdate

Pay la mot phép Mesh Smooth duoc tich hgp ludn vao polygon sub-object
Use NURM S Subdivision: Check n(t kiém dé dung/khong diing.
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Smooth Result: gidng nhr mot phép smooth nhwng khdng thay do6i mat.

Display: Iterations: so lwgng ndi suy/lam mém dung cho hién thi (dirng chon sd >5 may clia ban
S8 bi "do" cho ma xem)

Display Smoothness: giam bét s6 lwgng mat ctia phép smooth
Render: Iterations. &p dung khi ban render.
Render Smoothness: &p dung khi render.

V.CHE DO ELEMENT SUB-OBJECT: hiéu chinh d6i tuong & cap do element (tam dich la
thanh phan)??

Cé ndy chéng biét dung dé 1am gi ca, vao ché dd nay rdi click vao ddi twong lané select lubn ca
khoi. Con céc cong cu & cac bang cudn thi cling c6 chirc nang na na véi Vertex, Edge, Polygon.
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2. Geometry:
2.1. Standard Primitives:
2.1.1. M&t phang:
Mét phang (Plane)

+ Vao menu Create/chon Standard Primitives/ Plane

2.1.2. Khdi hop:
Khoi hop (Box)

1. % 'ECIick chudt vao bang Create sau d6 chon Geometry.

2. Click chudt vao nlt Box trén bang cudn Object Type; trén bang cudn chon Creation Method
[aBox (mac dinh laBox) (phimtat: ALT + C +S + B)

3. Chon mot khung nhin bat ky roi bam varé chudt dé vé mot hinh vudng co s¢ sau dé nha

chudt khi da cé do dai vardng nhu y muon.
4. Di chuyén chudt 1én trén hodc xudng dé xac dinh chiéu cao.
5. Cudi cung nha chuot dé tao khéi hop.

* Tip: Néu ban mudn tao khdi lap phuong thi trvéc khi vé hdy chon trén bang cudn Creation Method
la Cube.
- Sau khi tao song khdi hdp, néu muén thay déi théng s (chiéu d &, rong, cao...) thi ban phai chac chan
lakhoi hop (box) dé dang duoc chon vaclick chudt vao thé Modify trén bang Iénh, cac thong s6 sé &
trong bang cudn Parameters. Diéu nay co thé ap dung doi vai tat ca cac doi tugng co trong Max, tuy
nhién théng s trong bang cudn Parameters sé khac nhau ddi véi cac doi t wgng khac nhau.
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2.1.3. Khoi nén:
Khéi nén (Cone)

Cac budc thue hién

1 Click vao menu Create/chon Standard Primitives/Cone (hoac chon Cone tir bang 1énh Create)

2. Trong khung nhin bat ky, bdm varé chudt dé xac dinh ban kinh day ctia khdi non sau dé nha
chuot.

3. Di chuyén chudt 1én trén hodc xuong dwdi dé xac dinh chiéu cao cta khéi nén, tha chuot khi
da cé chiéu cao thich hop

4. Tiép tuc di chuyén chudt dé xac dinh ban kinh thi hai cia khdi non.

S. Click chudt dé két thc.

Céac tham sd hiéu chinh

[ - Parameters |

R adius 1: IEIEI— J
Radius 2[00 2]
Height; IEIEI— J
Height Segments: [§ 2
Cap Segments:h— J
Sides: |24— J
[+ Smooth
™ Slice On

Slice From; IEI.EI ﬂ
Slice T|:|:||:|_|:| ﬂ

[¥ Generate b apping Coords.

AF [4F [AF [4F |4k

4k

Radius 1, Radius 2: 1an luot 1aban kinh tht nhat vath hai cta khoi non.
Height: chiéu cao ctia khdi nén
Height Segments: s8 doan cét ngang clia khdi ndn (s6 |uveng cang 16n thi khéi non cang muwot nhung S8
anh huwéng dén tée do cua may).
Sides: s3 lvgng mat phang tao nén khdi nén.
Smooth: hoatrdn cac mat ctia khdi nén tao nén sy mwot macua khdi nén.
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2.1.4. Hinh cau:
Hinh cau (Sphere)

Cac budc thuc hién

1. Vao menu Create/chon Standard Primitives/Sphere (Alt + C+ S+ S)

2. Trong khung nhin bat ky nhan varé chudt dé xéac dinh ban kinh ctia khéi cau
3. Nha chudt dé két thuc.

Tham sb khéac

- Parameters |

R adiusz: IDD— ﬂ
Segments:lS‘E— ﬂ
¥ Smooth
Hemizphere: IDD— ﬂ
# Chop ¢ Squash
™ Slice On

Slice From: |I:|_|:| ﬂ
Slice Tn:-:ll]_ljl ﬂ

[~ Base To Fivat

[v Generate Mapping Coords.

+ Radius: ban kinh ctia hinh cau
+ Segments: sO lugng manh ghép dé tao thanh hinh cau (néu s6 lwvgng nay nho sé duoc cac dang hinh
hoc khac).
+ Smooth: lam muot cac doan ndi gitra cac manh ghép
+ Slice On: lay mét phan hinh cau, phan can lay phu thudc vao giatri trong Slice From va Slice To.
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2.1.5. Khoi cau:
Khdi cau (GeoSphere)
1. Va0 menu Create/chon Standard Primitives/GeoSphere (Alt + C + S + G)
2. Trong khung nhin béat ky nhan varé chuét dé chon tam vaban kinh cla khoi cau.
3. Nha chudt dé keét thuc.

2.1.6. Khoi tru:
Khoi tru (Cylinder)

1. Va0 menu Create/chon Standard Primitives/Cylinder.

2. Trong khung nhin bat ky nhan varé chudt dé xac dinh ban kinh thir nhat, nha chudt dé két
thic chon ban kinh tht nhat.

3. Di chuyén lén trén hodc xudng dudi dé xéac dinh chiéu cao cla khai tru.
4. Nhan chuot dé két thac.
Céc tham sb

+ Smooth: lam muot cac doan ndi gitra cac manh ghép
+ Slice On: lay mot phan khdi tru, phan can ldy phu thudc v ao giatri trong Slice From va Slice To.

2.1.7. Khoi dng:
Khoi dng (Tube)

Cac budc thuc hién
1. Vao menu Create/chon Standard Primitives/Tube.

2. Trong khung nhin bét ky, nhdn chudt vadi chuyén 1én hoac xudng dé xac dinh vi tri va do
rong ctia thanh 6ng khi vira y thi nhan chudt dé thiét Iap.

3. Di chuyén Ién trén hoéc xudng dé xac dinh chiéu cao ctia khdi ong.
4. Nhan chudt 1an nira dé két thdc.
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Dé tao ra cac hinh dang khac, thuc hién chon nhw budc 1, sau dé chon cac thong so trong phan
Parameters:

1. Thiét 1ap s6 canh cua khéi 6ng.
2. T&t Smooth.
3. Thuc hién tir budc 2 dén 4 nhw trén.

2.1.8. Vong xuyén:
Vong xuyén (Torus)

Cac budc thuc hién
1. VVao menu Create/chon Standard Primitives/Torus.

2. Trong khung nhin bét ky, bdm varé chudt dé xac dinh ban kinh thir nhat ctia v ong xuyén, sau
d6 nhan chudt dé tiép tuc.

3. Di chuyén chudt 1én hodc xudng dé xac dinh ban kinh thit hai clia v ong xuyén.
4. Nha chuot dé két thuc.

2.1.9. Khoi thap:
Khdi thap (Pyramid )

1. Va0 menu Create/chon Standard Primitives/ Pyramid.

2. Chon creation method, sau dé chon cach vé day tir goc hay tir tam ra (Base/Apex hoac Center)
(gitt CTRL trong khi nhan chudt dé tao day hinh vuong).

3. Trong khung nhinh bat ky nhan varé chudt dé xac dinh day cta khai thap, sau dé nha chudét.

4, Di chudt chuyén Ién hodc xudng dudi dé xac dinh chiéu cao cla khéi thap.

5. Nhan chuot dé két thac.
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2.1.10. Am tra;
Am tra (Teapot)

+ Vao menu Create/chon Standard Primitives/ Teapot
Ban c0 thé tao ra, mot phan hodc toan bd chiéc &m trabang cach chon cac phan trong Teapot Parts

— Teapaot Partz
[¥ Eody
v Harndle
v Spout
I Lid
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2.2. Extend Primitives:
2.2.1. Chamfer Box:

Dé tao ra khéi hop vat canh.
1. Vao menu Create menu, chon Extended Primitives > Chamfer Box.
2. Tai bang cubn Creation Method, click Cube.

3. Tai khung nhin can tao, xac vi tri tm ctia khoi hop sau dé nhan v a gitr chudt + ré chudt dé
thiét 1ap kich thwéc cta khdi hop.

4. Nha chudt vadi chuyén chudt dé xac dinh do bo tron goc va do vat canh ctia khdi hop, cudi
cuing click phai chudt dé két thac.

Sau khi tao ra khéi hop vat canh, néu chuwa ung y ban co thé diéu chinh lai bang cach v &o thé Modify,
sau do thiét 1ap lai cac tham s6.

Length, Width, Height: kich thuéc cach chiéu ctia khéi hop.

Fillet: d6 vat canh cta khoi hop.

L ength, Width, Height Segs: s lvong lat cét theo cac truc X, v, z.

Fillet Segs: SO lvong lat cat d6i vai canh vat, gia tri ndy cang cao thi do vat canh cang muot.

2.2.2. Chamfer Cylinder :

PE tao ra khoi tru vat.

1. Vao menu Create, chon Extended Primitives > Chamfer Cylinder.

2. Nhén varé chuot dé xac dinh ban kinh co s& cta khoi tru.

3. Nha chudt vadi chuyén chudt Ién phia trén dé thiét 1ap chiéu cao clia khai tru, click chudét dé
chap nhan.

4. Di chuyén chudt theo dwang chéo dé thiét 1ap do rong clia canh vat.

5. Click |an nira dé két thic.
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2.2.3. TorusKnot:

PE tao ra Torus Knot:

1. Click chudt vao menu Create, chon Extended Primitives > Torus Knot.

2. Nhan vagilr chudt dé xac dinh d6 16n clia Torus knot.

3. Click, sau d6 di chuyén chu6t 1én phia trén dé xac dinh ban kinh.

4. Click lan nira dé két thic.

2.2.4. Hedra:

Dé tao ra khdi da giac:

1. Vao menu Create, chon Extended Primitives > Hedra.

2. Trong khung nhin bét ky, nhan vagitr chudt dé xac dinh ban kinh, sau d6 nha chudt dé tao
khoi da giac.

An phim 1 dé vao ché d6 Modify, tai bang cudn Parameters chiing ta ¢ cac dang: Tetra, Cube/Octa,
Dodec/Icos, Starl, Star2. D€ chuyén dbi qua lai gitta cac dang, ban chi can click chu6t v o loai twong
rng.

- Parameters |

— Family:
#* Tetra
" Cube/DOcta
" Dodeclcos
£ Starl
" Star2

Day la cac loai khoi da giac co thé tao thanh.
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2.3. Compound Object:

2.3.1. Scatter:

_Scatter dung dé tao ra cac vat thé tir mdt vat thé ngudn v a phén bd céac vat thé ngudn do tai cac vi tri
ngau nhién trén mot ddi twong khac.

Cach str dung Scatter

1. Truwdc tién can tao ra ddi tvong chinh dé st dung cho viéc nhan ban v a phan phoi, doi tvong
nay con dwoc goi la doi tugng nguodn.

2. Sau d6 tao ra mdt di twong khéac (vi du: mat phang, khéi cau, khdi hop v.v..), ddi t wong nay
con duoc goi la d6i tuong phan phdi (Distribution object).

3. Click chudt dé chon d6i twong ngudn. Vao menu Create/Compound/Scatter -> click vao nit
[Pick Distribution Object] sau d6 click chu 6t vao ddi twgng phan phai.

|- Pick Distibution Object |
Object: <Mones

Pick Distribution Object |

" Reference ¢ Copy

= Maove ® |nstance

Tuy nhién: ban sé& chua thdy két qua gi xay ra cé, chi thdy mau cla d6i tvong phan phdi bi thay doi
thanh mau ctia doi twgng ngudn. Nhuwng thie sy mau cla d6i tugng phan phdi van gilr nguy én, con mau
bi thay doi maban trong thay dé la doi twong Scatter da duoc tao ra. DE thdy dwoc két qua clia Scatter
ching ta sé lam mét vi du nhé sau:

Vi du:

1. Vao menu File/Reset d€ khdi tao lai Max (néu can)

2. Tai khung nhin Top, hdy tao ra mét khéi cau Sphere (vao menu Create/Standard
Primitives/Sphere) v¢i ban kinh Radius = 50

3. Tao ra mét Cylinder (vao menu Create/Standard Primitives/Cylinder) v ¢i kich thudc: Radius = 5;
Height = 0.05

4. Click vao dé chon Cylinder (néu Cylinder d &khong duoc chon), sau dé vao menu
Create/Compound/Scatter -> click vao nat [Pick Distribution Object] sau d6 click vao kh 6i cau
Sphere01.

5. LUc ndy mau clia Sphere01 trong c6 vé bi thay d6i tuy nhi &n mau clia Sphere01 van gitt nguyén,
chi khac la doi twong Scatter da duoc tao ra. Bay gio click chudt dé kéo bang cudn 1én phiatrén mot chit
ban sé thdy nhdm "Source Object Parameters"

— Source Object Parameters ——

Duplicates; | 1 J
Baze S-:ale:|1|:||:|,|:| _.Z
Wertex Chaos: | 0.0

Anirmation Offzet;

R

4F |4

4k

O day can quan tdm dén céc tham s6:
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+ Duplicates: s6 lvgng ban sao ctia d6i twgng ngudn (& day la Cylinder01)
+ Base Scale: ty Ié thu/phong co ban (&p dung cho dbi tvong ban sao)

+ Vertex Chaos: sy "hon loan" clia céc dinh.

Ban hay thay doi Duplicates thanh 100, sau d6 an phim F9 dé xem két qua

Trong chua ré rang lam.

Tiép tuc, ban hdy day bang cudn |én phiatrén mot chit vatim dén nhém "Distribution Object
Paramters’

— Distribution Object Parameters -
v Perpendicular
[T Use Selected Faces Oy
Digtnbute Uzing:

Area

Even

skip: [0 2

Random Faces

Along Edges

Al ertices

All Edge Midpointz

All Face Centers

Y Y Y Y Oy @ Y

Yalurme

O day c6 cac thong s6 vé viéc phan b cac ban sao.
+ Dau kiém "Perpendicular” xac dinh cac ban sao c6 vudng goc véi doi t wong phan phoi (¢ day la
Sphere01)

+ D&u kiém "Use Selected Faces Only" st dung phan phdi déi véi mot mat nhat dinh do ba n chon.
Trong phan "Distribute Using" c6

- Area: phan phdi ban sao theo bé mat.
- Even: phan phdi cac ban sao theo cé4c chiéu bang nhau (khoang cach déu nhau gilra cac ban sao)
- Random Face: phan phéi theo cac mét ngau nhién.
- Along Egdes: phan phéi theo céc canh.
- All Vertices: phan phoi theo cac dinh.
- All Egde Midpoints: phan phoi theo trung diém clia cac canh.
- All Face Centers: phan phoi theo tam clia cac mat.
- Volume: phan phoi theo thé tich cltia d6i tuvong phan phoi.

Trong vi du nay tachon "Even"
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6. Tiép tuc, tim dén bang cudn "Display"

{ - Dizplay |
— Dizplay Options

7 Praxy # Mesh

Display: [TODD 2%

Iv¥ Hide Distribution Object

— Unigueness

Mew| Seed: |12345 ﬂ

Click vao dau kiém cta "Hide Distribution Object" - an doi tugng phan phoi.

An phim H, sau d6 click Sphere01, sau d6 clic k vao [Select]. Click phai chudt rdi chon "Hide
Selection”

Bay gio thi an phim F9 duwoc roi.

Két qua day!!

Ban hay lam cho qua cau nay chuyén dong xem sao. Nhu vay trong cé vé tuyét hon day!! Cai nay thi
ban hay tv kham pha lay. Hay gan vat liéu cho Cylinder01 xem c6 dep hon khong?

V@i Scatter ban con cé thé lam duoc nhiéu hon nia.




2.3.2. Phép giao, cong, trir... cac khoi:

Phan nay ching ta khong di sau vao viéc tao ra cac khdi hinh hoc, ma di sau vao viéc cong (trir) cac
kh6i hinh hoc dé dé tao ra mot khéi hinh hoc khac theo y muén.

1. Tai khung nhin Top, tao ra mot khdi hop Box voi kich thuéc (Length: 50; Width: 50; Height:70)
(Ban co thé xem qua phan céc 1énh vé 3D/vé khéi hop)
Vatao ra mot khoi cau GeoSphere (hoac Sphere) véi kich th uéc bat ky.

(n6i thém: GeoSphere khéc so v i Sphere 1a do cac mat ludi tao thanh. O Sphere dwoc tao thanh bdi
cac 6 hinh chit nhat, con GeoSphere thi dugc tao thanh bdi cac 6 hinh tam giac)

2. Di chuyén hai khéi nay giong nhu hinh (chi can tuong doi cling duoc)

.y

3. Click chudt dé chon khdi hop

4. Vao menu Create/Compound/Boolean

Trong thé Create phia bén phai tim dén thé Pick Boolean, click chudt v ao nit [Pick OperandB]
Sau d6 di chuyén ra khung nhin Perspective roi click vao khoi cau.

Ban duoc hinh nay

Pay la két qua clia phép trir (A - B) & day A lakhdi hop con B lakhdi cau

5. D€ c6 thé ap dung cac phép: cong (Union), phép Giao (I ntersection), phép trir (A-B, hodc B-A),
phép cat (Cut) thi ban hady day bang cudng Ién phiatrén vatim dén nhdm Operation (Group Operation)
roi click vao cac phép trong (ing ban sé thdy dwoc su thay dbi clia hinh sau khi &p dung (can phai nhin sy
thay doi & ca 4 khung nhin thi m¢i thay hét dwoc)
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2.3.3. Phép tao khoi Loft:
Day, la cach dé tao nhanh cac vat thé cd hinh dang can xing.

NG dwoc tao nén bai 2 yéu td 1a Shape (hinh co ban) va Path (dwdng dan), s6 lvong ciia 2 yéu t6 nay
co thé >2

& day thi Shape la hinh tron, con path 1a duong cong (néu ddo nguoc lai thi s& cho mot két qua hoan
toan khéc)
Vidu:

1. Tai khung nhin Top hay tao ra hinh tron (menu Create/Shapes/Circle) dung dé lam Shape, vamot
dwong thang (menu Create/Shapes/Line) vi 3 diém sau dé hiéu chinh n6 dé d voc nhu hinh trén.

(4 uén cong dwoc nhw hinh trén thi ban sau khi tao dwoc mdt dudng thang véi 3 diém thi hdy click
phai chudt dé két thic tao dwong. sau dé an phim 1 dé hiéu chinh tirng diém. H 8y click chudt vao nit &
gitra dé chon, sau do click chudt phai v achon Bezier vadi chuyén dé c6 duwong cong hop ly, tiép tuc thao
tac voi diém trén cling va chon Bezier conner sau khi hoan tat thi an Ctrl + B dé ra khoi ché do hiéu
chinh)

2. Click chudt chon Circle01
3. Vao menu Create/Compound/L oft

Trong bang cudn Creation Method click chudt vao Get Path sau do click chudt vao dudng cong vira
tao ban sé tao ra dwoc khéi tru bi uén cong.

4. Click chuot vao thé Modify
- Tim dén bang cudn Deformations, bdm v ao dau cong dé mé rong no ra
- Click chu0t vao nut Bevel

- Trong cira 6 hién ra, hay di chuyén diém nat dau cla dudng thang mau dé 1én trén phiatrén mot
cht, ban sé dugc nhw hinh dudi. Ban hay thir thay doi vi tri clia 2 diém dau, cudi cla d wong thang mau
dd dé dwoc cac két qua khac nhau.

+ Diéu nay cling xay ra doi voi cac ndt con lai, hdy thir xem. Tuy nhién két qua cla moi nat lakhéc
nhau, bam vao biéu twong chéc bong dén dé bat/tat cac phép hiéu chinh.
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3. Shapes:
3.1. Spline:
3.1.1. Buong da tuyén:
Line Spline

Cac budc thuc hién:

i A a1 ,
1. % ‘Cllck chudt vao bang Create sau d6 chon Shapes.
2. Click vao nit Line trong bang cudn vira xudt hién.
3. Trong bang cudn creation method ¢ 2 nhém | & Initial Type va Drag Type ban cd thé lya
chon céc cach dé tao dwang Spline.
[ Creationbethod ]
—Initial Topg——————
& Cormer
£ Smoath
— Drag Type
= Cormer
{7 Smoath
& Bezer
4, Sau khi chon Creation Method xong ban ré chuét vao khung nhin hién hanh sau do click trai

chudt dé thiét 1ap nat dau tién, ré chudt cach xa mot chit rdi lai click chudt ban sé tao d woc diém tiép
theo, cr nhu vay cho dén khi tao dwoc duong Spline nhw y mudn.

5. Khi muén két thic viéc tao duong Spline ban ¢ thé
. Click phai chudt dé tao duong spline ho.
. hay Click vao diém dau tién vachon Yes trong hop thoai spline dé tao spline kin.

* Tip: Ban c thé gitr phim Shift trong khi vé dé d woc diém thang hang nhau.



3.1.2. V& hinh chi{t nhat:
Rectangle Spline
Puoc dung dé vé hinh vuéng hodc hinh chir nhat

Céac budc thuc hién

1. ECIick chudt vao bang Create sau d6 chon Shapes.
2. Click Rectangle.
3. Chon creation method.
[ Porametes |
Length:'l]_l:l J
widthe[00 2]
Corner Hadius:ll]_l:l— J

4, Ré chu6t vao khung nhin sau d6 click chudt va kéo chubt tao thanh hinh vuéng hay HCN sau
d6 tha chudt dé két thc.

Nhéan phim CTRL trong khi ré chuét dé tao dwgc hinh vudng.

4k

4k

L

Céac tham sb:

L ength— Chiéu dai, theo truc y

Width—bo réng, theo truc x

Corner Radius— Tao ra géc vat cho hinh.
3.1.3. V& hinh tron:

Circle Spline

Céac budc thuc hién

1. ECIick chu6t vao bang Create sau dé chon Shapes.
2. Click Circle.



3. Chon creation method (néu can).

Radiuz: [0.0 =

4. Di chuyén vao khung nhin vanhan chuét vadi chuyén dé tao ban kinh, khi vira y thi nha
chudt dé két thic.

3.1.4. V& hinh é-lip:
Ellipse Spline

-

Cac budc thuc hién cling gidng nhw tao hinh tron
3.1.5. V& cung tron:
Tao cung tron (Arc Spline)
+ Slr dung cach tao cung bang cach tao diém cubi -cudi-gitra (end-end-middle)

1. Click chudt vao bang Create sau d6 chon Shapes.

2. Click Arc.
3. Chon the End-End-Middle trong Creation Method.
[ Crefiontethod |

% End-End-Middle
" Center-End-End

4. Ré chudt ra khung nhin hién hanh vaclick chudt dé tao diém thir 1 va diém thit 2 ctia cung
tron.
5. Tha chudt vadi chuyén chudt dé xac dinh ban kinh ctia cung tr on khi daxéc dinh dwoc ban

kinh thi click chu6t Ian nira dé tao ra diém thi 3 (Middle).

+ Slr dung cach tao cung bang céach tao diém gitra -cudi-cudi (center-end-end)
1. Click chudt vao bang Create sau d6 chon Shapes.
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Click Arc.

. Chon Center-End-End trong Creation Method.
[ - Creatinn Method |

% End-End-Middle
" Center-End-End

Nhan chudt vao khung nhin hién hanh dé xac dinh diém gitta ctia cung tron.
Ré chuot vaclick chudt dé xac dinh diém cubi thir 1.
Ré chu6t 1an nira sau do click chudt dé tao ra diém cudi thi 2.

3.1.6. Hinh vanh khan, hinh banh:

Cac buadc thuc hién

1 W @CIick chudt vao bang Create sau dé chon Shapes.
2. Click Donut.

3. Chon creation method (néu can).
Bam chuot va kéo dé xac dinh vong tron thir nhat.

4, Tiép tuc di chuyén chudt dé xac dinh ban kinh clia v ong tron thit hai sau dé nha chudt khi da
vilra y. Vong tron thi hai c6 thé nhd hoac 1¢n hon vong tron thit hai.

3.1.7. Tao da giac:

@CIick chudt vao bang Create sau dé chon Shapes.
2. Click NGon.
3. Chon creation method (néu can).

Cac buadc thuc hién

1. =
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4. Di chuyén chudt vao khung nhin can vé sau do bam chuét trai vadi chuyén chudt dé tao ra
dwoc hinh da giac

3.1.8. Hinh sao:

N

W ‘@CIick chudt vao bang Create sau d6 chon Shapes.

Céac budc thuc hién

1.
2. Click Star.
3. Nhan chu6t varé chudt sau do nha chudt dé xac dinh ban kinh dau ti én clia hinh sao.
4, Ré chuot vanhan chudt dé xac dinh ban kinh thi hai.
3.1.9. Tao chir:
Tao chir (Text)

Cac budc thuc hién

1 0 ‘@CIick chudt vao bang Create sau d6 chon Shapes.
2 Click Text.

3. Nhap ndi dung text vao hdp text box.

4 C6 hai cach dé chén chit vao khung canh

Click vao khung nhin vachon noi can chen chi.

. Ré chuot dén vi tri can cheén trong khung nhin vabam chuot.

* Meo: Ban c6 thé nhap vao céc ky tw dac biét khdng co trén ban phim bang céach
1. Gilr phim ALT trong khi g0 text.

2. Sau d6 nhap maso cua ky tv (vd: ban gilr phim ALT vagd s 64 = @)
Luu y: c&c mandy phai gd bang cac phim sé & cac phim s6 b én phai.

3.1.10. Buong xoén dc:

ég@
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Cac budc thuc hién

W @CIick chudt vao bang Create sau d6 chon Shapes.
Click Helix.

Chon creation method (néu can).

Nh&n chudt trai dé xac dinh diém du ti én cla duong xoan dc.
Ré chudt va bam chuot dé xac dinh diém thi hai.

Di chuyén vabam chudt dé xac dinh chiéu cao.

N o gk~ w DN PRE

Di chuyén vabam chudt dé xac dinh ban kinh.
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4. Lights:
4.1. Standard:

4.1.1. Anh sang:
1. Ommi

R

/

Ladang ngudn sang c6 1 diém valan tdatheo moi hudng. Ngudng sang Ommi duoc st dung tot
trong viéc md phdng cac loai anh sang khdng dinh h wéng nhu: &nh sang mat troi, anh sang ctia bong den
khong choa trén twong...

2. Target Spot & Free Spot

= L
rd

Ladang ngudn sang theo chtm, chiéu sang tir 1 diém theo hinh nén, gidng nhv ngudn sang tir den pin
soi trong dém t0i hodc chum sang trén san khau chiéu sang tlr 1 diém varoi sang tap trung vao doi twong
trén san khau. Day ladang ngubn sang thuong rat dugc st dung dé tao cac hiéu ng anh sang trong
chuong trinh.

Loai ngudn sang nay chialam 2 loai: c6 dich (Target Spot) va khong cé dich (Free Spot).
3. Target Direct & FreeDirect

. -

Ladang ngudn sang doc theo 1 truc va céc tia sdng nay thi song song v i nhau. Cé thé dung dang nay
dé tao ra hiéu (ng clia 4nh sang tialaser...

Loai ngudn sang nay cling chia lam 2 loai: c6 dich (Target Direct) va khong c6 dich (Free Direct).
+ L oai cd dich: khi di chuyén dén thi chum tiadi chuyén theo nhwng viing duoc chiéu sang khong di
chuyén vi muc tiéu chiéu sang lamot diém cd dinh va doc lap vai den.
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+ L oai khong co dich: khi di chuyén dén thi chuim tia vavuing chiéu sang cling di chuyén theo
Céac thong s clia Light
- General Parameter:

|- General Parameters |
¥ On Targ Dist 0.0

Shadows
[T Onl™ Use Global Settings
I Shadow Map -

Exclude. .

| - Intersit/ColarAtenuation |

Multiplier: [T.0 2] |

—Decay

Tupe: | MNane -

Stat: [400 2| [ Show

— Mear Attenuation
[ Use Skart: | 0.0

[~ Show End [40.0

ot

+ Exclude: cho phép céc vt thé nhan hay khong nhan anh sang cuia d en.

- Intensity/Color/Attenuation:
. Multipler: tdng d6 sang clia den
. Constrat: do twong phan clia den
. Softten diff edge: lam mém canh
. Cast shadow: dén tao bong do

* Thay d6i tinh chat clia dén:
. Near: gan
. Far: xa
. Decay: do sang giam dan

- Spotlight Parameters: cac théng sé vé chum tia
. Hostpot: vung sang r6 clia den
. Falloff: vung sang khyéch cla den
. Show cone: cho thdy chum tiactia den
. OverShoot: den khong con dinh hudng khi dugc bat
. Circle: dén tao tia tron
. Rectangle: dén tao tia vudng
. Aspect: ty 1€ ngang doc d6i véi tia vubng
. Bitmap fit...: tiavubng sé duoc bao trum véi bitmap

- Shadow Parameters
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|- Shadow Parameters |
— Object Shadows: ———

I::::I::ur:. Dens. [T0 2
I~ Map: Nane

;F [ Light Affects Shadow Color

— atmozphere Shadows;

™ On  Opaciy: |1I:II:I_I:I ﬂ
Calar .-’-'-.mu:uunt:|1ElEI.EI ﬂ

. Use global settings: dung thong sé toan cuc
. Use shadow maps: tao béng dam nhat
. Useray trace shadow: tao bong trong su6t

4.1.2. Tao mot day cac ngudn sang:

Pay la mot cach thuwong dung dé mo phdng hiéu qua chiéu sang to an cuc (Global Illumination) hay

tao ra loai bong do c6 do

muot" cao.

1. Vao menu File/Reset

2. Tai khung nhin Top tao ra mét Plane v&i
kich thwéc: Length: 500; Width: 500

- Tiép tuc tao ramot am tra (Teapot) ban c6
thé vao vao menu Create/Standard
Primitives/Teaport vi ban kinh: Radius=40.

- Tao ra mot duong xoan 6¢ (Helix) vai tham
so:

. Radiusl: 120
. Radius2: 120
. Height: 250

Sap xé&p cho Plane01 xudng phia d woi 4m tra,
con Helix01 thi nhw hinh bén.

3. Vao menu Create/Light/Standard
Lights/Target Spotlight tao ra mot ngudn sang
Spot01

- Spot01 van dang dwoc chon, vao menu
Animation/Constraints/Path Constraint sau do di
chuyén chuot Ién Helix01 rdi click chudt.
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4. Vao menu Tools/Snapshost...
Thiét 1ap thong s6 nhu hinh bén ->click [OK]

- An phim H -> click Spot01 -> click [Select]
sau dé an phim Delete dé xdéa Spot01.

5. An phim F9 dé Render, ban dwoc hinh nay.

Trong chuwa thuyét phuc 1am vi nhiéu cudng
do sang hoi manh can phai giam no di.

- Ban hay click vao mét ngudn sang bat ky

Click vao thé Modify/ tim dén bang cudn
Intensiti/Col or/Attenuation giam Multiplier xuéng
con 0.4.

O day chiéc 4m tréng nhu bi xoén, ban hay
tim cach dé khir no di, sau dé tao bong dé cho nd
nhw vay trong sé thyc hon.



4.2. Photometric:
4.2.1. Ngudn sang trac quang (photometric Light):

Ban c¢6 thé tao ra cac loai ngudn sang n ay thong qua menu Create/Lights/Photometric Lightsr 6i chon
mét loai ngudn sang twong ng

1. Point Light: bao gdm c6 dich (target) va khong cé dich (Free) loai ngudn sang nay lamot diém
trong khéng gian.

Céac tham s6 clia ngudn sang nay la:
+ | sotropic: ché do nay gi6ng nhu ngudn sang Omni vatoa sang theo moi huéng.

+ Spot: ché dd nay giong nhu ngudn sang roi (spotlight), ban cé thé diéu chinh vi tri hotspot v akhu
vuc and falloff.

+ Web: ché do nay st dung file chita nhitng thong tin trac quang (IOR) dé thé hién ngudn sang.

2. Linear Light: ciing bao goém 2 loai, c6 dich (target) v a khong cé dich (Free) nguon sang nay la
mot duong trong khéng gian.

Céc tham sb cua loai ngudn sang nay la:

Diffuse: ché do nay phét raanh sang véi cuwdng dd cao nhat theo goc vudng téi mot bé mat. C wong
do chiéu sang sé gidm dan khi goc cang tang.

Web: ché do nay sir dung file chira nhitng thong tin tric quang dé thé hién ngubn sang.

3. Area Light: bao gom (Target Area Light va Free Area Light) nguon sang nay lamot hinh chii nhat
trong khéng gian. Tham s6 cla ngudn sang vung co :

Diffuse: Tuong tw nhu tham sé Diffuse clia ngudn sang Linear.

Web: Tuong ty nhu tham sé Web ctia ngudn sang Linear.

4. Nguon anh sang tv nhién bao gém: |ES Sun Light valES Sky Light
Tham s6 chung cho tét ca cac loai ngubn sang trac quang tr én

Bang cudn Intensity/Color/Distribution gitp ban chuyén doi gitra cac phwong an chiéu sang da dé
cap & trén.Trong bang tham sd nay, ban c6 thé tao ra mot ngudn sang mau cé quang phd xap xi véi mot
SO loai dén thwong gap. Ban co thé tang cwong do anh sang theo mot so don vi anh sang thwe nhu Lumen
(Im) Candela (cd) hay Lux (Ix).
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I Phaotometric -
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Vidu1l:
1. Vao menu File/Reset d€ khéi tao lai khung nhin

2. Vao menu Create/Lights/Photometric Lights/Free Point vat ao ra mdt nguén sang & bat ky khung
nhin nao.

3. An phim 1 trén ban phim dé hién bang Iénh Modify

4. Tim dén bang cudn Atmospheres & Effects, click v a0 tén bang cudn nay dé md réng no.
5. Click chudt vao nut [Add] vachon Volume Light vaclick vao [OK]

6. An F9 dé thwdng thirc két qua.



5. Camera:

5.1. Camera:
3D Studio Max cung cép cho ta hai loai may quay phim (camera) do | &

1. Target may quay phim co muc tiéu (c6 dich ngam la mot diém cu thé trong khung canh). Loai
méy nay st dung dé dang vacho hiéu qua cao. Ta co thé di chuyen vi tri clla may nhung dich ngam thi
duwoc neo tai mot vi tri cd dinh do dé hinh &nh thu dugc chinh xac hon.

(giong nhu khi vira xem tivi ban vira di chuyén vi tri)

2. Free: méay quay phim tv do, khéng c6 diém neo co dinh. (giong nh v khi ban di xe 6 td vanhinra
ngoa ctra kinh)

Hiéu chinh may quay bang truc quan: may quay phim sau khi tao cd thé dwoc hiéu chinh lai cho
phu hgp hon bang cong cu di chuyén (select and move), hay céng cu quay (select and rotate).

Hiéu chinh may quay phim bang tham s&: chon may quay can hiéu chinh m& bang Modify tim dén
bang cudn Parameters trong do:

+ Lens: tiéu cu clia dng kinh (tri s6 nay tao ra do rong ctia goc quay, duoc thé hién bdi théng s6 FOV.
Néu Lens cang I6n thi FOV cang nho)

Vi du: gén camera chay theo duong dan
1. Vao menu File/Reset dé khai tao lai Max

Trong khung nhin Top, hay tao ra mot Teaport, mot Box, mot Sphere di chuyén cho Sphere01 v &0
gilra Teaport01 vaBox01 & hai bén.

2. Véo menu Create/Shapes/Circle vatao ra mot hinh tron bao quanh 3 vt thé vira tao. An phim G dé
tat duvong luoi.

4. Vao bang Motion (cé hinh ca banh xe).

Tim dén bang cudn Look At Parameters. Click chudt v a0 nit [Pic target], 4n phim H vachon
Sphere01 click [OK]

5. Tim dén bang cudn Assign Controller, click chudt v ao Position
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Transform : Look &t a

- =-[j] Pozitian : Positian
........... [[]% Position : Be
........... [F=]"" Position : Be
........... [(]< Position : Be
----------- [(=]Rall Angle : Bezie

----------- Scale: Bezier 5c.
4 »

6. Tiép tuc click chudt vao [?] dé€ ma bang Asign Position Controller -> chon Path Constraint ->Click
[OK]

7. Tim dén bang cudn Path Parameters. Click chudt v ao [Add path], &n phim H, chon Circle01 click
[OK]. Luc nay Camera da dwgc gan voi Circle01.

8. Click chudt phai vao khung nhin Perspective, an phim C dé bat Camera
9. An phim ? dé kiém tra sy hoat déng clia camera.

5.2. Camera chuyén dong xung quanh vat thé:

1. Vao menu Create/Standar Pri mitives/Teaport vatao ra mot am
travédi kich thwdc tay y (nhé théi, khéng can to lam)

2. Tiép tuc, vao menu Create/Shapes/Helix vatao 1 duong nhu hinh
dudi. (ban ¢ thé duing cong cu Select and Move dé di chuyén cac doi
twong vé dang vi tri clia nd)
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Azzign Controller

i
EnD

Tranzform : Look &b
Fosition : Position
........ [[]% Position : Be
........ [F=]"" Position : Be
........ [(]< Position : Be
[(=]Rall Angle : Bezie

Scale : Bezier Sc.
[

3. Click chudt phai vao khung nhin Top dé kich hoat khung nhin
nay.
Va0 menu Create/Cameras/Target Camera.

4. Bam chudt vao thé Motion | [@|

Tim dén thé Look At Parameters, click chudt v ao [Pick target] sau
do ré chudt ra khung nhin Top vaclick vao ca am travira tao.

5. Click vao ddu cong + cua thé Assign Controller dé mé rong thé
nay (néu can)
Click chudt vao Position: Position cho hép sang mau vang hién Ién.

Tiép tuc click chudt vao [?] dé mé bang Asign Position Controller -
> chon Path Constraint ->Click [OK]

6. Bay bang cudn |én phiatrén, vatim dén bang cudn Path
Parameters. Click chuét vao [Add path] sau d6 ré chudt ra khung nhin
Top sau dd click chu6t vao dwong cong (helix) dé chon duong nay lam
dwong dan cho Camera.

7. An phim ? dé& xem th(r xem camera d & chuyén dong chua.
Néu chura thdy chuyén dong thi ban phai lam lai tlr budc 5

8. An phim C dé bat Camera01. Bay git h 8y kich hoat khung nhin
Perspective va an ? dé thwdng thirc thanh qua ctia minh

9. Néu muén lam mot doan phim thi ban hay vao menu
Animation/Make Preview click [OK] thé laban da cd mot doan phim
roi!
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6. Helpers:
6.1. Standard:

6.1.1. Dummy:

Dummy (vat thé 40) la mdt khung hinh hdp cé diém chot & tam cta hinh hop. Vat thé nay cé tén goi
nhung lai khong cd tham sd, ban khong thé sira doi dwoc chiing ngoai viéc Rotate, Scale, Move va ching
khong hién ra khi Render.

Vat thé Dummy thwong duoc st dung lam d6i teong cha, trong lién két pha hé. Dac biét Dummy rét
quan trong trong viéc tao cac chuyén dong clia hé khung x wvong (bone), va cac chuyén dong khac.

Vi du: tao lién két pha hé cha-con d6i véi Dummy vacac am tra.
1. Vao menu File/Reset
2. Tai khung nhin Top, hédy tao ra 3 am tra (Create/Standard Primitives/Teapot)

3. Sau do6 hay tao ra 1 vat thé Dummy (Create/Helpers/Dummy), vai kich thudc bat ky tuy nhién
cling khong can to lam.

4. Click vao mot am trabat ky, click vao nut [Select and Link] E@
- Sau dd kéo ré chudt ra Dummy, khi thay biéu twong 2 6 vubng 16ng vao nhau thi click chudt dé két
thic, 1Uc nay am tra da dwoc Link véi Dummy. Thao tac twong tu cho 2 &m tracon lai.

5. Khi da Link xong, ban thi click vao Dummy rdi di chuyén Dummy dén vi tri khac, ban sé thdy 3
am tracling di chuyén theo.

* Lwu v: ban khong dwoc ddng cong cu Scale (thu phéng) dé phong to/thu nhé Dummy khi d dlién
két xong, vi nhu vay cac ddi tvgng con clia Dummy cling sé thay dai theo.

Day chi lavi du mang tinh khai quat, ban c6 thé Iam dwgc nhiéu hon thé néu ban biét (ng dung né
vao thuc té trong cong viéc cu thé.
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Béng cach dung Dummy, ban c6 thé lam cho Camera chuyén dong theo dwong ray giong nhu
nhitng nguoi quay phim van thwong lam khi quay Video Clip.

* Goi y: D& 1am duoc viéc do ban can c6 mot duong ray bang cac duong Spline, Circle,
Rectangle...; sau do dat cwdng birc "Path Contraint” cho Dummy, ti€p tuc Link Camera v&i Dummy.

6.2. Atmospheric Apparatus:
6.2.1. Atmospheric Appar atus:
Pay la cac déi twong dung dé mo phdng hiéu ng Ira chay, vu no, hay cac dam may...

Chung bao gdm BoxGizmo, SphereGizmo, CylGizmo. Céch st dung 3 dbi t wgng nay giéng nhau, chi
khac nhau |a chang sé ton tai & dang hinh hdp (box), hinh cau (sphere) hay hinh tru (Cylinder).

Perspective

DE tao ra mot d6i twong Atmospheric ban click chudt v ao menu
Create/Helpers/Atmospherics/BoxGizmo sau do click chu 6t vao noi can tao sau dé bam + ré chudt dé
xac dinh dién tich day, sau dé di chuyén chudt Ién trén hodc xudng dudi dé xac dinh chiéu cao clia khoi
hop.

Céi chiing ta can quan tam & day |abang tham sd Atmosphere & Effects. Day | a noi dé tao ra hiéu
(ng Itra chay hay la dam may.

- Click chudt vao nat [Add] dé chon hiéu (ng can tao.

|- &tmospheres & Effects |

Add Delete

Setup

- Khi d6 sé hién ra hop thoai "Add Atmosphere", tai day ban cé thé chon "Volume Fog" hodc "Fire
Effect".

DE hién két qua cla hiéu (ng ban vira chon thi ban phai Render khung canh bang cach &n phim F9.

59



60



7. Space Warps:
7.1. Geometric/Deformable:

7.1.1. Bomb:
Thuong dlng dé pha v& mot ddi tugng, tao thanh cdc manh nho.
Sir dung Bomb dé md phdng sw va cham cla céc vat.
1. Vao menu File/Reset

2. Tai khung nhin Top, tao ra mot &m tra (Teapot) bang cach vao menu Create/Standard
Primitives/Teapot v&i kich thuéc bat ky.

3. Vao menu Create -> SpaceyVarps -> Geometric/Deformable -> Bomb sau d6 tao ra mot Bomb tai
vi tri bét ky, click phai chudt dé tat n(t 1énh [Bomb].

=13

4. Click chudt vao Bomb vira tao, sau doc click vao nit 1énh "Bind to SpaceWarp" Ej di chuyén
chuot 1én phiatrén ctia Bomb, sau do click chudt + r & chudt dén vi tri clia &m trakhi thay co biéu tvong
song gon dudi hinh vudng thi nha chudt.

5. Bay gio hay an phim ? dé chay hoat canh v a quan sét két qua thu duoc

Perzspective

Chua &n twong 1am, s di chiéc dm bi méo nhw vay lado vi tri dit Bomb ban c6 thé dit Bomb v o
tam clia &m traroi quan sat két qua.
6. Click chudt vao Bomb, an phim 1 (hodc click chu 6t vao thé Modify) dé vao ché do Modify

Trong thé Bomb Parameters thiét 1ap cac thong sb sau: Strength = 2; Spin = 0.15; Min = 1; Max =
50; Chaos = 5;

Trong do:

- Explosion:
+ Strength (cuong do).
+ Spin (si quay).
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- Fagment Size (kich thu¢c cdc manh v@)
+ Min (nho nhat).
+ Max (I6n nhat).

- General
+ Gravity (trong luc): lyc hat tac dong | én cac manh vo, gia tri nay cang cao thi I e hit cang [6n.
+ Chaos (srr hon loan): gia tri cang cao, thi cadc manh v sé cang chuyén dong hon loan.

7. Bay gio hay an phim ? dé xem két qua cudi c ung.

Perspective

Ciing duoc day chi!!

7.1.2. Ripple:

Ripple cling gidng nhv Wave nhung khac ¢ két qua tao thanh. Ripple tao thanh giong nhu khi ban tha
mot vién da nhé xudng mat nuéc phang lang vay.

Dé ap dung Ripple cho déi trong ban can:
1. Tao d6i twgng can tao gon séng
(& day toi tao ra mot box véi kich thwéc Length: 200; Width: 200; Height: 2)
2. Tao ra d6i twong Ripple bang cach vao menu Create -> Space Warps -> Geometric/Deformable ->
Ripple
Thiét 1ap cac tham s6 nhw sau (cac tham s nay chi ap dung doi voi vi du nay, néu ban cé vat thé
khac thi ban phai thiét 1ap cac tham s6 cho ph U hop)

- Parameters |

— Ripple:

Amplitude 1:[TE0 2]
Amplitude 2 IW J
W ave Length:lw J
Phase: IEIEI— J

] ecay:ll]_l:l— J

— Dizplay:

Eircles:' 10 J
Segments; | 16 J
Diivigions: | ] J

4k 4k [4F [4F

4k

4k 4Pk

4k
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Trong do:
+ Amplitude 1, Amplitude 1 la bién d 0 gon song theo truc x va y. Bién dd cang cao song cang manh, néu
hai bién d6 nay khong bang nhau thi & tao ra gon séng khong déu nhau

+ Wave Length: d6 Ién cla gon séng.
+ Circles: s6 lugng vong tron gon song tinh tir tam ra.

+ Segments: chia gon séng thanh bao nhiéu phan la do ban thiét lap gia tri, séng cang mwot néu gia
tri nay cang cao va nguoc lai diéu nay cling ty 1é nghich voi toc dd Render cho nén ban hay can trong.

f
3. Click chudt vao Box01, sau dé click vao biéu twong :l kéo ré chudt 1én Ripple sau d6 nha
chuot.
Ciing giong nhr Wave néu Box01 cta ban c6 gia tri Lenght Segs = 1; Width Segs = 1; Height Segs
= 1; thi s& khong c6 két qua gi xay ra cd. Do dé ban can thay doi gia tri nay cao hon, moi lan thay doi gia
tri moi hdy quan sat su thay doi két qua dé co nhan xét vé su can thiét ciia moi tham so.

O day toi thay d6i Length Segs = 20; Width Segs = 20 ¢ 6n Height Segs = 1 thi thu dwoc két qua

Néu thay d6i bang 50 thi dugc
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7.1.3. Wave:
Wave lam cho vat thé bién dang gidng nhu lan séng vay!

Dé ap dung Wave cho doi tugng ban hay:

1. Tao ra ddi tuong can ap dung Wave (& day toi tao ra mot box véi kich th wéc Length: 200; Width:
150; Height: 2)

2. Tao ra d6i twong Wave bang cach vao menu Create -> Space Warps -> Geometric/Deformable ->
Wave

Céc tham s6 trong vi du nay |&

{- Parameters |
— W ave:

Ampliude 1:[T7.021 2]
Amplitude 2[T7.021T 2]
Wave Length:lw S
Phase: IEIEI— J
Deu:a_l,l:lEI.EI— J

— Display:
Sides:[4 2
Segments; |2EI— J
Divigions: I'IEI— J

48 |4

4k

L NE

4k

Trong do:
+ Amplitude 1: Ia bién d theo truc x
+ Amplitude 2: Ia bién dd theo truc y

Bién dé cang cao thi song cang manh.
+ Bién d6 Amplitude 1 va Amplitude 2 khac nhau




+ Bién d6 Amplitude 1 va Amplitude 2 bang nhau

3. Click chudt vao Box01, sau do click vao biéu trong Ej kéo ré chudt I1én Wave sau d6 nha
chudt.

Perspective

4. Néu ban an F9 dé Render thi rat c6 thé chua c6 gi xay ra ca ly do lavi khi tao Box01, gia tri mac
dinh "Length Segs", "Width Segs" c6 gia tri = 1. D& thdy d woc Box01 bi udn cong thi ban phai tang gia
tri "Length Segs" hoac "Width Segs" | én.

Can lru y latang dén mot gia tri nhat dinh thoi, vi néu gia tri qua Ién sé gay ra nhiéu da giac do dé
<& hao t6n tai nguyén vasé rat cham khi Render. Do dé tot nhat | aban nén dat giatri vira phai, cé thé chi
tang "Legth Segs" hoac "Width Segs" ban ciing thu dwgc két qua nhv y muén.

O day toi tang gia tri Length Segs = 20; Width Segs = 1; Height Segs = 1;

Ban thir ting Width Segs = 20 xem, két qua van khong khéac | @ méy chi khac latéc do Render
cham hon.

(Dung lam tdm ngdi lop nha duoc day chi!!)
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7.2. Modifier -Based:
7.2.1. Hiéu chinh nghiéng:
Phép hiéu chinh nghiéng (Skew)
1. Chon vat thé can hiéu chinh
2. Vao menu Modifiers/Parametric Deformers/Skew
Céc tham s clia phép hiéu chinh Skew
+ Amount: d6 nghiéng cla vat
+ Direction: xoay huédng nghiéng quanh truc z (ban sé nhan ra n6 khi nhinh tir khung nhin Top)
+ Skew axis: truc dwgc chon dé nghiéng (x, y hodc z) (dwoc thé hién ré & khung nhin Front)

Vi du:

1. Tao 1 khoi tru Cylinder (Radius: 7; Height: 80)

2. Ap phép Skew va chon céc thong s6: Amount=60; Direction=0; Skew Axis=z;

Hay thir thay d6i Direction=60 va quan st khung nhin Top ban sé hiéu dwgc ban chét clia Direction.

7.2.2. Phép ubn cong (Bend):

1. Chon ddi tugng can ap dung phép hiéu chinh Bend.
2. Vao menu Modifiers/chon Parametric Deformers/ Bend

3. Trén bang cudng Parameters chon truc can ap dung (X, y hoéc z) (céac truc n ay cé thé thay doi lai
sau nay.

4. GO vao sb do gdc trong 6 Angle, ddi tugng sé dwoc udn theo goc nhu vay.

5. Hwéng cla phép hiéu chinh sé duwoc thiét 1ap trong 6 Direction.

* Vi du: &p dung phép hiéu chinh Bend

1. Vao menu Create/chon Standard Primitives/Cylinder v atao ra mot khoi tru tuy y.
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2. Chac chan rang khéi tru vira v& dang d uoc chon, néu khdng thi bdm chudt vao khdi tru dé chon.
3. Vao menu Modifiers/chon Parametric Deformers/ Bend

4. Trong bang cudn Paramters - Tai 6 Angle: gd vao 60 va an phim Tab

5. Trong 6 Direction: g6 vao 180 va an phim Tab
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8. Material:
8.1. Tao vat liéu phan chiéu co ban:
1. Click vao menu File/Reset d € khai tao lai Max.
O khung nhin Top:
+ Click chudt vao menu Create/Standard Primitives/Plane
Sau d6 tao ra mdt mat phang Plane
+ Tiép tuc vao menu Create/Standard Primitives/Teaport
Tao ra mot am travéi kich thudce bat ky.
Di chuyén 4m tralén phiatrén ctia mat phang

2. An phim H, chon Plane01 click [OK], &n phim M d& mé& bang vat liéu.
3. An phim G, trong ctta s& hién 1én tim dén nhom Browse From: vaclick chon New

4. Trong danh sach vt liéu hién ra bén phai, click dip chudt vao vat liéu Ractrace, dong ctra sd
Material/Map Browse | ai.

5. Vao menu Material/Show Map in Viewport

6. Click chudt vao 6 vudng ciia Reflect, cra s6 hién I1én click dip chudt vao Gradient. An mdi phim
tén 1én trén (up arrow).

Armbient: F- J
Diffuse: I:I J
Reflect: F- —i,

7. Click chudt vao biéu tuong ﬂdé’ ap dung vat liéu cho Plane0 1
8. Bong bang vat liéu lai, An F9 dé xem két qua.
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8.2. Vat liéu Material:
Clra s0 bién tap chat liéu
Dé doi twong cd hinh dang trong that hon thi ban phai ap vat liéu cho né. Khi mudn ap vat liéu cho
1 d6i twong nao thi ban chon déi twong dé vaan phim M sé ¢ mot bang hién ra.

Trong bang cudn Shader Basic Parameters ban click v a combo cho phép ban chon céc dang vat
liéu khac nhau nhu: Anisotropic, Blinn, Metal...

Blirin -

Anizotropic

kd etal

b uilti-L ayer

Oren-M apar-Blinn
Phong

Strauzs
Tranzlucent Shader

I

1. Anisotropic
2. Blinn
3. Metal
4. Multi-layer

(SO

5. Oren-Nayar-Blinn
6. Phong
7. Strauss
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8. Tranducent

Khi click vao mot trong cac kiéu trén thi sé& xuat hién bang cudn xxx Basic Parameter (xxx | aBlinn
hay Metal néu ban chon la Blinn hay Metal... ) twong (rng trong dé c6 cac tham s can chi y:

* Mau cla chat liéu:

- Ambient: mau nhin thady tir nhitng vung t6i.

- Diffuse: mau nhin thay tlr vung trung binh clia vt thé (vung khuéch tan)
- Specular: mau nhin thay tir ving sang chéi (vung sang chai)

* Loai bé mat ctia chat liéu:

Lam cho chaét liéu ¢6 dd bong khac nhau (Anisotropic, Blinn, Metal, Multi -layer...)
Sau d6 hiéu chinh cac théng s6

. Specular: d6 bong

. Glossiness: do tron lang

. Soften: d6 min (gitp can bang d6 bong va do tron 1ang)

* Lam vat liéu tv phat sang

Hay danh dau chon muc Seft - illumination va chon mau phat sang (gidng voi su phat sang ctia bong
den huynh quang, dén mo, trang...)

* Vat liéu c6 do trong sudt (nhin xuyén qua): giam Opacity xudng

* Vat liéu c6 dang khung day, khai béo kich thwdc khung day trong ban cuén Extend Parameters/
Wire/ Size.

* 2-sided: chat liéu hién & ca hai mat cla vat thé
* Facted: 4p dung chat liéu vao tirng khung lu6i

. Diffuse: tao cho bitmap dé ap Ién doi twgng mot cach binh thwang (Diffuse thé hién mau ban chét
cla doi twong).

Phia duGi ctia bang cudn xxx Basic Parameter | abang cuén Maps, cho phép ban cé th ém céc tuy
chon cac hiéu khac nhau cho vat liéu nhu:

. Bump: tao sy 16i 16m s si trén d6i twgng theo nguyén tac tong mau t8i s& 16m pham vi 4p dung 1én
trén doi twong, nguoc lai tong mau sang sé thé hién trang thai binh throng.

. Opacity: tao su trong subt, noi cac tdng mau toi trén hoa doé dang ap cho ddi tvong, con tbng mau
sang sé gilr lai d6i twong vathé hién chat liéu dang dwoc ap tai thanh phan Diffuse.

. Reflection: thé hién si phan chiéu ctia hoa dd do 1én doi tvong tuy nhién s bi nhuém mau mathanh
phan Diffuse dang thé hién.

. Refraction: thé hién sy chiét sang khuc xa trén doi twong, tuy theo chi so chiét quang IOR (Index Of
Refraction) dwoc thiét 1ap nhu thé nao, masur chiét sang sé anh hwdng khac nhau |én trén vat thé do.
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Vat liéu IOR
Vacuum (chén
khéng) 1.0 (exactly)
Air (khéng khi) 1.0003
Water (nuoc) 1.333
Glass (kinh) 1.5 (clear glass) to
1.7
Diamond (kim 2417
cuong)

(Néu ban lwa chon nhiéu kiéu ap d6 hoa thi chi s6 Amount sé thé hién sv twong tac véi nhau thong
guagiatri cta ching, s twong tac nay sé tao nén dang vé that cho doi twong.)

Khi ban d&hoan tét viéc lya chon cac thong s thi da dén Iic ap dung vat liéu do cho doi tuong. Ban
c6 thé ap dung vat liéu cho doi twong bang cach click chuot trai v ao hinh qua cau tron trong clra s6

Material Editor sau d6 kéo va tha vao di twong can ap vat liéu. Hodc ban click chudt v & biéu twong ﬂ
& phia dwgi cac qua cau vat liéu, thao tac nay co6 két qua khi doi tuong can ap dung vat liéu dang duoc
chon.

8.3. Vat liéu X-ray:

Néu ban dadwoc nhin tdm phim chup X-quang roi thi vat liéu nay khéng co gi xala véi ban ca, tuy
nhién v&i nhitng ban chwa duoc nhin phim chup X-quang thi sé khéng biét né ra sao ca. Khong sao, sau
bai nay ban sé duoc cdm nhan mot tdp phim chup X-quang n6 sé ra sao. Nao chiing ta hdy bat dau.

1. Vao menu File/Reset dé khdi tao lai Max
2. Tai khung nhin Perspective hay tao ra mét khoi 6ng (tube) véi kich thuwéc tly y
(vao menu Create/Standard Primitive/Tube)

3. An phim M d& mé bang vat liéu
4. Vao menu Material/Get material (hodc an phim G) dé md bang, Material/Browse

Trong danh sach céc vt liéu, hay tim dén Blend va click dip chudt dé chon loai vat liéu nay (néu vo
tinh chon sai loai vat liéu thi hay an Ctrl + Z sau d6 lam lai)

Pong ctra sO Material/Browse lai
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5. D0i tén vat liéu cli thanh x-ray (néu thich)

6. Click chudt vao [Material #25] ctua Material 1

7. Bang Blinn Basic Parameter hién ra

Click chudt vao biéu twong chir U nam ngang gitta Ambient v a Diffuse dé tat nat nay.
Chinh slra mau cila Ambient: R: 0, G: 0, B: 0 ; Diffuse: R: 0, G: 0, B: 0

Céc thong sb khac nhu hinh duéi.

bl aterial 1: % IMateriaI #25 - Standard

_[| + Shader Basic Parameters |]_

- Blirt Basic Parameters |
— Self-lurnination

Ambient; - |— ™ Color IU ﬂ J

g Diffuse: - J
= Specular I:I ] Opacity: [T00 2| |

— Specular Highlights

SpecularLevel: [30 2| |
Glozsiness: |3I:I ﬂ J
Saften: II:I,‘I ﬂ

8. Vao menu Navigation/Go to Parent d € quay tré vé bang vat liéu Blend

9. Click chudt vao nut [Material #26] clia Material 2

Click chudt vao biéu twong chir U nam ngang gitta Ambient v a Diffuse dé tat nat nay.
Nhap cac thong s6 sau:

+ Ambient: color=0-0-0

+ Diffuse: color = 255-255-255

+ Specular: color = 255-255-255

Céc thong sb khac nhu hinh dudi

b aterial 2 %, IMateriaI H26 - Standard

B Blinn Basic Parameters |
— Self-lllurninatior

ambient: [ I~ Color [T00 2| |

k=
DhiffLige: I_
gSI:.E-:uIar %j Ppsety 100 ﬂ J

— Specular Highlights

Specular Level |3EI ﬂ J
Glogziness: |3EI ﬂ J
Saften: IWH

M& bang Extend Parameter
GO vao Amt: = 100
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10. Vao menu Navigation/Go to Parent d€ quay tré vé bang vat liéu Blend
11. Click chudt vao nut [none] cia Mask

Click dap chudt chon vat liéu Falloff (gitt nguy én cac théng s6)

12. Vao menu Material/Assign to Selection d € ap vat liéu cho vat thé.

13. Béng bang Vat liéu lai, An phim F9 dé xem két qua.

8.4. Tao vat liéu chiéc la:
1. Truwéce tién hdy download 2 hinh nay vé may clia ban
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2. Vao Menu File/Reset d€ khai tao lai Max

3. Tai khung nhin Top tao ra mot mit phang Plane véi kich th wéc bét ky (vao menu Create/Standard
Primitive/Plane)

4. An phim M dé mé cira s6 Material Editor
5. Trong nhém Blinn Basic Parameter

Click chudt vao 6 vuong ctia Diffuse sé c6 clra sO Material/Map Browse hién ra
Trong nhdom Browse From: click chon New
Trong danh sach cac vat liéu hién ra, click dip chudt v ao Bitmap vatim dén file chira hinh chiéc 14
mau xanh.

Vao menu Navigation/click vao Go to Parent (hoac an phim mi tén 1én trén (Up arrow))
6. Click chudt vao 6 vudng clia Opacity

- Blirr Basic Parameters |

— Self-llurmination
|_ ambient: I:I ™ Color Iﬂ_ﬂ J
= Diffuze: I:I J
g Specular: I:I N Opacity: [T00 2| _4

->clra s6 Material/Map Browse hién ra

Trong danh sach cac vat liéu hién ra, click dip chudt v ao Bitmap vatim dén file chira hinh chiéc 14
mau trang.

Vao menu Navigation/click vao Go to Parent (hoac an phim mi tén 1én trén (Up arrow))
7. Vao menu Material/Show Map in Vi ewport
8. Vao menu Material/Assign to Selection
9. Cudi cuing, hdy dong bang Material Editor lai, &n phim F9 dé th uéng thic két qua

(Pay chi la céch tao vat liéu 14 cay don gian nhét. Bang cach nay ban co thé tao ra nhiéu loai vat liéu
ki€u la cay (leaf) dé mo phong cac loai la cay).
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8.5. Vat liéu Glass co ban:
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1. Vao menu File/Reset

2. Tai khung nhin Top tao ra mot box (an t6
hep phim Alt + C + S + B) v6i kich thuéc :
+ Length: 40
+ Width: 28
+ Height: 0.15

3. Tiép tuc, tao ra mot Cylinder vai kich
thuéc:

+ Radius: 2
+ Height: 20
Céc thong sb khac dé mac dinh)

Sau d6 di chuyén nhw hinh bén

4. Cylinder van dwgc chon, gir phim Shift +
Ré chu6t theo truc X sang bén tréi, sau do6 nha
chudt.

Click [OK] khi duoc hai.

5. Tié€p tuc nhan ban thém 2 cylinder niia, roi
di chuyén nhu hinh bén.



Ferzpective
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6. An phim H, chon Box01 click chuét v &
[Select]

- An phim M, d& mé bang Material Editor
- Click chudt vao Qua cau dau tién

- Click vao nit Standard, -> click dap vao
Architectural.

Tai thé Templates click chon Glass -Clear

Trong phan Diffuse Color:
R: 255; G: 255; B: 255

Vao menu Material/click Show Map In
viewport

Vao menu Material/click Assign to Selection

7. An phim F9 dé xem két quéa
Tuy nhién, két qua thu duoc khong ré 1am.

D& hién thi ré ban can tao ra mot Plane (Alt +
C + S + Click Plane) sau dé di chuy én né xuéng
phia duoi.



8.6. Vat liéu dang Multi/Sub-Object:

Fromnt

D | Name | SubMateial | o
B e seea @
. IE_ [ Material #26 [ Standard) [T]
BrE T Metcmr sowan) I~

Frant

7

1. Reset 3D max (File/Reset)

2. Tai khung nhin Top, tao ramot Cylinder véi
kich thuéc bat ky

3. An phim M dé mé bang bién tap vat liéu

- Click vao nut [Standard] -> Click dap chudt
vao Multi/Sub-Object -> chon Discard old Material
khi duoc héi -> click [OK].

- Click vao nat [Set Number], dat gia tri = 3,
click [OK]

- Click vao Material #25, sau d6 click vao 6
vuong clia muc Diffuse (canh hinh 6 khda) ->click
dlp vao mot loai vat liéu bat ky

%Click vao nut Go to Parent liéntuc 2 lan
dé tror vé clra s6 vat liéu.

Tiép tuc lam nhw vay véi Material #26 va
Material #27

4. Vao menu Materia/click Assign to Selection

Dong bang bién tap vat liéu lai.

5. Cylinder van dang duoc chon, click phai
chudt -> chon Convert to:/Convert to Editable Poly
- An phim s6 4, dé vao ché do Polygon Sub-

Object
* Click phai chut vao khung nhin Front:
a) Sau dd kéo ré chudt dé chon 2 phan & phia

A

trén.

- Tai thé Modify ->Tim dén bang cudn Polygon
Properties, dat gia tri: Set ID=1

b) Tiép tuc lam nhv muc a) dé lya chon phan &
gilta, dat gia tri: Set ID=2



| - Palygon Properties | C) Phan con |al dé.t: Set ID=3

— Material:
setiD: [T 2
Select (D I‘I— ﬂ
[No Name -[1] -l
¥ Clear Selection

6. An phim F9 dé xem két qué

8.7. Vat liéu hoat canh:

Ban dabao gio dat cau hdi, lam thé nao dé tao ra mot dang vat liéu dong (giong nh v hinh chuyén
dong ctia man hinh tivi vay).

Bai nay chuing tasé tim hiéu cach dé tao ra loai vat liéu do.
1. Vao menu File/Reset dé khdi tao lai Max

2. Tai khung nhin Front, tao ra mot Plane (dung td hop phim Alt+C+S -> click chon Plane) véi kich
thudce bat ky.

3. Ban can phai chuén bi nhitng birc &nh c6 kich th wéc bang nhau, d6i tén ching gidng nhau kém
theo s thit tv clia tirng blrc anh
(vi du: t6i ¢ 5 bire hinh, dat tén lalandscape0l, landscape02...landscape0s)

Sau d6 copy ching vao mot thu muc nao dé cho dé tim.

4. An phim M, d& mé bang vat liéu

I ambiert [ | G - Click chudt vao nit canh hinh 6 khda -> click dup
d Difuse: [ | % chudt vao Bitmap

Specular| ] —[one Ctra s6 "Select Bitmap Image File" hién ra, ban hay
tim dén noi chira anh (lvu y giatri trong 6 "File of
Type" nén chon la"All file (*.*)" thi ban m¢i thay
duoc hét cac dinh dang anh)

Filess of tupe: |m| Files [%.7]

— Gamma

- Click chudt vao blrc anh dau tién, click chudt chon
& |lze image's own gamma

"Seguence" -> click [Open]

Devices...

Setup... = lse spstem default garmma
C Overide [ 3] Khi d6 clta s6 "Image File List Control" hién ra yéu
o | cau ban khai bao noi luu file *.ifl (day 12 file chira
i | W Sequence W Preview thdng tin vé danh sach cac birc anh)

Dlrng thay doi cac thong sd, ban chi can click v ao
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dau kiém "Include Image Path" sau do click [OK] | a
duoc. (khi do file *.ifl sé duwoc lwu vao noi chira cac
btrc &nh cuia ban)

Perspective 5. Vao menu Material/ click "Show Map In
Viewport"

= % - {:Dé’n phan gan vat liéu cho Plane01. Néu tr wéc do

| ban van chon Plane01 thi ban chi can vao menu

' e Material/ chon "Assign to Selection”

2n

Hodc ban co thé "click vadrag" (kéo vatha chudt)
c6 nghia laclick vao 6 vat liéu vira tao, sau d6 bam
chu6t, ré chudt ra khung nhin dang dwoc kich hoat sau
dé6 tha chudt

Ferzpective

6. Bong bang vat liéu lai
An phim ? dé chay hoat canh, h &y quan sét si thay
ddi clia cac canh trong Plane01

Bang cach nay ban co thé tao ra sw chuyén dong
cho man hinh tivi, may tinh, dién thoai hodc nhirng thx
twong ty nhu vay.
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9. Thuc hanh:
9.1. Tao chiéc Ly:

1. Click chudt trai vao khung nhin Front, sau do nhan Alt + W dé phéng to khung
nhin

2. Vao bang Iénh Create, chon Shapes, chon Line (hoac an td hop phém Alt + C +
H+L)
sau do vé hinh sau day, khéng can giong lam.

3. Click chon déi tugng sau d6 bam chuot phai chon Convert to -> Convert to
Editable Spline
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4. an phim 1 trén ban phim, sau d6 chon diém 1, click chudt phai vachon Bezier
(¢ tools 1). Thuc hién twong tw doi voi diém 2, 3.

Di chuyén cac diém dd dén vi tri méi, va thay doi do dai clia dwong tiép tuyén
mau vang dé lam cho hinh duoc dep hon.

5. Vao menu Modifiers/Patch-Spline Editting/Lathe

Puogc hinh nay, hoi that vong mot chat vi day khong phai lacéi ly! khéng sao, hdy
lam tiép.

6. Trong bang cuén Paramter:
+ GO 50 vao 6 Segments.

+ Trong nhom Align hdy bam vao: Min

Ta dwoc hinh bén. Van chua dep 13m!
7. Tiép tuc ap dung phép hiéu chinh Shell cho d6i t wvong

+ Vao menu Modifers/Parametric Deformers/chon Shell
(néu vat khong dugc chon thi khi chon Shell s8 bi mo di)

Nhan F9 dé Render, thir xem d & giéng chua!
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9.2. Tao Logo 3D:
i

8. Néu mudn giéng hinh bén thi ép vat liéu Reflection_Chromic cho chiéc ly hoac
chon tuy y. Hay thir xem!

1. Hay download hinh bén vé may dé thuc hanh

Ban c6 thé I&y hinh tuy thich hinh cang don gian cang tét, khi d&quen roi thi
thao tac v&i hinh khé sé de hon.

O day t6i chon hinh nay cho dé.

2. Badm chudt vao khung nhin Left dé kich hoat khung nhin nay

Nhén to hop phim Alt + B -> trong nhdm BackGround Source click vao files
vachon hinh mau lam logo.

Trong nhom Aspect Ratio chon Match Bitmap

Chon Display Background va Lock Zoom/Pan (moi tht khac gir mac dinh)
Nhan Ok

3. An Alt + W dé phong to khung nhin Left

An G d8 tat luoi

4. Vao menu Create/Shapes/Circle

sau dé vé& mot vong tron vira véi cham tron trén logo

V&0 menu Create/Shapes/Line

V& c4c doan thang ndi tiép bao quanh phan ¢ on lai clia logo (V& cho toi khi

diém dau va diém cudi gap nhau: sé hién hop thoai Close Spline v aan Yes khi
duoc hoi)
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Auto Key

o= Set ke

< | 20 /100 |> ]

I1!DIIIIEIIII3!DIIII4!

5. Bam chu6t phai chon Convert to -> Convert to Editable Spline
Trong bang Modify vira hién ra, hdy tim thé Gemotry & phia du¢i vabam vao

Attract sau d6 di chuyén chu6t vao khung nhin varé chuot Ién trén Circlel
vlra tao khi thay con tré nhu hinh bén thi bam chuot.

6. Vao menu Modifiers/ Mesh Editing/Extrude
Tang gia tri Amount [én 50
Chuyén veé kich hoat khung nhin phdi canh (Perspective)

Ban sé duoc hinh nay.

7. Tiép tuc, ta sé lam cho n6 quay tron
- Ban hay bam chudt vao Auto key

- Bam chu6t vao thanh truot va kéo dén vi tri 20 sau d6 dung cong cu Select
and Rotate dé quay khoang +45 d. Tiép tuc di chuyén dén vi tri 40 v a quay
khoang 45 dd nira, twong tw voi vi tri 60, 80 cling vay (hon hodc kém ciing
dugc, néu phan chia khong déu thi déi twong quay khong muwot 13m nhwng
khdng sa0)

8. Cubi cung dadén luc thuéng thirc thanh qua roi

Hay bam phim ? dé xem két qua (Iwu y lacan kich hoat khung nhin
Perspective thi méi thdy duoc toan canh)
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9.3. Tao hinh dau con ma:;

1. Hay download hinh bén vé may dé thuc hanh

2. Tai khung nhin Left

Nhén t6 hop phim Alt + B dé mé clra s6 Viewport Background
- Click vao Files dé chon anh nén (hinh vira download vé)

- Chon Match Bitmap vaLock Zoom/Pan vaclick vao OK

- An Alt + W dé phdng to khung nhin Left

- bam vao biéu tugng kinh Ip & phia goc dudi phai dé thu
nhé hinh lai sao cho nhin thay toan bd.

- An phim G d8 tat dwong luoi
3. An t6 hop phim Alt + C+ H + L dé vé& duong (line)

- Sau d6 veé cac dwong ndi ti€p nhau bao quanh hinh con ma (vé
theo céc diém ndt c6 san, vanhan phai chudt néu muén két thuc
vé duong khi nay dudng vira tao sé c6 tén laLine0l). Néu vé
thira nét thi hdy nhéan Ctrl + Z dé Undo lai.

[Cnetz |— 4. Tiép tuc Vvé ti€p 1duwong bén trong click chudt phai dé két thac
lic nay duong vira tao ¢ tén laLine02

| Madifier List ~

Line = - An phim 1, click chudt phai vachon Create Line vave tiép
dwong con lai.
5.An Alt + W @ thu nhd khung nhin hién hanh sau d6 click phai
chudt vao khung nhin Front dé kich hoat khung nhin nay
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(ltc nay Line02 dang duoc chon) Click vao chi Line & hinh bén
dé chuyén né thanh mau xam.

Click chudt phai vachon Move sau dé di chuyén Line02 sang trai
(theo truc x) mot khoang

6. Click chudt phai vao khung nhin Left, 4n Alt + W dé phong to
khung nhin nay.

Click chudt phai vachon Attach sau dé di chuyén chudt | én trén
Line01 khi chu6t bién thanh hinh bén thi click chu6t.

Ldc nay Line01 dadwgc gop vao Line0d2

7. Click chudt vao dé bat ché do bat dinh, click phai chudt
|én trén biéu tugng trén dé bat hop thoai Grid and Snap settings,
tai thé Snaps chon Vertex, vabo hét cac lva chon khéac va an vao
nut close [x] dé dong hop thoai.

Create Line sau d6 ndi cac diém lai v&i nhau

8. Vao menu Modifiers chon Patch/Spline Setting/Surface

9. Sé dugc két qua nhu hinh bén
Néu trén bé mét vira tao ¢ nhitng 16 thing 14 do c6 diém van con

hd, hdy dung cong cu Move dé di chuyén ching khép véi nhau.
Hay bat Snaps settings Ién cho chinh xé&c.

10. Tiép tuc, trong bang modify hay tam thoi tat phép surface di
bang cach click chudt vao hinh chiéc bong den cho né chuyén
thanh mau xam.

- Tai khung nhin Front, click chu6t chon lai Line02 néu can, sau
do click chudt phai chon Move.

- Vao menu Tools/Mirror...

+ Trong nhém Mirror Axis chon x; Offset: gd vao giatri 200.
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| Lirne02

| Modifier List
Line

+ Trong nhém Clone Section: chon Copy sau dé click [OK].

Ban sé tao ra dwgc mot sao clia hinh ban dau.

11. Hay kich hoat khung nhin Perspective (khung nhin phdi canh)
vaphdng to no Ién.

- An phim H sau d6 chon Line02 vaclick [OK]

lUc nay Line khong chuyén thanh mau vang nhu hinh bén, hay
click chu6t vao Line dé lam cho n6 chuyén thanh mau vang.

- An phim 1, click chudt phai chon Attach sau d6 di chuyén | én

Line03 khi chudt thay doi thi click chudt dé gop Line03 voi
Line02

12. Hay bat Snap Ién (& budc 7)
click chudt phai chon Create line dé ndi hai hinh lai véi nhau.
Pay la cdng viéc rét dé sai, hdy can than quan sat that k§ diém

dau vacudi cta duong ta can noi.

Hay dung céng cu dé xoay khung nhin dé cho viéc quan sat.
Hay lam that can than, néu bi sai hdy an Ctrl + Z valam lai
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9.4. Tao khoi Rubic:

13. Bay gi0 hay click vao hinh chiéc bong den dé bat phép
Surface Ién va thwéng thirc thanh qué ctia minh.

Néu thdy c6 nhiéu 1 thing thi ban hdy xem lai xem d& cé dudng
ndi chua? va dwong ndi dading chua?

Néu ding, ban sé dwoc hinh bén. Néu chuva dugc hdy xem lai cac
duwdng ndi.

14. Bay gi& dén phan lam cho né mugt hon.

- Vao menu Modifiers/Subdivision Sufaces/ chon MeshSmooth.

Néu chua thanh cong héy tht 1am lai tir dau, dirng nan 1ong!
(quan trong nhat la buéc 12)

1. Vao menu Create/Standard Primitives/Box

Tao mot Box véi kich thwéc bt ky. Sau d6 vao
thé Modify vathiét lap: Length=100;
Width=100; Height=100; Length Segs=3;
Width Segs=3; Height Segs=3;

2. Click chudt phai vao d6i twong, chon
Convert to: /Convert to Editable Poly
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Extrude

O

&, Bevel
Cline

O

Inzet

Bevel Type
 Group
£ Local Mormal
% By Polygon

Height:
[0 2
Outling Aot

[T s

| Cancel |

3. An phim s 4, sau d6 click varé chudt dé tao
thanh hinh vuéng bao quanh Box, sau d6 nha
chudt dé lya chon cac polygon clia Box. (néu
chon dung thi toan bd Box sé tré thanh mau do
hoan toan)

4. Click chu6t phai vabam vao 6 vubdng clia
Bevel

5. Thiét 1ap cac thong s6 nhu hinh bén va an
[Apply]

6. Sau dé thay doi Height=5; Outline
Amount=0 va an [OK]

Ban duoc hinh nay.

Thé laxong, 4n F9 dé xem két qua.

1. Vao menu File/Reset dé khdi tao lai Max

2. Tai khung nhin Top, tao ra 1 cylinder

Radius: 80; Height: 50; Height Segs:. 5; Cap Segs: 8; Side: 18

3. An phim H, chon Cylinder01 click [OK]

Click chudt phai, chon Convert to: /Convert to Editable to Poly
4. Kich chudt phai vao khung nhin Front

An phim 1 trén ban phim dé vao ché do Vertex
An phim R dé chon cong cu Seletc and Scale
An phim Z dé phong to, cac khung nhin

88



5. Kéo ré chudt dé chon céac diém & dudi cling.

An Alt + W dé phéng to khung nhin Front

6. Di chuyén chudt vao tam gidc mau vang. Vaclick chu6t trai
vadi chuyén xuéng phia dwéi mot chit.

7. Tiép tuc, kéo ré chudt dé chon cac diém & tang bén trén. click
vadi chuyén chuét xuéng dé thu nhd ban duong kinh cua tang
nay.

8. Tiép tuc, thao tac voi tang thv 3

9. Chon cac diém & tang cubi cling, click phai chudt chon Move
roi di chuyén céac diém nay |én phiatrén

- Tiép tuc, chon tang thi hai (& phia d wgi cing) vadi chuyén lén
phiatrén mot chut.

Xem hinh bén

10. Lwa chon céac diém thudc 2 tang trén cling, va di chuyén
chang Ién phiatrén.

11. An phim 2, dé vao ché do Egde

Click chudt vao mét dwong bién, nhw hinh bén

Trong thé Selection click chudt vao nat [Ring]

Click chudt phai, chon Connect
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12. Click chudt vao canh nhu hinh bén.
Trong thé Selection click chudt vao nat [Ring]

Click chudt phai, chon Connect

13. Ban sé duoc hinh nay

14. An phim 1, dé vao ché do Vertex

Chon cac diém nhw hinh bén (kéo ré chu6t tao thanh hinh vudng
nhu budc 5, néu khong sé khong chon duoc cac diém phia bén
kia cla khoi)

An phim R, dé chon cong cu Select and Scale

15. Click chudt vadi chuyén Ién phiatrén.

16. Click phai chudt chon Move, roi di chuyén xudng d wéi.

17. Chon céc diém @& trén cling roi Move ching xuéng nhw hinh
bén.
18. An thu nhd khung nhin Front lai (Alt + W)

sau do kich hoat khung nhin Top

An phim 4, sau dé gilr Ctrl + click chudt dé Iva chon céc
polygon bén trong cho dén khi chon hét cac polygon thi thoi.

90



19. An phim R, rdi di chuyén chudt | én trén dé phdng to cac
polygon thém mét chat nira

19. Kich chu6t phai vao khung nhin Perspective
An phim Z, click phai chudt vachon Extrude

Click chu6t phai vao khung nhin Front, phong to khung nhin nay
I&n. Sau do click chu6t phai vao khung nhin Perspective.

20. Click chu6t va kéo xudng dudi.

Click phai chudt, chon Bevel

(Ban phai lam ddng tac nay nhiéu lan méi quen)
Néu bi sai hdy an Ctrl + Z dé Undo

Ban phai lam tat ca 2 lan Extrude, va 3 1an Bevel dé tao ra dugc
hinh bén.

(doan mau dé thi nhat dung Extrude, doan thv 2 dung Bevel,
doan 3 dung Extrude, cac doan con lai dung Bevel)

21. Chuyén vé khung nhin Front, phéng to khung nhin nay Ién.
An Ctrl + click chudt dé chon 2 polygon lién nhau

Click phai chudt chon 6 vudng cuia d dng Bevel

Dién cac thdng s6: Height: 15; Outline Amount: -1.5

22. Lam twong tu d6i voi 2 polygon phia doi dién

Ban dugc hinh nay
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23. Cudi cung, Vao menu Modifiers/Subdivision Surface va
chon MeshSmooth, va TurboSmooth

Thé laxong, An F9 dé xem két qua

Chua duoc gidng 1dm, nhwng diéu do khdng quan trong vi bai

nay gidi thiéu cho cac ban biét cach thirc dé "nan mot vat" tr ong
3D max.

9.6. Tao logo XP:
1. Vao menu File/Reset dé khai tao lai max
2. Vao menu Create/Shapes/Arc d€& chon Iénh vé cung tron.

- Tai khung nhin Front tao ra mét cung tron nhu hinh bén

3. Click phai chudt chon Move, gilt phim Shift + click v ao
Arc01 vira tao sau do di chuyén |én phiatrén mot chit khi da
ung y thi nha chudt -> xuét hién ctra s6 Clone Option. Hay
chon Copy vaclick vao nut [OK]

4. Arc02 van dang dwoc chon, click phai chudt chon Convert
to: /Convert to EditableSpline

A - Click phai chudt chon Attach sau do click vao ArcOl1

- An phim S dé bat Snap, click phai chudt ¢ hon Create Line rdi
Vvé ti€p hai dwong bién con lai

5. Vao menu ModifiersMesh Editi ng/Extrude

- Thay doi gia tri Amount: |én mdt gia tri nao dé cho dén khi
ban nhin & khung nhin Top thanh hinh vudng |a dwgc.

Ban sé dugc hinh bén

- Néu khong tao thanh két qua nhu hinh bén thi & buéc 4 ban
lam chua diing, c6 nghTa la cac diém giao nhau bi hé, ching ta
phai (weld) han ching lai.

+ Ban hay kéo ré chuot tao thanh hinh vuéng bao quanh diém
giao dau tién dé chon no roi click phai chudt chon Weld
vertices

+ Lam tuong tw voi 3 diém con lai

Nhin xem & khung nhin Perspective da hién dung chua (nhé 1a
phai click chudt vao phép Extrude & bang Iénh Modify thi moi
hién két qua)
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6. An phim H, chon Arc02 (hodc Arc01) click [Select]

Va0 menu Tools/Mirror... ctra sO mirror hién ra:
click chon truc Y, Copy vaclick [OK]

Ban sé& dugc mot ban sao clia Arc02, bay gio h 8y di chuyén nd
nhu hinh bén

7. Kich hoat khung nhin Top

- An phim H, git phim Shift + click vao Arc02 va Arc03 click
nat [ Select]

- Gilr phim Shift r6i di chuyén | én phiatrén, nha chudt trong
clra s6 Clone Option hién ra:
Click chon Copy /OK

Ban duoc hinh bén

8. Kich hoat khung nhin Perspective dugc hinh bén.

9. Béy gi0 dén cong doan lam dep

- Ban héy lan lugt chon tirng phéan cda logo réi chon mau cho
no (néu ban dung XP thi hdy liéc mat xudng nat Start maxem)

- Khi dachon dwoc mau roi, can phai cé vai ngon dén dé chiéu
sang né:

Hay vao menu Create/Lights/Standard light/Omni

- Tao ra 3 cai theo vi tri nhw hinh
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9.7. Lam quen v@i Rigid Body:

10. Cu6i cung, dirng quén an F9 dé thudng thirc thanh qua cla
minh.

1. Vao menu Fiel/Reset dé khai tao lai Max

2. Tai khung nhin Top héy tao ra mot Box (vao menu
Create/Standard Primitive/Box) véi kich thuéc
Length: 200; Width: 200; Height: 5 (hodc tuy y)

3. Tai khung nhin Left tao ra mdt Box tht hai véi kich thuwéc:
Length: 15; Width: 50; Height: 20 (hodc tuy )
Sau d6 di chuyén box02 I1én trén box01 nhu hinh bén

4. Van tai khung nhin Left nhn t6 hop phim Ctrl + A sau d6
vao menu reactor/Create Object/Rigid Body Collection (ho ac
gil phim Shift + Alt + Phai chu6t r6i chon Rigid Body
Collection)

Ltc ndy Box01 vaBox02 s& dugc gan tinh chat lavat thé ran.
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| - Phwysical Properties

Mass“lili ﬂ
Friu:tiu:un' 03 ﬂ
Elasticity [0.3 H

™ Inactive

[T Disable &l Collizions
[T Urwielding

™ Phartam

- Simulation Geometny

Bounding Box
Bounding Sphere
tezh Conves Hull
Frosy Conwves Hull
Concave Mesh
Fromy Concave Mesh
Mot Shared

Frawy <Miones

FIITITITYY @

5. Click chudt chon Box02 sau d6 vao menu reactor/Open
Property Editor -> hién cira s0 Rigid Body Property...

+ Nhép mass = 10
+ Click chon Bounding Box
Céc thdng sb khac giti nguyén

* Click chuét chon Box01 sau dé vao menu reactor/Open
Property Editor

+ Nhép mass =0

+ Click chon Bounding Box

Céc thong s6 khéc gilr nguyén

Dong ctra sd Rigid Body Property... lai

6. Vao menu reactor/Preview Animation
- An phim P dé xem tht.

Ban hay di chuyén Box02 Ién cao hon roi Preview Animation
lai xem két qua ra sao

(Ban sé thay nd roi manh hon, ban cé thé thay doi

7. Ban thir xoay Box01 nhu hinh bén. Hoac thay d6i mass cuia
Box01 hodc Box02 r6i Preview Animation lai (nh v bwéc 6)
xem s khac biét ra sao.
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Tao mot doan Video md phéng chiéc 6 té6 dam v ao blrc tvong.

1. Vao menu File/Reset

2. Tai khung nhin Top tao ra mot box (an t6 hop phim Alt + C
+ S+ B) v6i thong so:

+ Length: 100

+ Width: 200

+ Height: 3

* Tip: tao 1 box véi théng so bét ky, sau do v ao thé Modify dé
stra lai cho phu hop

3. Tai khung nhin Left tao ra box02 v¢i kich thuwéc

+ Length: 5

+ Width: 20

+ Height: 10

di chuyén vi tri ctia nd nhw hinh bén. (khoang céach clia box02
phai sét vai box01)

4. Click vao box02 sau d6 ré chu 6t sang bén phai roi nha chudt
click [OK] khi dugc héi

5. Tiép tuc lam nhu bwéc 4, hay tao ra nhiéu box maéi nira.
Xem hinh bén.

NEu khi copy ra cac box macé cac phan giao nhau thi s8 xuét
hién bang thong bao

WIORLD : default_wworld
SUBSPACE : default_subspace
There are interpenetrations :
Bodies Box12 and Box13 are interpenstrating
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Luc do6 ban phai di chuyén lai vi tri ctia né.

6.Tai khung nhin Top, tao ra box v@i thong s6
+ Length: 15
+ Width: 30
+ Height: 10

(Box nay, diing dé md phong mot chiéc 6 td)

7. Tai khung nhin Top, an td hop phim Ctrl + A dé chon tat ca
cac ddi tugng.

Va0 menu reactor/Create Object/ Rigid Body Collection (hoac
gilr phim Shift + Alt + Phai chudt roi chon Rigid Body
Collection)

- Kéo ré chudt, chon tét ca cac vién gach, cung véi Box mo
phéng chiéc 6 to.

Sau dé vao menu reactor/Open property Editor, nh &p céc gia
tri:

+ Nhép gia tri Mass=5

+ Click chon Bounding Box

DBdng bang Rigid Body.. lai

- Click chudt chon box01 (box dung lam nén) sau d6é vao menu
reactor/Open Property Editor

+ Nhap gia tri Mass=0
+ Click chon Bounding Box

Ddng bang Rigid Body.. lai

8. Click vao nut [Auto Key]

- Click chudt chon Box (dung dé mo phdng chiéc 6 t6), di
chuyén thanh truot dén vi tri 7/100

- Tai khung nhin Top, di chuyén "chiéc 6 t6" sang bén phai
theo truc x.

Xem hinh bén
- Click chudt vao nut 1an niva [Auto Key] dé tit ché do nay.
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[Bo02 |
|- world |
— Grawvity
%[00 -
v [00 -
=852 [
wiorld Scale
m=[3837 3| inhax
Col. Talerance [0.3 -

9. Click chudt vao hinh céi bla, dé s dung tién ich.
- Click vao Reactor, tim dén ban cuén World
Thay giatri Col. Tolerance=0.3

10. Vao menu reactor/Preview Animation
Ctra s6 Reactor real time... hién ra
An phim P d& xem hoéc dirng

11. Bé két xuét ra thanh Movie thi ban lam nhu sau:
- Vao menu reactor/Create Animation

- Vao menu Animation/Make Preview...

Thé laxong, ban da cé mot doan Video roi!
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9.8 Chir chuyén dong quanh khoi cau:

AudioF ot ation

Euler #v<

Linear Faotation

Lookat Congtraint
kation Clip SlaveR otation
MHoize Faotation
Orientation Conztraint
Raotation List

Faotation Motion Capture
Raotation Reacton
Fotation Scripk

SlaveR otation

Smoaoth Hatatian

I
Eaze To: I— ﬂ
E aze From: I— ﬂ
Tension[ 2
Cortinaity: I— J
Biaz[ %

Fiotation windup ™

4F |4

3

Cancel

b ake Default

i

1. Vao menu File/Reset

2. Tai khung nhin Top, tao ra mét khéi cau (Alt + C + S +
S) voi ban kinh = 30 (di chuyén khéi cau n ay vao tam cla
khung nhin)

- An phim M, dé mé bang bi én tap vat lidu

Click vao 6 vudng ctia dong Diffuse, click dap chu6t vao
Bitmap, tim dén noi chira hinh anh/ click chon anh nao
do/click vao Open.

+ Vao menu Material/ click Show map In viewport

+ Vao menu Materia/click vao Assign to Selection.

Pong bang Bién tap vat liéu lai

3. Click chudt vao thé Motion/ click vao Rotation sau dé
click vao biéu tvong [?]

- Bang Assign Rotation Controller hién ra, click chon TCB
rotation click [OK]

4. Bay bang cudn Ién phiatrén, click chon Rotation
Windup.

5. Click vao nut [Auto key]
- Kéo thanh trwot thoi gian dén vi tri 100/100
- An phim A, dé bat Angle Snap Toggle

- An phim E, @& chon Rotation (ho&c click phai chudt chon
Rotation)
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—Bend:
.&ngle:' 120.0 ﬂ
Dire-:ticun:' (il0] ﬂ

—Bend Az
w o Y Oz

6. Kich hoat khung nhin Top ro6i quay truc Z +306 do
(click vao vong tron mau vang sau do kéo ré chudt xudng
dén khi mau xanh kin hét thi nha chudt)

Chay: trong khi quay, nhin xu6ng dw6i thanh thoi gian &
d6 c6 biéu thi toa d6 cua 3 truc X, Y, z

- Xem hudng mi tén ti€p tuyén mau vang dé biét chiéu
dwong hay am.

7. Click vao nut [Auto key] dé tat ché do auto key
-G06-15vao 6toa dd Y & phia dudi.

An phim ? dé xem thr.

8. Bay gi0 chlng ta sé cho mo6t d ong chir quay quanh khoi
cau.

- Kich hoat khung nhin Front (an Alt + W dé phéng to
khung nhin)

- An t6 hop phim (Alt + C + H + T) dé tao Text (néu ch uva
rd cach tao text trong max ban c6 thé tham khao b ai cac
|énh vé 2D)

- Tim dén thé Parameter: sau d6 g & doan chir maban thich
vao 0 text

Thay d6i gia tri Size=11

Sau do click chudt ra khung nhin Front dé tao chir.
9. An Alt + W dé thu nhé khung nhin Front

- Click phai chudt 9hon Move roi di chuyén Text vira tao
Ve vi tri phu hep (O céc khung nhin)

10. Vao menu ModifiersMesh Editing/Extrude
bat gia tri Amount = 1.5

+ Text van dang dugc chon, vao menu
Modifiers/Parametric Deformers/Bend

-> Click chon X trong nhdm Bend Axis:
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/@ T
lTEHtD'I Hierarchy .
Pivt K | Lirkinfo |

[ Adqwpw ]
Move/FotatesScale; —|

| Affect Pivat Only
Affect Object Orly | H

— Align Pogition [Screen):

¥ < Posiion [+ % Posiion W Z Position

— Curment Object: —  — Target Object ——
£ Mininum £ Mininum
{~ Certer i Center
®  Pivot Point ®  Pivot Point
£ Masirnum £ Masirnum

11. Kich hoat khung nhin Top -> di chuyén Text nhw hinh
bén.

12. Click vao thé Hierarchy/click vao Affect Pivot Only

13. Tai khung nhin Top Vao menu Toolg/Align... sau do6
click vao khéi cau

-> xuat hién bang Align Selection
Lva chon cac thdng sé nhu hinh bén ->click [OK] dé chap

nhan céc thong s

14. Click vao thé Hierarchyiclick vao Affect Pivot Only d é
tat ché do Affect Pivot Only.

15. Tai khung nhin Top, An phim H, chon Text01 click nat
[Select]

- Click chudt vao thé Motion/ click vao Rotation sau do
click vao biéu twong [?]

- Bang Assign Rotation Controller hién ra, click chon TCB
rotation click [OK]

Day bang cudn Ién trén, click chon Rotation Windup
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[ - Volurne Light Pararneters

— Lights:

Pick Light  Fiemove Light ISthEI'I |

% olume:

[ Use Attenuation Colar

Fog Color, Attenuation Caolar: [¥ E=ponertial

Density: [2.0 =
Max Light 2:[300 2]
ki Light % IEI,EI =

Atten, Mul: [Z =

4F |4

*

16. Click vao nut [Auto key]
- Di chuyén thanh truot thoi gian dén vi tri 100/100.

- Click chon Text, click phai chudt chon Rotation v a quay
theo truc Z véi goc: -360 do

Click vao nit [Auto key] 1an nira dé tat ché do nay.

- Kich hoat khung nhin Perspective, an phim ? dé xem hoat
canh.

17. Tai khung nhin Top vatao ra mot nguén sang Omni
(Create/Lights/Standard light/Omni)

Kich hoat khung nhin Perspective, an F9 dé xem két qua.
NEu muon két xuét ra dang *.avi thi ban hdy vao menu

Animation/Make Preview

18. Luu bai nay lai dé lan sau dung tiép.

Tiép tuc bai trwéc (Tao chir chuyén dong quanh qua
dia cau)

19. Kich hoat khung nhin Front

- Vao menu Create/Lights/Standard Light/Target
Spotlight sau d6 tao ra nguén sang nhu hinh bén

* Néu chua vira y thi ban co thé click vao Spot01 roi

diing cong cu Scale theo truc x dé thay ddi cho ph U
hop véi hinh bén.

20. An phim s6 8 d& mé bang Enviroment

Tim dén thé AtmoSphere/ Click vao Add/ Chon
Volume light sau do click [OK]

- Tim dén thé Volume Light Parameter:

+ Click vao nut [Pick light] -> an phim H, click chu6t
chon Spot01 sau do click Pick

+ Thiét 1ap théng s6 nhw hinh bén
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- General Parameters
—Light Typg ——————
v On |S|:u:|t ﬂ
¥ Targeted 136,361

— Shadows

I Onl Use Global Settings

IShal:I-:uw b ap ﬂ
Inciude. .. |

| - Intersit/Color&teruation |

Multiplier: [40 2] |

—Decap
Tuope: I Inverse j

Start: [300 2| [ Show
— Mear Attenuation

W Use Stat[B00 2
¥ Show End: [30.0 ﬂ

— Far Attenuation——

¥ Use Stat[1200 %
¥ Show End [TE00 %

- Advanced Effects |
—&ffect Surfaces:

Contrast: IW ﬂ

Soften Diff. Edge:J00 2]

¥ Diffuze ¥ Specular
[~ &mbignt Drly

— Praojectar Map:

v tdap: Mone [

i
AT
LA LT

L)
& "
T S M L S

21. Click chu6t vao thé Modify, tim dén nhém General
Parameters va dat thong s6 nhu hinh bén.

- Click vao nat Exclude... sau d6 chon Sphere01 (qua
dia cau) sau do click vao nat [>>], chon tham s6 nhu
hinh du6i roi click [OK]

" Exclude # Include

& llurnination
" Shadow Casting
" Bath

- Tai bang cudn Advanced Effects:
Click chu6t vao nat [None] roi tim dén noi lvu hinh
may giot nuéc mau xanh bén duGi.
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22. Nhan phim F9 dé xem két qua

23. Kich hoat khung nhin Top

Vao menu

Create/Hel pers/Atmoshperics/SphereGizmo sau do
tao ra SphereGizmo I6n hon khoi cau mot chat (hinh
bén mau trang)

- Click vao thé Modify
Trong bang cudn Atmospheres and Effects click [Add]
roi chon Volume Fog/click [OK]

- Volume Fog dugc Add vao danh séch, click vao
Volume Fog sau do click vao [Setup]

{- Yolumne Fog Parameters |

— Gizmos:

Fick Gizmo Remowve Eizmu:-| ISpherEGiszEﬂ j

Soften Gizmo Edges:[0.2 3
—Wolume: 24. Néu khong thdy SphereGizmo01 hién nhu hinh
Color: P E : bén thi click vao [Pick Gizmo], an phim H, chon
wponential hereGi 01/ Click [Pick
persp[TO0T— 2| || SPhereGizmo01/ Click [Pick
Matepsfizef I:'DDD ? - Click chuét vao 6 Color:
2% Steps:| 2 V6i R: 151; G: 167; B: 245
¥ Fog Background
“Noise: Thiét 1ap cac thong s6 nhu hinh bén.

Type: © Regular ® Fractal © Twbulence [ Invert

Moise Threshold: High:[T0 2| Levels[E0 3]
Lu:uw:IEI.EI ﬂ Size:l'll]_l] ﬂ An phl'm F9 dé Render
] nifl:urmity:l 0.0 ﬂ F'hase:l 1] ﬂ

wiind fram the: wind Stengthc[50 3
° Fromt ¢ Back ¢ Left ¢ Right ¢ Top  Battom

Dong clra s6 Enviroment lai
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25. Bay gi0 can link khéi cau vai SphereGizmo01
- An phim H, chon SphereGizmo01/Click [Select]

- Click vao nit Select and Link (canh nit Redo), n
phim H, click chon Sphere01/ click [Link]

26. Bén phan kiét xuat thanh phim.
Va0 menu Rendering/Video Port

- Click nat "Add Scene Event"/click [OK] khi dv oc
hoi

- Click vao "Add Image Output Event"/ B ang Add
image.. hién ra click vao n(t [Files...] tim dén mot file
anh bat ky click vao file &nh d6 rdi click vao [Save] ->
click [Yes] -> click [OK] -> click [OK] lan nita.

- Click vao hinh nguti dang chay -> click [Y es] khi
duoc héi

Trong nhom "Time Output” dat gia tri:
Range: 1; To: 100 -> click nat [Render]

27. Boi cho qué trinh Render xong (khalau day)

- Vao menu Rendering/click RAM player

+ Click vao Open Channel A, tim dén noi chira File
anh xxx001 (xxx latén cla file anh) -> click [Open] ->
click [OK]

Khi d&load xong anh ban click vao nat [>] dé trinh
dién.
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