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2V mopovoa doknor Oa 0ovUE TG UTOPOVLLE VAL OVOYADGOLLLE i O10TOUN KATO KOG
plog xoumOAng spline, m omoio mailer 1t0 poro TG OOPOUNG, HE OKOTMO va
onpovpynoovpe évo véo Tplodtbototo avtikeipevo. To TelMkd oamotédecpa g
aviyoong M vrepdywone (loft) eivar éva ovvBeto (compound) avtikeipevo mwov
onuovpyeiton amd Obpopeg kaumOAes spline. Xto mopdostypo mov okoiovbel Oa
JOoKIAoOoVE VO, dNUOVPYNGOLUE £vov TvOKa KAVOVTAG YPNON TNV TEXVIKY TNG
avOY®ONG.
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1. Avoiyovpe to 3D Studio MAX, N av eivar on avoyytd, emréyovpe File | Reset.
Evepyomotovpe to kovpuni Shapes kai 6T cuvE el KAVOLLE KAK 6TO Kovumi Line.
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2. Eméyovpue v mpoPoAr Left kdvovtag 6e&l KAk Tave 6e avtiv kot oyedalovpe
dwtopn g Kopvilag, dmwg eaivetal 6to mopaKat® cynuo (v peyoldtepn axpipela
UTOPELTE VO YPNCLLOTOMGETE TO £PYAAELO snap).



3. T va avénoovpe 10 peaiiopd ot KopviCa Ba mpoomadncovpe vo amailvvovue Alyo
TIC YOViEG TOL VILdpPyoLvY TN daToun T™G. I va to methyovpe avtd myaivovpue otV
kaptéha modify (éxovtag mhvta emtheypévn tnv KoumOAn spline wov oxedAcaLLE).

4. T Vv e£opdAvVon TOV YOVIGOV B0l XP1CLLOTOMGOLVE £V EPYOAELD TOVL EYOVLLE ON
YPNOUYOTOMGEL G€ Tponyovpevn doknon, to epyoieio Fillet. To epyoieio ovtd
ypnoponoteiton yo TNV eneepyacio TV Kopueov piog Koumding spline Kot emopévag
Y10 VOL TO YPNOLUOTO ooV LE Ba Tpémel mpdta va emiéEovpe Vertex.
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1 ocvvéyela amod to rollout Geometry kdvo khk oto kovuni Fillet o omoio kot aAldlet
XpOHOL
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5. Evé Bprokdpacte 10N oty katdotacn Fillet, emidéyovpe apyikd ™ pecaio kopuen
KOl GEPVOVTOGC TO OElKTN TOV TOVTIIKIOD EMITLYYOAVOLUE TNV KOUTOAMON TNG YOVIAG.
Eravorlappdvovpe to 1010 kot 6t1g GAAEG dVO KOPLEEG TOL PpioKoviotl TAVEO Kol KATO
amd TN HeEcOio KOPLOT, £TG1 MGTE VO EMTOLYOVUE Eva omoTéAecpo mov Ba poldlel cov
aVTO TNG TOPAKATO EKOVOG.

6. Apob &yovpe dmuovpynoet T Olatopn G kopvilag avutd mov pével givar va
OMNUOVPYNGOLUE TNV KATAAANAN S0 0pOopY| £TGL MOTE OVOYOVOVTAG TN OLTOUY LOG VO
oynuatiotei n kopviCa. Apywkd oamevepyomowobpe to kovuni Fillet kot ot cvvéyewa
Byaivovpe amd v Katdotaon Vertex amevepyontounvTog Kot To Kovuni Vertex.

7. Emotpépovpe omv kaptédo Create kot emdéyovpe 1o kovumi Shapes. Emeidn to
KaoOpo pov Béhm va givar opBoydvio, Ba Tpocmadnow va dnpovpynocw pio opboymdvia
dwodpoun. ' to Adyo avtdv, emréyovpe 1o kovumi Rectangle. Kavte de&l khk ot
npoPoAin Front kot cOpovtag to movtikt dnuovpyeiote Eva opboymvio.



8. Avtd mov amouével mALOV €lval vo. OVOYAOGOLUE TN OlOTOUN KOTO UNKOG 1TNG
opBoydviog drotoung mov poig dnuovpynocape. ‘Exovtag emileypévn v opboydvia
dwdpoun kdvovpe kMK oto kovumi Geometry kol 6T GULVEXELN OVTIKOOIOTOOHE TNV
emhoyn Standard Primitives pe v emioyn Compound Objects.

w| | A @@ T |
(0™ ¥ & 0 3% %

Standard Primitives LI

r Standard Primitives
Extended Primitives
Carmpound Obiects
Farticle Systemns
Patch Grids
MNURES Surfaces
Doars

Windows

mental ray

AEC Extended
Dynamics Objects
| Stairs

I Fectanglel .

9. Eméyovpe 1o xovumi loft yio va eppavictel avtopata to rollout pe T mapapérpovg
avOY®oNG.
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‘Exovtag Mon emieypévn tn Odpourn, ovTtd TOL OmoLTeitol €ivon 1 EMAOYN TOL
oynpotog mov Ba avoymbel. o to Adyo avtdv, kavte KAk oto kovumi Get Shape ko
ot ovvéyeln emAéste and ™ oknviy ™ dwtoun mwov Bélete va avoywbel. To teAikd
amotéleopa Ba elval pia kopvila Gov 0T TOV PAIVETAL GTO TOPAKAT® GYYLLOL.

10. Avtd mov pével tOPO vo. ONUIOVPYNCOVLUE €lval TO TEPLEXOUEVO TOL TivaKA.
Emotpéyte ota Standard Primitives kot emhéEte 1o kovuni Plane yio va dnuovpynoete
) Pbomn mhveo oty onoia Bo toroBenBel 1 ewkdva. Xnv mpoPoin Front dnuovpyovpe
éva Plane, 1o omoio va €yl péyebog Alyo pikpotepo amd to péyebog e opboymviag
dwdpounc. To teMkd amoTélesa TPEMEL VAL vl KATWG £TOL:

Perspective

11. Tw vo epappdocovpe LAMKG GTOV Tivako Tov HOMG ONUIOVPYNCOUE UTOPOVLE VO
ypnowonomaoovpe tov Material Editor, o omoiog eppavifeton matmvtog 1o mAnKTpo M
and 10 TWANKTIPOAOYO (o€ emOpevo paAnuo Bo TEPLYPAYOVLUE E TEPIGGOTEPES
Aemtopépeteg Tov Tpomo Asrtovpyiag tov Material Editor). EmAélte éva delypa kol ot
ouvéyela péow tov rollout Maps kot g emioyng diffuse color kévte KAk mhve oT0
Kovumi pe v etkéto None, €101 ®ote va avoitel o Material/Map Navigator. Mg tov
Material/Map Navigator £xete ™ dvvatdmnta va avoifete £tolueg PipAtodnkec vAK®V.



Mo va ypnowonomoete pio and T1g PrpAtodnieg mov cag mapéyel to 3D Studio Max Ha
npémel vo emAEEeTe apyka Mtl Library kot otn cuvéyewa to kovpuni Open. Zto moapdbvpo
dtdoyov ov gpeaviletarl propeite vo emdé€ete pia Piarodnin viwkav. H Biiobnkeg
vAMK®V ¢ ékdoomg 2009 Bpickovioan otov @dxeho Program Files\Autodesk\3ds Max
2009\materiallibraries. EmAéEte ™ Piprlodnkn 3dsmax.mat kot otn cvvéxeln amd To
VMK mov Bo epgoviotobv emAéEte Kdmolo mov Oewpeite kotdAAnAo wy éva EOAo,
KavovTtog OumAd KAIK TAve Tov, MoTE Vo, amodobel oto detypo pog. o va arodmdcovpue
TO VMKO TOL Oelypatog Téve oty kopvila apkel vo cUPETE TO detypa Tvew G€ auTh.
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12. Ta vo OMovpyGOVLE TO TEPLEYOUEVO TOV TIvVOKA EMAEETE £vol KatvoOpylo Ostypa
otov Material Editor kot akoAovBeiote axpifmg v 1d1a dadkasio mov akolovdnonke
TOPATAVE®, EMAEYOVTOS TOV KOTAAANAO YApTtN (£1KOVA) Kol amodidovtog To VEO VAKO
mhvo oto avtikeipevo plane.

13 Av kdvete topa Rendering ™ oknvr| cag 1o amotéleoua Oa mpémel va eivor KAmmg
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