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Lesson 1: Introduction
1.1 What is 3D Studio Max?

To get a clear idea of what 3D Studio Max is, let’s break it down into three sections:


3D: 3D means three dimensional, giving the user the ability to create digital models on the X, Y, and Z axes (the width, height and depth axes respectively). 

Studio: All studios consist of a set or stage, where certain backgrounds and props create an environment and mood. Lighting and cameras add more feel and realism to the scene or environment. Last but not least, you have subjects or character to tell your story or send your message.

Max: Giving to the complex nature of the programme, it has many nested menus within menus with an enormous amount of options and commands.

Therefore, we can say that Autodesk 3D Studio Max is a programme specialized in creating digital realistic 3D environments and animations.
1.2 What is 3D Studio Max used for?

3ds Max is one of the most widely-used off the shelf 3D animation programs by content creation professionals. It has strong modeling capabilities, a flexible plugin architecture and a long heritage on the Microsoft Windows platform. It is mostly used by video game developers, TV commercial studios and architectural visualisation studios. It is also used for movie effects and movie previsualisation.


In addition to its modeling and animation tools, the latest version of 3ds Max also features advanced shaders (such as ambient occlusion and subsurface scattering), dynamic simulation, particle systems, radiosity, normal map creation and rendering, global illumination, an intuitive and fully-customizable user interface, its own scripting language and much more. There is also a plethora of specialized renderer plugins that can be bought separately, such as V-Ray, Brazil r/s , Maxwell Render, FryRender and finalRender. (Source: Wikipedia)
1.3 3D Studio Max Interface
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At first glance, many may feel intimidated by the sheer amount of icons and menus across the interface. We need not to worry about this, as many regular 3ds max users don’t use all the menus in the programme.

Let’s now have a closer look at the six sections of the interface:
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Menu Bar: Like all regular computer applications, 3ds max has a menu bar where the user can find most of the options and commands.
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Main Toolbar: The main toolbar in 3ds max consists of the undo/redo commands in addition to selections tool including the select and move and select and rotate commands. All of the tools on the main toolbar are generally tools that can scale and edit the models in the viewports. 
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Viewports: 3ds max has four viewports by default. Each viewport is a ‘window’ looking into the 3D space or environment. The user has the ability to switch between the viewports and edit the 3d space. The perspective viewport (usually located at the bottom right) gives a 3D view in addition to showing smooths and highlights whereas the rest of the viewports are in 2D views and wireframe. Wireframe is the ‘skeleton’ of any 3D object, as it shows the structure of each model and the number of polygons it contains.
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Command Panel: The Command Panel is the most likely place users will start from in any project. It consists of six main tabs (Create, Modify, Hierarchy, Motion, Display and Utilities) and under each tab are many sub-tabs and menus. Thus, all commands can be found within the Command Panel.

5. Viewport controller: Found underneath the command panel, the viewport controller allows the user to move the cameras in one and/or all of the viewports including zooming in/out and panning.
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Animation Bar: The Animation Bar is located at the bottom of the viewports and it consists of a timeline, where keyframes can be added and edited, a graph editor that is used to edit keyframes to make the animations look more natural and smoother, keyframing tools and a player control (play, rewind, stop, etc.) 

1.4 Step-by-Step: Drawing a Box 
1. Start 3D Studio Max.


2. Click on the Create tab(the arrow with a star) in the Command Panel and Choose Geometry (the grey sphere highlighted in the image on the right)


3. In the drop down menu, make sure that you have chosen Standard Primitives, which are the basic readymade models in 3ds max.


4. Click on Box in the Object Type Sub-menu.


5. In the Perspective viewport, click and drag to draw the base of the box, then release the click to move the mouse upwards to give the box height.


6. After drawing the box, you will notice that there are new options in the command panel. We can use these options to change the size of the box and add segments. Change the size of the box to:

i. Length: 60 cm

ii. Width: 40 cm

iii. Height: 40 cm


7. In the Top, Left and Front viewports, you will notice that the box appears in 2D form and that each side as one segment only. Adding more segments helps the user deform and edit the model with more freedom, whilst adding too many segments makes the model much more difficult to edit. Change the segments to:

i. Length Segs: 3

ii. Width Segs: 3

iii. Height Segs: 2


8. You will now see that the box has more segments at every side. Choose File>Save As and save the file as myfirstbox.max.


9. Close 3ds max. 



The animation bar and on the far right, the viewport controller
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