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Introduction to 3D Studio Max

Lesson 12: Using Reactor

Lesson 12: Using Reactor
12.1 What is Reactor?

Reactor is a powerful plugin for 3ds max, which allows the user to create a number of physical environments with great ease such as the effects of gravity and collisions. It originally was a separate plugin that users needed to install on their copy of 3ds max but was integrated as part of 3ds max since 3ds max 6. 
12.2 What can we do with Reactor?
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Reactor has five different sets of tools which can help us create realistic animations with ease. Firstly the Reactor toolbar can be found on the left side of the interface, or alternatively found in the menu bar under reactor. 

There are three object sets: Collections- Physics – Constraints.
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Collections: Collections are used to define the type of objects which will be affected in the scene. For instance, the rigid body collection is used to define which objects are rigid in the scene, whilst the cloth collection defines which objects will be cloth in the scene.

· Physics: These objects are linked to the models in the scene to create physics such as water, wind and car simulations.

· Constraints: These tools add more realism to the physics in the scene by adding constraints such as car wheel constraints.
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Next, we have a set of modifiers to help control and modify the reactor objects. Finally we have the animation tools which include a preview option to give an idea of what the final animation will look like.
12.3: Step-by-Step Guide: Creating a bowling scene:
1. Insert a Box from the Top view with these parameters: L:205cm, W:975cm, H: -10cm. This will be our bowling alley. Rename the box to alley.

2. Draw another box on top of the alley (try using the Autogrid function) and move it to the far end of the alley. L: 180cm, W: 300cm, H: 130cm. Rename the box to ramp.
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 Turn the ramp into an editable poly by right clicking>Convert to>Editable Poly then choose the vertex sub-object and select the top two vertices facing the other end of the alley.
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Draw a sphere with a radius of 65cm and place it above the ramp. Rename it to ball.





5. We will now draw some cylinders to use as pins. Insert a cyclinder at the end of the alley opposite the ramp  R: 17cm H: 120cm. Create 3 copies of the cyclinder by Shift+dragging. Continue using Shift+drag to make 10 pins in a 4-3-2-1 fashion like the image below.

6. We have now completed the scene, and we will start using some of the reactor tools. On the menu bar, choose reactor>Create Object>Rigid Body collection.

7. Click anywhere inside the scene to insert the RB Collection.

8. With the RB Collection selected, go to the Modify Tab and click add to choose all the objects in the scene. 

9. Now we will assign masses to the ball to make it fall on the ramp and collide with the pins which we will also give them a mass. 

10. First select the ball and go to the Utilities Tab (the hammer) where you will find the reactor options available. Open the Properties drop menu and change the mass to 85kg.





11. Repeat the same procedure with all the pins and make their masses to 10.

12. In the reactor options tab, open the preview and animation drop down menu and click Preview in Window. In the preview, we will see how the animation will look like with the ball rolling towards the pins and colliding with them.

13. Finally, click on Create animation to add the keyframes in the animation bar.

14. We can now render the animation and save it as a video.
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