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als MAX

Introduction - The J0Q Max

O User Interface

v Viewpoints
EI]I'nITlEII'Id PH“EI
¢ Viewpoint Ul Elements

2) File & L |]j BCts

~ acene File Manipulation

¢ oimple beometry Lreation & Pivot Points
v Ubject Urientation

¢ Modifying Standard Objects

Selecting Ubjects

¢ Urganization of Objects in a Scene

3) Transforms

© Transtorm Tools

¢ Iranstorm Base Point \
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0 Loordinate dystems

o [Other Transforms

Align
© Lloning Ubjects

' Applying Moditiers

» Loncepts of the Modifier Stack

Modifiers

v Lollapsing the Stack

| ow-Poly Modeling

¢ [Objects and Sub-0Objects

Sub-lbject Levels

> dmoothing broups

¢ Using Subdivision durfaces

Shapes

> ahape Detinitions
> Basic Shape Lreation Functions

Editing Splines
¢ Adding dplines trom a Shape
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> Segment Editing
2 Vertex Editing
|_|sing SthE Modifiers

) Lompound Ubjects

> Booleans

~ ProBoolean Uperations
> Lofts

2 dcatter ool

8) Modeling in Architecture Model

0 Units Setup

> Modeling the Couch

> Importing a LAD Drawing
 Modeling the Lounge Chair
> Lreating the Walls

o Lreating the Doors

2 Lnits Setup

v Lreating the Window

¢ Adding the Floor and Leiling

Animation Basics

2 Zd vs 3d Animation
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0 ime
Y Keyframeing
2 Auto Key and Set Key
o Track View
2 [ime
Ease in / Ease out

Y Arcs
’ decondary Action
¢/ Anticipation
> Follow-through & Overlapping
¢/ oquash & Stretch

' Exaggeration

) Hierarchies

> Mechanics of Movement

0 Linking Ubjects

2 achematic View
' Hierarchy

Materials

~ Introduction to Materials
o The Martial Editor

Material Types
Y dhades
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> Mapping the Louch and Chair

> Mapping the Window and Doors
’ Material Types Adding the Floor and Leiling

12) lsing Maps

 Maps in Material Definitions

' Map lTypes
> Displacing Maps in Viewpaoint
v Mixing Maps
o Mapping

" Unwrap UVW
> Render to Texture
' Using Maps

13 Lameras

> Framing a shot

~ Lamera lypes

Lamera Lenses

> Lamera Aspect Ratio

) Perspective

2 Lameras

- Lamera Angles

The Moving Camera
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Lighting

o Light Types

- Lighting Technigues
2 Light Lister
2 Three-Point Lighting
) Selecting a Shadow Type
> Atmospheres and Effects
- Lighting

) Mental Ray

> Mental Ray

o The Arch & Design Material
¢ Lighting

'~ Mental Ray Renderer
Lameras

¢ Final bather with Mental Ray

2 aafte Frames

’ Mental Ray Materials
* Mental Ray

hendering

’  Rendering Setup

> Rendering \
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[ime Output
Hutput Size

’ Ram Player
> Batch Render

Retraced Reflections and Refractions.
Rendering the Interior and Furniture

17) Animation

Animation Controls
o Walkthrough Animation
2 Animation utput
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