IDSMax ol s 5a

o> M (0 1 i s

Jo &> 50

3DSMax2008

& o GAES (6 i (5B )3 dunange

WBhoito I 1)U



f/ P S Tl . \

s M 63D S MAX L o 55T o6y 2l pis
ATAF L);(-r:—- J:"i'; I.J..:Lr- LC,‘!J‘; )L Solaslt.
‘,li_‘_;Lfﬁ..,d)J.'g- i) gaza s YO Isfh& il
BYA-AFFFPP-AYO-T WSiLs
U et e Lm s -
Fapls U \-J-S-l SIS sy

o e A
7S SIS g i

TRAR V7ot 10 XS g,

CRIFAF L s sy,

\ VORTAYY ;L s ST s /;

AUTODESK s

WShamme Sla udips i) 4
Lte b Ll 2t

%ﬁ ool _(‘l]_
@%‘ﬂ‘% VAP Oltewa s -l iple 25 W

Sl ¥ CD saa 4 2 wile shLagil

free S 0558 s 20

e BB

FAFAIA-FFFATFOAA JoJJ WY J)L; u.:..i.;.ﬁ:- 4.1‘-; (L"..l.'l)}}i VY le,_.,- ch..a')u.;i .,)LL;:— éﬁ'—“‘ JJU [t YRt |
Tl YF .'_f)".; ‘Ls"'::":'T 4;‘-; R 255l o c.L;J":'lJ Aoy Ol ;.._;)LE.:l bl O yg0 it
FEFAFARY  —FPASVEY ua.L?



IDSMax JalS gz 50

bl g0 doudilo
sla Jomo colow sLaylidlp ¥ 1 yaiedyud 51 o5 3DSMax

il o0 (5 P gapolS Sl s 5k Sl g (plianedil g

3% s aalls 1380 i opl Fuguer o dsus 39,9 L Jlw 2
wlosg o]

ol slzl g s bl (Spaa b U ond (grw DS (0 50
SLid (il At 399 iy 2 e oo LT e y08 13810 5 01 b 1, Lo
Ot 9 By L Lisialne Lol oo ylpds g s (6,15 gunst
| S Codlead o) @ gamr ¥ e ol )0 Silel g sl

St 5 Wlosoa—al, o 45 p 3 5 j0ke g juy 5l el o3 LG o
3 S vyl ol Al 1) ST oS 1300 (55b (s3g0T e
s LS e T b Wilodgs (po ol ot g 5L o5lg0m 45 wal>
g e 30 n (Lol 2 lebl ) U o jlgon 45 o Slilo s o LASI S
e s Gty Ao Sl pil0 o0 05V (e ailodto 518 (55 g oyl
U] IRESA LR PR Sk S [PX S5 SC RN BON TP BERCPIAIPY 1| JCH P

(oo Lgilb



3DSMax Lolf g o

Introduction:

3DSMax is one of the most powerful software’s to create 3D
models, animations and computer games.

Every year you can see some new plug-ins and tools which are
added to new versions of 3DSMax. Working with this software is
not easy, however I can promise that by your perseverance and
effort you can go through it easily and learn it fast.

This book is a reference guide for any artist who wants to learn
ins and outs of Autodesk’s 3DSMax.

This comprehensive book covers every feature and it’s leaded
by professional techniques and complete projects.

[ would like to appreciate my parents to encourage me through
whole my study well, my great brothers, Hamid and Hamed, to
support me go further than what to imagined and all those who
are involved in this majer work. '

Hani Mohammadi
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