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A simple project
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A simple project
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Animation section: the basics
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Animation section: the basics
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Animation section: the
basics
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Animating objects
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Animating objects
tAnimationiE ez i » A
B “Lights” #&4 o

Bt ’f?%—ﬁ LRV -ﬁ Y R?'JM%c
A Pomt Light” - % #2t
FRRY et Li‘]xzﬁxmp
Hio A PEB Lk
”prgﬁﬁﬁmm*ﬁ—®
Li

h
Q)

\1

FEE & “Move” erfiiss @ >
“gﬁﬁl—ﬁk:ﬁﬂ’»wvh Kl N

FO

-

GIDT ARG AL 7 oL BLE A B % 0 ST L FNLT 5 A B0 L AT R F YA B o
BEEAXIT G P AE o BAYABT UEE R £ k.

AR EAL - B FEEE G =2 9 “Objects” &4 > BHiE toruss # o

EPEGFIIRABA - BE S 2 RF MBI 0 AT SR e
LR

ERAK Y o 7R B hframe 0:hy 3 %
3 - Bkey frame’ v TR KR L AKX ]

’i?il,éo

EFRERAHABESOEE S e KT AT 2R

C 1 iEF| L “Ind it o

i# Key

AP B 1R A
,lj_';fg_ﬁ

frame o # & = ¥] % 100 % frame
HEHE I F el o

B S EFTI- B BB WA
B AT U o AP E G F - B
LF 4 S a‘«'i»" = 7 eheg T4 (lock icon)

T BB G )xﬁﬂm— = o

TR e d HP R AT o FRIPEH L L ART LB BB T
%500 frame > £ BHEAABLIF kg o @pFF 2FEF IS Tane0 1100504 § B s o
o BT AEA| T “Play’ 4 42 @ iR v o

19



Animating objects
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Animating objects
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Animating cameras,
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lights and values
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Animating cameras, lights and values
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Animating cameras, lights and values
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Animating cameras, lights and values
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Creating your first project
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Creating your first project
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Creating your first project
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i % “OneTime” channel® “Start 3D Scene”
& Loop” Fl4%iE% o #-v @25 “One Time”

Creating your first project
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Creating your first project

Executable Dptions

= Self executing project [click and run)

" Project Installer (added to start menu)

— Installer option:
Default installation folder:

IC: 4Program FileshHuest30 4D efault

Start-menu path: [Foldertitle]

IQ uest30Default

¥ Bur project after installation is completed

' Screen Saver Installer
— Screen Saver option:

Default installation folder:

IC. “Program Files\Ouest3D4My Screensavel

¥ Alsorun project in small screen-saver preview window

I~ Dot let windows stop the screensaver when the mouse is
maved or a key is pressed.

= Wwindmp Installer

—Windmp option
Default installation folder:

IC: “Program FileshQuest30NDefault

0 Uimanm 2.4 € inamm 3

IV “wamn user if Directi 8.1 [or later) is not installed
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VEfBAT o kTR

BT ok APRER iﬁ%]
PREAET

g1
s%’lﬁi&{f“ PR AL e A

“Options:-” #d= - k { i Jﬂ:;{ o
E# “Screen Saver Installer” #i 4 F4%

AR o T “C:\Program
Flles\Questh\My Screensaver” # i R &‘ %
Tk Feni= ¥ o B “Also run screensa-
EIE > FEB Y REaST Y itwindowsﬁﬂfa}t
TEF Y T UARERZ R o

F‘:Ok FERRE K o W qublish screenii ¥
# “Publish” L:': ¥ERmgml o i

“Close” #r¥ % % E Q%ﬁ%}_{'lﬁfl,ﬂrh%
o7 UE AR f"LE'II?—Q i o X B
GERES S 3oF Ee eL b SR i
e v oo



Object section: the basics

Object miZE - Rz,

u—r'rnjf;z Id ,3\.,rs¢g_§ P gofe f bJect%ﬁsg“ 5 7,,frl, ;;%ﬁ?" ‘%?i“g%#ﬂf"m
PER R M 2 La B E .
— A =21

LBz o AT q_ﬁs‘J /RO G e A o B Quest3Di > 3D iE e A F d
- & 7ldchannel #r= » ¥ R IE D#‘r? A o U F AT P 3D E o B]4e3DS
E S

l
Max s MAYA£ 3D# & & 3¢ & 1#* & o
PRI BEs G AR ? ik d oA o blde s - 5303 nlsta G B u e A e
%\i#%fi’,r‘u{é\‘-ir“?J S U AT N R - B e L VA T S
# - B4 %42 (surface) *&- & i E—

channelehie & o iﬁ"s hiom 2 E 4
4% % éhchannel o % & 4 4o} 40 e o5
B RBZEL - BE- La it
BRT RO R F AR i

B F oAt aki i A o

FL AP ook % PG sk

(vertices) o 4 247} 4% § chgEh
(Vertices) » s se#-2 & { % pFfF %
. pF % B (render)

Quest3Di2 > 35 % ehd & b it (surface)
BEXN- B iE o H- hpp ¥ A
animation i BB Hom £ 5 2
(surface) # aAk## » 2 2bv A 34
9 9 ¥ jpA denge & .

#- p//.__ TG FATa28 s 5B st gk g e 2

- AR R S R o 5 - B 42 (mesh) o fQuest3DAL RS
# 2 F# ‘Object Data’ - izfchanneliLé 7 1 75 B~ % 8772 pEB T 4L -
(vertices, polygons % texture coordinates) o dt ¢ » H s ch3 it S pE@H - & - B
PR S Y- ﬁ#'“#*4#P°%%%w%ﬁ%’ﬁwﬁiiiiﬁ%kﬁ%ﬁﬁww
I R ] efafiire o ﬂ3$ﬁmﬁmﬁ g%ﬁﬂ% B R ERE I Bt A e (5 R0 R
Poo gk AT - SRRERIE Y DIRINIRERI A 2 Y G e R T

’L‘J«_Iﬁ‘u* g » 2 E Y o BdFan VG ’*DlrectX( X) ﬁ‘q\ o hfrREE kA s G 3F S mﬁs?]
ﬁi}%ﬁ;\ (exporter) » v 'i’iﬁﬁﬂ X B HE
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Object section: the basics

P EHRERAL

PR R G F ST GV e e s
FdBIDP 2t B Bl o BBIBE L :
L 7; ”’“’r”ﬁ it m,Fi_Ei ’ -;Fiﬁ@;p" 1

EH L R 2 o

HARET Sk L HE g
o T EER I GEL o

HEEY GG A ARG &
SofEengd 2 o7 Object 3D view” H

T I hIEY g i

@” animation 3D view’ R % & %
& aREf > {riE fanimation%hiE % -
channel % &% ¥ g & ¢ #Th 7 h
ik-Fa o

Fl= Object syl F @ 3Di X 4R if B eird i

“object 3D view’ AREET ATEBcne it TR A EhERY ¥R ER A AR FEES D
KEFFRT > 8 4ot o B EEY 7 - B2 RETF IR Y L o BIcEERL S E S
2 fm B #-¢ fofE &7 animation 3D view” ARF ALy Ileh- ko & 7 object 3D view”
Ao R - BRI R i o

“animation 3D view’ M7 B L XEF o S HRELT M ATFHEL Kol T o (FhRiES
Fo s (F o BAiEenE F 0 X0 B B D kAR R (Glhed ok BRASAES ) o P
AP R BART P B Ak

“3D view #2413 50

AN Alt 1 B2 4¢
BT i Alt 43 B2 4¢
XY A 8 Shift +F &0 % 42 %t
Y s B Shift +F &7 42
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Object section: the basics

e BARREET e A 6 B o HTERK (material) o BET 11k
71 0 bldediffuse color, emissive color, specular color % powerfralpha

2 B
0w =
AW
ﬂl

# % % (surface window) 3 &%
AP A BREGUT R RGN 2
ﬁ?ﬁﬁ—E\F HEk - LanE o

FRUBE s GlAC i 2 8 L LR - b
T

PEBIARE ( “texture” window) R3F[Eic%d & RERIK T o B «&mz%%?}mﬁf}\ A
NE o ABLG LY wfﬁ?é?]%] (several texture stages) ° % £ R:EWA ¢ ﬁifé_ ’

MeipPp G % 3D+ @ R o X BRLRIA T B G A P&rﬂ?é«Fﬁ?] ~ P RERIHCE 2 R S

S S PR B el R bR f e B RRE s P R

EPARRERA 0§ EEEL S TR A AP - BRERIFF ?é@ﬁ-ﬂ #E* PR ARk
M -

BE Gt o BF S B REWE B o BB Y BT P W cPREBIEEE A L M
S DI T il e PR S S e
BET PR~ R MI A G P2 o

tet i & (materials tab) # &i%& =
(Materials) & ¥ - fdR T &gy 2z o 47
?ﬁ';{?\rﬁl fe 4
L #HF (Materials) & f & A 9 §4» o o BApR ALk * ¥ 4 E (Shader)
LY AR ST s s A
® HF (Materials) A4k £ F - FEMPFEF I penb 2 £7 %
wiptkihe 36 0T ¢ P H ié;%%fi?‘hrg]
® i (Materials) € AFF AT AR K  ZEEF R R T ’ji‘!t',-&r‘PE-
Ex* - SRR E S o
® 1 (Materials) st dig p3RcndF T RERIA - & ¥ chd o £+ RLRIER ) 380
REIR] 4 2% o

i FAREGR A o 2 e TIE
gt B (Materials) 3= %21 - #ehd 6
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Defining the looks of your object
2 2L /4
Kt 2 it B

LT g b P o ARt~ — iBchannel HiE o & 3 - B g o AR AR
-’a@,frvkrﬂ[‘ﬁc? \imzﬁ,lﬁ,lpkéﬂggﬁ ’fr’?‘(ﬁ.}:ﬁ?]zﬂ,g, j\—?*?é‘@f'*’"" °

Step 1: §* » channel# 2 “Porsche. cgr”

Ex#Quest3D > @& % L 2 B R 465 B > 23 Plobject iR E o

ifile ¥ ¢ P~ “Open Project---” > §¢» 3% “tutrial / Defining the looks of your
object” F# A ameauh%k “Porsche. cgr” -

* o REEIDAT ;. .g PALL P B gt RIEAREE R RS B o @7 AL B R et R
o RPAT/PBAREE o FAERE S 5 BT e A OB S gk o

FAMGRERLR S E D ETIUERET object 3D view “RFAMEFIN AT 2 it H
¢ gﬁxx\, W Fo it o

Step 2: BEFZw hppd

EHTD DL (body) %% 71 o sehoh P 2w FIE S T4 51 BE S TR B~ st
3 &5t o (Diffuse, emissive and specular) - # fhfd @ ﬁfﬁ ¢ ’QuestSD g 4 P{
F 500510 - BBk TLEE W - M4&0 FI255ek SNk e b oo s H AP A
BAE R R 'vxF#i‘f"" AR I

» 18§ AR TN B 2 Porsched S5t enddsc o BAC G B ARBEPF 0 § LR TS B F 5
%;%ﬁﬁ

S8 o BLEE R ko ARG A BT 8 E Stk o
?Q?@‘,Tﬁ, Srnd o 2 B a TR RARE BespeculariE i o Bz BA SRS DR LS -
e vl - AQB’»"’v)z—gk:}:énshlftégffg ’ *,ﬁ"&;}'afﬁﬁ e Bk o
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Defining the looks of your object

Step 3: & EXKTHEPI

K2 Ee & a3DARTALERD F > EPT PorscheGlass” # ¢ -

gLiE Surfacet: M k %hiEd & 5/
ER Aeransparency TR EH Y E
# ‘Multiply” - i&Bx% & T4
ISy ¥ ”ﬁz\m!’ﬁj Jy
6 g d fpie - AKET o

-F

ARy oF S BE P HGT

FH# > Gl4c: “Alpha value” ,
“Alpha Image” , “Add” =%
“Add smooth”

iﬁf' }'T oy 1T
m% a, Hkad 57
ir“q«;;‘l’ﬁ :t.z‘_ﬁl’/#“’r}at’ﬂ#%fii e o , .
3DHCA| e ¢ o d 3% AQuest3DiE > Fl= ©# &y Multiply transparent 77
“i s kg RLE G o ey Porsched

HehE G o A A TEe L e

\ I - ) Ei-)

-\y}
@
g
=
B IRy
»
o b
o

Step 4: % & £ 373 pL)

Bl o AL B S e A SRRER] o ¥ - SRRERINT B LA Db e S % o S0
B ZAREIE S %ok o

E L ORI “Texture” © BT RIET g:gkg&gﬁl » pEB F]Quest3DAL G o #7F e
Pé?] Tig 75 fev (DX8 Textureschannel -

2LE 4 “Load” ﬁiﬁ:’ﬁj%—?‘g ATEOREW] 5 & BT U BRE 30 iERL %’ﬁ Hh
Pk oo - B —IM:FJ; A2 iF B Pamt ipg” AE B FF RS IHERS
F s g F - BB RER T IR T R o

AP P BREBIZ Y IS MBI e RS B o @ F U > AE Y RER R eng AR ARYF o
A AR PR TF R L4 £/ “Properties” o EIE R BCGTRAEB B AR T ET
PCBPER R ) R ) s BT o

RG] B R BT ““‘?HEI?‘ rEn e U X g s RER A A ] e gttt s -
B jpg e ePREMRE * el < o o e BMP 25 PRERI- tRep o
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Defining the looks of your object

BF 0 FEE S KRR ehL o]~ "% MIP map levelsthiici
ARG AR D ih o 2o AR ] pb Bl AR A AT 7

m

&
)

FRGGREW o kT A R H
}_—e

JEIEH ¢ EP “PorscheBody” # & 4 [ B e & v s |
£ o FB 2 apL B (texture
tab) - I ¥ FERE &R ¥ - REEK
(stage 1) -

PR 1 LR
-

Quest3Di * UV mapping:ri:Bl > 3 A

Bl B pbF - BAe T et G2

B UV mapshbm@l » TR EHEET UE

BELE LB 5 TR F o b

oo ARV 2B R 500 F B AR

mSDL*ﬁ—ﬁA’i“"“ © R Wihw P54
fsizBaiEs 500

Bz BB E

i B ECR T B~ FRER e 0 F A A Quest3DAL @ np:.?éﬁlp!{ T o Mapplngm’r 50
o vEEEHERRGS N o AP A0 EH “Planar YV i BEBlen= 2 > &0 3 2 4\4&
2o Pt P RBEBRER -
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Defining the looks of your object

Dptions )
‘Hilmwmmmw| 22 as0@ a0 @ Orintioss [ @eainone [0 H

Material | Sufece, Tedure | Dbject 30 View | animalion 30 View | Testure List | Smant Susface |

msge
[Fartes

&l Mapping
[Coordsetn =l

] Eo— Y
) —

o [sae @]
v

12}
[Tiling = I -
I Wiap U T Whapy
Mazpping
[Panar v =
[ Color Blending [Advanced] |
[ alpha Blendng [Advereed) ]

D PorscheFlentueas
B Parschetlas

B PorscheHeadights
B PorscheMinar:

"B PoischeParkinglights
D PorscheRairG liers
‘al ParscheT ailights
‘

I B
HZ FEF77 S V3 o

APIRIE 3 AL RS FES o RAg AP apkBl i s £
o FIREBRERIC S5 A G EI (T L& 0 TG - Eoaf Sk
Pt FHR4 (material) &  #diffusednz BA B HREEHEF|E L o

g
50 e

R
(e R ey

MATRD D ngpd © SHRDFIMA Nk APLEEFR BHE A A KD
RER] (move and scale) ~ 4% TH Y - Bikp > FHFHBF R EEFE  BE- T e o
Rt o FH B4 TR B R M e KRR -

ARTIF-B309 %ﬁﬁ] » j¥tutorial 4L ?M'ri‘l'_i‘ » ¥ - SERLE: “Reflect. jpg” -

P “PorscheGlass” # & 4 12 » L jd = > cFpLBIR#HAZEH % - MK (stage 2 ) - &
i%'lﬁ’v‘lli?']i‘)‘ Rk Bl S5 ) B D% pEEA o iUV Set 07 ehT R EH ¢ E B

“Reflectionmap (CamReflvec)# it o

T RERIK A AR BN IRRERIF SR A G R o - BF KRBT Sk .
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Defining the looks of your object
d R BHCA A PG B Kend G o AP At P4 5 R4 (Surface) 0 F
transparencyif ¥ ® #£3 “No transparency” -

I FR#P (Material) > #E P~ “PorscheBody” # & » £ 2 U 4 — L&z > R L
FA KR - B o A o -

1% Quest3D Professional 2.0 beta 2

Ele Options Secions Help

‘W aw w2 R %00 @ ||—@Mm @cavios ||—_lnhem v

Testure Lit | Smart Suface |

Matesial | Suface | Testure | Dbiect 30 Yiew | inimation 20 View |

"D PorscheBiody
D PorscheFlestueas
B PorscheGlais

B Forscheteadights
B PorscheMirors

B PorscheParkinglights
D PorscheRainGullers
ﬁlvummralms
‘

[ s EIE
F= FF Ak 2 £ bfEL R 7 Porsche? + .
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Using multiple files

- B4 Bt FRHA

Quest3D ¥ r3E & id g A B 230 3 % dhchannel groups © i BSHIEET Hﬂ*ﬁfﬁ']
LA AU S B R BT L ABE N BRI - p A

&ﬂwwﬁﬁ?iﬁ»ﬁﬂwiﬁm@eﬁkﬁﬂuT%ﬂ@:MMMM%ﬁﬁﬂawﬁ
¢ channel #+" & “channel group” - - ®channel group® - B ¥ B %5 % o
Quest3D¥ 11— =t Jp P AJIE % chhannel groups ° M — L channel groupﬂﬁti\ » $]Quest3Di 42

Namis o umﬁ,r wApFEmg e (4% 1§ 255%) o § - fBchannel group
A %QuestBDfs? ST AR AR LA (pool name) ixpu?’f’é o @ 7% ¢ichannel groups
FOEEE b BRG A S e JlAe kg BAFRe 0 E Y &Re i o § G~ - channel groupfé >

vI- B L §-lm 3 - B&F g = (pool) °

ol

BB GARG 0 AP g & * 5 Bchannel groups kR IR R 2 S KX o 3 RepE X
Ah*T - Bchannel groupis > A H PPy - BH Zﬁ’i’?ﬁchannel group ° #-4 2%
t ¥ fpechannel group 2e > ¥ UREAN P AT Feniz B g B EA & o

Kfiledg E @ > E# “New Project---” - #&¥# F “Items / Start3DScene” channel 3] /&
e channel %iEFE? > RT3 “3D Items / Render / DX8 3D Render” - i #render
channel ¥ “Start3DScene” channel - #- “Start3DScene” % & start channel (+&4&
FHEH “Set as start channel” ) - &7 %k & J%,Jo 73 B “3D Items/Light/Point
Light” Bk » & %-v i@ % 3| render channel o & #i|¢ » F3 E#Mﬁui‘«’éﬁﬁi 4
AT R H B e T P SRR o

’l‘ichannel FdBALT 0T S 5 [T U F Bl - BAEGR S 1‘?- A2 5T IR P *ﬁgroup’ :3 “Group tree”
W o iE '[MPuu« Bomoorg £ mchannel groups ° it AR E ¢ #%“‘ R ATH -
group ° :fa‘& “Add New Group” - iz § 3 H3E= & 45 » & # ip-pool nane - iis?] PN

“Object” #ai £ * LA > &7 “0k" - HF AT BHAGRET § ¢ EPRIATH Sgroup 0 &
¢ 7 I+ 7 channel %iEE % » £ 3 0o

o

BiTB T THIEEY £ ”Ti%ﬁ'f'- 3 “3D Items/Objects/Primitives/Text” | iiEk &4
IRJL_E\ & J F it 25 ¥ - Bgroupsirender channel ° p’i » AR FERET M Fﬁﬂ*?} 3|

= i groups ° i ,¢. & By - Bchannel %iEAR T o E¥ 12 A+ T 2 3D ﬁﬁu s
HEP ¥ - B dgchannel HiE® o & - T & I[MP»@ dfeds v o 53 group treed ¥ ¢ o
fe P FE 3RS P 2N 9 3E B dhgroup®_a & shgroup » @ # E.4 object group °
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g multiple files

i% X4 i Flrender channel » 4% s i §_
- BALE - ¥k o 2Quest3DFm » ¥ 11 uEF
Tfi AT g g )

‘é“@ Lis o i
;’r?' i channeléz%‘-
S AA - AT

g f |- BR RO
¢ ;@ i & dhgroup
¢ c

Snep 567 | Rastore 3
. | = ¢ & channel ##E# 2 F channel
“Public
Channel” - Public channels ¥ - dxen
channel # X F + *en72 > %7 8 7 12
TR '—"ﬁchannelfé e~ (B
public channel o LA T T Bdgroupil
&R - & e

Public Call Channel Properties e = %«E‘ ¢ h channel al Zf}i?f]d- 4
S| target cherre g Charrel frgp e 1 “Pubhc Call” channel - iz
[Obiser - Hot Sgmmd Ve =l channel fr— $£#% 3L T ¥ & 7
Lizk o publc charnck 0 ssbected craneed ioop wath the same e o T T E 1 N §
T4 Test Qb et foo 7 &% R % channel £

e e group ® o

% &2 7B E ¢ achannel > & €
4§ ¥I5 % ¢ channel g T o @
'Bpubllc call dp 3%

ObJect group“ 1 “3D Text
Object” channel.

- Taigel chanqe | poseres: [an be caanced by haed|

Tagel Gy [Eped Tapst Charnet |30 Tiet Olyextt ;}:i; “Ok" ]{.& F}Bz}‘b’l’@‘ °

Gtk tors Teze Courk Dotinns b b el b 2 e/ b SLE LA

T Dyenkle St oed  Dan'tircrenss '1_4:;3' ',F, é%iﬁ: . ?Z‘W ‘W%‘ ’PJ‘“ ';*él

Ly Lowe Frowe oo Lss ¥ |rcresss | pasmste nksc s F ngleiﬁﬁ v l‘ﬁ#& Save all

Dy =0 beved Bvana B Ui ' ™ Abe: inanes groups -3 T]} groups T - ?‘
‘Ci;')'t‘e""‘"‘v' LT A s T Y

B fRiE TR P &
; 1 . X
Sarm thi o beioes you can Les suicksc! K 'EI‘ E'Jgroupmpool ?ﬁ- .

Public caller channel ¥ #&73 pool {= channel ¢ #fLeh% IK% )I*{;i » public
caller ¥ 3 &1 #£¢h group #% '%EJJ_EEéﬁ pool *# p% - ‘d gL ¥ i T Pool # - BiEs
channel group(s) g e T 5 Y » — B channel group #$ > pool mrvfﬁ-'» B E
# public callers ¥ 124wig 2|78 B pool 2 35 3| public channel °
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Using multiple files

&= ¥ 1238 channel group p &' » - 85 T publiccaller - SEHARE o &z T &
= 5 B “Auto load group on use” - i BEIEHBpH AT - <& * public call P
4 3 /g pool #hi F2 channel group e

BB EH D] animation section > AREHEHFEEBIFE =k R FHFE Ak o
1 #-YiE B3 7 channel section e 2\ #4F - B4+ 2 o

* 2 4Efx# + &0 channel $iBE R > AR PF A group tree Ao i % ehE it
group °

E#  “DX8Motion” TR A EBURT L BB TR L o X MATF motion T i e

¥ 845 “DX8 Motion” channel ## 2~ “Public Channel functions” - #% ¥ 4%
“Create Parameter channel” <ig @ (FR EH-2 F 4 2 S # & % 5 ¥ ¥ channel
(Parameter channels ) 473 % ¢ *Hj o

jégroup treefh ¥ 42 » ¥ % i & ¢ channel group - i&f¥ ¢ | public caller channel - &
ERHE G- BFFEophiE ?I‘uf'ui Bk £ cn% g5 public caller channel #
7T Ctr1-C» 228 * Ctrl-V k4] public caller &g @4 ¢ - i 2 375%F 4 channel
3] render channel - Qﬁ%’c;{ XS e i .

AT R APRE LR LA Bpublic
channel calls =3 FAFF o,

#ri s B “Variables/Motion”™ ¥
HodET o [V ISR Bodnt R
envelopes * ;% (i ¥ 5k 2 pF)
3 %_motion channel o #igAZ » 373
B ¢ * Bk T motions o #E B
motion % p i3 public callers.

“» 3 7] animation $iE% EH P 4R
Fooppafdd Ry = pye -
B Rhed~ > A B 5 public
caller

S.

Public callers “E ¥ ¢ § % F 7 o #3 Bl g & frﬂi.}cﬁ,_n % o s
B 4R e i i o
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Importing objects

1 ooy »

?‘f"‘"—- A5 FE? Henfp it nv @ ® Quest3D)§;’ BB X f |3 o iR ﬁi—gff}\f‘fs_ﬁj\"fgﬂ#

%]% Bk oo iRt g N (8 0k SLp fmi 4- BaraEe > F 3 H ~er§,mchanne1 )
H ¢ i & & ehlmporter & ){ Importer » %P #-» Vipy He oy A :M—lé * 1% F importer
1&;%}”3])* AR o m Xeahks 55 5 B O TR Y 0 IR O AR AP
shie sk V35 3 iz i Importer

. X
FCEM R T REE Y EeInport # i o P Xfat 0 5B BATHE ~ ke
T EAHEE

R
R
[
TL
=
?m
=
)

X Object Importer Options

Loading Tyoe

+ Load & single ohject

" Load a multiple objects

" Load a indexed character
- Opliohs

Impart X files from new Mas importer [can fis
channel hames and animations)

I Flip* Z [for older M2 erporter)
I Flip zxis [for Mapa)

Load tostures from sama folder =2 % i (ignore
istored leture file: paths] ;

Cancel
e LR AR ek iﬁ?] LR SR R pfﬁuhm‘—’f" U
L | 'mﬁivbrp\éﬂﬁ TR ER MRS Fl A A BE O "ﬁ:y B ehdhe 5 Bie 3 Quest3D
AL Yihipre b2 s Idbdgre i 3~ Xhdg e 2 0 5 =& T o 23D Studio Max® o Yiher Zh
i’.‘i’%é@ o X Importer® 12 g # 5 [ fafe o $43¢ p Mayadiy » oBCA] 3GE - Xpwpl k] 4p £
Far 2 o KT 0K AR f 0 - BATIHERNRAE SRR RS A BT
W;ﬂ/;\;_} G4 TR RS S A AR o T 2 JRGR B 2

¥~ K AER

3“‘~ﬁ>~ 1 - BHCA] 0 40 A3D viewir g A Tl

BQuest3DAZ & F 4~ & 0 "By r 7 3 LG R i - $50F o RSB T i’r;‘%ﬁiv’ ) G g i e
iw .‘_Quest3Dw%§i§]% Fitigg ko Bl tiﬁzgw T@,J » g id {@@] NEFE e BT LA
Quest3Diobject section 45 F| « HA & I 7 it & fzoom out— B> i { I F L2
¥ i 3D R eh¢ o BRRGR o

H3DS Max4a #4 l-"—” [ ﬁ‘? .

FFEPFEL XV LR lv-@e?]*' P ERFSAIBE AR D R AL o K REBlPR 2 G RER]
i R GNP G Shexporter FF g R A pro BAc G L a il - B skmnedik amrnated gl
P pE A 4 B k-8 A3DS Maxsanimation frame rateis® % %25 0 ¥t X exporteh
¥ = A2sampling rate® 525 e P iFkdFF H o L4 H3DSMax k> § + % hexporter

P2 S I
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Importing objects

«H v oenie sk @ 35 5] > Pandasoft . X exporter i P ow & 4F chexporterif & o
fi o] o g Aoy o

¥ 1L object iBE F R F W2 H 2 0 #r7 i danimationthi® F 2 F I

#QuestdD 42> - BHfG > 5 - BHEE - Birll AR * HET L > ERERIR
- BrES G E RS B (grid square ) 42 o ot BRI r % D H o
FRIGFRESLES] O EIFIL L

TS i g}
] % exporter & ¥ 13 X3 5§ Fo chpolygons ! 0 R fpolygons #-RI FER G oo #f
BRI E G ﬁi%] R

PR~ R o
7 0o~ jEends i' s i GRS 2Quest3DAE (TSR o & 17 X L X A %k 2 skinneds. X#p % ¢
B o

E,

ﬁ%ﬂ%ﬂ%m@%

S fﬁﬁ%ﬁl‘ﬁ’i'iﬁ B fe X fhk ke - Fl 442 o Quest3D A 45 k% % #2574 5 BMP, DDS, DIB,
JPG, PNG, TGA (24or 32-bit) » BAriE§ # Feiph % H5% » 3t P& it 2 32 et o X
exporter ¥ # 1 78 3D Studio Max« R % 423K % 5 visiblesdr 2 o & FmiRpb Bl h ) 52
S EE TR £ & ERE A8, 16, 32, 64, 128, 256, 512 #1024% -
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Importing objects
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Tips for exporting from 3DS MAX
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Tips for exporting from 3DS MAX

Material tips (# % $37)
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Texture tips (BE@H7)
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Publishing
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Publishing
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Publishing
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Publishing
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Publishing
Project File(® % th%)
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Internet Explorer (T %)

Publishing
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