First of all should make “Units setup”. 
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Wouldn't go amiss the following too….
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In order not to mess around with views navigations, will create Hot keys to it and some other things…..

That will be……

 Q – Front view
W - Top
E – Back
A- Left
S – Bottom
D – Right
Space – Pespective
С - Copy
F – (Wireframe)

`   – Toggle 

….and should do that….
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(1) Load,  from the “zip” above the files one by one, or replace the default Maxkeys, MaxStart in the UI folder by dropping’em there.
For the navigation in the perspective view, hold Alt and LMB, 
Zoom – CMB rotation.
Hang around with – Arc rotate selected to found out what is it made for also…. 
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The appointed to “ ` “– Toggle will return the view to its initial state. – U’ll need it. 
Also Ctl + CMB, and only CMB – navigation on the view.

Command panel.
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1. Create 
2. Modify 
3. Hierarchy 
_______________________
8. Shapes 

F.E. Create Circle, and will position it in the centre of the XYZ. Several ways to do that….
By means of Keyboard Entry, and pushing Create later on….
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Or with left mouse button, and typing the coordinates…..
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Instruments panel.
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U’ll need basically …..
1.Undo 
2. Redo 
3. Selection
8. Move
9. Turn
10. Scale
12. Mirror 
13. Align  
And let’s start with number 3 of the Command Panel - Hierarchy  
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So create two circles, and by pointing the smaller one, position it right in the centre of the second, using numbers of the capture as a guidance…………..
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Push OK at the end.

In order to place the pivot point of an object, do all the same but for now place the smaller circle wherever, and place it’s pivot in centre of the second circle, by choosing  - Affect Pivot Only. 

Click  Affect Pivot Only. Once again to switch it off……….
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Array for now….. 
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…..after the circles will be arrayed you can do it one object by attaching’em one by one………..
RMB and use screens……
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Spacing tool. (Why U will need dat I don’t know but whatever…….)
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From Compound Objects, we can use Shape Merge also…..
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        -Shape Merge 
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Blueprints.
One of the ways to prep’em.
Basically will use the already made cars from games, but will explain the basic polygon manipulations tools a bit too with it so……
Find kinda of this and in Acdsee or whatever crop it so the borders from bumper to bumper, or right wing to left wing, will be at least equally right.  
Don’t mess around too hard with it ‘couse, will do dat easily in Max itself.
Make a plane in Max the same size the pixels of the BP. 
Since we’ve got mm set up in units and 1012 X 1200  transfer to 101,2mm & 120mm correspondingly.
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Click  “M” on the keyboard and then all in accordance with the numbers. Choosing “Bitmap” (7), load our picture. ( U can also drag and drop the pic from folder right to the plane….)
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………………Show maps in viewports…..
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RMB & Convert to – Editable poly.
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Then, choose edge and pick 2 edges of the plane…..
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….then Connect, by clicking on the “box”, and set number of segments. We’ve got 12. - Ok.
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…… chose polygons and then separate’ em from each other by using Detach.
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…..all the same with lower part of the BP….. 
Delete two mid sections. 
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Detach Front and Aft.
Now center the pivots of the new planes. Hierarchy – Affect Pivot Only and (3), Center to Object.

Do all the same with the rest parts.
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Switched off the Affect Pivot only (2) , turn the plane  90 degrees on Y turning on Absolute Transform Type-in by switching it to Offset Mode Transform Type-in and put 90.
[image: image37.jpg]



Then move it at the bottom….
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Front and Aft on Z axis too on 90 degrees. 
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Place em accordingly:
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The next thing is alignment of the BP planes on the right place to each other. 
Draw a rectangle or just a line with holding Shift, so it will be straight, make it renderable and put the line thickness 0,01-0,02 mm. Place it to the top of the windshield and F9.
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If U’ll got wrong view under render put F10 и and then choose Render again.
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Twist the rectangle….
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And place on place the front and aft.
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Almost ready…..
Now by selecting all the planes, group’em together, don’t forget to put the pivot of the Grouped object again to its own new centre…..
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Draw another rectangle.

That would be now our scaling reference. 
Put the size of the rectangle in accordance with the scale U choose, and scale the grouped Bp’s or the downloaded car in accordance to that…..
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Now U can start to make our own 3D object by watching this tut……
http://www.youtube.com/watch?feature=player_embedded&v=DqY-i4MSA6M 
….and lots of others on youtube…

…..or load the already made one.
