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3ds Max & Design 2011
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Compare Autodesk 3ds Max and 3ds Max Design

Feature Jds Max 3ds Max Design

Rendering, Compositing & Display
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*Quicksilver gives me a much faster turnaround on client corrections. Clients sitting next to me no longer have to walit for
something to render.” - Dave Baker, Freelancer
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Modeling and Texturing Enhancements
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Viewport Display of 3ds Max Materials
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Slate Material Editor
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“The expected release Is packed full of great new features and refinements to existing tools. Building complex materials
IS a breeze with Slate.” - Martin Coven, Launch

ProM.. | Bitmap | EdTulurlI:hﬂ:t_

1 (by Ma

|

i M\ NG > Custom Map
Soene Makerisls | 5 “e ) o> Clastom Map

| N olor{Reflectance)

I
|- Fillel Radius

o y |
Bociicrml Pasrams -
|
= . a-

@ SRR BERAS

GrandTech C.G. Systems Inc.



ST B R iR Ul

I\

- TS EMER T AR Ul > @B E—FSL A8 H0EEEE - WHEWR
IR TR RVR EREAE - MERIEIE ERisHE
T1F-

oD L =55

 RBEE G RN FEAVEIE

By Auregle:
£ el
-._ N
~ mage Magnidfi

. ™ . = SubOby - i
: ed for Clarity __ =
_ . I 15 Soft Selecton
= &=
T 4 . L . — Trrsert Ve
o - i ol o Extrueie e
- 4 Be el [rpe®

i Bridg= Fie
Extrude Polygons ] P Vv Fige
z v Entrucks Sl Solnes
{ H| - ) . 1 Exht Trianguéation
— ] Semangulais Tinm
T . o '_.'
| |:| 10.0 ﬁ__, : -, A= Erlit Geometry
== = - | Repeat Lan
_' .‘I' el iy St
9 + :@.LI Il\_": o EI:EF'
. Fac= Mol
-r-;..r' Preserse LS
| Crest= Colapers
: | = Attach Dretanch
H‘"'_"'j.. e A S g = = = @@ L

Shce Fiane SOl k

it

R SRR B ERAS

GrandTech C.G. Systems Inc.




3ds Max Composite
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The ability to save a project as a 3ds Max 2010 file is one of the most important additions, enabling me to

work in 2011 and then deliver the final project using the old file format without compatibility problems.
Alessandro Cangelosi, Freelancer/VFX Artist

LW Save File As

History: | C:Vautodesk\3dsMaxDesign20 11-Projects\scenes
Save in: SCEMNES o i Thumbniail
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LG Interior-scene-3ds Max Design 2011.max

File name: Interior-scene-3ds Max Design 2010} max —— |

Have as type: | 3ds Mao (T .max) Cancel |

3ds Max (".max)
3ds Max 2010
3ds Max Characters (".chr)
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Ell Autodesk Revit Architecture Y FBX 128 4L (Design)
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AutodeskEE A BYIN5EINEE(Design)

« £ Inventor EXBEASE XIEE A 3ds Max Design 2011 BF » R ZHAY Smart Data™ T{E/RAZ
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"The new Inventor Importer is amazing. Since our R&D department uses Inventor, it's a snap for me
to import their models, no matter how compllcated they are. Having them as NURBS in 3ds Max Design
ensures all the tiny details A ST NS L
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[F&ESolidEE A /EEH (Design)
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“Working with imported CAD Data as body objects is not only a big timesaver but also results in much more precise and
beautiful object surfaces.” - Olaf Finkbeiner, 3d Artist, mainworks GMBH
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Google SketchUp Importer (Design)
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Autodesk Material Library (Design)
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Maya 2011
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Ul shots created in Maya 2011
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Ul shots created in Maya 2011

Show/Hide Select Retarget Control Rig Bake Package Help
Characterize Skeleton Generator Character Pipe

Mapping List [«

Clear root

Clear hips

| B | LeftHip

.EIEHH'. LeftKnee

| BIR8F | LeftFoot

.EIEHH'- RightHip

| Clear Rightknee

.ElEHH'- RightFoot

| Clear CenterSpine

.Elm'- LeftShoulder

| B | LeftElbow

'E:Imr- LeftHand

@ FERERBERAS

GrandTech C.G. Systems Inc.




=P E NI ))

- B EREARKEBERERESRINENITERSR - M AERENEE
(DAG BE) BIFMEIR » BEINERZEEZEENE R T/ERIE o tkyt » EXA]
LIRABREER A EL REEA - LB AINEIS= 0 E  MBZ2ZREHET
ENELAN ATEE A ~ BE H BFZER

Edit Wiew  Bookmarks Graph Rendering Options Show  Panels

D = = E

Ul shots created in Maya 2011

Display  Show  Panels

bindPo...

™MblinnZ...

[ B_MIS...

m '
1
E
o] =
Pl 888

E&/"n L_MISSILE _1:MISSILE_GRP
E, 5 - L _MISSILE _1:8MEAAM_ D01 CTRL
-~ L_MISSILE 1:MISSILE GRFP_parenbConskraintl
E,é‘:/_"'._-_. L_MISSILE _Z:MISSILE GRP
vavavavavavavavava E, 5 |~ L_MISSILE #:5idewinderMissile  CTRL_0O1
e |~ L_MISSILE_Z2:MISSILE GRFP_parenb_onstrainkl
i —- 4 L_MISSILE_3:MISSILE_GRP
mnii“lmmmd —- R_MISSILE _1:MISSILE_iGRP
P E, F_MISSILE _Z:MISSILE_GRF
feon e —- R_MISSILE_3:MISSILE_GRP

e | (a® defaultObjectSet
ttttttttttttttt —

rrrrrrr

Creation Dake

@ TR BERAT

GrandTech C.G. Systems Inc.



f RASEENIBIE TRIREE - EREYRRERI T S AR
RS i BRBRIBREE o MIASTIERA Maya HEAZR A

mental ray® o

Ul shots created in Maya 2011

Edit Presets Help

Render Layer masterlayer -

Render Using mental ray

4' Comman Passes Features Quality Indirect Lighting Options

Path: I:/daryl_projects/sig 09 _girl_wip/images/

- File name: masterLayer/hGirl_d.021.exr

To: masterLayer/hGirl_d.150.exr

Image size: 1280 x 720 (17.8 x 10 inches 72 pixels[inch }

¥ Color Management
v Enable Color Management
Default Input Profile sRGB (gamma corrected)
Default Output Profile 'Linear
¥ File Output
File name prefiv: hGirl_d
Image format: OpenEXR (exr) v

FramefAnimation ext: name,#.ext

Frame padding: 3 '

Lize custom extension

Version Label:

¥  Frame Range
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Autodesk Softimage 2011
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Enhance rendering creativity and productivity

- Up to 100 new mental ray shaders
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mental ray 2011
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