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CINEMA 4d XL 7

1.CINEMA 4D XL
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Object Manager . (Scene) (
)
1024x768
1280x1024 ?
Material Object , Viewport ,
Material Manager Time Line
Modeling
A8 - Cinema 4D .
Tae HyperNURBS , subdivision surface modeling
L= . HyperNURBS
=7 -
i , Zygote « ,
)
IK , IK
HyperNURBS, , (symmetries)
: . Object Manager
drag & drop
Texturing
Cinema 4D . ,
color, diffusion( , ), luminence( ),
transparency( ), reflection( ), environment( ) ,
s , Specular, glow displacement channels
(BMP, TIF, PSD )
, Quicktime AVI
. Cinema 4D
2D 3D procedural textures
drag &
drop flat, cubic, cylindrical, UVW

Object Manager

Ctrl



Animation
Cinema 4D (scene)
position, rotation, scale, motion, path, morph, pulsate, sound, texture, visibility

(bones) Inverse kinematics(IK) . , Point-Level Animations facial
animations( ) . Cinema 4D  motion sequencing  synthesizing
(fade) . ,
...Cinema 4D . )

Lighting
Cinema 4D spotlight  omni light
, (Scene)
Noise turbulence ,
(Volume) . ,
Sound
, Cinema 4D
3D

. mono, stereo, DTS5.1, DDS 6.1,
heck, SDDS 7.1

Rendering
Cinema 4D XL 6 . Pump
Action Cinema 4D
reflections, refraction, depth of field motion
blur ... Cinema 4D
* MAXON * *
Modeling, Rendering, Animation Output
* Amiga , * , * Open
7.33 . . Gl
* *
*3DS, LWO, VRML ( )
*CPU ( Dual CPU 180% , CPU 34 )
2. CINEMA 4D V.7 ( )

CINEMA 4D XL Release 7
CINEMA 4D
CINEMA 4D XL Release 7 . R7
bhodiNUT  Smells Like Almonds
, radiosity, surface caustics  volume caustics, multi-pass

rendering, ) ExplosionFX,

CINEMA 4D XL Release 7

Windows Power Macintosh High-End 3D
CINEMA 4D XL Release 7 CINEMA 4D 3D . R7

, , (Radiosity), (Caustics),


http://www.pump-action.co.uk/
http://www.pump-action.co.uk/

(Multipass Rendering), (Bones), (HyperNURBS), (Metaballs),

(Freeform Deformation Objects) . XL 3D
CINEMA 4D XL CINEMA 4D
("Best graphic / multimedia software of CeBit" - Byte Magazine). DIGIT POLL
CINEMA 4D XL 3D SOFTWARE . 4 Digit Online “
3D ?” . 1,539 , MAXON
Cinema 4D XL 26%(401 ) . CeBIT 2001 ,
CINEMA 4D XL Release . CeBIT
Mac OS X 3D CINEMA 4D  BodyPaint 3D
OS X 3D . ,

) cross-platform

CINEMA 4D  BodyPaint 3D

0S X
CINEMA 4D and BodyPaint 3D . ,
. CINEMA 4D 1996 multi-processing  multi-threading
, Mac OS X . CINEMA 4D
Mac OS X 3D , CINEMA 4D

BodyPaint 3D

CINEMA 4D Release 7

/ (Radiosity / Caustics)

, 3D
, 3D

CINEMA 4D Release 7

3D-specialist cebes computer

, CINEMA 4D

- (Multipass—-Rendering)
CINEMA 4D (illumination, highlights, reflections,
transparencies )

(PSD, RLA, RPF )




re-rendering

(Polygon-Reduction)

s ( ) )
B 3D web . CINEMA 4D
Smells Like Almonds 2.5
SLA 2.5 Release 7
X-ray anisotropic ( , ( )

CINEMA 4D NET 3 client license

, power ,

PC

HTML . CINEMA 4D XL

, CINEMA 4D XL

1,000

(Explosion Effects)

3D

(Enhanced Material System)

, specular highlights ,

CINEMA 4D NET

. NET 3-client license CINEMA 4D XL R7

CINEMA 4D XL V.7

*Radiosity / Global illumination

*SLA 2.5 (Smells Like Almonds 2.5) -
( 7.1 )

*Multi-Pass Rendering

*Caustics

*CINEMA 4D NET 3CL

Enhanced Material System, Explosion Effects, Polygon-

Reduction




CINEMA 4d XL 7 3. Stating

* Mouse

* View

1.
2.
3. (Y -
4. ( )
5. ( )
6. (

7. View

Zoom

Use Polygon tool

Use Point Tool

- Hotkey

*F1 : Perspective View *F2 : Top View *F3 : Right View
*F5 : 4 View ( Perspective View + Top View +

*F4 : Front View * 1 : move camera
Right View + Front View )

* 2 : scale camera * 3 : rotate camera * 4 : move object
* 6 : rotate object * 7 : scale model

* 5 : scale object

1.

2. New palette -> Make Tab —-> Rename

EX)1. Animation, Modeling, Rendering




The GUI (Quick Tour)

Viaw panal

Meni Bar in g wingaw

Command
paleties

Mararial

Time
prlette

irect
TR

fnpurt
bowas

Copndinate
manager

—-Command paletts : ,
-View panel :

-Viewport :

-Command groups : , ,
-Tabs : (
—-Object manager : Viewport

-Matarial manager :

-Coordinate manager :
-Time palette :

View




Fil Menu

BV CINEMA 4D - [Untitled 1] New :
File Edit Objects Tools Selection £
Y Mewr, Cirl+M (import)
~ Open... Cirl+0 P
r Merge,.. CHr|+Shift+0 open- .c4d, .cat, .prt
(@ Rewvertto Saved,,, import- dxf, 3dm(binary only)
_ ¥ Close Ctrl+Fd vrml1, vrmi2
¥ ; Open :
'+ Close Al Ctrl+ShiftF4 P 3ds(modeling, material, light sorce)
™ Close All Textures
obj(wavefront — polygon
b Save CHrl+5 . Polygen
w Coug as CHrl+Shift+2 Iwo(lightwave — modeling, UV map, metarial,
J Save all light, animation, weights map
e Sawe &l Textures . .
. dem, illustrator (ai, art, eps 7 )
%] Save Project,
Export,,, 4 Merge
Import/Export Settings 3
Recent Files 3 Revert
[ Quit Alt+F4 .
saved
Close
Close
All
Save
*Import/Export Setting Save
- as
Save
all
Save (
project -TEX -> )
3ds(max->no)
Direct3d/Driect X ( )
DXF
Export
VRML1, VRML2
Quick Draw 3d(dem)
Wavefront(Polygon)
XML




REDO

MAIN TOOL

Selection
(MEHE i

RENDER NDER
ACTIVE VIEW
A ARIS Z BAls EOSSJESP(%%EJHDIN.&.TE RENDER  SETTING
T ARIS NURBS N PICTURE
: < MODELING
PCEREAY )
3 ‘Tr :> B W (IR Y 3 3 SOUND
DEFORMSTION
| SpLINE  SPLINE PRIM TIVE vk TION

FRIMTIVE

UNDO

REDO

SELECTION TOOL

Z00M )
MOVE
SCALE
ROTATE
X AXIS X
Y AXIS Y
Z AXIS V4
USE WORLD-/OBJECT COORDINATE VIEW ,

RENDER ACTIVE VIEW

RENDER PICTURE VIEW

RENDER SETTING

PRIMITIVE

SPLINE

SPLINE PRIMITIVE

NURBS

MODELING

SECNE

PARTICLE

DEFORMATION

SOUND




Object menu

Object menu  Viewport

IK(inverse Kinematics)

SiRight Thigh
Right Shin
Fiight Foot

- e

File menu

IK

COFFEE, Expesso

SUN Lighting




Objects | Structure | Browser
% File |Edit Objects Tags Texture

Edit

~ Figure | #¥ Undg Cirl+Z iy

£ Fedn Girley | Wt
=+ Left y 5"
s Ctrl+,

~L0S Copy Ctrl+C J
4 Paste e+ ). &y
% Delete Del, B3

4 Select Al Chrl+4

A

.....

Undo

Redo

Objects | Structure | Browser |
4 File Edit Objects | Tags Texture

Edit Tag...
Copy Tag to Children

| Delete Tag from Children

Tag

Objects | Structure | Browser
% File Edit |Objects Tags Texture
~ Figure Object Display b
 Edit Object,.
-Left Thigh Rename Object, ..
— Left Shir - Group Objects 3

Lienr Expand Object Group  Shift+3

Object

Infarmation {Object), .

Le Information (Scene),,.  Cil4

L% Sparch Active Object
Left ) Fold Al

Unfald &1
Left Jair

()

Fix Bones

- Pt Thal Recet Bones

- Hight 5F Bake Particles. ..

+-Right Foot 4y ARF




Texture

I%FFigure

uv

H-?rLeft Thigh -
S Lett Shin
Lett Foot .
|:Left Foot Effector
Left Joint | Vview
Left Joint )
Lef Joint ¢




Material menu

-0l x|
R - [0z
G - o0 5
B 100 % 3]
/ _» | Brightness » RIESE!
F

¥ [Color | Texture

[ Diffusion Image, .. z

[~ Lurmninance _g” J

[ Transparency || Sampling [MIF -] O 0% 2 S[0% ]

[ Reflection : —

[ Environment iz IN':'”T'Ell ———

[~ Fog ;

- Edit;,, |

[ Alpha

[ Specular

[~ Specular Calor

[ Glow

[ Dizplacement
Murnination

Undo |

Refresh |

Color

Diffusion

Luminance

(Diffusion )

Transparency

Reflection

Environment

Fog

Bump

Alpha

Speccular

Speccular color

Glow

Displacement




Obect Menu
-Null object :

(
-Polygon :

Ctrl+click

1. Polygon

Ctrl+Crick

Start

2. Point

Bridge

Point

" Bridge
Create Pi




—Primitive : Parametric( )
Parametric
LTI |
Runs W
gl (AL
Heght Bagrmems 1
M-miuun'h_
UL FH
Chia | uf .
F e
Cop B [T
I Filal
Filel Gty £
i .
(=} I Tarcs I
(ex. Cylinder )
1.Cone | CFigT™ x| Top Radius :
( ) Top Radius W bottom Radius :
’ Bottarn Radius 100 m Height :

Height 200 Height Segments :

Height Segments |3 Rotation Segments :

Rotation Segments |36 Orientation - xy.z )

Orientation + =] )

. — Slice :
[~ Slice 0 to IIBIZI
Tr—— Cap :

[~ Regular Grid 10 m

¥ Caps
Cap Segments 3

Fillet Segrnents 2]

[T Top Fillet [~ Battomn Fillet
Radius |50 m Radius IEEI m

Height IEEI i Height IEEI m

)8 | Cancell

Cap Segments :

Fillet Segments:

Top Fillet / Botton Fillet:

Radius:

(Top Radius

Height : Top Fillet / Botton Fillet

2. Cube
( )

Size Segrnents
Width () |EIIIIII | |1
Height (%} [200 m [
Depth (2) [200 m [
[~ Fillet |4III m |5
[T Separate Surfaces
K, | Cancel |

Width(X) -X
Height(Y) -Y
Depth(2) -z
Size:
Segments:

Fillet:

Speparate Surface:




3. Cylinder fl"".' |:'_.,.'|iFIII|Er' ﬂ Radius :
C ) | Radius 50 Height :
Height BN Height Segments :
Height Segments |8 Rotation Segments :
Rotation Segments |36 Orientation : x,¥,z )
Orientation + =] Slice :
[T Slice 0 ta IIBIZI Cap :
[~ Regular Grid 10 m '
IF Caps Cap Segments :
Cap Segments |3
[~ Fillet Fillet :
Fillet Segrments 5 Fillet S
OO t ts:
e e illet Segments
O, | Cancel|
Radius:
4. Disk
.?.‘.3 Inner Radius:
( ) Inner Radius IDnﬂ
. Cluter Radius I]EIIZI m Outer Radius:
Disc Segments I‘1 Disc Segments:
Rotation Segments |3E Rotation Segments:
Orientation |+‘-.-“ =| (
[ Slice ID tDIIED Orientation: xy,z )
O, | Cancel' Slice:
5. Plane | LiogiaEETsL x|
) segments Width:
. Width |f1IZIIZI ]| |2EI height:
Height IdDD il IED Segments: Width, height
Orientation IW ll Orientation: x, ¥,z )
)8 | Cancel'
6. Pol Width:
olygon X Polygan jﬂ i
height:
( ) Width |1DD | ?
Subdivison:
A Height  [T00m
Orientation: X, Y, Z
Suhﬁﬂshn|1 oy )
Triangle:
Orientation |+‘f' =] ’
[~ Triangle
Subdivison

)% | Cancel'




Rotation Segrments |36

Orientation

+"-,-";|

7. sphere r— _3"5.5 Radius:
() Radiue W Segments:
o Segments IEd— Type:
Type |Standard | (
¥ Render Perfect Render Perfect:
Ok | Cancel |
8. Torus X
( ) Ring Radius IW Ring Radius :
Q Ring Seqmeants IE‘nE— Ring Segments :
Pipe Radius IW Pipe Radius :
Pipe Segments Im— Pipe Segments :
Orientation m Orientation: x, ¥,z )
[ Slice II]_tu W Slice
[ Fagular Grid IF Regular Grid : Slice
Ok, | Cancel |
9. Capsule B Capsule x| Radius :
( ) Radius IW height :
e Helght IW height Segments :
Height Segrments IB— Cap Segments :
Cap Segrments IB— Rotation Segments :
Rotation Segments IS‘E— (
Qrientation + =]
[ Slice [ o[ Slice:
[ Fagular Grid T Regular Grid : Slice
Ok, | Cancel |
10. Oil B Oil Tank x| Redius :
Tank Radius W Cap Rounding :
( ) Cap Rounding IW height :
. Helght IW height Segments :
Height Segrments IB— Cap Segments :
Cap Segrments IB— Rotation Segments :
I— (
I_

[T &lice IIII to IIEIZI

[ Regular Grid 10 m
)8 | Cancel |

i

Slice:

Regular Grid : Slice




11. Tube B Tube x| Pipe Radius :
( ) Inmer Badius W Pipe Segments :
. Outer Radius IW Rotation Segments :
Rotation Segrments IS‘E— (
Cap Segments |1— Cap Segments :
Height fiodm
Height Segments Il— Height :
Orientation m Height Segments:
 Slice ID— o IW Orientation : x, ¥,z )
[T Regular Grid IF Slice :
0K | Cancel | Orientation x, ¥,z )
Slice:
Regular Grid : Slice
12. B Pyramid x|
pyramid Size Width(X) -X
( y| | [ooml Height(Y) -Y
Height — [200m - Depth(z) -2
é‘ Dept IW Size:
SEGHIEHME |1— Segments:
Orientation m Orientation : *xy,z )
Ok, | Cancel |
SN 77 Flatonic Solid x|
Platonic Radius a0 m] Radius: Platonic
? Segments |1— Segments: Platonic
. Type flcosahedron =] Type: Platonic
2k, | Cancel | (
14. Figure W Figure .?Sj
( | Helght  [BOm
&\ segrments Ild— K
Ok, | Cancel |




15.

B Landscape =
Landscape aize Segrﬁents
« ) Width BOD |1IIIIII
Height 100
m Depth B00 |1EIEI
Rough Furrows (50 25
Fine Furrows |50 22
srale 1
sea Level 0%
Plateau Level 100 %
Orientation + x|
¥ Multifractal
¥ Borders at Sea Level
[~ Spherical
I, Cancel |
16. Relief x|

( )

<

Size

Segments

Width () |Enn m |

Height %3 |1EIEI m

100

Depth (Z) |EiEIEI m |

100

Bottarn Level IEI X

Top Level I]EIIII X
Orientation |+"'|'" ]
[ Spherical

I,

| Cancel |




Nubs

(TIP! : Cinema4d

, Cinema4d

Hyper Nubs : Cinema4d

Lightwave  Meta-Nubs

100%
Hyper Nubs
Hyper Nubs Hyper Nubs
1. Hyper NURBS Cube
2.Cube Hyper NURBS

Objects |Structure| Elrnwser| Cnlurs| Elrushes|
4 File Edit Objects Tags Texture

|:H5.'|:|er WURES (@] 2 v
- .

Cube =, "ﬂ.ﬁ

Objects |Structure| Brnwser| Cnlurs| Brushes|
4 File Edit Objects Tags Texture

&Hyper NURBS (&)

f
|:Cuhe ‘ a ﬁ)

. f|
4.Hyper NURBS | *®

E‘ Point Mode Polygons Mode

[
LA ]




Extrude NURBS:

[ F e HURES Genenal
Gesaral | Doty |
U Dlreclion

| baopam Subdisiion |_
Wilirecion A A
K Muement [Tm V Direction
¥ Movemart [T *X, Y, Z Movement :
I Mowemant [MTm
Subdivislen [T : ( )
Start [Te =] ; *Subdivision :
End [Ca = |
—_— *Start :
I Aip Meemals
I Hisramhical cap+ronding 4

ok | Cancd | *End : no cap, cap, rounding,

cap+ronding 4

U Direction :

no cap, cap, rounding,

I x Details
Gonaral Detsli | )
*Rounding : Genenal
I , [Rounding 1
Starl Sags |—
S Radies [T *Start Steps : e )
Saf I' *Start Radius :
End Radius |'.-—
*End Steps : Liner
Phiare) [ ,
FI'-l' I s
[~ Fals irresrds Convex 2 )
[= Srmeiwir *End Radius :
™ Ragusr Subdbdsion [I0m
*Phong : Smooth
O, I Canied |

*Hull inwards, Hole inwards, Constrain Contonter

*Regular Subdivision :

10

* Rounding

Rounding Linear

Start Steps Linear
Conves

Start Radius
| Concayve

Half Circle

1 Step Liner Convex Concave Half Circle

2 Steps
( x

Engraved

1 Step 2 Step Engraved




Lathe NURBS: \4 360

360
B Lathe NUFBS g | | oMo
e |Detai|s| U Direction :
-l Direction
Isoparm Subdivision Id V Direction
- Direction * Angle :
Angle ISEEI
Subdivision IEd
roverment |IZI Iy
Scaling |1DEI %
Start |Ca|:| |
End |Ca'3 | *Subdivision :
[~ Flip Marmals
(0] | Cancel |
*Movement :
(e ires *Scaling :
Gararal Detals |
Riziinding F.nrr.-p.-: a
mar Sleps |=
Saar Asdius F
Erd Shga i
Eed Radus 100% 40%
Prang E *Start : no cap, cap, rounding,
|E::c"““1I cap+ronding 4
= LCOnHmm ol = *End : no cap, cap, rounding,
[~ Regular '-ilhﬂﬂﬂliﬁl Om
- | p— I cap+ronding 4
Details Extrude NURBS




Loft NURBS: 2 (

B Loft MURES

General |Detai|s |
-l Direction

lzoparm Subdivision |1D
Mesh Subdivision ISD

[T Organic Form

~% Direction

Mesh Subdivision |1EI

[ Subdivisions per Segment

[~ Loop

[ Linear Interpolation
[T Adapt Uy

Start [Cap |
End |Ca|:| |

[~ Flip Mormals

Ok, | Caru:ell

Genenal

U Direction

* |soparm Subdivision :

(isoparm View)

* Mesh Subdivision:

V Direction

* Mesh Subdivision:

* Subdivision per Segment:

ON OFF

(B Lok HUFES T

Goraral Detais |

Reunding Fnrn-ﬁ-: a
SRar Saps I'

S Andius F

End Sl Ii

Erd Fadue f

[ "]

I Hull inwards

I~ Hezle inwards

I-'-ll raivRin Camisir

[ Reguiar ﬁlbﬂﬂﬂml'?m

O |'|}|n|=|l|

Extrude NURBS

Details

*Loof:

* Linear Interpolation:

*Adapt UV:




Sweep NURBS: 2

Sweep Nurbs

3,4

p MURES

General |Detai|s|

-% Direction

|soparms IE—
Scaling IW
Fotation IIJ—
Growth IW

[ Parallel Movernent

[ Banking

[T Keep Segments
[ Use Rail Direction
[ 2-Rail

[ Use Rail Scale

[¥ Constant Croge Section

* |[soparm :

(isoparm View)

* Scaling:

100% 20%

Start |Cap

[

End |Cap

[

[ Flip Mormals

()4 | Cancell

* Rotation:
U
0+: , 0-:

360 0

*Growth:

10% 100%

*Parallell Movement:

- ( Front

on off




* Constant Cross Section:

i 1. -
( Front éﬁ%
% A}
) an off
* Banking:
o off

*Keep Segments:

*Use Rail Direction:

3

L P Do 0 e P

A

Liwr Al Cwrevcine sue' nakortod!

* Use Rail Direction(2-Rail):

2

o~

-l s hisd

Aoy

i Rt e

* Use Rail Scale

o




Bezier NURBS:

BN Bezier NURBS

# Bubdivision IEdI
Y Subdivision IEtl

G5rid Points

4 IE [ Closed
d IE [ Cloged

| Cancel

X Subdivision:

X

Y Subdivision:

Y

Grid Points X

Grid Points X

X

\/Z

Grid Points Y

Grid Points Y

v

Y




Modeling

yae Array :

>3y

ﬂ Radius : o o °
Hadius 250 | P °
Copies T ~ . o 90m
Amplitude 0m fgzg’
250m
Fregquency 0
&rray Frequency |4
Ik | Cancel |
Copies : o Amplitude : fs)
- ] L= ] gu la ] ® [ ]
® 7 o ,00 ﬂfﬂﬂm »
( e o * ° o) 0009
] o 42 © a (o]
+1 ) o o ° 30, ©
®s0? 00®
Frequency : " Array Frequency : " "'“";
o
- =]
AE LB X o s _oB
™ D“Dan?"dnﬁu un-
(5]
ﬂ D
ae oﬂ“ s ] w°o¢ o
nnﬂ
‘ Boolean :
ASupy
‘B 4
| l Union,
44’-"?‘{ NJ
B_'f'& o
@
Ay
-5
A-Subtract-B A-Union-B A-Intersect-B A-Without-B
A B A B A B A B




Instance :

B Instance Object %|| |Search for :
Search for ||
Instance of: Tip!

Ik | Canu::ell

Instance: Materials :

( X-0, Y-0, Z-0

MR

Animation: Lighting:




Metaball :

Objects |Structure| Elrnwser| Col

% File Edit Objects Tags 1

mMetaball, | B2 v| %9 7
—Sphere | = v| Yo
~Sphere G| LV %
—Sphere s v| Y%
—Sphere | o v Yo
—sphere | = ¥| Y0

EMetaball g3 o ¥ Gh.a
~Circle oY
L Spline 4

wl Metaball

Hull Yalue |1IZIIII |
Editor Subdivision |4IZI m
Fender Subdivision |5 m

[T Exponential Falloff
0]

| Cancel'

Hull Value :

¥ Vitlg =

Fyy
“ Vg g,

Editer Subdivision :

Render Subdivision :

Ex, XD,
entias
FEE

Exponential Falloff : Hull Value

(

y &

ﬂﬂﬂef?!'.faf Fa"’l'bﬁ"o




Symmetry : « . v )

B Symmetry Object E

<y

Mirrar Plane IZ‘f’ |
v ‘Weld Points ID.EH m

W Syrnmetric
IR | Cancel'

A

Weld Points : Point ( ‘*;-.\‘
s

Mirror Plane :

Symmetric : Weld Points

Point  Weld

* Construction Plane : view




MATERIAL(MAPPING) & RENDERING

*Map? :
2d (Bitmap) (

JPG

( ) : ipg

.BMP Bitmap

.PSD ( , )

TGA . 32bit

. TGA 32bit 3D

.GIF BBS  Compuserve

(-gif 3
GIF 256 2~256

GIF

.TIFF 1BM tif . TGA

.EPS

*Cinema4d

-JPEG, IFF(ILBM), TIFF, TGA, BMP, PICT, PSD(PHOTOSHOP), MOV( ), AVI MOV  AVI

Tip!! : ipg TGA, TIF
. PSD BODYPAINT



Image Objects

-Texture Mapping :

'\ﬂaw|Tmura|
4 Edit Cameras Display S 000

Objects | Layers | Struc
4 Fila Edit Objects

Loube . . ;ﬂh
"

[l

Coordinates  Active To
4 Scale

Rendering
3
1.
2.

Function>Apply



MAPPING

*Mapping- 1exture

W Texture x| Search for :

Search for |New

Marme: Mew Projection :
Frojection IUI""IW Mapping hd Mix with other Texture :
Side [Front and Back =]

[~ Mix with other Textures
Restrict to Selection |

Offzet Length Tiles

# 0 % 100 % 1 [V Tile

i [TE3 b IETS S [T Seamless
Position Size Rotation

£ 0m A100m  H|0
Y0 m ¥1i0m P 0
Z0m Z10m B0

] Cancel

Side :

Front and Back

Front Back

Restric to Selection : Selection \ Set Selection

E(set Selection)

Tile :

Seamless :




Mame, Hew
IE..I.:'er_jectiunJLIUW Mapping ;I._-—-—-*“"
P . Spherical “"""_'_'___d__d_,_..
. Cylindrical — [
[ Wiz wilf Flgt ——
Hestrict tu% Cubic ———
Ofiset]  Frontal 3
A0 % . opatial 5
v [0 % U Mapping ———
Position  =nfink Wrapping —e.
[T T R[]

NN A W =

1. spherical :

2. Cylindrical :

3. Flat: ( )
4. Cubic :

5

. Frontal :

o

. Spatial : Flat

7. UVW :

(o]

. Shrink Wrapping :

spherical mapping applied to 2 spiere

spherical

Cylindrical

Cublc mapping applied to a cubold

Cubic

e
I
o

appimg applted to a cuboid

Frontal




Fiat mapping applied to a sphere
Flat

The difference between fat and spatial mapping

Spatial

*Marth Fola*

@

"South Pole”

Shrink-Wrapping

*UVW Mapping — UV

uv

[BODYPAINT 3D]

2~3




Bodypaint Tutorial 1- UV

Deep3D 3D

Edit

o ﬁEdIPE """ T T File

Tools  Funclion » k’ .................................................................

File Edit Group View

IIII .  Coordinates | Acfive Toal | Snap Setings Layers |

6.Col P ‘u\‘farw i:hmls Funcinna

|| olor menu | - T [Uniided_1,b3d » & Layers © Alphas
11 - I~ Erabi o g [Flarmal =i

EEEEEN
THE B T REEnE

L.




. Texture menu
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