View Navigation Cor

Rotate Eye View

Fly through World

Move through World

Control Origin
LB: move control
RB: control properties

Rotate around Selected Object

Object Nlavigation Co

Rotate: LB: rotate by 1 axis
RB: move center

Rotate around axis

AN

Move: LB: move along axis .

Magic Ring

LB: set radius & angle of base
RB: set radial divisions

LB: set spherical scale of lateral area
RB: set divisions of lateral area

LB: set height
RB: set horizontal divisions

LB: set horizontal rotation
RB: set vertical division

Drag mouse to

LB: move draw panel in XY plane

draw panel RB: move draw panel in Z plane

Ortho view

X axis rotate
\ Rotate orthogonally

Y axis rotate
Z axis rotate

LRB: rotate in screen 2 axes coordinates
Move: LB: move in 2 axes
RB: perpendicular in 1 axis \
’ ; - 4
Scale: LB: in 1 axis
RB: perpendicular in 1 axis (model)
RB: proportional (player)
LRB: proportional

Move to orient selector or select sub-object

LB: show/hide rotary control 9
RB: show/hide Object Edit \ 5
Isocurve Selee@

Left drag to move by Y or Z axis -
right drag to move complementary 4

Left drag to move by X or Z axis
right drag to move complementary

LB: scale by X or Z axis
RB: scale complementary by Z or X
LRB: scale by X and Y

Move to orient selector by a face/
object, or select sub-object of the
current object

CV Handles

LB: rotate by LR-X axis
RB: free rotate

click to lock/unlock

LB: rotate by LR-Y axis
RB: free rotate

click to lock/unlock

LB: move by current coord. system
RB: scale
click to lock/unlock

Move CV by current
coordinate system



Workspace View Model View

Workspace/Model View View Aspect 1D/2D/3D

) Main Menu
View Aspect Toolbar

K

DPAVRLCYSUPrS oo L ISRTTEE 71

Workspace tools Workspace View  Stack View  LibraryToolbars Model Toolbar TS Win Tools
Status Bar Widget Model View Widget
Expand Toolbar . Sive
Nav 1b°h lcon Helm Inspect Hot Key

Find lcon  Fing List
Calegon‘asl Tex} l |C0r; I

TV

Hierarchy

ye ). ) 3
Rotate Move Scale Mokl 3DNow! optimization
Status E 4-views layout
* Acceleration speeds rotate with object (while
IZ Activate dual monitor support

‘ Activate/deactivate deformation tool

Current Object Name Unlocked @ Add 0D fixed joint
Layer Name @

a Add 0D fixed joint to skeleton ﬂ
Enable Wire Color for all Layers
~Assigned Hot Keys
IShiﬁ 3

| [
Layer Number I~ RCigk Ml‘ AClick -r RClick -

Layer's Layer Wire Color

Activate on
Object Select

Basic v z/1 Total Layers Searth Hot Key: [I—
Loﬂeml Cube L‘ #5 Total Objects Hot Key Remove 'Search
Entry Field Hot Key Field
—sm Spray Tool
Post Process Editor 3D Paint Bright Tool
3 E. Paint Too{ Erasle Tool

Brush: Image

Brush: Square
t / | Brush: Round

Preview



Workspace UV Mapping Editor

m UV Editor

Uy

Selected
Polygon

Export Bitmap.
Send to Editol

Synchronize
UV Coordin

Workspace holbﬁﬁ

Mirror Tool

Copy Selection

Separate
Selection
Softpaint

Hair/Fur

Edit Local Wind

Cubic UV

Brush
Displacement

Selection Cylindrical UV

Tools

Select By
Painting

Booleans

Prefereneesﬂ

Stack Mode Tabs

Stack Mode Icon

Bridge Mode

Selection Modt
yport Model procedural ani
play All Toolbars

Wire highlight S

Object Highlight

v B:

Anti-Aliasi

Ground Settings [RRELEILG!
Ground
TileCount

Grid Color

ency Mode
v hidden lin
v Ianore obje
w Postp
Bloom

Charactenr Anlma@

Delete Joint

Shape Skeleton

Weight Paint
Tool

i
Position Lock

Add Morph Inverse Kinetics Handle
3 Full Lock

Rotation Lock



Playback Controls 1D/2D/3D/4D Mode

w Sphere
Track00 AnimClip
Jump
Physics Simulation
w Base Cube [N ENEN
UclCC  , AnimClip ||
[ (1]
Time

Animation Clip Frame Scrubber  Track Data

W Anim v
v Matrix

Key Frames

Curve Data Selected Area
Close Window
Link Delete Object Exit Context
Output Connectors Enter Object Window Aspect
Object Name

™ Dummy




Attributes
Methods Commit

Script Editor Workspace VIE

M ¢ cript Mover

function Execute(ret)
{

L x|

thisEncapsNamne ;’ ret .Param( 'ThisEncapsName');
dinoName = ret.Param('DinoNanme'): i
labName = ret.Param('LabNane'): Inspesy Mate"a[‘ E
ballsNane = ret.Pa;an( 'BallsName'):
nouseSceneX = ret.Param( ' mouseSceneX'):; 1 <
nouseSceneY = ret.Param('mouseSceneY'); Texture Map | Ll

77 define names of objects involved

nenName = thisEncapsName + '~/Menory Node': 1 Input
ownerNamne = Node.Owner(thisEncapsName): Window
ghostName = ownerName + '/Ghostl';
canNane = ownerName + '/Cameral’; ¥
<« 2 Reflectance Shader
specular
exponent
color
Alpha Channel
; Material | Bump Map |
Controls Push L Control p Map
Attributes Scrubber: |
| amplitude 0.1
Web Link | —
Type | S repeat
Link T repeat
Editor S offset
Panel Toggle T offset
Button
Edit | - i
S Control | Options Toolbar
Open File |
Lontok: Shared Space Hardware
Push | Settings
Buﬁon | J Seript Export
Library of Controls S Script | Macro i to VE
— Editor
Visual Basic Open
. ~ZH Manual
Need Help
Library Browser
Moderator View Chat ¥,
Hardware

‘ M Forum ser rer Shared Space

Choose Server | —_— Render PEI'\BI

Raise Hand : m Shared
r Space )
BRI | & splinters (Ready ) Offline Render Engine
User
e Render Quality [\ el
List Render Method
Anti Render
[ says: RayTrace
splinters enters Shared Space Trianqulate
Message Forearound
History Settings Backaround o
ost-Process
T
Post Process Effe EHEREEeES Effects
Message Send Lens Flares
Box Message

Render Engine L | v || Render Engine



Material Light Emission

Displacement

Material Animation |
Paint Object

Replace Material

Inspect

Auto Facet

Preview Mode

Material List

Reflectance

Transparency

Delete Shader

Model Viaterial Editor

Expand Component

Material Preview \Diﬁusion
I..ibrar‘l es \Shininess
1 SLLNN Specularity
l Grain Reflection
oy
L Refraction
g (72407
v )
Lights" v Displacement
N | Transparency
Materials ] A Reflectance
: . Draw Panel
snacers | () Nurbs ;
Regular Polygon l O .
Objects ]3_ Loft Bi-Rail Skin Circular Arc
= I I I Circle Three Points.
Primitives A Blend/Stitch/Cap . ,
I J ] < Circle Two Points Q D} | v Horizonl
Scenes i Scene Effects ’ 3 s ‘G- e 3 ’< Vertiaa]
Configs. % Support Draw D Text
Curve i |
X 3 Freehand Curve by
Projects \ .}:
= Add Polyline O ot
Trash |‘ Elliptical Arc
. o)
trueSpace 6 Toolba | Fix Bad Geometry
Ellipse Tool Flip Normals
'nuur 5 Flip Faces
Rendeg Fillevcmmfu'i v vl °I )
‘ Output ‘ Decompose Into Objects
I P ] A Deform 3D Paint
g Render ‘ Object
Qualid Lathe Tool Arrays
& Rendering %
‘ ’ Visibility MacrolSwsap] & £DS Sawhand| Mubs — |
r 5
iaian N smooth
@ Anhallasmgzl l_-2 B
r Ié .
Render ﬂ a
Options ﬁ o
i Render Material 3 ; trueSpace
Foreground | w Skew Editor Cubic UV Extensions
’ i Render !'!" Taper Geometry "-\~f~' Planer UV Facial Animator
B und - Paint — =
ackad 1 i Start/Stop | ) o= @
Deformation UV Editor/ 4
Render I B Mapping
Postprocess Ig sz rf::: ’ Unwrapper
UV Slice
UV Shrink Wrap

Render Toolbar




