GLAO TRINH AUVTOCAD 3D
Bail :
PIEM NHIN, HE TRUC TOA PO TRONG 3D
CAO PO CUA HINH VE 2D

A.Thay déi géc nhin :

1.Lénh Vpoint : command :- VP enter
-Tdm : phuong nhin tu trén y
Théng géc v6i mat phiang XY

-Puong bién vong tron nho :

phuong nhin song song v6i mat

phiang XY ﬁ %
-Puontg bién vong tron lon : K / / X
giong tam nhung nhin tir dudi. \

Pham vi nhin tur trén

Toa do 1 s6 diém nhin ddc biét :
Hinh chiéu ding :0,-1,0
Hinh chiéu bang :0,0,1
Hinh chiéu canh :-1,0,0 Pham vi vang nhin tr duéi

2.Lénh ddvpoint : xac dinh géc nhin
(View/ 3D viewpoint/ select ) command : VP enter
_ -Absolute to WCS : xac dinh goc theo hé toa do
Yiewpoint Prezets | WCS
Set Wiewing Angles -Relative to UCS : x4c dinh g6c theo hé toa do
¥ Ahsolite ta WS T Relative ta LICS ucCs
-X axis : goc gitta truc X va phuong nhin
-XY plane : géc giita mat phang XY va phuong
nhin.
-Set to plane view : trG vé tam nhin bang doi véi
mit phang XY
-Mot s6 goc nhin ddc biét
Hinh chiéu ding :
X axis:270 XY plane: O
From: 3 i =1 Plares Hinh chiéu béng .
St to Flan Wiew i X axis:270 XY plane:90
Hinh chiéu canh :
Cancel | Help | X axis:180 XY plane: 0

B.Hé truc toa do trong vé 3D :1énh UCS
Tools/ UCS command :UCS enter




Origin/ZAxis/3point/OBject/View/X/Y /ZPrev/Restore/Save/Del/?/<World> :
-Origin :doi goc toa do origin point <0,0,0>:
-3point : x4c dinh hé toa do theo 3 diém
Origin point<0,0,0>: goc hé toa do
Point on poitive portion of the X- axis : diém x4c dinh truc X
Point on positive -Y portion of the UCS XY plane < > :diém xac dinh chiéu duong
truc Y
-X': quay hé toa do quanh truc X
-Y/Z : quay hé truc toa do theo truc Y hoac Z
-ZAxis : xac dinh hé toa do theo truc Z
Origin point <0,0,0> : gdc hé toa do
Point on positive portion of Z-axis : xac dinh truc Z
-OBject : xac dinh hé toa do theo 1 d6i tuong c6 san- chon goc hé toa do, chon phuong
chiéu truc X
-View : mat phang XY ctia hé toa do thang géc v6i phuong nhin ( tAm nhin hién hanh tré
thanh tdm nhin bang)
-Prev : trd lai hé toa do trudc do
-Save : luu hé toa do hién hanh
-Restore :tro lai hé toa do da duoc dat tén
-Del : x04 hé toa do da duogc luu
-World : trd vé hé toa do WCS
C.Tao hinh 3D tix hinh 2 chiéu :
1.Lénh Chprop : thay d6i do day hinh 2 chiéu
Modify/ properties command : CH enter
- Change what property ( Color/ LAyer/LType/Thickness) :enter
-Select object : chon doi tuong, phai chuot két thic 1énh chon
-New thickness <0> : do day
- Change what property ( Color/ LAyer/LType/Thickness) :enter
2.Bién hé thong Thickness : xac lap do day cho hinh 2 chi€u cho tét ca hinh hai chi¢u
duogc vé sau nay

Format/ thickness command :thickness
-New value for THICKNESS <0> : do day
3.Lénh Boundary :che mat 2 D - o
Draw/ boundary command : BO enter e
Hop hoi thoai Boundary creation {f
Object type :region ——
Make new boundary /set : chopn doi tuong tao mat S|l mmal
Pick Point : chon mat che

4.Lénh render : xuit anh t6 bong
Command : render



Bai2:
TAO HINH TU KHOI CO BAN, NHAP TOA PO PIEM TRONG VE 3D

A.Tao hinh tir khéi co ban : cic khéi rong
Draw/Surfaces/ 3D surfaces Command : 3D
Box/Cone/DIsh/DOme/Mesh/Pyramid/Sphere/Torus/Wedge:
1. 3D box : hinh hop
Command: 3D enter
Box/Cone/DIsh/DOmel/Mesh/Pyramid/Sphere/T orus/Wedge:B enter
-Coner of box : goc cua day hinh chit nhat
-Length : chiéu dai ( truc X)
-Cube/ < with> : chiéu rong (truc Y)
Cube : hinh 1ap phuong - khoi vuong
-Hight : chiéu cao (truc Z)
-Rotation angle about Z axis : goc quay quanh truc Z
2.Cone : hinh chép hay lang tru( Chi c6 niinh mat chung quanh, réng 2 mat trén hoac
duéi)
Command: 3D enter
Box/Cone/DIsh/DOme/Mesh/Pyramid/Sphere/Torus/Wedge:C enter
-Base center point : tam
-Diameter/ <radius> of base : ban kinh duong tron ngoai ti€p cua mat dudi ( day)
-Diameter/ <radius> of top : ban kinh duong tron ngoai ti€p cia mat trén ( dinh-
Néu R=0 : hinh chép)
-Height : chiéu cao
-Number of segment < 16 > : s6 canh cua hinh lang tru
3.Dish : hinh vom ( bat nglra- ntra hinh cau )
Command: 3D enter
Box/Cone/DIsh/DOmel/Mesh/Pyramid/Sphere/T orus/Wedge:DI enter
-Center of dish: tam
-Diameter/<radius>: ban kinh ( D: duong kinh)
-Number of longitudinal segments <16>: s6 mat ding
-Number of latitudinal segments <8>: s mat nim ngang
4.Dome : hinh vom ( bat tp )
Command: 3D enter
Box/Cone/DIsh/DOmel/Mesh/Pyramid/Sphere/Torus/Wedge:DO enter
-Center of dome: tam
-Diameter/<radius>: ban kinh ( D: duong kinh)
-Number of longitudinal segments <16>: s6 mat ding
-Number of latitudinal segments <8>: s mat nim ngang




5.Mesh : v& mat tham trong khong gian chi ¢6 4 dinh
Command: 3D enter

Box/Cone/DIsh/DOme/Mesh/Pyramid/Sphere/Torus/Wedge:M enter

- Fist corner : dinh 1

- Second corner : dinh 2

- Third corner : dinh 3

- Fourth corner : dinh 4

- Mesh M size :s0 duong trén doan 41
- Mesh N size : s6 duong trén doan 12

6.Pyramid : hinh thdp, ddy la tt gidc hay tam gidc
Command: 3D enter

2
N 3
1
My

Box/Cone/DIsh/DOme/Mesh/Pyramid/Sphere/Torus/Wedge:P enter

First base point: diém 1
Second base point: diém 2
Third base point: diém 3
Tetrahedron/<Fourth base point>: diém 4
Hinh chép :
Ridge/Top/<Apex point>: dinh ctia hinh chép

Hinh chép cut :
Ridge/Top/<Apex point>: t enter
First top point: _diém 5
Second top point: diém 6
Third top point: diém 7
Fourth top point: diém 8

Hinh lang tru :
Ridge/Top/<Apex point>: r enter 1
First ridge point: diém 5
Second ridge point: diém 6

7.Sphere : hinh cau
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Command: 3D enter
Box/Cone/DIsh/DOmel/Mesh/Pyramid/Sphere/Torus/Wedge:S enter
-Center of sphere : tam
-Diameter/<radius>: ban kinh ( D: duong kinh)
-Number of longitudinal segments <16>: s6 mat ding
-Number of latitudinal segments <8>: s6 mat nam ngang
8.Torus : vong xuyén
Command: 3D enter
Box/Cone/DIsh/DOme/Mesh/Pyramid/Sphere/Torus/Wedge:T enter
-Center of torus:tam hinh xuyén
-Diameter/<radius> of torus: ban kinh hinh vong xuyén
-Diameter/<radius> of tube: ban kinh mat cat
-Segments around tube circumference <16>:s6 mat cat
-Segments around torus circumference <16>:s6 duong sinh
9.Wedge : hinh ném
Command: 3D enter
Box/Cone/DIsh/DOmel/Mesh/Pyramid/Sphere/T orus/Wedge:W enter
Corner of wedge: goc hinh ném ( dIém 1)
Length: chiéu dai hinh ném (truc X)
Width: chiéu rong ( truc Y)
Height: chiéu cao ( truc Z) 1
Rotation angle about Z axis: goc xoay quanh truc Z

B.Cach nhap toa do diém trong AutoCad 3D :
Xy : c6 cung toa do diém xy vdi 1 diém cho trudc
Xz : ¢6 cung toa do diém xz v6i 1 di€ém cho trudc
.yz :¢6 cuing toa do diém yz véi 1 diém cho trudc
Cach nhap : .xy
of : truy bat diém cho trudc
need Z : toa do truc Z




Bai 3 :
LENH VE MAT TRONG KHONG GIAN 3D

A.Mat phang 3D ( 3D Face) :
Lénh 3D face tao ra cac mat 3D ¢6 3 hoac 4 canh, m6i mat dugc tao ra 1a 1 doi tugng
don, khong thé diing 1énh explode phd v& d6i tugng nay.
Draw/ Surfaces / 3D face command : 3dface enter
First point:chon diém thit nhat P1 clia mat phéng
Second point: chon diém thit hai P2 cia mat phing
Third point: chon diém thit ba P3 clia mat phang
Fourth point: chon diém thit tw P4 ctia mat phang( hoac nhén enter tao tam giéc)
Third point: : chon diém thtt ba P5 clia mat phang ké ti€p (hodc nhan enter dé két
thic )
Fourth point: chon diém thi tu’w phéng ké tiép (hodc nhan enter dé két

thic)
P4 T~ P8

P5
P1
P7

P3
P2 P6
» Che khudt hodc hién cdc canh cua 3D face : 1énh edge
Draw/ surfaces/ edge Command : edge
Display/<Select edge>:

Céc lva chon :
Select edge : chon canh can che, dong nhéc s& xuét hién lién tuc cho phép
chon nhiéu canh khac nhau. Nhén enter dé két thic 1énh.
Display : lam hién c4c canh dugc che khuat
Display/<Select edge>:d enter
Select/<All>: chon ting doi twong , nhan enter dé két thic
1énh.
B. Cac lénh tao mat ludi :
1.Lénh Edgesurf : dang tim tham bay
Tao mat luGi tir 4 canh ¢6 cac dinh tring nhau.
Draw/ surfaces/ edge surface Command : edgesurf
Select edge 1:chon canh 1 xac dinh chiéu M cua ludi
Select edge 2: chon canh 2 xédc dinh chiéu N cta luéi
Select edge 3:chon canh 3
Select edee 4:chon canh 4




Néu cac canh khong ¢6 dinh tring nhau s& xuét hién dong nhac:
Edge X does not touch another edge ( canh X khong cham canh khac)

2.Lénh revsurf : madt tron xoay
Tao mait tron xoay bang cdch xoay 1 doi tuong 2D (dudng cong tao mat —path curve)
xung quanh 1 truc .

Draw/surfaces/revolved surface command : revsurf enter

Select path curve : chon duong cong tao mat tron xoay.

Select axis of revolution : chon truc quay

Start angle <0> : vi trf bat dau truc xoay

Included angle ( +=CCW,-=CW) < fullcircle> : géc xoay
e Chd ¥ : néu truc xoay khong phai 1a dudng line hoac pline xuét hién dong nhéc :

Entity not usable as rotation axis : doi tugng khong thich hop lam truc xoay.

3.Lénh rulesurf : mat ké
Lénh nay tao mat ké tir 2 dudng bién duoc chon, mit nay c6 mat ké 1a cdc duong thang,
sO duong ké dinh bai bién surftabl

Draw/ surfaces/ruled surface command :rulesurf enter

Select first defining curve : chon duong bién 1

Select second defining curve : chon duong bién 2
4.Lénh tabsurf : mit tru

Tao ra mit lu6i theo hinh dang dudong chuin (path curve ) doc theo vector dinh
huéng ( direction vector) .Mat do 1u6i ( s6 dudng sinh ) xdc dinh bang bién surftabl

Draw/ surfaces/tabulated surface command : tabsurf enter

Select path curve : chon dudong chuin dinh dang mit tru

Select direction vector : chon vector dinh huéng
5.Bién surftabl, surftab2 : cac duong sinh ( hay duong ké mat ) lam mat lué6i tron nhan.
Néu dung 1énh explode pha v& luéi thi s€ tao ra nhitng mat tam giac hoac tit giac.




Bai 4 :
KHOI RAN, CAC CACH CONG TRUKHOI RAN

I.Tao vat thé dac :

A) Lénh tao vat thé ddc so cdp : Draw/ Sollids/...

1.Box : hinh hop

Command : box enter
-Center/ < corner of box><0,0,0> toa d6 1 dinh hinh chit nhat
( center : tam hinh chit nhat )
-Cube/ Length/ < other corner> : toa do dinh d6i dién
Cube : khoi vuong
Length : chiéu dai chiéu rong hinh chit nhat
-Height : chiéu cao hinh hop

2.Wedge : hinh ném

Command : Wedge enter
-Center/ < corner of box><0,0,0> toa d6 1 dinh hinh chit nhat
( center : tam hinh chit nhat )
-Cube/ Length/ < other corner> : toa do dinh d6i dién
Cube : 2 mat 1a hinh vuong
Length : chiéu dai chiéu rong hinh chit nhat
-Height : chiéu cao hinh ném

3.Cone : hinh n6n

Command : cone enter

-Elliptical/ < center point> : tam cua ddy tron
Elliptical : day 1a hinh ellipse

-Diameter/< Radius> ban kinh ddy tron

-Apex/< height> : chi¢u cao

Apex : toa do dinh hinh n6n

4.Cylinder : hinh tru

Command : cylinder enter

-Elliptical/ < center point> : tam cua ddy tron
Elliptical : ddy la hinh ellipse

-Diameter/< Radius> ban kinh ddy tron

-Center of other end/< height> : chiéu cao

Center of other end : toa do tam ddy tron trén

5.Sphere : hinh cau

Command : sphere enter
- Center of sphere <0,0,0>: tam



-Diameter/<Radius> : ban kinh
6.Torus : hinh vong xuyén
Command : torus enter
- Center of sphere <0,0,0>: tam
-Diameter/<Radius>of torus : ban kinh chinh ( c6 thé am)
-Diameter/<Radius>of tube : ban kinh 6ng ( néu ban kinh chinh am thi ban kinh
ong phai 16n hon ban kinh chinh - hinh bau duc)
B.Tao vdt thé ddc tiw hinh 2 chiéu :
» Yéu cdu: hinh 2 chiéu phai la da tuyén khép kin, cdc canh cta da ruyén khong duoc
tu cit nhau
Néu khong phai 1a da tuyén khép kin thi dung Iénh pedit chuyén déi
Command : pe enter
Select polyline: chon 1 doi tugng
Close/Join/Width/Edit vertex/Fit/Spline/Decurve/Ltype gen/Undo/eXit <X>: j enter
Select objects : chon doi tugng ti€p theo.Phai chuot dé két thic 1énh
1.Lénh extrude :tao bé mat cho hinh 2 chiéu
Draw/Solids/Extrude Command :ext enter
Select objects:chon mat 2D
Path/<Height of Extrusion>: chiéu cao
Extrusion taper angle <0>: géc t6p ( duong thi top, am thi loe)
Path : chay theo duong dan
Select path : chon duong dan
2.Lénh revolve : hinh tron xoay
Draw/Solids/Extrude Command :rev enter
Select objects:chon mat 2D
Axis of revolution - Object/X/Y/<Start point of axis>: chon diém thit nhat trén truc
xoay
<End point of axis>: chon diém thi hai trén truc xoay
Angle of revolution <full circle>:g6c 6m ( x4c dinh boi chiéu qui dinh boi 2 diém
truc xoay)
C.Diéu khién su thé hién vat thé dac :
1.Bién hé thong isolines : thay déi s6 dudng thé hién bé mit cong khi khong bi che
khuat
Command : isolines enter
New value for isolines :
2.Bién hé thong Facetres : thay doi s6 mat tam gidc thé hién mat cong khi che nét khuat
Command : Facetres enter
New value for Facetres :
3.Bién hé thong dispsilh :khi bién nay =1 thi nhitng tam gidc dugc loai bd khi che nét
khuat
Command : dispsilh enter
New value for dispsilh<0> :1




I1.Cac phép toan trén vat thé dac:
1. Lénh UNION (Draw\Solid\Union): Phép hgp
- Select objects: chon vat thé 1
- Select objects: chon vat thé 2
- Select objects: (enter)
Vat thé duoc tao thanh 1a vat thé phiic hop (composite) thuoc 16p cua vat
thé 1
2. Lénh SUSTRACT (Draw\ solid\ Subtract): Phép hiéu
Sourse objects..
- Select objects: chon céc vat thé bi trir .1 (c6 thé chon nhiéu d6i tuong-
enter dé két thic)
Select solids and region to subtract...
- Select objects: chon céc vat thé trir 2 (c6 thé chon nhiéu doi tugng-enter
dé ket thic)
3. Lénh INTERSECT (Draw\ solid\ Intersection): phép giao
Select objects: chon vat thé 1 va 2
4. Lénh INTERFERE (Draw\solid\ Interference): tao thém phan giao giita hai vat thé
INTERFERE
- Select the first set of
- solids: chon vat thé 1
- Select objects: 1 found
- Select objects: (enter)
- Select the second set of solids: chon vat thé 2
- Select objects: (enter)
Create interference solicds ? <N>: Y (enter)




Bai 5:
HIEU CHINH VAT THE PAC

A.Hiéu chinh vat thé dac
1.Lénh fillet : lam tron canh
Modify/ Fillet Command: f enter
(TRIM mode) Current fillet radius = 0
Polyline/Radius/Trim/<Select first object>:chon canh
Enter radius <0>: ban kinh géc bo tron
Chain/Radius/<Select edge>:chon canh ti€p hoac nhan enter
Edge has already been picked.
1 edges selected for fillet.
2.Lénh Chamfer : vat canh
Modify/chamfer Command: cha
(TRIM mode) Current chamfer Distl = 10.0000, Dist2 = 10.0000
Polyline/Distance/Angle/Trim/Method/<Select first line>:chon canh 1
Select base surface:
Next/<OK>: N néu mat chon khong ding Mat dugc chon
Next/<OK>: enter /
Enter base surface distance <0>: kich thuéc m 7
Enter other surface distance <10.0000>: kich thudc n
Loop/<Select edge>:chon canh trén mat dugc chon /
Loop/<Select edge>:L enter ( vat goc tat ca n
cac canh ctia mat chon)

3.Lénh Slice :cat vat thé
Draw/sollids/ slice command :sl enter
-select object : chon vat thé
Slicing plane by Object/Zaxis/View/XY/YZ/ZX/<3points> : chon 3 diém mat phing cat
di qua.
Cac lua chon khac :
XY,YZ,ZX : mat phing cat song song véi mat phang XY,YZ,ZX
Point on XY plane :diém ma mat cat di qua
Z axis : xac dinh 2 diém- mat phang cit s& di qua diém thi nhat va thang
géc v6i dudng thang qua 2 diém trén
View : mat phang cat song song v6i diém nhin
Point on view plane :diém mat phang cat di qua



Both sides/<Point on desired side of the plane>:chon phan muén giit lai

Both :gitt lai ca 2 phan
4.Bung vdt thé ddc :

Khi diing 1énh explode d6i véi vat thé dic, ta thu duge mién region va than body .
néu diing Iénh nay 1 14n nita , mién va than tr& thanh c4c doan thang va c4c doan cong
.Lénh explode khong c6 tdc dung tdch céc vat thé phiic hop thanh cac vat thé so cap ban
dau.
5.Lénh section : hinh cit

Draw/ solids/selection = Command: sec enter
Select objects: chon vat thé
Section plane by Object/Zaxis/View/XY/YZ/ZX/<3points>:tuong tu 1énh slice
B.Cac lénh hiéu chinh trong khong gian
1.Lénh mirror 3D : tao hinh d6i xting qua 1 mit phang bat ky

Modify/ 3D operation /Mirror 3D :

Select object : chon doi tugng
Plane by Object/Last/Zaxis/View/XY/YZ/ZX/<3points> : x4c dinh 3 diém mat
phing doi xtng di qua

Céc lva chon :

Object : mat d6i xung dugc xdc dinh bai 1d6i tugng chiéu

Last : mat doi xung dugc xac dinh boi 1énh mirror3D trude do6

Zaxis : xac dinh truc Z bing 2 diém , mat phing d6i xiing di qua diém thit nhat va

thang géc véi doan thang 12

View : miat d6i xtng thang géc v6i phuong nhin ciia clra s6 hién hanh va di qua

diém dugc xdc dinh bdi dong nhac :

Point on view plan <0,0,0> :

XY : mat doi xting song song v6i mat phang XY va di qua diém dugc xdc dinh

boi dong nhac :

Point on view plan <0,0,0> :
YZ,7X : tuong tu XY
2.Lénh rotate3D : quay doi tugng quanh truc bat ky
Modify/ 3D operation /: rotate3D
Select object : chon doi tugng
Plane by Object/Last/Zaxis/View/ Xaxis/ Yaxis/ Zaxis/ 2points> : xac dinh 2 diém
truc quay

Céc lva chon :

Object : truc quay duogc xdc dinh boi 1d6i tugng chiéu

Last : truc quay duoc xac dinh boi 1énh rotate3D trude do

View : truc quay song song vdi phuong nhin cta cira s6 hién hanh va di qua diém

dugc xdc dinh bdi dong nhac :

Point on view direction axis <0,0,0> :

Xaxis : truc quay song song vdi truc X va di qua diém dugc xdc dinh boi dong

nhéc :




Point on Xaxis <0,0,0> :
Yaxis,Zaxis : tuong tu Xaxis

3.Lénh align : quay do6i tuong theo mot doi tuong khac
Modify/ 3D operation/align command :al enter
Select objects: chon d6i tuong
Specify 1st source point:chon diém nguén thi nhat
Specify 1st destination point: chon diém dich thit nhat
Specify 2nd source point: chon diém nguén thit hai
Specify 2nd destination point: chon diém dich thi hai
Specify 3rd source point or <continue>: chon di€ém nguén thit ba
Specify 3rd destination point or <continue>: chon diém dich thi ba
4.Lénh 3Darray : tao mang cac doi tugng trong khong gian
Modify/ 3D operation/ 3Darray Command: 3darray
Select objects: chon do6i tuong
Kiéu hinh hop :
Rectangular or Polar array (R/P): r enter
Number of rows (---) <1>: s6 hang
Number of columns (lll) <1>: s6 coOt
Number of levels (...) <1>: s6 tang
Distance between rows (---): khoang cach hang
Distance between columns (lll): khoang cach cot
Distance between levels (...): khoang cich tang
Kiéu vong tron :
Rectangular or Polar array (R/P): r enter
Number of items: s6 d6i tuong
Angle to fill <360>:g6c xoay
Rotate objects as they are copied? <Y>:quay doi tugng
Center point of array:xdc dinh di€ém thd nhat cha truc xoay
Second point on axis of rotation: x4c dinh diém thit hai clia truc xoay




Bii 6:
NGUON SANG TRONG VE 3D

A.Nguon sang :

Lénh light : View/Render/ Light...
1.Tao ngudn sdng :

*New :tao ngudn sang mdi

-Light: danh sach nguén siang

Ambient Light

M Intensity L0
v

-Céc kiéu nguén sdng : = |
Point light : nguon sang toa | ||
Spot hght : nguon sang chiéu t/heo Rham vi —— e D
Distant light : nguon sang xa(  anh sdng mat T it |

troi) o | i |
-Muc chung cho cic kiéu roi sang :

Intesity : diéu chinh cudng do sang

Selest custom color : thay d6i mau sic ngudn séng

C6 thé thay doi vi tri, quay , sao chép 1 ngudn sang bang Iénh move, copy, rotate

2.Hop hoi thoai I’l,leléﬂ sang point light :
-Light name :tén nguon sang -
-Intensity :cuong do sdng e
-Modify :xac dinh vi tri nguon sang P o ||

Enter light location<current> :vi tri nguon sang

3.Hop hoi thoai nguon sdng spot light : tugng tu ngudn sang point light
-Khéc biét :

Hotspot : ving sdng

Falloff : viing sang mo
-Modify :

Enter light target<current> :vi tri muc tiéu

Enter light location<current> :vi tri nguon sang
4.Hop hoi thoai ngudn sdng distant light : tugng tu nguon sang point light
-Modify :




Enter light direction TO<current> :vi tri muc tiéu
Enter light direction FROM<current> :vi tri nguon sang

-Nut sun angle calculator : dnh sdng mat troi- Xuat hien ==

hop hoi thoai 2
Date : ngay A
Clock time : gi0 -x4c dinh theo kiéu gio trong hop 't =

thoai bén dudi
Niit geographic location : chon ving trén ban do6
thé gidi.
B.Pua nguon sing vao t6 bong :
1.Luu tam nhin : dung 1énh View luu tAm nhin
2.Phoi hop canh va ngudn sdng : 1énh Scene
View/Render/Scene
-Chon new roi dat tén trong muc scene name
-Chon tén tdm nhin trong ctta s6 View ( current : hién hanh)
-Chon tén nguon sdng tuong Gng v4i tAm nhin nay ( all: chon tat ca nguon sang)
-Chon OK
3.Render :
-Trong ctra s6 scene to render chon kiéu scene mu6n render
-Nhan render




Bai7:

TO BONG POI TUONG 3D

A.Lénh Rmat : chon va gan vat liéu 1én cdc d6i tuong
View/Render/Material Command: rmat enter

Vat liéu mac dinh la global.
Modify : stta déi tinh chat cua vat liéu
New : tao vat liéu méi
Duplicate :tao vat liéu méi tir vat liéu c6 san
Hop : standard :cac kiéu chat liéu
Select : chon 1 chat liéu c6 san
Gan chat liéu cho d6i tugng
-Attach : chon d6i tuong mudn gin chat
liéu
-By ACI : chon d6i tugng theo mau
-By layer : gin theo 16p

b aterials:

“GELOBAL®

Modify.. |
Duplicate.. |
Mew...
Breview
Letach< |
taterialz Librany... | BIAGI

LI By lLayern.. |

Cancel | Help |
Niit Material Library : thu vién cac chét liéu c6 san
ateals Ubtary Preview : xem truéc chat liéu
Materials List: Library List: tender. mli Meterial liSt . danh Séch Chéjt liéu
LB R Library list : ki€u chat liéu
BLUE MATTE .
CHECKER TEXTURE Import : ChQn Vé.t 11@11
— Export : bo xung chat liéu vao thu vién
ISpharE hd
< ot |
Bt |

Purge | Save.. | T | Open... Save...
R I Cancel | Help |

Tao chdt liéu mdi : New — xudt hién hop hoi
thoai ( dung chung cho Modify va duplicate)

New Standard Material

Material Mame:

{

Altribul

& Color/Pattem

 Ambient

I
. Walue: ﬂ _I ﬂ
| [ Color 1




Ambient : thay d6i cudng do 4nh sdng moi trudng

Reflection : thay d6i cudng do sdng phéan xa

Roughness : thay doi do nhim

Transparency : thay d6i do trong suot

Refraction : thay déi do phan chiéu ( chi tac dung véi ki€u Photo raytrace)
Bump map : 4p 1 anh map vao vat liéu)

Chi thé hién khi render kiéu t6 bong photo real, photo raytrace

Material name :tén chat liéu

Value : chi s6 cua ac tinh chat

Find file : chon anh bitmap

Color : mau cua vat liéu
B.Cac lénh ho tro :



Bai 8
QUAN SAT VAT THE TO BONG

A.Lénh Dview :thiét dat camera
View/ 3D Dynamic View Command:DV enter
Select objects: chon do6i tuong
CAmera/TArget/Distance/POints/PAn/Zoom/TWist/CLip/Hide/Off/Undo/<eXit>:
Céc lva chon :
1.Pan : dich chuyén hinh
2.Hide : che nét khuét
3.0ff : trd ve hinh chiéu song song
4.Undo : huy bo diéu vira lam
5.Point : x4c dinh vi tri muc tiéu va diém nhin
Enter target point <x,y,z>:
Enter camera point <x,y,z>:
6.CAmera : quay diém nhin quanh muc tiéu ( muc tiéu méc dinh 12 0,0,0 - néu chua x4c
dinh bai tuy chon POint, Target)
Toggle angle in/Enter angle from XY plane <0>: géc quay tir mat phang XY (
pham vi bién déi tir -90 dén 90)
Luc chon T enter
Toggle angle from/Enter angle in XY plane from X axis <0>: - gbc quay
trong mat phiang XY (tinh tir truc x pham vi bién déi tir -180 dén 180)
7.TArget : quay muc tiéu quanh diém nhin ( v6i khoang cach khong déi )
Toggle angle in/Enter angle from XY plane <0>: géc quay tit mat phang XY (
pham vi bién déi tir -90 dén 90)
Luc chon T enter
Toggle angle from/Enter angle in XY plane from X axis <0>: - gbc quay
trong mat phiang XY (tinh tir truc x pham vi bién déi tir -180 dén 180)
8.Distance : thay d6i khoang cach tir muc tiéu dén diém nhin, dong thdi chuyén qua
hinh chi€u phoi canh
New camera/target distance < >:khodng c4ch -c6 thé x4c dinh bing thudc véi tri
tir Ox dén 16x ( 16x : 16 1an khoang cach hién tai )




9.Zoom : thay d6i tiéu cu 6ng kinh ( mac dinh 12 50mm) -hinh chiéu ph6i canh
Adjust lenslength <50.000mm>:tiéu cu-c6 thé xdc dinh bang thudc vdi tri
tir Ox dén 16x ( 16x : 16 lan tiéu cu hién tai )
10.CLip :x4c dinh mat cit truée va sau ( thang géc v6i phuong nhin) dé giGi han pham vi
nhin
Back/Front/<Off>: f xac dinh mat cét trudc
B: mat cét sau -off :khong dung mat cat
Eye/<Distance from target> < >:khoang céch tinh tir muc tiéu
Tri dwong néu mit cit gitta diém nhin va muc tiéu, tri Am néu sau muc tiéu- co thé
dung thuéc dé chinh
E : mat cit ngay trude ong kinh
11.TWist : quay 6ng kinh quanh tia nhin ( anh 16n nguoc néu quay 180°)
B.Lénh t6 bong nhanh : kiéu Shade
View/ Shade : t6 mau cac bé mat
ShadeDge=0 (256 color) : t6 béng mat , khong thé hién cdc canh
ShadeDge=1 (256 color Edge Highlight) : t6 béng mit , canh ¢6 mau nén
ShadeDge=2 (16 color Hidden Line) : giong 1énh hide
ShadeDge=3 (16 color Filled) :(mic dinh) mit ¢6 mau vé ,canh ¢6 mau nén



Bai 9:
CHE PO TO BONG HINH ANH

A.Lénh Render (View/Render/Render)

Chon tén cua 1 trong cdc scene & muc Scene to Render r6i nhap muc Render
B.Hiéu chinh :1énh Ppref (View/Render/Prefernces)
1.Render type :kieu render (Render, photo real, photo raytrace)

2.Render option :

Smooth shading : 1am tron lang céc
bé mit

Apply Material : gan vat liéu néu cé

Shadow : tao bong(kiéu photo real,
photo raytrace)

Render cache : cdc thong tin vé
render dugc ghi vao cache file dia cting

Light icon scale : dd phéng dai ctia
céc biéu tugng ngudn sang

Smoothing angle:45 - géc cuc dai cic
bé mat gan nhau lam tron lang 1a 45°

3.More Options :
Discard back faces : khong td bong
nhiing mat che khuat-thoi gian to
bong nhanh hon
Back face normal is negative : c4c
mat duoc € ngugc chiéu kim dong ho
1a mat trude, nguoc lai 1a mat sau
Gouraud : mau t6 duoc tinh todn theo
mau cua cac canh trén mat ludi

Render
Bendering Type:

Scene to Render

IRender 'I

x|

Rendering Procedure

I” Queryfor Selections
™ Crop Wincow
I” Skip Render Dialog

Light lcon Scale:

Destination

Srmoothing Angle:

= =
o

—Rendering Options Sub Sampling
W Smooth Shade \iewparl j I-\ 1 (Best) j
F Apply Materials .
—_—_ Width 702
B EHE Height : 367 Background |
™ Fender Cache Caolars @ 32-hits
More Optians... | il f=0 ) i = | Fog/Depth Cue |
Rendear I Cancel | Help |
Render Options

Render Quality
& Gouraud
 Phong

Face Controls

[~ Discard hack faces

¥ Back face normal is negative

Cancel

Help




Phong : mau t6 dugc tinh todn trén timg pixel ( giong thuc hon)

4.Rendering procedure :
Query for selection : xuat hién dong nhic select object : cho phép chon cic doi
tuong khi thuc hién 1énh render
Crop window :pick crop window to render : chon viing xac dinh bang 1 hinh chit
nhat dé render
Skip render dialog : khong xuat hién hop hdi thoai khi goi 1énh render
5.Destination : chon noi két xuat dé t6 béng
Viewports : hinh t6 béng nim trong ctta s6 hién hanh
Render window : hinh t6 béng nidm trong ctia s6 rieng.Cop thé in hinh t6 bong
hodc luu thanh tap tin .BMP
File : c6 thé chon luu thanh kiéu tap tin .tga, .bmp, .pcx, .tiff qua muc more
options
6.Sub sampling : chon ti 1€ .Ti 1é cang cao thi thoi gian té6 bong cang nhanh nhung chat
luong t6 bong giam
7.Background : hau canh
Solid : phong mau
Gradient :nhitng dai mau nam ngang
Image : phong la 1 nén anh
Merge : dung hinh AutoCad hién tai lam phong
8.Lénh Fog (View/render/fog...) : tao canh xa mo cho hinh t6 bong

C.Chen hinh vao ban vé
1..Lénh Lsnew (View/render/landscape New):chen hinh mpmesrres
Khi chén thi d6i tugng landscape 13 hinh tam giéc rer——
hodc hinh chit nhat.Hinh chen s€ hién ra khi ta to "
béng kiéu Photo real hoic photo raytrace.

2.Lénh Lsedit (View/render/landscape edit) hi¢u

chinh d6i tugng landscape Proview |
- Geometry
& Single Face Height  [200
 Crassing Faces B |
 Wiew Aligned Eosition < |

Cancel | Help |

3.Lénh Lslib (View/render/landscape libra
. G 101 tac Srcac i tlIOTlg 1 @ap@etry

@« Single Face

e(tap tin

Landscape Libraiv

Librany: renderlli

Cacls Mudify... | " Crossing Faces

na

M ey V¥ Wiew Aligned

Molate I



Bai 10 :
Thiét 1ap ctra s6 nhin trong ban vé
A.Thiét dat cira s6 tinh:
Céc ctra s6 dugc x€p canh nhau va khong thay doi kich thudc dugc
View/Tiled Viewports/ layout Command : Vports
Save/Restore/Delete/Join/SIngle/?/2/<3>/4:chon s6 cilra s6
Save : luu dang bo tri
Restore:phuc héi dang ctra s6 da luu
Join :n6i 2 clra s6
Horizontal/Vertical/Above/Below/Left/<Right>:xap x€&p cac clra sO
B.Thiét dat cira s6 dong :
Tiéu chudn : bién tilemode =0 (View/paper space)
1.Lénh Mview (view/floating viewports)
ON/OFF/Hideplot/Fit/2/3/4/Restore/<First Point>:
Fit :1 clra s6
2.3.4 :s6 clra s6
On : hién hinh trong ctra s6
Off :tat hinh trong ctra s6
Hideplot : bo nét khuat khi in
On/off : on enter
Select object : chon ctlra s6 muon che nét khuat
Restore :tao cdc clra s6 giong dang cdc clra s6 da luu bang muc save ctia lénh vports
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