Setting your background in Gmax or 3ds Max.
By Kevin Ryan
Setting backgrounds in Max is not all that difficult once you figure it out.  The hard part is figuring it out.  The key is, like most efforts, getting off on the right foot.  Attention to detail at the beginning will go a long way towards helping in the end.  The way I demonstrate here is by far, not the only way of doing this.  It is, I believe, the simplest, while at the same time leaves you with the most accuracy and flexibility.

Preparing the drawing…
Cutting up the views

Let’s begin with our drawing.  Do some research first on the subject, and find a GOOD drawing.  A basic 3-view out of most books are acceptable, though the more detail you have, the more you will appreciate it later.

For this lesson, I have chosen a Fairchild A-10 Thunderbolt:
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This is actually much smaller than I would suggest using, though it would work in a pinch.  I can provide a larger if needed.  The thing we’re looking at though is that is has nice clean lines and plenty of detail. 
Open the image in Photoshop or another image editing software.  The first thing we’ll do is to divide it up into three equal views, meaning basically, the length, width and height should be the same on each.  Clip each image so that it touches the outer edge of the aircraft on each side.
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*
Top view not to scale…
For instance, on the front and side views, the height on the front and side is 162 pixels, while the length on the side and top is 616 pixels and the width of the front and top is 562 pixels.  
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Those numbers, 616x562x162 will come into play later.
Placing index marks

Next we’re going to make several index marks on the views so that later in Max it will assist us in lining up both the drawings and provide a handy reference while modeling..

Open the 3-views in Photoshop or whatever, and pick any two.  In this case, we will use Front and Top.  Since we scaled the views earlier, if we place the drawings with the front view above the top, you should see that most of the points line up in the drawings.  For instance, if we want to use the tales as a reference, we see the tails in the top view are directly above the tails in the bottom.
[image: image5.png]& Adobe Photoshop.

id tholt-front.jpg @ 100% (RGB/8#) [A]=]
R o i B o 20 o B R0 P 0 R0 1]

A3 tbolt-top.jpg @ 100% (RGB/8#) [~ [B][x]
o B P 0 0 P BT T e R ]





Select the Line tool from the menu , adjust the line width at the top of the screen to however wide you like, and draw a vertical line from each of the tails upward.
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You will notice that doing this creates a new layer for each line you drew.  Select one layer, then use Ctrl/click to select the second.  With both layers selected, right click on one and choose ‘Merge Layers’ to combine them into one layer to make it easier to manipulate.   Other programs may be slightly different, but all pretty much have the same capability.
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Select the layer you just combined and right click on it to choose ‘Blending options.’                      
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Find the slider for ‘Opacity’ and adjust the density of your lines so that they are no longer opaque and you can see the drawing underneath.
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Now simply repeat this for every index mark you would like to make.  You will not need a lot.  I would say more than four in each direction is over-doing it…
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To continue this, go to the front ad side views and create index marks that align with the same points as your top view.
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As a last step, navigate to the Gmax/Scenes folder and create a new folder for your plane, in this case A-10:
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Inside this folder, create another called 3-views and place your drawings here.  This gives you a place to keep them so that while working, the maps for your box will not become dislocated, and for all of your project files during construction.  You are now ready to go into Max…
Preparing the Box in Max…
Setting up Max

Here is where I start differing fundamentally from most tutorials I have read about this subject.  Most will tell you to create some kind of box, separate the sides, delete half of them, apply UVW maps, assign this and that, and all kinds of confusing things.  We are going to simply create 3 planes here, then drop and drag textures on to them to create our box.   So, open Max, and press ‘G’ in each of the viewports to turn off the grids. 
Go to 'Customize' then 'Preferences'
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Highlight the 'Viewports' tab, then look for the 'Display Drivers' section.  You are dealing with both of these buttons here.
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Choose 'Configure Driver' first, and set the texture size to '512'
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OK out of it, and select 'Choose Display Driver.'
Set the driver to 'Open GL' and exit back to the program.  I highlighted the wrong one here, sorry about that... [image: image17.png]
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What this is going to do is minimize the image becoming pixellated and jagged in the viewport.  It may not work perfectly, but it will help…
While you’re at it, look for the option ‘Force 2 sided.  Checking it will allow you to see the image on both side of the plane and will make the model easier to work with.

Creating the planes
THIS METHOD IS IDENTICAL FOR ALL THREE VIEWS!   The only difference from here on out is the viewport you use and the size of the plane.  Remember, the plane must be the same size as the drawing you are using..

We’ll start with the top view.  Here is where the numbers above come into play.  You may remember, the top view had the dimensions of 616x562 pixels.  Go to the ‘Create Objects’ rollout and select ‘Plane.’
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Highlight the Top viewport, the look for the ‘Keyboard Entry’ rollout on the right.  Here we are going to enter the dimensions we took from Photoshop.  So for length we’ll enter 616 and for Width we’ll enter 562.  Hit ‘Create’ and the object will appear in Max, with the top flat on to you as if looking down onto it.  You may need to zoom out to see it all.
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Now go to the Name entry and rename this plane ‘Top’

Next rather than having to Freeze the plane, we are going to make it so the plane will only move up and down.  This gives us the ability to move the plane to check our reference or if we need to see from the bottom, but don’t want to hide it.
First, select the plane, then go to the ‘Heirarchy’ rollout. Once there, click on  ‘Link Info’ and under ‘Locks” check EVERY box except ‘Z.’  
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This keeps us from accidentally moving or scaling our background while working.  If need be, you can Freeze and Unfreeze the plane easily, but this is a nice little safeguard to keep you from screwing up your box, while being able to use the drawing better as a reference.
The last step is to make sure the plane is selected, right click on the plane, then choose properties.  Ensure that ‘Show Frozen in Gray’ is unchecked and we’re finished.

You are now ready to apply the textures to the plane.
Applying the textures in Max…

At last, we come to it; his is actually, the easiest part of creating your box.  If you remember, we created a folder in the Max Scenes folder called A-10.  If we look in Max, we will see the icon for the ‘Gmax Material Editor’
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Click on it to bring up the Material Editor and under the rollout for ‘Blinn Basic Parameters’ click on the small square box across from the ‘Diffuse’ option.
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This is going to bring up a new program, the ‘Gmax Material Navigator.’  Ensure the button labeled ‘New’ is checked and double click on the square labeled ‘Bitmap.’  It does not matter here if your drawing is a bitmap or not, just choose it anyway.
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When the navigation box comes up, go to the A-10 folder and select the Top view.  The Navigator box will close, and if you look back to the Material Editor box, you will see the ball in the black box at the top now has your texture on it.
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Here comes the hard part.  Simply drag the image from the black box onto the plane in the top viewport..
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Notice that the image is not showing up on the plane; that is because we must choose for the image to be displayed in Max.  This is done by clicking on the small blue checkered cube next to the name of the image.
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And now we have the image displayed on the plane in Max
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If you should find that the image is ‘upside down’ from where you want it, you can go back to the material navigator and under the ‘Coordinates’ rollout you find an option for the Angle with choices for U,V, and W.   Clicking on the ‘W’ option will rotate the image on the plane to where you want it. Entering a value of -180.00 will reverse it.
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Now just right click on the plane and choose ‘Freeze Selection.’ You have successfully mapped one of the background images. Now all you need to do is repeat this process for each of the other two views and you have your box.
Finishing up…

So now that you have mapped all three planes, you should end up with this.
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Since we locked the movement on the planes earlier, each plane will only move along one axis and we can adjust the box to suit our needs.
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Even more though, we now have the ability to slide the image along that axis so that if we need to check that if something is lined up along our registration lines, we can.
All Done…
So we’re done.  I hope this tutorial has helped you a bit, and if anyone has any questions, please feel free to e-mail me at kdryan2@yahoo.com
