SciVis I

Section 6.02

3D Modeling Concepts

       1.  What does Panning do to an object in 3D space?
2. What is Perspective view used for?
3. What are Orthographic view ports?

4. What does “Ortho” mean?

5. What are the six views created in Orthographic views?

6. Why are Orthographic views useful?

7. Why are coordinate systems useful?

8. What are the Coordinates in 2D?   In 3D?

9. What is the Origin?

10. How do you position objects at the Origin in Max?

11. What is the difference in Local and World Coordinate Systems?

12. What is the difference in Relative and Absolute Coordinates?

13. What are Splines?

14. What are examples of Parameters that can be modified on your objects?

15. What are Defaults?

16. What is a Boolean operation?

17. What are the different types of Boolean operations?

18. What is lofting?

19. What is lathing?

20. What is scale and non-uniform scale?

