VIDeo GAMES: CHARACTERS & FX'S HowtoAutomatically Open a Door/Gate
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2. Open the “Hierarchy Panel’, select “Affect Pivot Only” and with the
cursor move the boxes pivot point to the edge of the box, as if
it were a hinge.
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3. Close the “Hierarchy Panel”
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4. Make sure the Box is selected and type, 0, 0, 0 in the coordinate
system. This places the box(Door) in the middle of 3D Max space.

om o —
E——
= [ ITTT T T T T LT T LT T LT T LT T LTI CTT T T T LTI T T CTTT T T T T LTI T T T LTI TT I TTTTITTTTT Il = |
= 10 15 2 25 il 35 £ F: a0, 50 n 75 ] 85 0 o5 1o =
[ seees B4 0.0 i 00 iz 00 fed-us S == NI S e
vecone o 1| Gicor iceand-irag to T 60 [AddTme Tag Setfer | N, KeyFiters... | tesf o 2] FES

[l Q5 % @] -oX

MAScript  Help

130, 6\ % Bl |12 =Pl s =81 0 1 =)

Now we need to apply a “Material” to the door.
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5. Go to CGTextures.com and find a usable door texture.
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6. Right click on the large version and select “Save Picture As”.
Save the texture picture in your project folder.
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7. Open PhotoShop and then open
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it to 256 x 64 pixels.

8. Click “File” - “Save As” and resave
___ the texture as a“Targa”file.

9. In 3D Max open the door
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DWWF format.
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o : 10. Apply the material to the door. Ly
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11. Save the 3D Max file. as an FBX file.
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