Primitives are basic geometry objects. You can use primitives (and Extended Primitives)
to make simple stuff like tables, lamps and even funny characters. Below are some
examples of the primitives that come with 3D Max.
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Making a Primitive

Primitives are located on the “Create Panel”
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Standard Primitives

Adjusting Primitive “Parameters”

Smoath + Highlights + Hw |

1. Select the “Modify” button.
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2.The“parameters” for the box are
located under the “Stack”
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