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How to Model Bulletsin 3DS M ax

This article will giveinstructions in a simple way to create a bullet with casing in ailmost any 3D application.
However thisisonly amodelling tutorial. We'll not be applying any material and rendering the bullet. Use a
reference image....

Part 1 of 4:
Set up your Work

1. Useareferenceimage. Thisisrequired for modelling. Go to the web and download an image showing
the schematic of abullet with its case.
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Check the dimensions of your reference image. Right click on the reference image. Then, click
properties and go to the details tab.

Start 3DS M ax.



Change your view to Per spective for easy editing. Click on the bottom right window, then press Alt| +
W' on keyboard to maximize your perspective view..

Change the unit setup in 3DS Max.
1. Go to Customize > Units Setup.



Customize = Scrnipting Content Help

‘ Customize User Interface...

Load Custom Ul Scheme...
Save Custom Ul Scheme...

Revert to Startup Layout
Lock Ul Layout Alt+0

Show LI *
Custom Ul and Defaults Switcher...

Configure User Paths...
Configure System Paths...

Units Setup...
Plug-in Manager...

Preferences...

2. Change the Display Unit Scale to Metric and choose "millimeters’ from drop down.



System Unit Setup

Display Unit Scale
® Metric
Millimeters
Milimeters
Centimeters
Meters
Kilometers

Custorr

Generic Units

Lighting Units

International

6. Create aplane. Go to the "Create" tab, then click on "plane” in standard primitives.
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Standard Primitives

* Object Type

Box Cone
Sphere GeoSphere
Cylinder Tube

Torus Pyramid
Teapot Plane

TextPlus

1. Click and drag in the viewport, then center itin X, y & z axis.

2. Right click on the up-down arrowsinthe x, y & z field to position the plane at zero.



Modify the length and width of your plane from the modify panel.
1. Divide your reference image length and width pixel count by 10 (eg: 506 pixels will be 50.6mm)
and change the length and width parameters of plane in mm. Thiswill allow you to use the image
without altering the aspect ratio of the picture.

Open the compact material panel.
1. Click rendering in toolbar.
2. Click material editor and choose Compact material editor.



Rendering ['CralView  Customize Scnpting  Content  Help
Render Shift+Q
Renderin the Cloud
Open Autodesk A360 Gallery
Render Setup... F10
Rendered Frame Window...

State Sets...

Camera Sequencer...

Radiesity...

Light Tracer...

Scene Converter...

Lighting Anabysis ¥
Exposure Control... = e
Environment... B e T =
Effects... S - -

Raytracer Settings... ;
Raytrace Global Include/Exclude...

Render To Texture... 0
Render Surface Map...

Material Editor H Compact Material Editor...
Material/Map Browser... Slate Matenial Editor...
Material Explarer... s

Video Post... X - T
View Image File...

Panorama Exporter...
Batch Render...
Print Size Assistant...

Gamma/LUT Setup...
Render Message Window...
I Compare Media in RAM Player...

Add your referenceimageto the plane.
1. Click on the empty field near diffuse color.



Blinn Basic Parameters
Self-Tllumination

= Ambient: - H Color 0
Diffuze: -
Specular: [N - Opacity: 100

Mone

Specular Highlights

Specular Level: 0
Glossiness: 10

Soften: 0.1

+ G neral
General (readonly)
+ Environment
+ applesesd
+ Scene Materials

+ Sample Slots

3. Double click on bitmap.
4. Wait for material browser to open.
5. Navigate to the folder and double click your reference image.




Apply theimageto your plane.
1. Click on Assign material to selection.
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2. Click on Show shaded material in viewport.
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e Assign Material to Selection i Bitmap

* Coordinates

3. Interchange length and width of the plane, if the image gets stretched as shown above.
11. Align the planeto start modeling.

1. Select rotate tool (keyboard shortcut R!).

2. Select angle snap to rotate in 5 degree increments for ease (keyboard shortcut A/).

3. Rotate 90 degrees on the z-axis.



Part 2 of 4:

Start modelling the Bullet Case



Add a new cylinder for bullet casing.
1. Goto the"Create" tab.
2. Click on cylinder in standard primitives.
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Standard Primitives

» Object Type
AutoGrid
Box Cone
GeoSphere
Tube

Torus e

Teapot Plane
TextPlus

* Name and Color

Plane001

* Creation Method

3. Click and drag in the viewport.
4. Center it onthex, y & z axis. Do not worry about its dimensions



Change view to aid your modeling.
1. Click on the "Perspective" tab at top left of viewport.

[+ ][Perspective ] [ Skandard ] [ Defaulk Shading
Cameras

Lights

Perspective
Orthographic
Top

Bottom
Front

Back

Left

Right

Restore Active Perspective View

Save Active Perspective View
Extended Viewports

Show 5afe Frames Shift+F

Viewport Clipping

Undeo View Change Shift+Z
Redo View Change Shift+Y

2. Select Left view in the drop down menu.



Turn the cylinder transparent to allow usto see our image.
1. Click on Edit in the toolbar.
2. Click Object Properties and wait for window to open.



Edit = Tools Group  Views Create

Unde Parameter Change Ctrl+Z
Redo Ctrl+Y

Heold Ctrl+H
Fetch Alt+ Ctrl+F

Delete Delete
Clone Ctrl+V

Move W
Fotate E
Scale

Placement

Transform Type-In...

Transform Toolbox...

Select All Ctrl+ A
Select Mone Ctrl+D
Select Invert Ctrl+1

Select Similar Ctrl+C
Select Instances

Select By
Selection Region
Manage Selection Sets...

Object Properties...

3. Select the "See through" option in display properties and then click OK.



Display Properties

By Object
Display as Box —
Backface Cull
v Edges Only
Vertex Ticks
Trajectory
Ignore Extents
¥ Show Frozen in Gray
Mever Degrade

Vertex Channel Display

Viertex Color v Shaded \

Position your cylinder.
1. Select "Movetool" from toolbar (keyboard shortcut W).



Create Modifiers Arnimation Graph Editors
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Object Paint Fopulate = -

2. Align the bottom of cylinder with the bottom of bullet in reference image.
3. Align the cylinder center axis with the center axis of bullet in reference image.

Change dimensions of cylinder roughly to size of bullet casing.
1. Goto Modify panel.
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Cylinder001

Modifier List

2. Match height and radius of the cylinder to the bullet casing of reference image.



* Parameters

Radius: 5.543mm
Height: 28.467mm
Height Segments: 3
Cap Segments: 1
ides: 18

v Smooth

Slice On

v Generate Mapping Coords.

Real-World Map Size

Add Edit poly modifier.
1. Click modifier list from the modifier panel.
2. Select "Edit poly" from the drop down menu.
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Cylinderd01

DeletePatch
Disp Approx
Displace

Edit Mesh
Edit Mormals
Edit Patch
Edit Poly
Face Extrude
FFD 2x2x2
FFD 3x3x3
FFD dxdxd
FFD{box)
FFD{cyl)
FilterMeshColorsByHue
Flex

H5DS

Lattice




Extrudethe verticesto add more height.
1. Click on vertex button from edit poly modifier.

3. Click on the small button next to extrude.



» Edit Vertices

A=
Extrude Weld
Chamfer Veld

Connect

4. Extrude the vertices using setting box opened. Do twice since the bullet casing has two bends at the
top.

8. Createbullet case bottom notch.
1. Sdlect al the bottom vertices.



2. Align the selected verticesto top part of the notch, on the z axis, as shown below with the reference
image.

Use Stack Selection

5. Then select the ring of faces (one up from bottom) as shown in the picture.
6. Extrude the faces negatively. In thisimage below a value of -5mm is used.



7. Select bottom most ring of faces.
8. Scalethem on xy axis by clicking on the select & uniform scalein toolbar (keyboard shortcut R)).
9. Hover mouse on xy plane of the pivot as shown in the figure. Then click and drag to scale.

9. Extrude Top border to create thickness.
1. Click the face select tool.
2. Select, then delete the top face of cylinder.

3. Click the border select tool.
4. Select the topmost border.



5. Extrude the border about -5mm.

Part 3 of 4:

Model the Bullet

Add anew cylinder for the bullet. This cylinder will be the actual bullet.
1. Goto "Create" tab.
2. Click on cylinder in standard primitives, then click and drag in the viewport.
2. Adjust the dimensions of the second cylinder. Position it to the bullet in the reference image.
3. Adjust theradiusto be smaller than thefirst cylinder. Don't let it be too small to leave avisible gap in
between the two cylinders.
4. Add Edit Poly modifier to the cylinder.
1. Goto Modify panel, then click on the modifier list.
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Cylinder0d1

Modifier List

2. Select "Edit poly" from the drop down menu.
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Cylinderd01

DeletePatch
Disp Approx
Displace

Edit Mesh
Edit Mormals
Edit Patch
Edit Poly
Face Extrude
FFD 2x2x2
FFD 3x3x3
FFD dxdxd
FFD{box)
FFD{cyl)
FilterMeshColorsByHue
Flex

H5DS

Lattice

3. Then repeat step 3 in Part 2 for see through.

5. Model the shape of bullet. Add more loops at the top of the cylinder.
1. Click on Modeling panel in toolbar.
2. Click Edit>Swiftloop.
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6. Create around dome shape.
1. Click on vertices select tool.
2. Select all the newly created vertices along with the top vertices.

3. Scalethering of verticesto smaller size on the xy axis.
4. De-select the bottom most ring.
5. Scale it down again on the xy axis.



6. Repeat scaling two more times and de-select one ring of vertices from bottom every time you scale
down to giveit acrude, dome like shape.

7. Model the bullet point.
1. Click on face select tool.
2. Select the top face of bullet.

3. Delete the top face.
4. Select al the top vertices.
5. Do ahegative extrude as much as possible with avery small gap.




6. Click onthe Weld tool in modifiers panel.
7. Weld all these extruded top vertices.

9. Click modifier list from the modifier panel.
10. Select and add "Turbosmooth” from the drop down menu. Thiswill give the bullet a smooth look.
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Part 4 of 4:



Add Finishing Touches

Remove the see-through option from both the cylinders.
2. Add Loopsto edges of the case.
1. Click on Modeling panel in toolbar.
2. Click Edit>Swiftloop.
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3. Smooth the case.
1. Click on the modifier list from the modifier panel. Select and add " Turbosmooth” from the drop
down menu.

Y ou finished reading the article "How to M odel Bulletsin 3DS Max" edited by the TipsM ake team. We hope
this article has provided you with many useful tech tips and tricks. Y ou can search for similar articles on tips and
guides. Thank you for reading and for following us regularly.
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