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Accelerated workflows in 3ds Max

3ds Max brings performance enhancements to a slew of modeling tools enabling artists to work
faster, boost productivity and focus on being creative. This update includes a faster Smart
Extrude experience, improvements to popular modifiers, a new Settings Recovery tool and
more.

What’s New in 3ds Max

Faster Smart Extrude

From its initial release, Smart Extrude has enabled modelers to rapidly create in 3ds Max using the
Editable Poly or Edit Poly modifiers. This update brings significant performance enhancements to Smart
Extrude allowing artists to perform Smart Extrude actions to a selection of polygons on their models
faster than ever before. Artists can also apply these actions utilizing higher polygon counts than what
was previously possible.

Modelers will experience a speed improvement of over 20x when utilizing Smart Extrude to merge or cut
into geometries, while also benefitting from further refinements to the final output result through a
number of refined restitching operations.

Deformation Modifier Performance Improvements

Performance improvements to modifiers that deform meshes and utilize Explicit Normals in 3ds Max will
enable artists to work 2 to 4 times faster when working with modifiers such as Skin, Path Deform, Bend,
FFD (all types), Mirror, Noise, Skew, Taper, Twist, Affect Region, Linked Xform, Melt, Skinwrap Patch,
Spherify, and Surf Wrap.
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Enhanced Smooth Modifier

3ds Max is an important tool for artists to not only create content, but to also bring that content
together for assembly from a variety of sources into a final production. To help artists modify/clear
explicit normal data from these sources, the Smooth modifier now clears Normal and Smoothing
Group data when it is applied to an object (or a component selection). This enhancement to the
Smooth modifier makes it easier for artists to apply new data.

Ignore Occluded

A new selection filter called “Ignore Occluded” has been added to the Edit Poly and Editable Poly
modifiers in 3ds Max. When enabled, artists will be able to only select the components (vertices,
edges, polygons) that are visible in their view. Requested by games and VFX customers, this new
filter will improve poly modeling workflows.

Recover Factory Settings

Quickly and easily revert 3ds Max back to the initial startup configuration when corrupted application
settings may be causing unexpected UI artifacts or performance issues. The Recover Factory Settings
tool will re-initialize the applications settings and recover isolate user-defined scripts and icons without
needing to navigate through installation or system folders.

Startup Failure Recovery

Similar to the Recovery Factory Settings feature, 3ds Max will detect and repair corrupt application
settings that may cause 3ds Max to fail during a startup sequence. After a failure has been detected,
users can optionally choose to recover the initial 3ds Max application settings and migrate their user
defined scripts and icons.

Additional Benefits & Enhancements
Support for Vertex Colors in FBX Imports

Vertex Colors are now supported in FBX imports from a broader set of sources, enabling greater
collaboration opportunities across different creative tools with less compromise.

Multi-Threading of Noise Maps

Enhancements to the legacy Noise map provides better performance for procedural material authoring.
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Improved Viewport Mesh Calculations
Artists will see faster viewport and rendering calculations when converting mesh data formats to GPU
data formats.

Retopology Tools 1.1
Retopology Tools 1.11is now included as a part of the main install of 3ds Max 2022.1. See the Retopology
Tools 1.1 release notes for more details.

Fluid Loader Particle ID Data
Fluid Loader has been updated to help VFX artists properly expose Particle ID data, making it easier for
systems to identify each unique bit of particle data that is contained in the Fluid Loader object.

Vertex Paint Improvements

Sub-object component selections can now be passed up the modifier stack to the Vertex Paint modifier
enabling artists to utilize the component selection as a mask to control where they can paint. Vertices of
hidden faces are also no longer selectable with users’ mouse when using Vertex Paint.

Bringing your ideas to life

Autodesk is committed to responding quickly to 3ds Max user feedback.
Join the community and submit your ideas and feedback at 3dsmaxfeedback.autodesk.com.
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https://knowledge.autodesk.com/support/3ds-max/learn-explore/caas/CloudHelp/cloudhelp/2021/ENU/3DSMax-Retopology/files/Retopology-Tools-for-3ds-Max-ReleaseNotes/GUID-0807B7F6-ET48-4D33-8R8F-904B3W633F19-html.html
https://knowledge.autodesk.com/support/3ds-max/learn-explore/caas/CloudHelp/cloudhelp/2021/ENU/3DSMax-Retopology/files/Retopology-Tools-for-3ds-Max-ReleaseNotes/GUID-0807B7F6-ET48-4D33-8R8F-904B3W633F19-html.html
http://3dsmaxfeedback.autodesk.com/
https://help.autodesk.com/view/3DSMAX/2022/ENU/?guid=3dsMax_ReleaseNotes_3dsmax_2022_1_releasenotes_html
https://makeanything.autodesk.com/3dsmax
https://makeanything.autodesk.com/3dsmax
https://area.autodesk.com/all/customer-stories/3ds-max/

