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Agenda

= Setting up a 3ds Max Scene

= Exposure Control, Cameras and Lighting
= Global lllumination

= Still Image Renderings

= Keyframe Animations

= \ideo Post
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Assumptions and Disclaimers

= This is NOT “3ds Max Fundamentals”

= Assumption: Basic understanding of 3ds Max Interface
= Command Panels
» Viewport Control and Management
» Basic Object Selection and Manipulation

= We will not be covering Material creation and Editing

= Much of what | will say will be based on personal
experience and may be counter to “conventional
wisdom”

= | will actively avoid “rabbit holes”
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My System Specifications

= \Windows 7 Pro 64 bit
= |ntel 17 2.4 GHz
= 16 GB RAM

= NVIDIA Quadro 4000M
= 8.17.12.9679
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Invaluable Tool: The RAM Player

B Frame:lofl =--Ei§
= Compare Rendered e o T%B o o wE e meenem B BT
Chamed A: VF8 480x270 1 Frame(s) Memary: 0 MB
KChannd B; WFE p L] 1 Frame(s) Memary: § M8
il

Images

= View Animation
Seguences

= Save Animation
Sequences to file

Compare Media in RAM Player...
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Setup: Using the mental ray Rendering E

# Slaue Malerisl Edilur

Modes Material Edit Select View Options Tools Utilities

AL Xz adHEBE B]|L,
x || Wimsd

Ml abzria il ap Broviazr

3o i & view .
|| iyt

+ [Searchby Mame ...

Matcrials

+ Stancard

. Map to Material Conversien

+ Maps |

+ Controllers

+ Concrete

+ Fabriz

+ Finish

+ Flooring

+ Glass

+ Liguid

lilziizrial Parmstar Sditor

x

ﬁ, Render Setup: NVIDLA mental ray

GlobalTurination | Processing | Render Elements

Cummn | Renderer

¥ Rendered Frame Windaw
[™ Skip Existing Images

I Email Notifcationa.

I+ Scripts

Assign Renderer

Production:  MVIDIA mental ray

Waterial Editor: riutrra mentalray

’i Rendesing finished
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Scene Setup: Linking the Building Model

EHm-&-a- =279 A ﬁ"‘? ’v|DBE<'F\]'F:>'|WOIkSpaCE:DEfauﬂ .|; -l

& B Creates exchange files and sets options.
Import files into 3ds Max
e
Ij MNew 3 CAD Formats
cap| Creates DWG, DXF, DGN, or SAT files, Import
’ ! “ =b Import non-native file formats into 3ds
Reset Max

DWF/DWFx

Creates D'WF or DWFx files, Merge
4 ]
E Open LDI Insert objects from extermal 3ds Max

E — Building Site files into the current scene,
@ Exports an ADSK exchange file, E Save
=

‘._—..\ D Replace
T

<
D Replace objects in the current 3ds Max

scene with objects from an external file,
Save As (]

Link Revit -
Insert a link toa RVT or FEX fi Mamage Links =N

rent scene,
T Suite ol NWC ‘ . E:‘_ Ilr:::rtF I:)I(i nktoa FBX fi|'e"1rlh.4nl =
Workflows M " \ i | current seene, N
M} I Y cets e w\mings and ProjectsAU - 3ds Max Design Working Files\import\architecturalz -+

Asset Browser |

Perspective Match
Collapse Autodesk Revit - Combing By Revit Category
_ Autodesk Rewit - Combine By Revit Family Type
Color Clipboard | Autodesk Rewit - As One Object
Autodesk: Revit - Do Mot Combine Entities
Measure | Autodesk FBX (Generic) files

Motion Capture

FBX
ves a 30 view as an FBX file,

Preset:

Reset XForm

MAXScript | .
Flight Studio (c) |

File: Link Manager l b

Attach this file |

m ALTODESK UNIVERSITY 2014 {\ AUTODESK.



Exposure Control

r 3
» Daylight System Creation @

You are creating a Daylight system.

It iz recommended that you use the mr Photographic Exposure Control set to an Exposure Value of EV = 15,
Exposure Control settings can be adjusted from the Environment & Effects dialog.

Would you like to change this now?

es Mo

[~ Do not show this message anymare (for this session)

= Global Effects

= Use Exposure
Values or
Photographic
Exposure Settings

! }'\_ AUTODESK UNIVERSITY 2014

# Environment and Effects EI_Iﬂ—hj

Enviranment Effects

= Common Farameters

’_rBackground:
Color: Environment Map: ¥ Use Map

{ mr Phiysical Sky )

Tint: Level: Ambient:

e —

- Dxposure Contral

W’
Irnr Photographic Exposure Contre »

v Active

v Process Background
and Environment Maps

Render Preview

- mr Photographic Exposure Control

Preset: |Phy-lsica||5-I Based Lighting, Qutdoor Daylight, 1 +

® Expesure Value (EV): [15.0 S

" Photographic Exposure:

shutter Speed: y [s120
Aperture (f-stop): ff l—
Film speed (150): [100.0

| S S |

Sec.

Ab[4r |4
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Cameras and Daylight Systems

= Cameras
= Can be imported with FBX
= Targetvs. Free

= Daylight Systems

= Sun Settings in Revit become
Daylight Systems in 3ds Max

= mr Sky

! ,4/!( AUTODESK UNIVERSITY 2014

oo (BR =%
|standard -
= Object Type
= 4ame and Color
|
Parameters

Lens: [43.456 = |mm
++ | FOV: [45.0 5 |dea.

[~ Orthographic Pro;ection

~Stock Lenses
15mm | 20mm | 29mm |

28mm 35mm | S0mm :
85mm | 135mm | 200mm

Type: |Target Camera

W @ & e 2

| sunAndsky-002

|Mndiﬁer List -

A0 Y 8| E

- Caylight Parameters
Sunlight v Active

| mr Sun -

Skylight v Active

| mr Sky -

osition
" Manual
@ Date, Time and Location
" Weather Data File

Setup...

- mr 5un Basic Parameters

W Or  Multiplier:[1.0 S
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Photometric Lights

= Photometric Lights

= Target
" Free

= mr Sky Portal

= Use templates and/or
manufacturer’s IES files

I ,«/l AUTODESK UNIVERSITY 2014

#2527
O B &> 38 %

|Photumetric -

- Okject Tyoe
—

Target Light | Free Lignt
mr Sky Portal

= Mam= and Calor

Light Distribution {Type)

Photometric Web -

-Distritution (Photomztric Web)

< Choose Photometric File =

¥ Retation: [0.0 b=
Y Retation: |0.0 >
7 Retatinn: ,DD— +

AR
O G| B @ 37 %

|Phohorretric A

= Object Type

™ AubGrid

Taraget Light Free Light
mr Skv Portal

- Mame and Color

- Templates

Typica configuraton fora  »
Halogen Spotight

. Halogen Spotlight -

- Ceneral Parameters

Light Properties

¥ Cn o

Targ. Dist: 200 =
Shadows

v onlv Use Globzl Settings

Ray Trared Shadows -

- Intensity fColor JAtenuaton
Colar

- |365 Hhaninanl (Relere -

~ Waluime [2200.0 2 |:|

Filter Cnlor:l:l

Intensity

£ In # wl £ lxal

[3000.0 2|[3311/52 2

Dimming

rw'.esullﬁng Intengity:
3000.0cd

W [100.0 +|%

- Incandescent Bmp coor
shift when dimming

-Far Atteniiation
[~ use Start]58" =
[~ show End: 168" =

——

-  shapefirea Shadows

Emit light Tom (Shape)

Point ~*
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lterative Rendering
" 2 Render Setup: NVIDIA mental ray = e

Glabal Iumination Processing Render Elements

* Render to small image
s|ze S———

W Single Ewvery Mth Frame: .
" Active Time Segment: 0 To 100

" Range: |0 = To [100

= Use RAM Player to et [ 2

" Frames 1,3,5-12

compare images

|'l.|'iew - [ Auto Region Selected
Output Size

|HDT‘I.|' (video} »  Aperture Width{mm): 20.120
Width: 430 - 19201080 430x 270
Height: 270 . 1280x720 320x 180
Image Aspect: 1. 77773 Pixel Aspect: 1.00000

N
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Exterior Daylight Still Images

r =

# Render Setup: MVIDIA mental ray = 4

Common Renderer

| M | ﬂ | m al y |f any G IO b al Globl quminat:on -pmcessin% | = ——
Illumlnatlon Skylight Mode

# Skylight Ilumination from Final Gather (FG)
& skylight Hlumination from IBL

= Final Gather set to minimal

values

= No Photons
1 Render FUGPredsionPresets: -

|Projer_t FG Points From Camera Position (Best for Stills) -

| E—

:r||

Transparent (More Accurate)

- Final Gathering (FiE)

v Enable Final Gather Multiplier:

|

Divide Camera Path by Mum. Segments:

Initial FG Point Density:
Rays per FG Point:

( Diffuse Bounces i . }ight:

g st e e el

=]

el =] ) =
F al 3] °

-
Ar AF 4k 4}
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Exterior Nighttime

= Sun and Sky OF

= Environment Ma
FF or use a
ackground Image

= EXxposure Value

= [inal Gather ON

l /l AUTODESK UNIVERSITY 2014

Still Images

17| 5| @ =] 2
SunAndSky-002
Modifizr List -

# Environment and Effects

Sunlight [~ Actve

I mr Sun

Skylight [~ Actve

¢ Manual
@® Dste, Time and Location
i Weather Data Fle

Setup...

- mr Sun Basic Paraneters

[” On  Multiplier:[1.0 =
W Targeled

Shadaws

¥ on Softness:[1.0

Softness SamEi

Crvirenment Cffects

Common Parameters
Background:

Color: Environment Map: ™ Use Map

Map #91 { mr Physical Sky )
TIebal Tigrtng

Tint: Level: Ambient:

I

- Exposurz Control

‘nr Photographic Exposure Contre v

¥ Active

Process Background
and Crvironment Maps

v
Render Preview

- mr Photographic Exposure ConTol

=

Preset: |Ph3-s4ca|ly Based Lghting, Cutdoor Mighttime +

® Exposure Value (EV): [3.0 S

Shutter Speed: if -
Aperture (f-stop): ff S
Film speed (ISO): =

Image Control
Highlights {Bur): 0.25 -
Midtones: 1.0 =

- e

~
# Render Setup: NVIDIA mental ray { —_ e
Common Renderer
Glotal Tumination Processing Render Elements
Skylights & Environment Lighting ([BL]

Skylght Mode

& skylight Ilumination from Final Gather (FG)

" Skylight Ilumination from IBL

Transparent (More
- Final Gathering (FG)

B
fl7 Enable Final Gather Multipliers [L0 ¥ I:l
|- FG Predision Preszts:

Low
(i

|ij.=rr FG Prints From Camera Position (Rest for Stills) +

Divide Camera Pzth by Num. Segments: 9

Initial FG Point Density: [} =

Rays per FG Point: 150 =

Interpolate Over Num. FG Points: 30 =

Diffuse Bounces 2 +| Weight: L0 =
ATUUREES

Moize Filtering (Speckle Reduction): Standard -

et == PP Y P
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Using a Background Image

# Environment and Effects l. = J

Vlzig #0902 [nrztet-nlg s iy 2800040, ny) x
Environment | Effects |Map #92
"_'— Common Paramzters - Coordinates
Background:
Color: Environment Map: ¥ Use Map
\_- Man #92 (ivettv-naht-ski-1280x720. o)
Global Lighting: Offset Size Mirror Tile Angle
- dth: [fA 2| [T s o
Tint: Level Ambient: Uld:m nn = M = 8 &l . =
Height: [0'0" s ‘1" s Vo, >
o — i s w
& r - W: Jo.0 = Reallstic Shift+F3
Shaded
Blur: [1.0 +| Blur offset: [0.0 b= Rotate v
= ErrEr=Crrng Consistent Colors
|mr Photographic Expesure Contre - Maise Edged Faces
v Active [~ on  Amount: [1.0 2 Animatz: [ Facets

Proccss Badground

¥ and Environment Maps Levels: [1 H Phase: [0.0 :
Sige: [T00 2

Hidden Line

Wireframe
Fender Preview

Bounding Box

Bimap Parameters Clay

= mr Photographc Exposure Control
Exposure

Tme

Stylized 3

Prese:: |Physically Based Lighting, Outdoor Migittime Display Selected L4

Ouput Arount: [2.0 %

[ Invert
@ pxposure Value £V): 3.0 = Clca Lighting and Shadows 3
olor g e -
~ Materials b
™ Alptie fum RGE Inlensily RGE Level: [1.0 = A
Viewpert Background Gradient Color
[~ Enable Color Map Bump Amount: (1.0 3 ( P 9
Vira Confi Solid Coler
Color Map onfigure..,

Environment Background

r & I

Configure Viewport Background... Att+B
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Exterior Nighttime Still Images — Lens Effects

- Atmospheres &Effects

Add Delete

Advanced Effects
i -

' ; AUTODESK UNIVERSITY 2014

¥ Envirenment and Effects

— -

Enwironment Effects

Mame: [Lens Effects

M = Ens ar I

|&ViEW ” ',. ’ ' '.

Add...
Delete
W Active

Merge

Glow Glow

Ring Streak
Ray =
Auto Secondary

Manual Secondary
Star :
Streak

s Lens Effects Globals

Parameters | Scene

Save Seed

Size [2010 2 Angle
8

Intensity |72.n * Squeeze

T T e S ey e

1357 =
290 %
0.0 S

# Render Setup: NVIDIA mental ray

=)

Options

Global Tlumination Processing Render Elements
Comrnan Renderar
- Sampling Quality
Sampling Mode
|Uniﬁed | Raytraced (Recommended) -
Samples per Pixel Filter
Quality: 0,25 = Type: Gauss -
Minimum: 1.0 3 Width: 2.0 3
Maximum: [128 = Height: 2.0 =
Contrast / Noise Threshold

r:Jo0T sle:[oor :(B:[00r  s|a:[oor 3 .

[ Lock Samples Bucket Width: [32 3

Frame Buffer Type: | Integer (16 bits per channel) ~

Rendering Algorithms
Camera Effects
Shadows & Displacement

Global Tuning Parameters

+ |+ |+ |+ |+

String Options

{\ AUTODESK.




' Interior Daylight Still Images — Global lllumination

h

# Emironment and Effects = =

ﬁ EI! B Render Setup: NVIDIA mental ray |y ‘]

‘ Common I Rencerer

3 . -
[ 5k Portaiont | [ bon | rocesarg | Rerder | @ Render Setup: NVIDIA mental ray

Environment | Effects

o Commen Parameters |
— IModiﬁer List - Common | Renderer
[~ Batkground:
mSgrel | Gbaumeton | Proceeng | fender Benens
Cubor Ervvit urmeniL Map; I+ Use Map _# |
- Map #31 ( mr Fhysical Sky ) ‘ f S
[¥ Enable Final Gather multipher:  [Z0 2] §f 1+ Final Gatherng (FG)
r Glooal Lighting: FGPredsionPresets—— - Causiics & Photon Mapping (GI)
Tint: Level: Ambient: J Viedum Causfics
e Q et 2]
|Project FG Points From Camera Position (Best for Stls) ~ F o o I_r:
- Exposure Control | e T I =1 Divide Camera Path by Num. Segments:  |¢ - = x| Fitersze: [T 3
Initial F5 Point Density: IO.E H = Shalrws i Coarbics e Eosbied
Imr Fhotographic Exposure Contre llasrsv;FGPoht' m i B ¥ : )
[V Active Intespolate Over Num, FG Points: | ENE
Process Background — ﬁ W onMultipler: [2.0 ﬂ »I DiffuseBounces |3 o - ,}
¥ and Environment Maps f
8 —Shadh I™ Masimum Samping Radius: 3
Render Preview Shadows N Noise Fitering (Spedkie Reduction]: T E— I™ Merge Nearby Photons (saves memory){T 0+
W or [~ From "Outdoors - e =
T — L Shadon & i I Draft Mode (No Precalauiations) LR e
- - mr Photegraphic Expasure Cantral i adow Samples: Ij_s - el G Trace Depth =
s ~Dimersions ———————— Max. Ceoth: [5 2| Max. Refiections: [T 2 Meximum Num, Photons per Sample: [ :
| Preset: |pm,-_;m||y Based Lighting, Indoor Daylight  + Length: SIL10/5 3| Max, Refractons: [5 2 I™ Mapimum Samping Radius: | —
Width 19'0 14/3 ¢ il
# Exposurc olue (BV): [125 4] 2 L] UHFE"’IMR‘EI 2T e TraceDenth
e AT TR I Flip Light Flux Direction L =] St = ‘ Mex. Depth:  [10 4| Max. Reflections: [10 *
L ,—. = = FG Point Interpalation Max. Refractions: [10 =
Al eyeaty y = J — [+ Advanced Parsmeters i} Use Radius Interpolation Method . -
: = 3 I {anstead of Mum. FG Points) Light Proper ties
[ #ental ray Indirec: Hiumination || - . |
e e e LinR I o FodeTE s SRS PR L 2SO
e i Lot =l Decay: [0

I™ All Objects Generate & Receive Gl and Caustics

S— e | |

Preset: | -

Render
view: [Quad 4-Exten ~ 8|
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Interior Daylight Still Image Exposure and Global
lllumination Settings

= EXposure = Final Gather
= Minimal view to outside: = Enabled
10.0 = Bounces: 2-4
= Significant outside view: = Quality: Low — Medium
12.5 = Multiplier — Test for
effectiveness
= mr Sky Portal = Photons Enabled
= Use when significant = Test for effectiveness

lighting from outside is

= Can have significant impact
required 0 P

on render time
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pe] e 3

I Processirg ] Fender Elements ]

.
# Render Setup: NVIDIA mental ray

Globa Tluminaton

Commaon I Renderer l

~  Aperture Wicth{mm}: 20.120

1szoxia0 | ssoxzm |

1280x7:0 | zEmazo |

Pixd Aspzcl; 1.00000

[# Almuspheric ™ Render Hidden Geomelry

[# Effects

[™ Area Lights/Shadows as Pgints

— Bitmap Performance and rmeinory Cotions
Eitmap Proxies | Paging Disabled Setup...

[ Pt Image Fle Ligt(e) in Output Path(e) Create how
& autodes: ME Image Sequence File (.imzg)

™ Legacy 3ds max Image File List (.ifl)

[T Use Device Devices... |

Render -

AUTODESK UNIVERSITY 2014

Ill Image Rendering Output

B Exterior0], frame 0, Display Gamma: 2.2, RGBA Color 32 Bits/Channel (1:1)

=

viewport: Hender Preset:

 RAE foereems 8 [ 30

ceece [|feme - D=

o T T

Civil View  Lighting Analysis  Customiz

Render
Render Setup...

Rendered Frame Window...

Slale Sels...

Incirect lllumination..
Exposure Contral...

Environment...
Effzcts..

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

Mezterial Editor
Mezterial /Mzp Browser...
Material Explorer...

Viren Pnst...

Wiew Image File...

Panorama Exporer...

=tup...
Render Message Window...

Compare Media in RAM Flayer...

Shift Q

{\ AUTODESK.



Animation — Key Points to Remember

= Use Keyframe Animation — not Path Animation

= Render to individual image frames (JPG or PNG)

= Use RAM Player to view seguences and save to final
animation

= Render short sequences — use Video Post to combine
INnto more comprehensive renderings

= Re-Use Global lllumination

= Do you have a network of Rendering-Capable
computers? Use it! (Render Farm)
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Time Configuration and Auto-Key

Welcome to M

Exterior0L: X Position
Exterior01: ¥ Positicn
Exterior01: Z Positicn

Controller Properties

Delete Key 3
Delete selected keys

Filter

Confi

Time Ccmﬁgurat{on"
e Rate ‘ﬁmeﬁsday -
® NTSC € Film & Frames
* PAL £ Custom :: i::;i:ncm
Fret EZ 3l  MM:3S:TICRS

“Preye=ee
Key captu res al I ¥ RealTime | Active ViewportOnly W Loop

animated states of e LU U O O

Direction: % Forward ¢ Reverse ¢ Ping-Pong

the selected — —
u Start Time: |0 +| Length: 299 S

o bj eCt End Time: W ﬂ Frame Count: W ﬂ

Re-scale Time | Current Time: IU— ﬂj

Key Steps

[ Use TrackBar

0K Cancel

80/293 &

0 230 0

| 1 Camera Selectus?

=l arid =834

| Click and drag to select and move objects

\ ¢ | Add Time Tag

Sflected > b o | %IiEB':i:‘ﬁﬂ
L KeyFiters... | 1o [0 @ . B

m AUTODESK UNIVERSITY 2014
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Global lllumination and Animations

! )R AUTODESK UNIVERSITY 2014

P ~
# Render Setup: NVIDIA mental ray E]_IH—HJ

Common Renderer

Global Tlumination Processing Render Elements

- Skylights & Environment Lighting {IBL)
Skylight Mode

" Skylight Clumination from Final Gather (FG)
@ Skylight Clumination from IBL

Shadow Quality: 0.5 =

Shadow Mode: |Transparent (More Accurate) A

- Final Gathering (FG)
Basic
|¥ Enable Final Gather Multiplier: |10 3 I:l
FG Precision Presets:

[ } Craft

|Project FG Points From Positions Along Camera Path

Divide Camera Path by Num. Segments: 9 -

y o7 -

Rays per FG Point: 50 S

Interpolate Over Mum. FG Points: 30 S

Diffuse Bounces i 7| Weight: 1.0 S
Advanced

Moise Filtering (Speckle Reduction): Standard -

Preset: | o >
o Render
View: |Quad 4-Exteri v &

# Render Setup: NVIDIA mental ray I. 1 e

Use Radius Interpolation Method
r (Instead of Num. FG Points)

E
v r

+ Caustics & Photon Mapping (GI)
- Reuse (FG and GI Disk Caching)

Comman Renderer

Global Ilumination Processing Render Elements

Final Gather Map

Incrementally Add FG Points to FG Map Files

... king Files\sceneassets\renderassets\temp. fgm 3£

Generate Final Gather Map File Now -

-

F:

~Caustics and Global Ilumination Phatan Map

|Read,|'\0\|'rihe Photons to Photon Map Files

View: |Quad 4-Exteri v @

...rking Files'\sceneassets\renderassets AL pmap x

Preset:|——
Render -

-
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Final Touches - Entourage

= Populate

= Google 3d
Warehouse

= CivilView

= ArchVision®

! )R AUTODESK UNIVERSITY 2014

Animation | Grapk Editors  Rendering  Civi

Load Amimation...

Save Animation. .

d IK Solvers

.—-ACW'E.W- od L P

Toggle Limits

Delete Selected Animation

Populate

Autodesk Animation Store..

[EE—==
S Sevcn- 30 Wardhoze
+ & C A A rps:/3dwarehousesketchup.com, v 0as=
1 sppr [ Google 3 Facebook B Ercepts CADLawrl.. [ Adwinantoriogon [* SagiSaledognie. | Enceptinlogin w (] ther oo
=
@ 30 Warehouse

Search Q1

Sty Ralewsmen

Muodeliry Freefurm Seecivn Object Paint &PLpu\am ==
CreateFlow: Wdth: [77.96 |2 Creste Idle Area: Mumber
A S A A% Ay of frames: ﬁ &
EJ’ ﬁl \fﬁb ,& C,‘l’) Brush Sze: 21 |3 LI
Definz Flows Defineldle Areas = Simulate Display =

{\ AUTODESK.



Animation Output — Image Files and RAM Player

-
# Render Setup: NVIDIA mental ray

(el

Glooal Tlumination l Processing I Render Elements ]

Renderer

Common

= Tire Output
£~ Single

S

Every Mth Frame: |1 ﬂ

# Active Time Segment: 0 To 299
£ Range:

o 3 To [100 3
File Number Base: |0 ﬂ

£ Frames 1,3,5-12

e e

-

™ Auto Region Selected

Ecnum' - r——— r—.|

Memory .
Bitmap Proxies / Paging Disabled

'ender Output
[v save File

Files...

|. .. Max Design Working Files\renderoutput\Exterior0000.jpg

8|

-

— Pandar -
View: |Quad4-Top = J
A

m AUTODESK UNIVERSITY 2014

Histary: |C:\Drawings asd Prajects|AL - 3ds Max Design Workng Flesyenderoutput
Look in: |

Approach Sequence - @M
<k
Recent Places

S

- m——— - ————
. 1
Desop o 9

b=
Libraries

LY — [o—— [

ApproachD0id jpg Pa AP iP3

B

Approachi0M.jpg Approach0005.jpg Approach0006.jpy Approachl007.jpg

Metwork
File pame: | ApproachDi00.jpg - Gpen
Fiesaftype: Al Fomats - Cancel
Mame template: |
Devices... | [ & I
# Automatic (Recommended) ™
-
Sehip. ¢ overide [0 - & \
View

# Frame: 1 of 300

Channel &: = 03

Dllﬂlg

Channel A: Approach000]

B Jeree: & ETXEH

480%270

A B aln! e 4‘>‘h
300 Frame(s) -

i ‘

Statictics:  S30wT70, RIGE Color 8 Jite Charnel - 300 framee

| nainns

FWirmings and Bragacrelsl | - e Mav Pecon Warki Wrnenackfin if

ﬁ

C:\Drawings

— Options

rojects\AU - 3ds Max Design Work  Browse. .. &
¥

Start Frame: |0 ﬂ
End Frame: |299 ﬂ

Every nth: |1 ﬂ
Multiplier: |1 ﬂ

™ Indude Image Path

oK Cancel

{\ AUTODESK.



Animation — Key Points to Remember

= Use Keyframe Animation — not Path Animation

= Render to individual image frames (JPG or PNG)

= Use RAM Player to view seguences and save to final
animation

= Render short sequences — use Video Post to combine
INnto more comprehensive renderings

= Re-Use Global lllumination

= Do you have a network of Rendering-Capable
computers? Use it! (Render Farm)
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Video Post

= Combine Animation

Seguences

= Crossfade Transitions

l /l AUTODESK UNIVERSITY 2014

Videc Post...

View Image File..

itors Fendering Civl View Li;htiﬂgAna\y;i; Customize

Rendzr
Rendsr Setup...
Rendzred Frame Winduw...
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Summary

= Scene Setup

= Daylight Systems and 3 co™
Photometric Lighting @e“cept\ .
= Global lllumination ma“d\\\or\

= Still Image Output
= Animated Sequences
= Video Post
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