3ds Max i1s InfraWorks
softwares best friend

Jean-Pierre van Gastel

Technical Sales Specialist Autodesk Media € Entertainment

/\ AUTODESK. =
UNIVERSITY




lNntroduction




About the speaker

Urepesi Ili‘ivl \

Jean-Pierre van Gastel

I've been switching from CAM (CNC miller) to CAD
in 1992. AutoCAD 12 kept me busy and | started
working as an AutoCAD draftsman. 3D modeling
was doable but rendering... 3D Studio DOS 3.0
became my new friend in 1993. Since 1995 I'm part

Ty

of Autodesk distribution.




Discover the best way to import
and optimize your InfraWorks
data into 3ds Max




3ds Max the Easy way

DEFAULT 3DS MAX SETTINGS

e (Customize -> Custom Ul and Defaults Switcher

Select your initial 3ds Max experience

3DS MAX WORKSPACES

« 3ds Max Design Standard workspace

' ' . ¥ L g I . ‘
N |TS SET P . DeSIgn
U U Recommended for modeling or animating Recommended for working with and
objects, and viewing them with endering | nvironr 5, with
standard lights and materials photo-re aterials

rendering larger environments, with
photo-realistic lighting and materials.

« System Unit = Meter

« Display Unit Scale can be anything and may be changed if you want to




3ds Max the Easy way

3DS MAX PROJECT STRUCTURE

» Create or set a 3ds Max Project by using the Projects Toolbar | Glsetpanocmentads e 221

3DS MAX VIEWPORT NAVIGATION

« MMB = PAN

« CTRL+ ALT + MMB = Zoom

« ALT + MMB = Orbit (Set this to Orbit Point of Interest)

« / =/700m Extents (Selected)




InfraWorks to 3ds Max

INFRAWORKS APPLICATION OPTIONS
« Building Facade Detail

“ Application Options

General

Navigation Generator Threads
Model Generation

Unit Configuratior  Building Facade Detail
3D Graphics

Data Import Facade Atlas Limit
Point Cloud

User Interface Terrain Simplification 0

Coverage search radius 500.00000000 m

Water area search radius 100.00000000 m

Facade Brightness

Delayed Road Regeneration

Restore Defaults Cancel
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InfraWorks to 3ds Max

BUILDING FACADE
DEFAULT
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InfraWorks to 3ds Max

INFRAWORKS APPLICATION OPTIONS
« Building Facade Detail

“ Application Options

General

Navigation Generator Threads
Model Generation

Unit Configuratior  Building Facade Detail
3D Graphics

Data Import Facade Atlas Limit

EXPORT TO FBX Pint Clow

User Interface Terrain Simplification 0

¢ EXte nt Coverage search radius 500.00000000 m
Water area search radius 100.00000000 m

« (Options

Facade Brightness

Delayed Road Regeneration

Restore Defaults Cancel




InfraWorks to 3ds Max

3DS MAX VIEWPORT LABELS

« Active view
» Quality

« Stylized views




| earn about the different

lighting techniques 1n 3ds Max
for infrastructure-based
projects




The 3ds Max Sun Positioner

ﬂ Environment and Effects

SUN POSITIONER environment _ Efects

¥ Common Parameters

« Position the Sun in the scene Backpround:

Color: Environment Map: v Use Map

) DhyS]Cal Sun $ Sky EnV'l'ronment 1 & Sky Environment ( Physical Sun & Sky En

Global Lighting:

° Tint: Level:
Golden hour =

¥ Exposure Control

Physical Camer...posure Control ¥

v Active
Process Background
and Environment Maps

Render Preview

¥ Physical Camera Exposure Control

Physical Camera Exposure
v Use Physical Camera Controls if Available

EV Compensation for Physical

Cameras: 0.0 EV

Global Exposure

Exposure Value:

White Balance
® Jlluminant Daylight (6500K)

Temperature

Custom _

Vignetting:




Image Based Lighting

HDRI ENVIRONMENTS El vrB+ 2.81 : Image 2/2, Perspective, Frame 0, 100%

() H D R | H AV E N CO m Area to Render: \."ie.'.pcr".: . Render Preset:

VIEW v

 Exposure Control to match the HDRI




ender Setup

ﬂ Render Setup: ART Renderer

Target: Production Rendering Mode
Render
Preset:
A RT R E N D E R E N G | N E Renderer: ART Renderer Save File

° CO m m O n Pa'r'a m ete'rs View to Render: Quad 4 - Perspective

Common ART Renderer Render Elements

° P'r] N t S'l /e AS S] Sta N t v Common Parameters

lime Output

) Rende'r F'rame W'lndovv ® Single Every Nth Frame:

Active Time Segment 0 To 100
Range: O v To 100

File Number Base:

3 Print Size Wizard X Frames |[1,3,5-12

Area to Render
View Auto Region Selected

Paper Size
A3 - 420x297mm Portrait ® Landscape

Output Size
Custom ¥  Aperture Width(mm): 36.0

Choose Unit:

® mm inches

Width: 640 320x240 720x486

h PI Value: : -
Choose DPI Value Height: 480 640x480 800x600

72 150 300 600 — : e
Image Aspect: 1.333 .  Pixel Aspect: 1.0

Options

v Atmospherics Render Hidden Geometry

v Effects Area Lights/Shadows as Points
Uncompressed file size: 22651 Kb v Displacement Force 2-Sided
_ Video Color Check Super Black
Rendering

Render to Fields

ples.. [ ]

Save Alpha Channel Compress File

Advanced Lighting

v Use Advanced Lighting

Render Setup... Render Compute Advanced Lighting when Required




Render Setup

QUICKSILVER HARDWARE RENDERER

Non-Photorealistic render styles

|
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Render Setup

ARNOLD RENDER ENGINE E Floating Viewport - 1
« Samples — Ray Depth

 Render Message Window

* ActiveShade mode in Floating viewport




Cameras

E VFB+ 2.81 : Image 8/8, PhysCamera001, Frame 0, 100%

PHYSICAL CAMERA

Area to Render: Viewport: Render Preset: Render

e (Create Camera from View A Quad4..era00lrv 2 Production

8 b /\' % [ {13 Main

« Depth of Field

 Exposure control in Camera properties




Learn how to set dress your
InfraWorks project with 3D cars
and 3D vegetation by ut1llzmg, *
the 3ds Max Asset L1brar




Vehicles and Vegetation

E 3ds Max Asset Library

ASSET LIBRARY ——
AUTODESK & jpvangastel@t.. v
* Not installed by default ™ Locations

k] Downloads

o Dath Mapp]ng Assets W Cars Date modifi... Location

« Select and Place Tool

Volkswagen-Passat.max Toyota-Prius.max
18-10-23 17:17 18-10-23 17:12

. =

1 File(s) Selected

Toyota-Camry.max Peugeot-407.max » File Summary
18-10-23 17:08 18-10-23 17:05

» 3ds Max File

D:\3ds Max\Assets\Civil View - Vehicles\Cars\Peugeot-407.max




3D Characters

POPULATE

 Flow

 |dle Area




FOREST PACK

» Lite / Pro version
 Many available presets

e Ease to use

3D (Grass

ﬂ Library Browser - C:\Users\jpvan\AppData\Local\ltoo Software\Forest Pack Lite\lib\Presets\Lawns

File Edit View Help
95 »

B Libraries
= W Forest Library
W 2D
W 3D
= W Presets
B Gravel
B Lawns
B Layered_Lawns
Leaves
Meadows
Mulch
Rugs
Stones
B Vertical

L 4
Materials

Using Automatic Selector

Comm\(m grass 01 Common grass 01 Cut grass field 01 Cut grass field 01 Cut grass field 02 Cut grass field 02
A (detail) . (large) (detail) (large) (detail) (large)

Cut grass field 03 Cut grass field 03
(detail) (large)

Daisy 01 (detail) -Daisy 01 (large) Daisy 02 (detail) “Daisy 02 (large)

White dover 01 White dover 01
(detail) (large)

On Duplicate Material:

White clover 02
(detail)

3D Objects creation

White clover 02 Wild grass 01
(large) (detail)

Render quality (V-Ray/Mental)
High v

Wild grass 01
(large)

Use scene material v Show wamnings
® Replace from Library

Ask to user Import Selected




L earn how to build the best
materials, realistic and non-
photorealistic




Scene Converter

3DS MAX SCENE CONVERTER

« Standard to Physical Materials

* Autodesk materials to Physical Materials

- V-Ray / Corona to Physical Materials

E Scene Converter

Description Convert to ART Compatible Features

File Name  C:\Users\jpvan\Autodesk\3ds Max 2020\User Tools\Scene Converter\ConversionPresets\ART.ms

Options
Current scene status
No invalid elements detected.

Backup Options

It is recommended you save your scene before
converting, if you have unsaved edits.
Hold
Save as...
Backup Original Files Log to File
Material libraries

Overwrite all from library

Conversion scripts folder

Open

Batch Conversions
® C(Convert Referenced Files
Convert file

-
Convert folder

Save all to library

Refresh loaded saripts

¥ Open Scene Converter on file open when missing legacy plugins

Automatically remove missing legacy assets on File Open.

Conversion rules
Destination Renderer: ART Renderer

This conversion will remove invalid elements.

Expand all
Materials
Maps
Cameras
Lights
Geometries
Exposure control
Render Effects
Render Elements
Others

Apply only to Selected Objeds

Convert Scene

Apply only Selected Rules on Scene




MATERIALS

« Slate Material Ec

1tor

Physical Materia

PBR Textures

| parameters

3ds Max Materials



https://www.cc0textures.com/

Questions?
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