Click on the link below, this will open your web
browser

Use "Extended Display” to project the website on
screen If you plan to work on your computer. Use
“Duplicate” to display same image on screen and
computer.

'; AUTODESK UNIVERSITY 2014 “\ AUTODESK.


http://aucache.autodesk.com/social/visualization.html
http://aucache.autodesk.com/social/visualization.html
http://aucache.autodesk.com/social/visualization.html

VRED Essentials for
Transportation Design Visualization

Dawn McArdle

Visualization Specialist
http://www.linkage-d.com/
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resources | design | education
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Profile — Linkage Design

founded in 2008

mission: care for our customers, care for our employees...simple
Linkage employs high-end design resources
focus on transportation digital design using Autodesk Alias tools

offices in Detroit, Greensboro and London

customers: Volvo Truck, Chrysler, Google, US NAVY, Ricardo, Visteon,

Astro Design & others

growt

growt

n 2011 vs 2010: 260% (actua

n 2012 vs 2011: 110% (actua

)
)

growth 2013 vs 2012: 65% (actual)

'7 AUTODESK UNIVERSITY 2014
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sketching
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Personal Projeces
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modeling




VISUALIZATION ReEaNDeERING

henry cheng/.ces/, mfa/ Ncheng@collegerforcreatrivestudies.edu
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This class will teach you the basics of Autodesk VRED real-time visualization
software, and afterward you should be able to import and stage any vehicle.
Dawn McArdle will demonstrate first-hand the simple workflows and tips and
tricks gained from hours of her experience. You will learn this program quickly
and should be able to immediately implement it with confidence.

Using provided 3D vehicle files and 2D texture files, you will learn how to
navigate, import, and prepare the vehicle model, assign materials, and set up
lighting/shadows. Students will set up moving parts on the vehicle, and
animate the camera. Some camera effects, such as depth of field and motion
blur will be demonstrated. Finally, we will pull it all together by setting up
variants (key-prompted commands to show variations during presentations)
and output rendered images, with an understanding of the many options
available for openGL and raytracing.

’; AUTODESK UNIVERSITY 2014 "\ AUTODESK.



Key learning objectives

At the end of this class, you will be able to:
= navigate, import, and prepare the vehicle model
= assign materials, and set up lighting/shadows
= set up moving parts on the vehicle
= animate the camera and set camera effects
= setting up variants
= output rendered images

'/Y AUTODESK UNIVERSITY 2014 /\ AUTODESK.



IMPORTING GEOMETRY

Open
Import Options

Tesselation

Tessellation Quality
Chord Deviation
Normal Tolerance

Max Chord Length

Stitching Tolerance

Scene

Don't show again

v/| Keep Surface Data
Merge Geometries
/| Create Groups for Layers
/| Remove Empty Groups
Medium 2
0.075
10.00
200.00
v/| Enable Stitching

0.10

Cancel

M AUTODESK UNIVERSITY 2014

Uncheck Merge Geometries

To convert Autostudio shaders to
VRED Truelight materials with
the same name:

Select “class _materials” folder
In Asset Managetr.

Add

Import Options

Tesselation fil\ AssetManager
/| Keep Surface Data —
Merge Geometries Geometries | Materials  Environments
/| Create Groups for Layers
/| Remove Empty Groups
=
Tessellation Quality | Medium - + ‘gl VRED Example Assets
: (s C:/User /Documents/Autodesk VRED/Assets
Chord Deviation 0.075 |
Normal Tolerance 10.00 : S :
r‘ exterior_materials

Max Chord Length 200.00 (g interior_materials

v/| Enable Stitching r‘ my Paints

Stitching Tolerance 0.10

Material Type Modified on =
10/16/2014
11:38:37 AM
10/16/2014
10:32:19 AM
10/16/2014
11:40:13 AM

V. Leather Black Triplanar },{'7/2014 1:3v

4 »
C':

/| Apply Materials from Asset Manager ‘\. ) Black_Matte Plastic

Uncheck
t h ese 3 Put onto the Ground

Center in Origin . o
s\ » Black_Plastic Plastic

Adjust Object Size

>
7 Chrome Chrome

s

options

Don't show again Cancel

/\ AUTODESK.



[ VRED Cheat Sheet }

Set rotation point (not pivot)

In Render View

Set rotation point and center object
in Render View

Roll camera
*To undo, set Rollto 0 in

Camera Editor > Camera Settings

Tumble Translate (pan) Zoom (dolly)

" Affects only selected object

Navigation Cube «Not truly orthographic view Initial Camera View
: : sets home view
*Home brings you to ICV view

NEe::

-
--n-+,
1

= Fit (selected)  +Same as

Zoom To

/" Shift + [ To select objects N\

Shift + Control + @ To add to the selection
; r N
Shift + @ To deselect ‘Red = X [ RENAME: |
Shift + Control + @ To deselect one object at a time Green =Y CTRL+R or
‘Blue=Z7
- Y,
Shift + |—> To select all objects within box ;@j_/

thft + ‘—l To select all objects in box + environment /

Transforming

Shift + W Translate L\' Control + J Hide selected

Shift + E Rotate @ Control + H Unhide selected i n kage
. : design
Shift + R Scale T\: Shlft + Q Move prOt Dawn McArdle dawn@linkage-d.com



OPTIMIZING

% Scenegraph
File Edit Create View Select

% Scene Graph

, In Scenegra
Dm zm ‘ Create

e B .

Kl side oo Geometry
\ Reload »

Hide Ctrl+H

J Animation

+ X I
+ % "™ Environme Show Curt+) Rename
AL A awon Hide Subtree Delete

Show Subtree

Hide All Ctrl+Shift+H

Show All Ctrl+Shift+)

Set To A Side Ctrl+Shift+B

Set To B Side Ctrl+B

Remove Selected Nodes

Copy

Cut

Paste

Paste Clone
Isolate View Selected I Clone
Clone
View In New Renderwindow
Zoom To F

Duplicate

Unshare

L2 Compobents Copy Transformation

S et Notes Paste Transformation

Select All Ctrl+A
Deselect All Ctrl+Shift+A

Group by Material...

Group Selection
Select Subtree

Select Parent
Invert Selection Ctrl+1
Invert Selection in Group Ctrl+Shift+1
Grow Component Selection

Shrink Component Selection <

Find... Ctrl+F
Scroll to Selected

Information...

!}/! AUTODESK UNIVERSITY 2014

Ctrl+R
Del

Ctrl+C
Ctrl+X
Ctrl+V
Ctrl+Shift+V

Ctrl+Shift+G

Show Optimize Module

Ctrl+Shift+F T. o Eﬂ
M ©

Graph  Transform Clips

Right-click on Root [k
ph

Options

+ Reduction

+ Filter

- Flush / Unflush
Flush Transformation Nodes (Adjust Face Normals)
Flush Transformation Translations
Flush Transformation Rotations
Flush Transformation Scales
Flush Selected Transformation
Flush Transformation Nodes
Flush Material Group Nodes
Unflush Material Group Nodes
Flush Texgens
Flush Textransformations

+ Share

- Optimizations
Triangulate
TriangulateRelndex
Octree
Merge Materials
Merge Geometry Nodes
Cleanup Group Nodes
Unify Vertices
Create Strips
Create Fans
Create Stitches
Optimize Indices
Sort Indices

Choose these options

Default Optimize

In the Material Editor, Optimize Materials to delete unused materials.

A 4 C:\Users\C-3P0\Desktop\AU_upload\dawns\sc

File Edit View Visualization Scene
' New

s Open... Ctrl+0

& Add... Ctrl+Shift+0
*| Save Ctrl+S
Ctrl+Shift+S
Ctrl+Alt+S

Save As...

Save Selected...
Publish...

Save Package...
Open Recent
Open Examples...
Import

Export

Add VRML Animation...

This improves the rendering speed and saves much memory.
Optimize Geometries
Optimizes the geometry structure.
Optimize/Share Geometries
Optimizes the geometry structure and tries to share duplicated geometries.
Merge/ Optimize/Share Geometries
This is much more agressive and changes the scenegraph structure.
Optimize Options
Optimize Geometries

Cancel

Material Editor

LL L]

File Edit Create/Convert Scene Window

Paste

Merge Duplicate Materials
Remove Unused Materials

Reference Unused Materials

Optimize Textures

Remove All Groups Matte

Compress Textures

Uncompress Textures

0 brakec_lipper_gene

0 bump_glass_generi
carbon_generic

Chrome

Click this broom icon

\ J
-

black_generic

Black_Plastic

J
-

bump_glass_...

to delete unassigned materials.

Choose the first level of optimization

From the dropdown arrow

/\ AUTODESK.
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NORMALS

Vertex / Face Normal Rendering

n C:\Users\C-3P0O\Desktop\AU_upload\ghs\sce

File Edit View

Visualization S e Animation Interaction Rendering

RT Toggle Raytracing | [
L.
» v
mnscale  Region
Realistic Rendering —

Raytracing Downscale

Renderpasses Rendering

Ambient Occlusion Rendering
Indirect Illumination Rendering
Surface Analysis Rendering
Analytic Rendering
Non Photorealistic Rendering
Stereo
Backplate
Realtime Antialiasing
Advanced OpenGL Settings

: Isolate View Selected
Interactive Material Preview

) Rendering

Simulate

Enable vertex/face normal rendering

ALT+

AUTODESK UNIVERSITY 2014

"

Isolate

Window

v

Backplate

Graph

Help

Wireframe Boundings

T
O~

Transform

eneric_Sportcar_ext_level2.fbx * - Autodesk VRED Professional 2015 SP3

Headlight

Statistics

(0 w g

Clips

VSets

Geometry

%
: |

v

Fullscreen Presentation

4
G
T

Show Al Zoom To

=

Curves

to flip normals so they face the camera.

Grid

i-
Assets

Units

s

v

Ruler

Materials

mm Y| Up | Z

r.
(2
¥ v

Transform

¥| NCP

L
v

Texturing

[ul

Simple UL

22307388 | FCP | 20246540625 FOV

Normals

v Geometry Editor

Geometry

Normal Calculations
Crease Angle

Length

Normal Consistency

Flip Normals

Mirrored Flip Normals

Adjacency Selection
Seperate Objects

Tangents / Binormal

35.00

Normalize Normals

Make Consistent

Face/Surface

Face and Vertex

Flip Mirrored

-
v

Calculate Normals

Vertex

Flip Non-Mirrored

Additional options can be found
In the Geometry Editor.

/\ AUTODESK.



AMBIENT OCCLUSION

* Hide transparent objects

NCP 22.307388) FCP | 20246540625 FOV

(EXTERIOR: )

Maximum Distance =
3000

Direct lllumination

only J

M AUTODESK UNIVERSITY 2014

-

Turn on Subdivision and

(INTERIOR: ) Rec
Maximum Distance = 1500 \DaSIS

JAGGED LOOKING SURFACES:

Recalculate on a as-needed

~N

J

Direct lllumination and

Qndlrect lHlumination )

Direct Illumination

A0/ Ambient Ocdlusion

Shadow Quality | Medium Quality

Minimum Distance 1.00
Settings

1500.00

Maximum Distance
Direct Tllumination

Shadow Quality | Medium Quality

Clear All Clear Active
A0/ Ambient Occlusion —
lumination
Minimum Distance i
L Settings /| Enable
Maximum Distance
e Quality | Medium Quality i
Clear All Clear Active ave Current

Indirections |1 =

Indirect Tllumination

Enable Color Bleeding
Load Setti ngs > /| Override Material Color
Indirections |1 s

; N ]
Delete Settings P

Clear All Clear Active
[0 see what

/| Override Material Color

— ] Setti ngs We re /| Enable

Used previously
(per surface)

/| Enable
Quality | Medium Quality v

Subdivision

Enable

0%

Calculate All

Calculate Missing

Cancel

0%

Calculate All Calculate Missing Cancel

/\ AUTODESK.



Scenegraph

{_l—file Edit Create View Select SCENEGRAPH
- Front

b side
T Top

e }-@ I3V
— % HB AliasWorld

St 3 T G— Group- expand to show contained nodes

x Q sphere NI RN
N BT | POLY data

&
% Ty Sphere clone <IGITN geometry

>
X SRS G oo metry has been transformed from 0.0.0

R
X A Spher _ _ _
Contains animation

ko
+ R A GfOUPed_NOd&j This group is animated

% \\\ DirectionalLight <:I Light

x : . Switch Switch Node (contains geometry options for which you can switch visibility)
x ' MatenalGroup

<:' Green text = imported data

Material Node (all geometry contained takes on the assigned material)

L

-~ % ' Environments <:I . .
e Environment- contains dome and floor

— Studio

X D’ Dome

X D’ ShadowPlane
M AUTODESK UNIVERSITY 2014 /\ AUTODESK.



GROUPING

Exterior

I-— Interior

Driver Door
Passenger Door
L

ShadowPlane

!}/IQ AUTODESK UNIVERSITY 2014

To correctly group for animation, make sure the interior, doors and floor plane are grouped under the exterior.

n C:\Users\C-3PO\Desktop\Intro_Adv_dass\stops\decals.vpb * - Autodesk VRED Professional 2015 SP3
File Edit View Visualization Scene Animation Interaction Rendering Window Help

@ 5 M B O ® WO [0 G i W T K K o b BN KD

.

v v
Open Add Antialias Raytracing Downscale Region Isolate  Backplate Wireframe Boundings Headlight Statistics  Fullscreen Presentaton Show Al Zoom To Grid Ruler Transform : Connect

¥: Scenegraph (DY XX . -

File Edit Create View Select

Cluster  Tracking  Texturing = Simple UI

HomE

'~: Scene Graph ..‘

@}
‘ 2 % HB Root
[i Front
k4 Perspective
K side
Top

% | GENERIC_SPORTCAR
x }'. INT - Sp
% 8 Driver Door
% 8 Pasngr_Door
= @ ShadowPlanel
+ % B EnvironmentsTransform

+ oo | 1

w da Lo =

Graph  Transform Clips VSets Geometry Lights Render Cameras

Materials
829.0 MB RR-GL Scenegraph hitpoint: (92 553

its '/mm|¥Y| Up |Z |¥| NCP 8.458451 | FCP | 20246540625 FOV 45.00 ICV
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MATERIAL EDITOR

LIST PREVIEW ATTRIBUTES

2% Material Editor

material

File Edit Create/Convert Scene Window

Led -
:=§ Materials

g (m

T or Multi Pass

Metal Rearlight r... Red Hazard

Metallic gr g 9{‘\“’ ﬁ}

g Metallic re " s

0 Metallic re: Q o S .

Reflective ... rim_generic

& MultiPassMaterial
Sﬂ Metallic red

- i ) N\ )
Paint lowc ‘ \ ‘
Ex -~ ..V | s Create Material

4 >
Create Environment

' - .
ag Materials v " Create OpenGL Material

0 rim_generA : . ) Edit
Rugh_lc | Shadow Asset
0 Shadow / Load Material(s)...

: ) w» %
Shadow s v Save Material(s)...
0 SimpleMa SimpleMa... Create Switch from Selection
w» Skylight — ‘ '
- Studio e ..' - ] =
+ /% Switch_PA
%2 tire aeneriv - Studia_
4 > =

+ o0 | @ L

Modify | .

N

-

Select Nodes to select geometry assigned to selected material
Apply to Selected Nodes to assign to selected geometry

!}/! AUTODESK UNIVERSITY 2014

+ drag onto surface to assign

+ drag onto surface to assign to all surfaces with the same

+ drag onto surface to replace materials as Switch

If attributes are locked, click MODIFY.
(Assets are locked by default.)
Save to your custom folder in C:/

Jil\ Asset Manager

Geometries Materials  Environments

(N
A,

o nre - . a - R
+ (‘: VLU CXAIMpPIE Asscis

@@ class_maternals
gl exterior_materials

| R A TR pay Hert Y T

/\ AUTODESK.



TEXTURE MAPPING

Texture Drag & Drop O Q

linkage UcensePlate

front_plate01

O¥kee sl Diffuse

Specular
Bump
Incandescence

Add Decal

b

Edit Material

OK Cancel

M AUTODESK UNIVERSITY 2014

LIN KAGE

BLINKAGE

Texture Drag & Drop

LIN KAGE

Diffuse

Specular

Bump

License

O

front_plate01

Incandescence

Add Decal

Edit Material

OK

W

aHEE (V)

ENIHY (v

Cancel

Bump

Texture Drag &Drop (29 €9

Reflective Plas...

LIN KAGE

Diffuse

Specular

Bump

front_plate01

Incandescence

Add Decal

Edit Object Only all surfaces sharing this material

Edit Object Onk
Edit Material

Texture Drag & Drop

body00

Incandescence

Transparency

Displacement

Add Decal

Add to Material

OK

Cance

Edit Material applies texture to

v

Edit Object Only applies texture only to
surface onto which you dragged texture

O

Metallic red

Use Alpha Channel
If your texture was created with one

Use as Opacity Map uses black
and white information for
transparency

(white is opaque)

w

v/ Use Alpha Channel

Use as Opacity Map

/\ AUTODESK.



TEXTURE MAPPING

« N T When you add a texture, the material is automatically changed into a
/ Multipass Material.
& )

& MultiPassMaterial

N Metallic red

(V) Decal_linkage Ic
Delete Del

ey EZ:ZEZSZWH The decal is added as a Plastic material by default. To change the material type,
on the texture name and Select.

828 Material Editor

Then, Convert it to another material type,

Create Material >

ccinmner. S (\;,' such as Metallic Carpaint.

ﬁs Material:

Create OpenGL Material > &| Scene

Create Group

Create Group from Selection 4‘\
&

Create Switch from Selection

O gla Convert 3 ToneIightMaterial » Phong
Ra_yciic . | — - .
" All to Ph Truelight Material 2
E Leather Bl All to Phong Truelight Materia Plastic
0 led_generi ) Triplanar
Manhattai SV ety Reflective Plastic

B pmoint s Reflective Triplanar

4

Chrome

» Flake Colk
&~ LR e Brushed Metal

Rough
Flipflop shive... iy Unicolor Carpaint

- Flake Siz e v
.‘ Environme i Metallic Carpaint
Flipflop sh FREE Flipflop Carpaint

e
m

@
2
4
a
>
3

8
=
=
9
=

w» German_C Glass

0 I Clearcoat
ass_gene.
SR German_Cou... Carbon

@ Leather Bl Clearcoat Typ Carbon 2D
0 led_generi . Y Clearcoat Colc Tire
Manhattai 5 Reflectivit  Velvet
Metal > »
Woven Cloth
Metallic grv -
»

= HH Line Chrome

M AUTODESK UNIVERSITY 2014 A AUTODESK.



MATERIAL EDITOR } Switch Material }

LIST PREVIEW ATTRIBUTES

EEE Material Editor

File Edit Create/Convert Scene Window

222 Materials v | | Materials ﬂ
- v w =" A (4 Modify S
=N led_generic Manhatta... F ‘ | ‘,'

0 SimpleMat “

S» Skylight ' N )
-» g N
ww S 9 g g s g‘ $

A Metal  Metallic gr..

N\

— 4% Swit. =
x Mulh. A
Metallic

it W Or drag Preview ball onto Switchpaint

“f::";v' § To populate the Switch Material with carpaint Materials.

E Materials

Metal

N Metallic gn

@ Metallic rec

0 Mctallcret MultiPass... Paint lowc...
\ %

v N
+ %" MultiPassh

- Rearlight r... Red Hazard
Paint lowce

SwitchPaint

& [Scene

Rearlight re ! \‘_\" A

| I
| =
[V] Red Hazarv vy

1M Black_Unicolor
2 [V] OCS Blue Silver
3 Flipflop blueblack

or x to change the current paint color

Split screen (drag on dotted line)
to drag and drop from one to the other

M AUTODESK UNIVERSITY 2014 /\ AUTODESK.



VARIANTS

You can set Variants for Geometries, Materials, Lights, Environments, Views, Animations, Scripts...

n C:\Users\C-3PO\Desktop\AU_upload\dawns\stops\materials.vpb * - Autodesk VRED Professional 2015 SP3
File Edit Scene Animation Render Help
o [

w (6 ® . F ©C (&0 = B @& [ & h “. T X % =_ W 5L X [©

-
Open Add Save Antiaias Raytracdng Downscale Region

v v

Isolate  Backplate Wireframe Boundings Headlight Statistics : Fullscreen Presentation Show All  Zoom To Grid Ruler  Transform : Texturing = Simple UI

W Scene @ O 0

. Variant Set Properties
Scenegraph Materials Environments Camera Lights Settings

Q Y Captured

Seatbelts Shadow -
View
J /
Capture Variant Set \ \

Reh &4

Capture Shadow SimpleMaterial

W Variant Sets Geometries . o0 v Nodes
Al Choose Materials \ | 2 S
New Group 1 LIthS
New Group 1 i

r——
//fj;‘_ N G

Environment
View

Capture 3 Switch Choice for "SwitchPaint"
From selection

~, Red_Metallic
Delete

.\, Black_Unicolor
Variant Variant Set 3 door -~ :
Update Preview &, OCS Blue Silver

Recapture

Select Nodes

h;\J |« b
Variant Set Properties...

to get the

Variant Set Properties Set a hotkey to

activate the Variant.

& [0 w 6

Scene  Animation  Variants  Render

AUTODESK UNIVERSITY 2014

/\ AUTODESK.



ANIMATION

Driving the vehicle using the Animation Wizard — — — =

A block is automatically created in the Curve Editor...

- % Il EXT Animation2

% |l DF Block
- W' orF

% |l DF Block
- W bR

% Il DR Block
- W bR

% Il DR Block
- W e

A% animcam

Capture initail postion,then move
the car forward in Y trans and
capture the end position.

»»»»»

Object and Mat

Choose Object

........

0.00 | ¥ Duration 90.00 | ¥ Cydles

| e Render Settings
Duration = 3, Interpolation = Ease In i m— Animation

v/ Render Animation

Type | Clip o

O

Animation Clip Timeline

*You can expand or compress the timing by dragging the box edges.
*You can move where this block happens in time.

§ *Other Blocks can be dragged into New Clips.

§ -The animation Curves can be refined and automatically update.
*Make sure you choose the intended animation type before rendering!

b? AUTODESK UNIVERSITY 2014 /\ AUTODESK.




ANIMATION

Setting up a 2- point pivot for door animation

Curve Editor

* Curve Editor

Edit View Curve Tangents

;- “ Constant S —
& 3 ks 90.00 T Value
J\ Linear

Channel

: ' - 4™ Driver Door
ler_ary m translation.X
A" Driver_Door 'y Hermite ’:rans:ation.;
1 = ranslation.
Transform Window | Folowing |

. Break 35 rotation.Y
rotation.Z
scaleX
scale.Y

1 — ! scale.Z
AdJ u St th e rotationCrientatn
rotationOrientatn

tangency tO rotationOrientath
visible
Flat |

O+ Transform
Basic Advanced
Rotate Y
z

Rotation Order | xyz
Pick Axis | X Axis /| Show Axis

Pick Mode 2-Points 3-Points

X
Scale Y
z

/| Uniform Scaling

Rotation Pivot

Coordinate System | World Keyse'eded
s Set all
. _ these Key All
e : : values Create Block
e : 10 0. Paste Ctrl+V
Move to Object Center | | Move to World Center Paste Clone Ctrl+Shift+V

Pre Infinity Mode

Flat tangents Post Infinity Mode
v/ Motion Blur

@ Show Axis to see a line about which the door will rotate (Z rot). v/ Show Empty Curves

on the rot x to key selected

M AUTODESK UNIVERSITY 2014 A AUTODESK.



LIGHTING

Rim Lighting setup using a Rectangular Area Light

C:\Users\C-3P0\Documents\VRED _Projects\Sportscar\scenes\sportscar_rim_lighting.vpb * - Autodesk VRED Professional 2015 SP3

File Edit View Visualization Scene Animation Interaction Rendering Window Help

w [ & LB O, & W 0 & e N, W & % = M 5 @
Add

Save Antialias Raytracdng Downscale Region Isolate  Backplate Wireframe Boundings Headlight Statistics  Fullscreen Presentation Show Al Zoom To Grid Ruler  Transform = Connect Cluster Tracking : Texturing  Simple UI

Light Editor
e
a™p

| Back | \\\ Head Light
o n SpotLight

Open

Q

Use Temperature

Light Attenuation | None

Cone Angle 45.00
Penumbra Angle
Shadow Intensity
Tluminate Shadow Material
/| Cast Shadow on Shadow Material
Importance Multiplier

e Turn on:

Attenuation Mod: | Realistic Attenuation | v

o e Visible in Reflections and Show Light

Primary Visibility
/| Visible in Reflections

Interactive Quality @

still Frame Quality =

Light Profile
Visualisation

Show All Lights

Show Light

0w & O

Graph  Transform Clips VSets  Geometry Lights Render Cameras Curves Assets  Materials
1306.0 MB RR-GL Autodesk VRED Professional 2015 SP3 B [hitpoint: (930.802734, | | € Units ([mm|¥| Up |Z |¥| NCP 145687216 FCp [202465.40625) FOV
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RENDERING

Downscale- lower quality Raytracing, but faster

Animation

Choose a frame size.
Dynamic Resolution is fullscreen.

!)/'Q AUTODESK UNIVERSITY 2014

terial

Render Settings

@& Render Settings

Quality Settings Presets

File Output ~General Settings  Raytracing Quality Display Output

Antialiasing

Image Samples

Increase Image Samples if spotty

Adaptive Sampling | Highest Quality v

Use Clamping v/ 16.00 +

@@ Render Settings
Quality Settings Presets
File Qutput General Settings ~Raytracing Quality  Display Output
Illumination Mode

Interactive | CPU Rasterization v

+ drag a box

Still Frame | Full Global Tllumination | v

Interactive:
Tumbling around, with Antialiasing off

By Still Frame:
s When you stop navigating, with Antialiasing on,
Also used for output renders

View [front_quar

18.91am
72 pixel [inch

33.87am

Region Render

Mode |Full Giobal Thumination
alty [Custom
Supersamping [On
Background Color
Tonemap HOR
Export Alpha Channel

1CC Profile | Current Settings

Meta Data

Renderpasses

Animation

/\ AUTODESK.



*Most physically accurate

RENDERI NG *Most time consuming

Raytracing lllumination Modes

CPU Rasterization Precomputed Illumination Precomputed + Shadows  Precomputed + IBL Full Global lllumination

Realistic Lighting Realistic Lighting Realistic Lighting Realistic Lighting Realistic Lighting
+ Reflections + Reflections + Reflections + Reflections
+ Interactive Shadows + Interactive Shadows + Interactive Shadows
+Glossy Reflections +Glossy Reflections

«Same look as OpenGL

Good with heavy data Use with Ambient Occl. + Specular Reflections
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Session Feedback

* Via the Survey Stations, email or mobile device
= AU 2014 passes given out each day!

* Best to do it right after the session —
* |nstructors see results In real-time
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Students, educators, and schools now have

~REE access to Autodesk design software &
apps.

Download at www.autodesk. Com/educatlon
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Earn your professional Autodesk Certificgt)ionat AU
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