From lterative to Final Rendering
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From lterative to Final Rendering
It Is about looks!

= Framing the view

= Rendering
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= Post processing
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From lterative to Final Rendering
Framing the view i

= Rule of Thirds
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background

= Directional elements
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From lterative to Final Rendering

Framing the view

= Rule of thirds

= Foreground, middle
background

= Directional elements

AU Autodesk University

Lo

'V,
-

TR

UL ! s e L

Juu‘ﬁlﬂi Sflilaith.ﬁlﬂl

0*'0

“W 'ns

@)

e gy,

Al

‘H'* gt

"""'m.y.

'

W‘ﬂ#:' " | o -
b '?.4 ‘M- o VY

WOULR |
i ‘ I“L,

'f’.ﬁ#f “‘WWN," "HM‘ \I'w G* 7'\"' \}:

,vu ”‘,",w ‘“” l

1 ﬂ,

M ’hwm l.

WMA

||| o

© 2011 Autodesk



From lterative to Final Rendering
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background

= Directional elements
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background

= Directional elements
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background

=  Directional elements / Anchors
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From lterative to Final Rendering
Framing the view

- ule of thirds

= Foreground, middle ground &
ackground

_ iIrectional elements

=  Staging
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From lterative to Final Rendering
Framing the view

= Rule of thirds

= Foreground, middle ground &
background

= Directional elements

=  Staging
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From lterative to Final Rendering
Rendering

= Lighting and material settings

GlassLignerrosizd [ Yetayilel )

GlassLightFrosted

Refraction

Refract | I0R [1.6
Glossiness [0.65
Subdivs [
5e INterpalanon Fog color |
Affect shadows | Fog multiplier [1.0°
Affect channels Im Fogbias [0.0
Dispersion [ [50.0

e
b
e
b

ﬂ] Environment and Effects

Environment Effects

Common Parameters
Background:
Color: : v Use Map

‘ Ploodiaplz { Yitayllid )

, Global Lighting: WoodMaple

Diffuse l:‘ M)  Roughness [0.0 18

Reflection

Ambient:

‘..Cv =18 Fresnel reflections |V lil
Refl. glossiness [0.74  |¢/[] FresnelIOR [1.6 12/ [ ]
/ 3]

Use interpolation Exit color |||
Dim distance [5'4 = [0.C :

|
Affect channels | Color only w ’

Refraction
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From lterative to Final Rendering
Rendering

= Lighting and material settings

V-Ray:: DMC Sampler

Adaptive amount: [0.85 = Min samples: ';u:l =
) Moise threshold: |:|. 1 . Global subdivs multiplier: | 1.0 .
- I I I lag e Sa.l I l p I I n g Time ir||:|E|:|EF||:|EF|1: ' Path SElrl'll:l|Er: Schlick sampling
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From lterative to Final Rendering

Rendering Gamma 2.2 (linear workflow)

Preference Settings

Animation Inverse Kinematics Gizmos MAXScript mental ray Containers Help

General Files Viewpaorts Interaction Mode Gamma and LUT Rendering Radiosity

= Lighting and materials = —

lsplay Materials and Colors

" Autodesk View LUT v Affect Color Selectors

= |mage sampling |
32-bit EXR image format

. Input Gamma: 2.2 2
b Output Gamma:  [1.0

B O u t p u t fO rm at History: | C: Wsersirenderman\Documents \3dsMaxDesign renderoutput

Save in: | renderoutput - {3‘ Tr ¥ IEI'

Mame Date modified

v Affect Material Editor

FS
L

Mo items match your search.,

Gamma

® se system default gamma

£ Qverride * IMAGE

-

Statistics: MJA
Location: MfA
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From lterative to Final Rendering
Rendering | Render Settings

= Lighting and materials
= Rendering settings

= Qutput 32-bit (linear exr format)

= Render passes and masks '|
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From lterative to Final Rendering

Post-Processing
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From lterative to Final Rendering
Post-Processing

= Post Processed
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From lterative to Final Rendering
Post-Processing
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From lterative to Final Rendering
Post-Processing

Post Processed
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From lterative to Final Rendering
Post-Processing
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From lterative to Final Rendering
Post-Processing

= Post processed
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