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1 what Up

Studio MAX can render from any viewport in virtually
any size -- or resolution -- needed. For this exercise,

(& Render Scene: Default Scanline Ren o [ 55

we will render from the camera view only. We will do Render Elements | Rapacer | Advanced Lighting |
all test renders at 640 x 480. If your scene does not Common gk | Renderer |
have a camera, you should make one!

' Cammaon Pararmeters |
For final printed presentations on the standard — Time Output
11 x 17 foamcore board, we definitely will need a ! < i
MUCH bigger image. Those settings are in section * Sm_gle _ b s e 3
3 below. " Achive Time Segment: 0 To 100

" Range: |0 ﬂ To 100 ﬂ

Render Scene Dialog

Open the Render Scene Dialog by typing F10 or
clicking on the button located on the top row toolbar

Custom ;‘ Aperture Width[mm): |35_|:| ﬂ
""" o | BL - Width: B40 %

o= E 199 | =) ver | : [ - 3204240 | 1500#1150 |

: : Height: [#80 2 F40w480 |  900w600 |
The Render Scene pulldown menu is used to select Image Aspect 1333 3|@| Pixeldspect: [T0 2[8]
which object(s) will be rendered. By default, it will :

. . . — Optionz

display View, but you can change this. If you change _ _
it to Selected, then it will only render the object(s) I Atmospherics I Render Hidden :§ametry
currently selected in the viewport. This is handy if I™ Effects I™ Area Lights/ShadRs as Points

you want to only render one object for testing and
tweaking.

Common Tab

a Select the Common tab (if required)
b Verify Single, for a one frame render “still”
€ Under Output Size, select one of the following:

For tests, we will use 640 x 480
For finals, we will use 1800 x 1350

File Mumber Baze: |El ﬂ

" Frames  [1.3.512

— Dutput Size €

[ Dizplacement [ Force 2-5ided
[~ “ideao Color Check [ Super Black
[ Render ta Fields

—&dvanced Lighting
¥ Use Advanced Lighting

[~ Compute &dvanced Lighting when Required

— Render Output

™ SaveFil Files...
|

[T UszeDevice Devices... |

d under Options, de-select all options. IV Rendered Frame Window [ Het Render
[ Skip Existing Images
€© Under Assign Render, make sure it is the e
viewport you want. This should be one of your i+ Email Natifications / |1
camerasl! [+ Azsign Renderer / i

Renders from a perspective viewport will work,
but will be impossible to match the next time
you open your Studio MAX file. Don’t render
from the perspective viewport. Trust me on
this, OK?

#® Production Eriesyzl

" ActiveShade  Wiewport: | Cameralll

J Render
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3 Renderer Tab

A Select the Renderer tab next [©] Render Scene: Default Scanline Ren =10] x|

b Under Options, select all except for Force
Wireframe.

€ Under Antialiasing check both boxes
and modify the filter to Catmull-Rom. The
explanation box will tell you the details of each
Antialiasing filter, used for smoothing the “jaggy
edges.”

d The settings under Object and Image Motion
Blur don’t matter right now, as we are only
rendering one frame stills. These are used
when you animating and rendering video clips.

€ \Verify you have selected Production. Anything
else is for more advanced users.

f At Viewport, verify you have selected the
appropriate camera from which to render.

g Click on Render. Watch it for fun...or take a
break if your output size is super huge and you
got loads of geometry and lights, any of which
will slow things down.

Save it or dump it.

Once complete you can save the file -- if you like
it! The recommended file format is .PNG, which is
compressed, but with 100% quality. Just click on
the toolbar disk icon.

If the render [x] — AEeseero— — o
stinks, feel free
to dump it. Just
close the window.

Oops! Need it
back? Go to the
Rendering top
menu and select
Show Last
Rendering.

Always make sure to save ALL renders in one folder
for use in your presentation. Keep them there with
your lllustrator layout file and you'll avoid problems |
don’t have time or space to explain.

Trust the Professor. More tea, anyone?

Render Elements

| R ayptracer | Advanced Lighting

a 1—> Renderer

Carmrnot

|- Default Scanline Renderer |

— Options:

v tapping b Auto-Reflect/Refract and Mirors
Iv Shadows re Wireframe

¥ Enable SSE Te Thickness: IT ﬂ
—Antialiazing:

[V Anlisliasing € =i | CatmullFlom =]
[v Filter Maps Filter Size: Wﬂ

& 25 pixel filter wifpmnu:uunced
edge enhancement effects.

— Global SuperSampling
[ Dizable all Samplers

[~ Enable Global Supersampler
[Max 2.5 Star |

5 zamples, star pattern

¥ | Superzample Maps

']

— Object botion Blur: a
v Apply Diuration [framesz]: IEI.E ﬂ
Samples: [10 2| Duration Subdivisions: [10 —

— Image Mation Blur:
W Apply
[~ Tranzparency

[os 2]

[ Apply to Ervironment Map

Druration [frames):

Henderinglteratiuns:l'l ﬂ ® Clamp ¢ Scale

— keman kManagerment

—Auto Reflect/Refract Maps "Eulnr Range Limiting ——

[T Conserve Memary

/e

#® Production

=70 f [—— 9
J Render

 ActiveShade Miewport: | Camerall




