Autodesk 3ds Max Design 2010 tutorial

Autodesk 3ds Max Design is used primarily for rendering your drawings created in
AutoCAD or AutoCAD Architecture. Even though AutoCAD Architecture has very good
rendering tools, it is not as robust as Autodesk 3ds Max Design. You can do the
following in Autodesk 3ds Max Design:

e Apply materials

e Create a sun for daylighting and set the building location and date correct
shadow casting.

e Create artificial lights which will accurately simulate the lights you have selected
for your building

e Set up cameras by which the building can be viewed

e Create animations for walk-throughs or fly-throughs by moving the cameras, or
animate objects in the scene.

Autodesk 3ds Max Design uses the "mental ray" rendering engine which can generate
reflections, refractions and shadows by ray tracing. Ray tracing traces the path of light
rays sampled from the light source. Reflections and refractions generated this way are
physically accurate.

So let's do the following exercise to get you into the program quickly.

1. Open Autodesk 3ds Max Design 2010 by clicking on the icon on the desktop:
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Immediately save the drawing to your H: drive, even though you have nothing drawn
yet. Pull down the application menu (the big M) and select "Save." Browse for your H:
drive, make a folder called 3ds Max, and give the drawing a name. You file will have a
filename extension of .max.

Force yourself to get in the habit of saving your drawing every 10 minutes.
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After the program opens, your screen will look something like this:
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If you want to see four viewports showing the plan, front elevation, left elevation and
perspective view all on the screen at once, hit <Alt>W on the keyboard.

w ODedH®R-=- -0~ Autodesk 3ds Max Design 2010 x64 Educational - Mot for Commercial Use  Unitled ‘; e -8 & ®.| = fal o7

Edit  Tools Group Wiews  Creste  Modifiers  Anirnation  Graph Editors  Rendering  Lighting Analysis  Custornize  MAXScript  Help

.|. Ne) E-Em“,,%q 136 &3 %ﬂ@‘g!}g e saecnse - | ] |2 | Sy ‘ B EE e

L T —

= I I|II\\HH\III\HH\IIIIIHHIHIIHHH\II\I\\H\I\II\\HH\III\I\H\II\II\HHHIIHHH\IIIIH
||Nmaselected 9.x| v:| 2| |Gd 10" - DI R T == |
‘“ﬂme‘: " | ick or cick-and-crag to select objects

(B o Tme 70 Mfm [ ey Fiters... ] vt [0 > 0 o 6,




Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial Page 5

If you want to go back to the perspective view only, hit <Alt>W again
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If you want to set the lower right viewport to another view, click on the word
"Perspective" in the lower right viewport and select another view, such as "Right" for
right side view, for example:
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Now the screen will look like this:
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To bring the perspective view back, click on a corner of the view cube in the upper right
corner of the viewport, or click on the icon next to the view cube that looks like a house.
This will reset the "home" view, the isometric view. The view cube in Autodesk 3d Max
Design 2010 works just like the one in AutoCAD. by right-clicking on the view cube, you
can choose to see the 3d view either in isometric (orthographic) view or in perspective
view. Usually you would want a perspective view in Autodesk 3ds Max Design.
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Pretty neat, huh?
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FYI, if you lose the default User Interface ("UI"), for some reason - this could happen if
you get involved in changing things in the Ul - simply click on the "Customize" pull
down and select "Revert to Startup Layout."
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2. Change the Units settings to Architectural feet and fractional inches. Click on the
Customize pull down and select "Units Setup..."
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Pick "US Standard,” "Feet w/Fractional Inches," and the Default Units as "Feet," click
OK:
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3. Set up four layers. Select the manage layers icon on the tool bar at the top of the
screen:
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Here is how the layer manager will look to start:
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Change the color of each layer similar to those shown above by clicking on the color
swatch and picking a color to assign to it. Make Layer 1 current.
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4. Make the upper left viewport current by left-clicking in it. A yellow box will appear
around it to show you that it is the current viewport.

On the right side of the screen is the so-called "Command Panel." This is where most of
your drawing and editing work will be done. It has 6 tabs, as follows:
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5. Let's create a Plane. Start with the "Create" tab on the Command panel and select
"Plane”

Draw a Plane in the upper left viewport (the plan view) by left-clicking on a point close to
the lower left corner of the viewport and dragging to the upper right corner. It will look
like this:
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In the Control Panel, change the size to 100" x 100" by typing in the length and width
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When you do this, your Plane will extend beyond the viewport. That's OK.
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Now your screen will look like this:
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6. Change the current layer to Layer 2
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7. Create a building by using the Box command in the Command Panel.
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Pick two corners in plan and extend the Z direction vertically. In the control panel,
change the length to 25', the Width to 12' and the height to 20’
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8. Change the current layer to Layer 3
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9. Draw another Box and change the Length to 20', Width to 30" and Height to 40’
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Your drawing should look something like this:
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If you do not like where the last Box is located, you can move it by selecting the Move
command on the Toolbar:

1

s Create  Bodifiers S
VO e




Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial

10. Change the current layer to Layer 4
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11. Draw a Cylinder
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12. Let's assign materials to each of the buildings. Click on the Material Editor icon on
the Toolbar:
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This is how the Material Editor dialogue box looks:
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Just like in AutoCAD Architecture, each of the balls represents a material and texture.
They can and usually should be changed to match materials that you want to use on
your buildings. Set up the material in the material browser and assign it a color.
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Then drag the material to the object you want to assign it to.
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Do the same for the other objects in your drawing, assigning them each a different
customized material. Materials that have been assigned to objects have triangles at
their corners:

MidLeETidl Wy duiuTi P

So your drawing now will look something like this:

[ +]1[ Perzpective ] [ Smooth + Highlights ]
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13. Let's put in some lights. On the Create tab, select the Light icon:

* A ]| 2
O @l e o & %

[Phutometric - ]

Object Type 2
AutoGrid
[Target Light | | Free Light |

mr Sky Portal

Mame and Color

P
)

Select Free Light. When you select this for the first time, you will get a message pop-up
like this:

H‘i Photarnetric Light Creation [=5]
‘fou are creating a photometric light.

Itis recommended that you use the mr Photographic Exposure Contral,
Exposure Control settings can be adjusted from the Environment & Effects dialog.

Would you like to change this now?

Yes ] [ Mo

[ Do not show this message anymore (for this session)

Answer by Yes.

Place the light in plan in the center of all the buildings:
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Ayl Help
=W ok [ 30 &1 %o Bl 112 e 0 NE @ 360

% [Ealge[=2
O@damss
Fhatumebin -

Om Wed  Obat

e g [FFTee
Dwrrming

TR
it ke [Setected I T R ot
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pEr—
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[Beicone w0 R [ ooyt g 1o begin creation process
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] xf ¥ 2 [ Gnd s

wrmran
A white globe will appear in each viewport. This is the light symbol. It will be placed at
the ground level, so you will need to move it up a bit. To move it, select the Move
command on the Toolbar.

[T Create  Modifiers  Snimation
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Click on the Z axis icon in the side views or perspective view and move it vertically, or
change the Z absolute dimension in the Status Bar at the bottom of the screen to 30' by
typing in 30 in the Z slot.

| 1Light Sebectent 8 B wfmsamananmr e 8 ed-se |01_ futa ey [sekected v o[ e e O 5
\Setien| oJF [ ey Fisers... |t [a | e Y b B

Helcome to ML |=:g.dg—nqime 0:00:02  Translaton Time 0:00:01 /\@ SRR

[TTTT T T T T I T T T T TTTT Tl L\X
5 55 &0 65 ™ 75

| x:|—14'3 zzfa:lilv:h‘zafsz‘ Iilz:|3u'u‘1 I§I|Grid=s
53] Add Tin

QT —
ﬂ l-|_|—|'lglIIIIBIIII‘LIIII*IIII*IIII*IIIlillll$lllléllII*IIIlélIIIsblIII‘LIIII’hllII*IIII*IIII.LIIII’bIIII’kIIIIIJo I
R ——

The light will now "float" above the ground plane.



Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial Page 34
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14. Now let's Render this view. Left-click in the lower right viewport to make sure that it
is the current viewport. Select the "Render Production” icon on the Toolbar. It looks like
this:

TEE @ %Y
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Pull down the Render Preset menu:

32 Bits/Channel (1:1 =
wpart: Render Preset:
rspective - | |ﬂ| [— v ] I'T'_':Fl |@|

mental.ray.no.gi
mental.ray.photometric. lighting, with.qi
[]E]E] ce J mental.ray.daylighting. high
Jdsmax. scanline. radiosity . draft
lighting.analysis. assistant. preset
mental.ray.daylighting
mental.ray.hidden.line.contours
3dsmax. scanline.no.advanced. lighting. draft
3dsmax.scanline.no.advanced.lighting. high
3dsmax, scanline. radiosity . high

Load Preset...
Save Preset...

and select "mental.ray.no.g" preset.
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Then select the "Render” button at the bottom of the dialogue box. The results will look
like this:

s | L1 LaesAL| O] g%
,rﬂ's Perspective, frame 0, RGBA Color 32 Bits/Channel (1:1) o |[ = || E
AR M
Area to Render: Viewpaort: Render Preset: |
. — . -
ven < DER  [owee <) @ | W= —
E— e
M B % & X (o)lalle] @ ® _| [remmpna -]
Light |
r e
Image Predsion (Antialiasing): Soft Shadows Predsion: Final Gather Predsion: Reuse
Medium: Min 1/4, Max 4 1X - Default Custom (=) Geometry
0 0 0 |:| Final Gather
Glossy Reflections Precision: Glossy Refractions Predsion: Trace Bounces Limits | |
— “ Production -
10X - Default L.0X - Default e+ |5
Max. Refractions: |6 : ;
- R
l—l U FG Bounces: 0 = Ender

[T
=
'8 22, . .

You do not need to set any other parameters. They are all set the way you want them to

be.

Looks a little dark, but quite dramatic.
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15. Now let's add some ambient sunlight. In the Create tab, select the "Systems" icon.

Tl

sty

.

W 8| & e
O @ < 5o 2%

|Standard -

Object Type 2|
[] AutoGrid
| Bones | [ RingArray |
| Sunlight | | Daylight |
[ Biped |

Mame and Color

a
r M
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Select the "Sunlight" icon:

# A5 @) 2
O @ I & o 35 [E

|Standard -|

Object Type |
[ AutoGrid
[ Bones | [ RingArray |

Control Parameters 4

Azimuth Altitude
| 170 [ 75
Timne
Hours Mins. Secs.
2 o #o ¥

Month Day ‘ear

el [T i 200
Time Zone: |-8 &

Daylight Saving Time

Location
|  Getlocaton.. |

| San Frandsco, CA

Latitude: IW El
Longitude: Im Iil
Site

Orbital Scale: IU'U'— I
Morth Direction: Ir El
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Set the time and location:

Control Parameters % |

Azimuth Altitude
| 170 [ 75
Tirne
Hours Mins. Secs.

2 BfJo B [
Month Day  ‘Year

Tl ot lel [200c e
Time Zone: |-3 &

Daylight Saving Time

Location
|  Getlocation.. |

| San Frandisco, CA

Latitude: IW I
Longitude: Im El
Site

Orhital Scale: IUU'— El
Morth Direction: Ir I
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Pick "Get Location..." and select Chicago, lllinois:

i’% Geographic Location (3]
City: Map:

[T - | |North America = | [ NearestEig City

Chico, CA
' F

Childress, Tx
Chisasibi, PQ Canada
Chula Vista, CA
Churchil, MB Canada
Cicero, IL

Cincinnati, OH
Claremont, NH
Clarksburg, W
Clarksdale, M3
Clarksville, TM
Claymaont, DE
Clearwater, FL
Cleveland, OH
Cleveland, TM
Clifton, M1

Clinton, IA

Clowis, MM

Cochise, AZ

Cody, WY

Coeur D'Alene, ID
College Park, MD
College Station, TX
Caollier County, FL

Colorado Sprinas. CO [

Chicopee, MA

Ead
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Select the Render icon again. Now the sunlight will fill in the dark areas:
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pectave, frame 0, alor 32 Bika/Channel Tem
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| ew | REE [epearve o] @] [ -] B0 -
fel % 52 & X olislisv o _| [rmms -] [ __j
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|
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e
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e
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Tmage Saft Precsian: Aeuse
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0 0 () B Ot @
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16. Let's locate some cameras. Click on the camera icon in the Control Panel:

7| EER (0] ] P 3 =
0@ d @ 38 %

[Smndard R - ]
N\
Object Tvpe\ &
AutoGrid

[ Target ] [ Ri== ]

Mame and Color

e
r M
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Click on Target button:
% A R]e
O d Bo ¥ %

|Standard -|

Object Type &l
[ AutoGrid

[ Target | [ Free |

Mame and Color &

Parameters &l

Lens: ISE.CI Elmm
FOV: [54.432  [%|deg.

Orthographic Projection
Stock Lenses

Type: |Target Carnera v|

Show Cone
Show Horizon

Environment Ranges

Show
Mear Range: ||:|'|:|‘ &
Far Range: [834" |2

Clipping Flanes
Clip Manually

Mear Clip: ||:|' i I
Far Clip:[855 &
Multi-Pass Effect
cnale
| Depth of Field v
Render Effects Per Pass

— || Target Distance: |Ul'—|§|
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Zoom out in the plan and select a point near the lower-left corner of the plan, then drag
the "Target" up and to the right. It will appear like this:

i Camerall Target
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Note that in the side elevation, the camera will be located at the ground level. You will
need to move it up.
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Pick the "Move" icon in the Toolbar. Drag the Z arrow up using the Z-axis "gizmo.".

===
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If you need to move the "Target" rather than the Camera, right-click on the camera and
select "Select Camera Target."

Hl Graphite Modeling Tools  [iresfamm i Seleaicn O —
I| Palygon Madeling

|_ v I |_ I_|:|r_|j |"-.-'-.-"-r:- ame |

[+][Left] [‘wieframe ]

Now you will be able to move the Target either vertically and horizontally.
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Bo

iGN

w1

Left click the lower right viewport and type C. This will change the Perspective view to
the "Camera" view.

« [@lgeE»
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Render that view:
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If you want to see the image closer, select the Camera, then pick the Modify tab in the
Control panel and adjust the lens length, like this: The longer the lens (larger number)
the closer you will seem to get to the object. For instance, this is an 85mm lens:



Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial

Autodesk 3ds M Design 2010 x84 Educatianal - Mot far Commercial Use  tutorial exercise max

P Tywe o beywond or phrase

@ —nox

RS OEE @ PR

Lens[BE0 J2imm
[=) Fov: [315  itides.
[C] rthagraphic Prajecsion

Stock Lenses

[ximn] (o] (250 ]
(zomm)] (35mm) (st ]
(25mm) [t55m] (200em]

Tire: 1ot comers
[] Show Cone:
[ Show Horizon
Ernironment Ranges
[l stow
Near Range: [70 8
Far Rarge: [B37 2]
Clpping Planes
7] G Marmasity
meer Ol [T g
r«mIUJ-G )
Ml Pass Elfect
[Clenable | Preview |

| | 1comern seected
|""'""‘"‘ el |mmm 0:00:01  Trarslation Tme 0:00:01

[ VT —
—I'I'I'I' 4||||$||||$||||$||||$||||$||||é||||$||||&||||$||||é||||$||||é||||*||||*||||$||||$||||*||||é||||¢
8 B oforn s se[awns sz mn ¢ [od aur

.J A Time Tay

mm I T R ot
mhﬂ‘m""l =R

[Desthot B
7 Render Effects ber Pass




Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial Page 50

and rendered, it looks like this:
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k1

&% A |H | e[|
ICameraDl .

Modifier List -

| TargetCamera

s T c I =

Parameters & |-

Lens:lﬁﬁ.l:l Elmm
FOV: [23.813  [4|deg.

Orthographic Projection
Stock Lenses

(85mm | [135mm| |200mm |
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16. Now, to finish, let's do a fly-through with this camera. Select Auto Key on the
Status bar. This will turn on the animation keys.

I_E|5IIII|IIII|IIII|IIII|IIIIII|IIII|

z:260°9 20/3 [4l| Grid = g'#" ‘ -|

|| Add Time Tag [Set K:ev] J¥ | KeyFilters... |

Move the slide bar to the right so it reads 20/100:

ﬂ_flII|IIII|IIII|IIIIIIIII|IIII|II

“ 1 Helper Selected
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Now move the camera and target to a different position, using the Move command on
the Toolbar:

hIDr.,uca =R Autndesk 3ds Max Design 2010 564 Educational - Not fr Commercinl Lse  tutarial exercise.ma  —— " & @ —ox
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[Beiconr o . |[ ek and o part a on<amera view wrmm Settey| o' [ KeyFiters... | oo [10 + B [ &

Move slide bar to 40/100
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Move camera and target again:
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[ximn] (o] (250 ]
(zomm)] (35mm ] (st ]
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Tire: 1ot comers
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[ Show Horizon
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[l stow

Near Range: [T07 13
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Move camera and target again and change lens length:

Autodesk 3ds Mux Desinn 2000 288 Educational - Nt for Commercial Use  tutarial seeecise.mae

Graphite Modelng Took
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| Cack and drag bo select and move objects

Move the slidebar to 80/100
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Move camera and target and lens length again:

Autodesk 3ds Mux Desinn 2000 288 Educational - Nt for Commercial Use  tutarial seeecise.mae

Graphite Modelng Took
Putygon Modelrg
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| Cack and drag bo select and move objects

Move slidebar to 100/100
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Move camera again:
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Done - you now have 5 views that can be animated by selecting the Forward button on
the slidebar:

III%IIIIIIIII&J |

IR IE =)
| B > ¥ < O

[t}ce-_r] A, [ KeyFilters... | kvl [[o

It will keep playing untj select the pause button:

] |
- | o[ [gg] e oMl |35 () G
Fiters... | to™ 52 ' L,

To make it your presentation even more interesting, you could move the buildings, and
the camera at every slidebar key. You can adjust the timing between key frames by
sliding the key frames right or left on the slidebar.
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To slow the motion down, change the length of the bar from 100 to, say, 500. To do this,
click on the "Time Configuration™ icon in the lower right hand corner of the screen:
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The dialogue box will appear like so:
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Change "Length" to 1000.

ihﬁ'i Tirne Configuration [~ B | [

Frame Rate Time Display

@ NTSC Film @ Frames

' ' SMPTE

) PAL ) Custom -

_ ) FRAME:TICKS

s = & %) MM:S5:TICKS
Flayback
Real Time Active Viewport Only Loop
Speed: (0 14 O 1f2x @A O3 (D 4x
Direction: (@) Forward Reverse Fing-Fong
Animation

Start Time: |0 % Length: 1000 z
End Time: |1000 % Frame Count: 1001 =

[ Re-scale Time ] Current Time: |0 =
Key Steps
Use TrackBar
Selected Objects O Use Current Transfol
Positio Rotatio Scale
[ K ] [ Cancel ]

Now play the animation. You will see that it is 10 times slower.
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Another way to slow the animation down (or speed it up) is to change the Playback

"Speed" to 1/4x, 1/2x, etc.
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17. Rendered Output. You can output a rendering to a TIF file. Select from the pull-
down menu, Rendering>Print Size Assistant

Graph Editors | Rendering | Lighting &nalysis  Customize hAAXSCriE

Fender Shift+0Q tion Se
Render Setup... F10

Rendered Frame Window..,

Indirect Ilurminatian...
Exposure Contral,.,

Erviranment..,

Effects...

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

Material Editar...
Material/Map Browser...

Material Explorer..,
Yideo Post,.,
Wiews Inage File..,

Panorarma Exporter..,
Batch Render...
Print Size Assistant...

Gamma/LUT Setup...
rental ray Message Window..,

RAM Player...
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The Print Size Wizard dialogue box then appears:

!!*.5"5 Print Size Wizard @
Paper Size
A - 11x8.5in - Portrait (@) Landscape
Choose Unit:

mm (@ inches
Choose DPI Value:
| 72 || 150 || 300 || 00 |

DRI |s00 % Uncompressed file size: 38613 kb
Rendering
7|saveFile [ Files... | [ C:\Users\frank)L. tif
Save Alpha Channel Compress File
| Render Setup... | | Render |

Select the resolution you want. The higher the resolution, the longer it will take to render
and the larger the file size. Select A sized paper, landscape orientation, 72 DPI ("Dots
Per Inch"). Then select the "Files" button. This will prompt you for a filename and folder
location:

L Select TIFF File ==
History: |C:U.Jsers'\frank v|
savein: B frank -8 T o
Harme = Date maodif *

{6dcedafl-d4fe-4hT4-85ed-6733eelaebal} B/5/2008 3:

AppData 8/5/200% 1t
IEiContacts 107742009 €
W Desktap 1142372009
I Documents 11/27/2008
0 Downloads TR
I Favarites 1171372009

Heitzman Architects 8/25/2009 &

heitzmanfaculty 11/21/2008

Install&mynhere 10102008
W Links 5300 1
TJ'Mus\c Date created: 10/10/2008 10:04 AM |[IE &

- Folder is Empty

’E Pictures T 0091
W saved Games B/5/2008 L:
D covrbne asEanne 1,
« i »

File name: 2.tiff E‘ ﬂ]
Save s type: [ TIFF File (“) ~] [ canca |

Then select Save. Click the Render button and the rendering will begin creating and
saving to the name you gave it. For such a large rendering it will take some time.
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18. Now save the animation so it can be played in Windows Media Player by someone
who does not have the 3ds Max Design program.

Select the Render Setup icon on the Toolbar:

| e g e ——

FIY R
N,
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In the Common tab, select the radio button "Active Time Segment" then change "Every
Nth Frame" to 10. This will give you 100 rendered "frames" in the animation file, since
you changed the Length of the animation to 1000. You could specify every 1 frame, but

the resulting animation file would be very large.

(7)1 Active Time Segment: 0 To 1000
@ Range: |0 % To [1000
File Mumnber Base: |0

(™) Frames:  1,3,5-12

1)k

4k

Area to Render

['u'iew v] [ Auto Region Selected
QOutput Size

[Custom v] Aperture Width{mm): [36.0 |2
Width: 640 5 | 320x240 || 720x488 |
Height: [480 & | B40x480 || S00xs00 |
Image Aspect:| 1.333 £ Pixel Aspect: |1.0 =
Options

Atmospherics [ Render Hidden Geometry

Effects [ Area Lightz/shadows as Points
Displacement || Force 2-Sided

[] video Color Chede [ Super Black
[ Render to Fields

Advanced Lighting
Use Advanced Lighting

[ compute Advanced Lighting when Reguired

i’\é,"'i Render Setup: mental ray Renderer (=] & |[E3]
Indirect Hlumination Processing | Render Elements
Comrmaon Renderer

Common Parameters ~
Time Output
(7 Single Every Nth Frame: [10 |2

@ [Pruducﬁnn v] Preset: [— ,]
(") ActiveShade View: [Cameral:ll ,]

Render
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Slide down this same dialogue box and check "Save File."

Ei Render Setup: mental ray Renderer (=] & |[E3]
| Indirect Hlumination I Processing | Render Elements
Common Renderer
Optons
Atmospherics [ render Hidden Geometry
Effects [] Area Lights/Shadows as Points
Digplacement [ Farce 2-sided
[] video Coler Chedk [ Super Black
[|Render to Fields
Advanced Lighting
Use Advanced Lighting
[ compute Advanced Lighting when Required
Bitmap Proxies
Bitmap Proxies Disabled
Render Qutput
9] Save Fie
KA TritomCourses taughtarc2E002009 Fall student=Wizhs tif
[ Put Image File List(=) in Qutput Path(z)
(@ Autodesk ME Image Sequence File (imsg)
(7 Legacy 3ds max Image File List (Lifl)
Rendered Frame Window [ Net Render
[] skip Existing Images
Email Motifications ¥
Scripts ¥
Assign Renderer ¥
© [Production v | Preset: |[———— ~| e
ender
() ActiveShade View: [Cameraﬂl - ]
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Select the "Files" button, browse to the folder you want to save the file in, select the file

type .AVI, and type in the name of the file you want to save. The AVI file type is an
animation file that can be played in Windows Media Player.

M Render Setup: mental ray Renderer

| Indirect Tlumination |_

Common

A Reﬁ@a“—bﬁt‘g;ﬁfﬁm

Options
Atmospherics [FIH
[7] Effects A savem: ) viz - T e Er
Displacement [T1H
[7] video Color Check  []5

[T render to Fields B _scene.avi

History: | C: Wiork\Triton\Courses taughtarc26012009 Fall students\Viz

[arme

L Tutarials

Advanced Lighting [E| animation a,avi
[#] Use Advanced Lighting B animatian b.avi
[ Compute Advanced Light B animation c.avi

E aniration d.awvi
Bitmap Proxies

Bitmap Proxies Disabled File name: animation e.avi

Render Output Save as type: [AVI File: [7. il
Save File

|...k1Tritnn1.Cnursestaughtlar | Devices... |

Gamma

Use image's own gamma
[]Put Image File List(s) in d
@ Autodesk ME Image §

Setup...
s Info...
() Legacy 3ds max Imag -

|:| U Device View E. Sequence E Preview

(@) Use system default gamma

override | =)

Rendered Frame Window  Statistics: 1920x1080, RGE Color & Bits/Channel - 11 frames
[ skip Existing Images Location: C:\Work\Triton\Courses taught\arc26042009 Fall stude. .. \animation d.avi

Email Notifications
Saripts.

Assign Renderer

@ |Production Preset:[— v]

- Render

(") ActiveShade View: |Camerall hd

4L | |




Triton College ARC 260, fall 2009
Autodesk 3ds Max Design 2010 Tutorial

Click the Save button, then OK:

i2&:F-handerSetup:mentalra},.fF-!enderer E_@_, 3
| indrectlumination | Processng | Render Elements |

| T _25‘5, Render Output File

thfe History: [C:\ka\Tﬁtm\Curses taught\arc26012009 Fall students\iz

Atmospherics 1R
Effects 14 Savein: ||| Viz ~ @ e Er
Displacement [F1H
Video Color Chedk []9
|| render to Fields

Marne

o Tutorials
B _sceneavi
Advanced Lighting @; ahimation a.avi Compressor
[¥] Use Advanced Lighting [E| animation b.avi

[ compute Advanced Light '!' Sl L
@ animation d.avi Quality {100 =

Uncompressed

Bitmap Proxies

Bitmap Proxies Disabled File name: animati

Render Qutput Save as type: | AW File
Save File

— Gamrm|
|...k1Tr'rtDn'tC0urseS taughtiar] fICES... ts

Put Image File List{s) in d @ Us
@ Autodesk ME Image 9 Ov

(71 Legacy 3ds max Imad -

[usepevies || View [ sequence [] Preview

Rendered Frame Window — Statistics: 1920x1080, RGE Color 8 Bits/Channel - 11 frames

[T skip Existing Images Location: C:\Work\Triton\Courses taught\arc2602003 Fall stude... \animation d.avi

Email Notifications ¥|i
Stripts ¥
Assign Renderer

@ |Production - | Preset: l— v]
7) Activeshade view: |Camera0i s
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Then pick the Render button:

_!!."5_ Render Setup: rmental ray Renderer EE

| Indirect Ilumination I Processing | Render Elements

Comman Renderer

Options

Atmospherics [ Render Hidden Geometry
Effects [ Area Lights/Shadows as Points
Displacement ["| Force 2-Sided

[]video Color Chedk [ Super Black

[|rRender to Fields

Advanced Lighting
IUse Advanced Lighting
[ compute Advanced Lighting when Required

Bitmap Proxies

Bitmap Proxies Disabled

Render Qutput
[V] save File

|...rses taughtharc 26002009 Fall studentz'\Wiz\animation d avi

[~| Put Image File List{s) in Qutput Path(s)

@ Autodesk ME Image Sequence File (imsq)

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

Use Device Devices...

Rendered Frame Window [] Met Render
[ skip Existing Images

Email Motifications
Scripts
Assign Renderer

() ActiveShade View: [[‘.ameraﬂl

Try playing the animation file from your folder by double-clicking on it.

To complete the exercise, save the .MAX file one last time and upload both it, the single
frame rendering .TIF file and your .AVI animation file to me in Blackboard.



