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Introduction to Rendering

Down Load - your Assignment 4 from studio.mit

Recitation Schedule
1) Points from the lecture & preview of Recitation 5.
2) Open your Assignment4 & 4_206_Recitation_05.PDF tutorial from StudioMIT.

3) Go through the tutorial.
4) Discuss Assignment 5.

5) Questions.



4.206
Recitation 5

Overview of 3D Viz
March 6 & 7

The Process to Make a Rendering from your AutoCAD Model

1. In AutoCAD, organize objects by layers

AutoCAD entities on one layer will become one single object in VIZ, and can only be assigned a single materail. You should think
about what materials you want to use in VIZ, and organize the AutoCAD layer before you transfer your file.

In AutoCAD, save the .dwg file as usual. All visible objects in the saved file will be transferred into VIZ. Therefore, you need

turn off some unnecessary layers, and only keep the objects you need.

2. Transfer file from AutoCAD to VIZ
a) Set up your units in 3D VIZ

Before importing your AutoCAD model to 3D VIZ, you
should set up the unit system to specify what one unit in

your AutoCAD model means.

go to: Customize>Units setup>Scene Unit Scale
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b)import the AutoCAD model to 3D VIZ

go to: File>Import

When you import a DWG file from AutoCAD to3D Viz , you will
get a dialog

Import AutoCAD DWG File El

rDexrive Objec [T General Options
. Lazer V Convert to zingle
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rGeometry Options
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excluzively for Digcreet, a divizion of Autodeszk, [no.
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Basic 3D VIZ Command

1. Saving/loading/merging models

File>save save as 3D studio model in .max format
File>open load previously saved .max file
File> Merge merge another file into the current file, but you can only marge .max file

2. Quick viewing

QEH S
> ™ b Bl

These are 8 buttons at the lower right.

Customize>Viewport Configuration>Layout you can specify a desired view from the menu.

3. Selection& Move

] rera |

Select object/Rectangular Selection/Selection Filter/Select by name

n |

+*
{'.j..'} D Select and move/Rotate

4. Icons at the top right

7| #|@ BTl

These are Create/Modify/Hierarchy/Motion/Display/Untilities

hange the color or name of an object:

a).select the object

Vs

b) Hit the modify button

7| £ @ @ T

click here to change color
| [ —

: | ;

click here to change name

W

c) change the name and color showing up IED:-:C'I
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Basic 3D VIZ Command

5.Lights
Create> Lights .
Pick a light choose Target Direct hange the parameter of light
w5/ @@ T 'l-_General PQCDmmand F‘anﬂ
Z::gﬂ . ﬁf s turn lights on/off’
¥ on IDirectinnalj
I, ¥ Targete 321818
Omni | t 'h d / f
— R urn shadow on/off
[I - W on Ehadnw Map j
ocate the liah | ) I™ Usze Global
ocate the light normally specify
the location of light in TOP view, xolude. .
then adjust the height of the light in
other views. ftensity/Color fittermaty
Multin: Wﬂ set the intensity of the light
The same methord is applied to rDecay
Omni light. Tvne II-I::une j
Star[3 2/2 2| Show
rNear Attenuation
™ Use  Stazf0 ﬂ
I~ Show Endf3 2/8° 2|
rFar Atternmati
wo Sta:c'ﬁ e~
[~ Show Endf16 5/t 3

-|Directiunal Pa:rame‘ters|
—Light Cone
™ Show ™ Owersho

tzpot /Beam: |3 475 ﬂ ajust the Hotsport and Falloff
off/Field: |G 6/8° 2] o change the diameter of light cone

® Circ { Fectang

uec‘t:ll.O ﬂ:map sl
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5. Camera

Create>Camera

Pick a camera choose Target

place the camera normally specify
the location of camera in TOP view,

then adjust the height of the

camera

6 . Rendering

Rendering>Render or click

dRender Scene

i
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|Standard
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Free
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Render the current scene
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Common Parameters

rTime Output

Height: [480 -

#® Singl Ewerp Mth Frame: |1 ﬂ
 Actiwe Time 0Ta 100
" Range|0 211a [100 2| File Mumber Base: [0 =
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rOutput Size
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width: [640 = 320240 | 2562243 | 512x488 |

Fdoxds0 | T2owdss | sooxson |

For quick test rendering, choose small size,
For high quality rendering, use 800X600 or larger

ﬂ Image Aspect: Il- 333 ﬂ

ﬂ Finel Azpect; |1. 4] ﬂ

rOptions
[~ ¥ideo Color [ atmospher:[ Super ™ Render
[ Force ¥ Effecd ¥ Displacem | Render to
rRadiosity
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rERender Output
™ Save Files... ||
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7 . Printing

Click Files , specify the name and saving path
of your rendering image.

You can use Photoshop to open your rendering image and print.



