1and1slsznaunisisey 311 ANI 211 MsaugaIndlfALaznIsaanuULLAUlLNEY 1
AU AUDLNTY UTeI1IUN 4 Laz 7 FIUIAN MMANSANEN 1 TnnsAnE 2551
InenagAale 2 wazmalulag uuInenaeLgealu

Wada:  UANNITUTENIREUANIN
(Rendering With Maya)

ar

nQUszaA:

1. WiinAnemaudmdnnisdssnananiwlugtluuusnee (Rendering) deadnin dawin uaz
HakeniiinnlguadnsTidainis

2. msdsAnludanaes Common Tab 33nstlszanananmiaunyuiidlunnds (St Images) uas
LLLAMAReLIMY (Movie) nasannslng Sequence asinaulussideuuuLLaL

3. msUBeAuuAnNsnIedsa  Renderers  wiazsaRllsunsuflly  uazanunsnidenidldeting
WMHNTAN m@mm@m@uﬁﬁumhmaﬁﬁ

4. MANNNTUIZHIAKNANINAIY Maya Software Renderer n1sasilsz@nsninaanunldlfifa
selamigagn

5. waNNMIUszNIaNANINAYY Maya Hardware Renderer Inaimaes Hardware LL@z@m,mWﬁI
nsdszananaannInsassy s

6. MANNTUITNIANANTINAYEY Mental Ray Renderer NMMIANUIMMLASATNEITNGNG LAYNITAGN
Photo Realistic Rendering

7. wannstszunananIngag Maya Vecter Renderer nisissunanan wiieanufnaanuiiu

a23dR NsUFuuseARIanE LA e lAuaNNIT Vector Based Images

THE UNIVERSITY OF
CHIANGMAI
THAILAND

THE COLLEGE OF ARTS, MEDIA AND TECHNOLOGY
DEPARTMENT OF ANIMATION

ARUS KUNKHET

315, LEVEL 3, ANIMATION DEPARTMENT

THE COLLEGE OF ARTS, MEDIA AND TECHNOLOGY
THE UNIVERSITY OF CHIANGMAI 50200

THAILAND

TELEPHONE +66 53 941801 (315) @

FACSIMILE +66 53 893217 =
College at Arts, Media and Tedmalogy



LHam:

(3 1
Y

X I~ ;oA o Y & v o co , .
Lu@ﬁqﬂqﬂluuwuﬁ@L?'ﬂqsﬂ@\iﬂfl? Render ﬂquL?’ﬂ\iﬂﬂ\iﬂqislsﬁHNﬂ@@\isﬁ\iNﬂqf]N@NWuﬁﬂuqxﬂgiuUWﬂﬂiﬂ

- > = A 4 o =~ o o A P
TIUAUTYNABIATUUN AN UBINVLATHAMNATATYNN Iuﬂq?LLﬂ@Q\‘numL?’]@?’]\?ﬂflﬁliuiﬂ?uﬂ?ﬂ

TieanunTugluuunauniauenainisniugle

WANNITUTTHIANANIN

Aalullsunsuunennisiisnaslfuasansain@anis adreeanuuninila yanIweanulug

auilusiagtnunszuaunislszunana WseNizand1 Rendering n1sseunanaiinanisnllsunsuaiuan

%
o o =]

avAlsznaunnegnenialuan sausglngeesing Ansriute wsanilauas HAniuanszin
. o ! | o a aa A ~ | aa
AuesAdsznause  unisAusnudeaudmivzeainwny  iedszusanaeaniduninaesili
PUTGLR

v

A13U3ENIRRANINAENNENIYN  HFntsvanaiannsoldlsetianunn 4 flseutanadauiiy Buann

U

wa

Maya Hardware, Maya Software, Mental Ray lag Maya Vector Tmm‘ﬁ'LL&i@zﬁqﬂszmm:ﬁ@mmuu
waznan lunstszanauanmeiv %u@ﬂﬁummumsmﬁﬁ g ldFaensuadng lugluuule wazidnAy
maldgniauiise  Effects  uslazafin  azanunsouassnald uguuunisyssanaennzda  (G1ldnns
Render Antszunm Effects tuazliuamanaaenan) dufidedipmdnduigdazfommuioaaziden

' o K A ¥ 1 a a a
AAINTUTEHIANAUFALFN mmm?m@@ﬂiﬂmmqmmﬂammqumm

nmsiszurananwlugluuisigg

e I lun1siszananatesunen@andn Render Settings Window @nansnianléi Window/

Rendering Editors/ Render Settings 38 nalfl Icon g1/ | 2B | @ n Status Line Tsunsuazinnis

Dawtinsinannswanng Render 2anan mnuﬁﬁﬁmﬁmmmLLﬁ\i@@nié’LﬂuafaqmuMmj RGN
Common  Render  Settings %\‘iLﬂuﬂ’]ié{/\iﬁﬁﬁuﬁﬂu"ﬂ@ﬂﬂ’]iﬂi‘zw’mBJ@ Tddenazienguuunis
1lsrnnanantingls Option Tugruiazliilasuulas wnAnsiugauiiaesieasifdennisgaruansng
ﬁu1ﬂm’mgﬂLl,‘l.l‘i.lmiﬂi:u‘mm@ﬁl,afaﬂ A8 Maya Software, Maya Hardware, Mental Ray way Maya
Vector Tnsnmanansnilasussninsaasdauillilaanisnand Tab uiamdnuuuastising

saureuiisazdnlgludauguuunindszanans dnAneniiauddlugesdauidouaes Common
Render Settings nau Qm‘wﬂ‘ixﬂ‘ﬂ‘uﬁl 6.1 WARININFIY Common Render Settings Tuda1aas Common

Render Setting LAy Maya Software



% Render Settings % Render Settings ;Iglil

Edit Presets Help Edit Presets Help

‘ 1 Render uzing: | taya Software v| Render uzing: | Maya Software v|
| Comman IMa}.a Software I Comman | Maya Software '—2

Path: C:/Documents and S ettings/Admini: orfMy D tz/m ﬂ Anti-aliazing Quality i
File name: untitled_iff e
Quality: | Custom j
Image size: 640 x 480 (8.9 x 6.7 inches 72 pixelsfinch ) Edge anti-aliasing: | Low quality v|
. rNumber of 5 |
~ | Image File Dutput — =
J B " - X - _I Shading: |1 ! |—
File name prefis: |[not zet; using scene name)
L N M ax shading: IB C— |—
Frame/&nimation ext: | name.ext [Single Frame] vl
| f Vv IFF 0 30 blur visib.: |1 'J—
mage format: | Maya i hd
= bl | Ma 30 biur visi: [1 ——
Campression... | Paficlos |1— of
Start frame: |1 oo ~Multi-pixel Filtering
: "
End frame: [T0000 - |_T UseI me:Itl pirel filter
el filter tupe: I riangle filker "l
By frame |1 oo
Frars oS |1— — Fixel filter width = |2.2UD '—J—
Frame [} I
i I— —
LI Renderable Cameras Fisel filter width 2200 J—
Renderable Camera | persp j rContrast Threshold
Red: ID.4UD ]| i
v &lpha channel (Mask] - -
[ Depth charnel (2 depth] Green: IU-'BE'EI A
I‘=ﬂ Advanced Image Maming Blue: ID.BDD —
| Image Size Coverage: IEI.125 r |—
| +| Render Options [»| Field Options
| *| Raptracing Quality
| *| Motion Blur
|+ | Render Options
_*| Memory and Performance Oplions -
LI _*| IPR Options -
Cloge 1 Cloge 1

Awdsznaui 6.1 uaAantimng Render Settings Inanninauansdauaas Common Render Setting NTNUILAAIAIUIDY Maya Software

N19AIAT LUAIUUDI Common Render

‘Luzﬁ'quﬁwwzmmmﬁqﬁi’]ﬁugmr;mﬂﬁ\mmmmmiﬂi:mznm@ Taidazidluruianin Uszinnaaslng
A P \ v @ , Y o 2 o =
UNBINLABN UATTIEATIREARU BNNINNNE IpaanunTanLNean iy 4 dousqeaiy dalntazidan

o

X
JU

Render Details

douusnmedaunagfnuuugals Common Tab (anwdseneud 6.1 gudne) axidudauuanssaazidun

reannsdzanans  ludauiifldarldanunsoinnisuilaneazigenlald dl3neldnmaseunissisen
. Y e @ dd e X .

wanTrednsszinanawindy  lwinde  Path  anflugsfiliaisiedudunenseinisszunanaudn

Tsunsuazyinnisdniu File(s) Mlfainnistszunanaldiile viserefivlisunsu Save File(s) Aldann

'
o ¥ < b~

A3 Render Miulad dannAatiada File Name azuaninananiiuazdaazlsuazi Format azls ain

=

nusetnelWdnlszananaaziTadn  Untitled.iff  uazdpnndufaudiade /image Size azuen

= - = | \ \
ﬁ"]ﬂ@zmﬂ@ﬂJ@QVLWﬂﬂqWV]ﬂﬁ'zll’]@N@@@ﬂu"]']qll‘ﬂuqﬁ]L'V]'TVLT/??



Image File Output
] d‘ d’l [ ] d‘ v o = [ o d‘
doungaslaziiudounglfansonvussasvidasveslidluguuueesnisdanisiude uay Format
103l0d Buanndadausn File Name Prefix isnanunsnmstaaes ianazinnistiuiinldannsdadeadl Tnah
41 dTe laaell WeunsuazsisielnelddelReaiuae Scene
v v dl A . . ] d’ld 3 dl | dl v o 13 | !
WndeNansAn Frame/ Animation Ext diuilintihfiezls newdudewwaniaudilanewdnlunng
Uszanananneanidun wAdewlg  (Animation %78 Movie) @1:11909N 1340993 ATUINABNNT
Render aanufulndnneuslnanss wulndluanaues Avl vsa MOV danAailaiaia@udunannig
Render udn fldansnsoiWanlalllglsvun widederelndazqrydeadniniswganis Render a9
o 1 dl < 6 o £ % 1 dlo o v Add‘ =
navAunaunazadaanysnl  Mnldinisnsnagausyudainionis  Render vinldenn  35Naashanis
Render lugilutuzes Image Sequence %3an13 Render aanunilulidninseiiasiunananin
ununazlfuadnfifdulnd Movie Tdlunqdinas AazlflndninesnuiminAudusumsaianuaiie
1 deAreannmnin dwanildudly videniedrsduldetreazaan Tunnsdszananauuy Image
:I/ dl d' ol o o v ] X2 v d' k% a
Sequence Wi (Fa4r8N1s Run TaldlandAny wanzdelineuielassadningnsias aziin

tloyvula Import IWdwartidnTusunsusnsameasraiunmeudsald wezTdsunsusnsaasly

¥

1Wnladnsiume Sequence wazneldiviade Frame/ Animation Ext i \ludadenisnanunsadmnisiunisg

©

feielses ulassadeiignaesiu Iefldwiddennumnaetausie Name = dazadlidnim (lu
fasifhdadeniudeluide File Name Prefix), # = Un18La2129MsHN enfaaeingulunig Render §
Fauua 1000 sy Tlsunsuaz Run taaldmaust 0001 Tumsuusnluauds 1000 Tusugaving liilne
SotuiTh, Ext = winanaveslild azdluldanu Format faniden wiu JPG, TGA, TIF vide IFF (lugu Tne
meldvada Frame/ Animation Ext 1 Tilsunsuasdl Template N1999ANLYMLTRS Name, # way Ext 13

=

A 1 Pl o 1 d‘ dg{ [ v % 1 1 ¥ o 1
wan dnazienezlslinaunasesnels snwu@gnmﬂmwmmmmmi@mﬂi ANTRAITANINTIASERN

'
a

azlslineundsfils iasudaisidantyi Ext videunanatedlndagudsgn inananiaesiloymnislineu
d‘ k3 a = d‘ 6 | s
wngnaanilsunsawld InaninnsguainatisnGaeandelng vansaamsn uazuinanawdusa
4nvine
Wdafian image Format wiselsuinnvesnad lTudinianunsautidszinnaes Format Iailuges
tszinnlug) AedszinniidulWdnwdia (Still Image) |iw TGA, JPG wazilszinniiflulidniniaaaulm
(Movie) 11 AVI, MOV 81131 Render anfiiunnduiiansuineiaantszinnassnaidlunnila wanlé
A8 Set 184 Image Sequence T84
4 L x Y Y 4, Y e M v o e s A .
HALA5ARUANNNNTFIANUBINIATNAIUNNANINILAD 131N UINEINTIT0DN 4 Fadeisnanunsaund als
@Eaes ¥ liviannsudlefdagnnnsn Render  auUnR) 44 m5unnsseA@nIziaNzaIunaTie
dsenaudae Start Frame HusaniuuadngiazlfidsunsuEufunig Render anlsula, End Frame
, . z . C J
AMuAdINIe Render avAugnasiilsule, By Frame uandnazyinnis Render Tuyn-ninen (Tlsunss

azlal Render i), uazgaving Frame Padding Wuniaiedulilusunsuldiaaguel (0) dmddaia

uRaeansn #) WwedoalFnnsdnansu g lifiniewilesndsls Sort By Name meau Preview W&

Do

e

SN BLATAAUNIUTTHIANALAD

=



Renderable Cameras

ianasainsanesiardlunmlszananaldandiul meliiade Renderable Camera Al
Drop Down Menu ¢ Imaﬁﬁéﬂﬁu%ﬂ@:ﬁ Perspective View (Persp) Lﬁ@La"]ﬂaﬂ‘«lxﬁﬁ‘)@@m{NNm
aenAI Persp, Top, Front, Side 53\1LﬂugumqﬁuﬁmﬁiﬂiLmauﬁ‘lﬁ LAz Add Renderable Camera &4
Husnsesfiasdmiundedifldaiduinies desiienyuseaiaudaiidnusneazdl Check Box o
mmﬁ"mﬁﬂﬁmum@m@uu’”ﬁﬁmﬂﬁﬁui‘vxlﬁmwﬁ@ Alpha Channel (Mask) Fusidaniivadeil Wsunsu
aziNIAUAIAN Alpha Channel 1 ensasideniivadeiinnasafieusslomilunsin naalg 1l
ﬁuiﬂiLLniuﬁmr}iaéuj ueideaeinalsfii Format Unailszimiilaisessinnsinanluszun Alpha endaesng
Wi JPG, GIF %78 Windows Bitmap Fathuiiadaensi aRlE W dnuasnunsindeiidesldan
Alpha BnTivit APnsvANIAES Format wanil dau Check Box Sufigadie Depth Channel (Z Depth)

Wi Z-Depth Aeazls Z-Depth aziluwffiuAnssazinszudnedngsinenneluainiundes Tnseanun
Tugiuuy Grayscale Map @usnsngiuAn Alpha Channel aaziuannaiuni wsitivaengls Format 299
Ildn1wisesfuiuszuy Grayscale Channel Ragitiaannn i IFF 3adulndianizeeanieitlsunsy Iae

U

fn Z-Depth #aziilszlamiludunauaasnisinse

Advanced Image Naming

doutlaznmtinnlunisdnnstatanizaean1allsunsy wulusendnansui 50 -100 13180903 lWaH
4 . . L X a e - X e
Taenzuanseeentd aunsaniuualiludinil WTeaznivun Ext WAsan1zaun iy Sequence

v

Il N U Eiat WP e Crat IaW L {5 pARaC

Image Size

o ~ N - - P = ° o
N3dANITEENTALATANAZIBE AT IdNvTan wAdaulue 71 Render aanunaNsinuuals
ded o o y a o doy  aus u Ao X
71 Tngivualdainnisiaen Template Aldsunsuiilinne’lsivinda Presets Tadaumug gy
Footage taldlulaniasinepdn PAL, NTSC dwiugnainssuingvieil, HD 720 uaz 1080 41wiu
wirasiuingsirdluszuy High-Definition, vsaaziduaunaivalduude Internet ARHEY 1-4 Square 19l
gldansnsadenldlimanzanlinunaudainisuasilszinmaesann
wiitlwaeinglananisnituunauinaeslan Render lisaanues Tna@enlfn Custom Tuvade
Presets WaqldAimaanisaslusiade Width waz Height 1w 1280x720 s Wiade Size Units v
dragldmiselonaniua douviade Resolution fnwuaRNINAzIBEATEINN Yiada Resolution Units
Amundnarlduiaelalunisuansen Resolution uavaasiadegaviname Device Aspect Ratio Waz Pixel

. d’ | o o v d‘ v o o dIQJ ZJ/

Aspect Ratio Failusinnnuunaunnaundeaesniw ielddmiu Format unsiszinmiisiesnianisss
AnanIzdugs  Tunisvinaudnien lifianudndudesaauulaeeiusednale damassydanalunis
Render wuudnavnaisnieliiade Pixel Aspect Ratio avsindlddn = 1 wintiu anidunns Render lu

WL CCIR 601/ Quantel NTSC 'liasinstiuuadnsnlsninanainistinaaninaindmnsdiunsasnig i



A

= o Aa o o A . o
waziipeseazideanianadunameulunissiediain Tab  Common  2ewisng  Render
Settings lsi91i31az14n19 Render Tugtluuula n1sssAn Common Render dawifluuifenii uasanil

a

wiazgivdauansalusotlszananausazsio (Renderers) Snflazlsting

Maya Software Renderer

'
=~

2 =2 2 1 1 = A a dl 1 1 l‘dl
nstszananasiag Maya Software faudiazlildnisiszanananiinnnuiaiiouasangausqaiauaginig
WARINATEY Effects Wiamsnengldasnsniindnlls dunisuaninazes Paint Effects vise Effects

P 4 o v ave 4 Y 4
asiuiauazuas B ldatunsouansnaldnaldfadszunananuudy  wazdenandsznisuilsan
(799709928121981N17 Render Ndundnnnstszananasie Mental Ray agnamiulédn
WANANTL Maya Software ENATNITDLAANNATRY Refraction (NIFANLUABNLAY) WAz Reflection (N9

o vl v = "y a ° ° i ' =
AxfiauTeIlad) dansie e adlan1snIaunITATUINMLASRLIL Raytracing new 1HadaInnng
AuIMLaIuLLLNFTeY Maya Software azldanusnuansuaazviewsineludneusiild nsidanis
MULRS  Raytracing  fledaalinnstssanananindanualenadaau  uiuduaudtszazinanlunng
Render aziulusag  wineeelstusldfesnisillannmineiues Raytracing 131898181308519
Reflection iunwle widesldidnldludneizaes Reflecton Map (Aan#i Option Box ANuuad
Reflection a'ld Map) esusinaziaunlanazlild True Reflections MlfannisAtuaninisazvia

16| = 4 Py ¥ é’
2RIUAS vnaLTunes LQ’]@$W@H‘1)1@@T]°'|‘V] bPIRATINUUNN

[InnNdsznaui 6.2 uwanakadni idannnisld Motion Blur Effect nawluwananisiadauluaazgn
Aananazuanliiuliudlung Render nnile daunndszneuil 6.3 uaneANuANGNgsEndnanIg

AzTaur89Lad (Reflection) Tunndng wazniswniuaedunds (Refraction) lsn nann

Andsznaui 6.2 udaseanistszananan nkuusssuan lun wdne, Twaasininaaniunisszuianalagld Motion Blur



Awdsznaui 6.3 Awdnauang Effect l&a1nnnslden Reflection WHALNUREL, d2un1nwangamd Effect aannnsldan Refraction

A o o

Tunii1sing Render Setting Ne/l8 Maya Software Tab azdiviadaniaananiusiesmsuaaail

Anti-Aliasing
dl o 1 £ a '8 2 . d‘d 1 o
mnwmmnmwm%mqumemmimmmmimmmm Pixels 7EedAand lunisdssuiananin

uaATIeNafntlyud Pixels 110AN Smooth iisaiiuiluduLdinnasaesing Anti-Aliasing Az

'
v

A gy . = | e v & X ~ o  oal o
NI17LNALILAL Pixels LL‘]N"'lLﬂ@quﬂlﬂﬁﬂqqﬁﬂﬂﬂﬂ@uﬂqﬂ‘ﬂu @ﬂ'ﬁ/‘lﬂ?zﬂ'ﬂlﬁﬂ 6.4 LL@@\?N@@WﬁWiﬂ@qﬂﬂqﬁiﬁ

¥
=X

Edge Anti-Aliasing 198 lun19dnan13f Pixel Usinouaauaesing indeligiluassuanmininiu

Mwtlszneuil 6.4 nMndnaugnanistszananauuulng, daun1naaninisitlaniiieuees Anti-Aliasing 498 lun1s9An1siL Pixels

AnsaAnTiy Anti-Aliasing @1xnsannlieenedzaingune aan Template Alilsunsudl neildviade
Quality une Edge Anti-Aliasing nellsivinda Quality Lﬂuﬁjm@:ﬁwumQmmw‘ummwdwuﬂumhﬂa
Tneil Template WHAeNGs Preview Quality BsilAanuaziBanm lilautls 3D Motion Blur Production
Quality Feilnuazdungege aimiden Template laluiaded tsunsuazinniadensaidentu
vindla Edge Anti-Aliasing AliAanumsnzauans Quality 7ilddenty uidsenelsisnanansanlaeuula

k73

1iee Ined@anann Template nalsivinde Edge Anti-Aliasing Taasilfidensaus Low Quality luauds

De

o

Highest Quality \Nawsdasuudasnsail fviade Quality azidasudi Custom unu



dl % dl % ZJ/ o o dl < o vl

Weldnmunimnistszananaiiendieants  aantmsdeannsaiinisnasteudeeesing - Wilaox
nannauIulAleinATeIMNEgNARIUUTINANAY Use Multi Pixel Filter whavinnnsdur1aunanna
fannsiadia Pixel Filter Width X uaz Y ussalaeniazainnsniaentasailansiaen Quality AL

Intermediate Quality W8z Edge Anti-Aliasing Raus High Quality 1114

Raytracing Quality
nsdlanisinauaes RayTracing luniadlamnuainnsoresilsunsuliaunuaslugluoundinong

LANOUATIANTY NNIAMUININETTBU (Reflections) UATNIIWNIMABILASHNWIRY (Refractions) A
arunsalszananalfifieaiunisinnull  wianifadesinelunisAuiiiinaueteann  denrinli

sv81z19aN 1NN TN ANA U WAL NI

- i Raytracing Quality

v Flaptracing
Reflections: |1— '_J—
Fiefractions: IE— r j
-
|

Shadows: L—
Bias: IEI.IZIEID 1)

nwsznaud 6.5 uanantineng Render Settings nelsiviada Raytracing Quality

¥ o 4 1 d’/ % 1 . 1 3 aa v KX o
wdnltsunsnanunsnAtwainuaazvieumailietsls Ratracing azldnisAmueniacuadneafaiy
H9THTIANINABAZENATUIDANANLAIANUNAIT LEALAINHIANNTENUEINWEI TR Aniiufaniswin
wiazfeudunfinennaassitaaudandas Wadunmaunn lunisdnennauun uneaisdaingay

oA Ao a4y y Yoad e oau.
wudfuGeseniazimuefsasieuuninguile fnsaminnnusenis ueais@asiouinlisn
o A a ¥ o ' ] ¥ % 4=|Id [l ¥
TaguinAanuaieuaseaslUls endaetradusseinisa¥eainiiignueainsegnaneud (Open Area)
Tnelaziieudafioimifiegsen TuiuFesenuazi@onanazaidanndenlunauunieainan
% Y o = =
azvieuliiugnuealieagninen
tywilanunsouflalflnanisa¥re Reflection Map Iuun Reflection Map AaezlsuaziAns1eannmm
9 a ' . H 9 My a o 1 a ¥
aviieuaiepetels nsld Reflection Map 1 wnasfieuldlfiinainnisinmzecuas wiiinainnisld

il (Map) WinllawlBuuiuiio afadueasfeunaanaunn sauasliianudndunga¥eazsias

afesAtsznauianununnase] (14N Reflective Color AN Attribute 784 Material)

nisznaui 6.6 uananIwann Reflection uuutnilunndng, uaz Reflection Map guiViasinlunanaan



411 Refractions #78N199NMAAILAIAANNITDLAASHA 1T NNIRNIATBILAIANNAINNITA ST ALLLAS

. = o & e ¥ T S | Py I P SR I ! =
atngls amuﬂmmmqmw‘lmmLﬂm@gmmm LHALINANENULN AN UNHEN AU UNIIaNa iy
o da X

ANNNRINT AR HeIRINUN LAY RN N A B9LE9INFNY 919 Reflection way Refraction Ay

udnsta lffasenAaladaaatatnanesieadlan1snneIuaes Raytracing i Render Settings Window

o

uazazfiasldAinisvinm n1sasiieuly Attributes 289 Material lal¥iudmg (nneldviade Reflectivity

q

U Refractions)

nndsznaud 6.7 uaneadnsi liainnisld Refractive Index andnelilaanaa A1 = 1.000, 1.001 uag 1.005 ANAIAL

Motion Blur

. P = A o aa P = , v ~ o -
Motion Blur #utinfiezls assiinnmuenfiwduninisndenlnaio sthadudesnnivyu luinau vse

o A :  dn s d S u

gninufiaigniesnliedieguuss nandreildainnismdenluamantaziinain Biur Wawainasuls
wedmmaslianisndunniiaonudaawatuld  wilulanaudfnmazgnilszananannanndng
Tramss Tsleviudnmesndasdianmusiesndla daiuniswassaduGaidulllals wdadnluung
Tanassiesnisldanuidnaesingiadeuiiseuazfoinisanuiuaenseiiazintiednsls iweneuiu

o

el o o a o v . KX a X
ﬂunﬂ@ﬂ’]uﬂ’]?mwQ@?WQLL@%%LN‘H%W@\?W]? Motion Blur w,ﬂuvm@@ﬂ'*ﬂmﬁcymu

;I Motion Blur
v tdation blur
Motion blur twpe: € 2D
L]
Blur by frame: |1.DDD
Blur lenath: |1.nnn rl/—

Blur sharpness: |1.DDD "J—
Smooth; £ Alpha ) Color

Smoath walue: I?

[™ | Keep mation wectars
[V | Wze 2d blur memans limit

2d blur memony fimit; I?EIEI.DDD

A nLsEnaui 6.8 uaAMTiNAng Render Settings nelviada Motion Blur

ANAINAIDENN 6.8 FanmlFidn Motion Blur Raesilszinnenaiy A 2D way 3D gestsvinnidaLsiu
wazdasassnaiy 2D avilsraaanaliuuwg 2 wnuwinti fnlildsresnanlunisdssinanaduntn g1
3D azilszinanalpelfunuiannn 3wl dNarlANAANENNANNANATNNINNGNE USRI NENNT

9

LPABLT I 3 LN ANINLUITNELT 6.9 WAAIAIINLANGINNTEIENN Motion Blur WU 2D uazuUy 3D



vrer

Andsznaui 6.9 1LRHLREUAMNLANFAINTEY Motion Blur $9da4Llszinn AwdiaAauuy 3D WazA WINARLLL 2D

Maya Hardware Renderer

“imx| nsdszananading Maya Hardware Tl3d iy

Edit Presets Help

el vy . o & .=4'
@mumimmﬂ*ﬁmmmi Preview HAQNWIULRIRINN

Render using: [ SETRIETIEIEE ~

4519 Ineflisieannad@enanlunis Render winfu

Common  Maya Hardware |

<] Quaiiy =1l 19 Render aa Maya Software \EUANAAWET L&
Presets: Ilntermediate quality j - D~ , ”
¥ High quality lighting @zu@mmwvl,u Weuwianagld  Maya  Software
¥ &ccelerated multi-sampling
Number Of Samples | 1 Sample = Uszanana ANINIeY Maya Hardware awiilu
Frame buffer format: I RGE& : 8-bits fixed per channel j A '
e AMNTNNBENTINAINTENINAMUNINIBY  Playblast
T ting: |F' hiect 'I o J
Lo ek AuAnININIEY Maya Software Liasaniilunngld
Color regolution: |258 '_J— \ ° ,
_— o A o o =
Burnp resalutior: [512 ]| FalATaY (Hardware) lunisitszanana fetiunnh
Testure compression; | Disabled = e - - X e ~ a
WNon-power-of-twotexture N@@Wﬁ@m@ﬂﬂ’]mLM%u “ﬂu@qnuﬂizmﬂﬁﬂw\l‘ﬂ’m
j Render Options o a' Ao v o s oa
Culing IPerDbiect -| fin Hardware 184LATENNLENINT Render 1iuAn
¥ Small ohject culing threshald &« o eL Ie Ao
e W S @mﬂqwmﬂﬂﬂqiﬂ@ﬂuulﬂ\i UNITAABRNH @mn’]‘ng‘i
IV Hardware geometry cache 4 o eela g N L g ¥
B T 814 WinaansniaNIndiaeeiunisld Maya
I”_Molion blr Software  iszananaediaee  uen1fAanly
ation blur by frame: I‘I.DDD
Number of exposures: |3 ?zﬁﬂﬂ@q\?ﬁ\‘l NANAN @ﬁ@iﬂaﬁmﬁiaﬁﬁuqmmaiu
[~ Enable Geometry Mazk 4
Shadaow linking: I Shadaws abey light linking j Details U’W\‘izﬁ'ﬁlu L°Iiu Reflections, Refractions,

=l Bump Maps viawndeanisnislszananage 16

Close |

A9UUNNT Render NAYTLIABINIIATUNINGS Maya

' v
aa o [ 6 o

Hardware asldldAmaunpduiuaniunisniiu

AndsEnaui 6.10 WAAIUTINFNG Render Setting

malsiviada Maya Hardware Render



Mental Ray Renderer

Toeialuda Mental Ray asil Functions mssesnivugusineindifesiises Maya Software ieus
azfl Option fuAsRaBadnugy Caustics, Global llumination W8z Final Gathering flazidnangasly
MasanALaslTiA e annay FeunadnsTildannnnsld Mental Ray AanniiEaamily
Realistic 17nN91 Maya Software uvueu ifisnusffifeidefidlddesseniuludomessrazioanlunie
ﬂ?:m@mﬁtﬁumﬁu way Effects mqﬁﬁi%mmmm@wqﬂu Maya Software wh&u

dl o v Sy 9y o I . 3 L= o 3 o
Lummﬂmm@slumimmmulmm‘lnammnummmw Maya Software ANUUAZADNANINILDNIEUILAN

Apuumnsnseaniiiume Caustics and Global lllumination U Final Gathering

Caustics and Global lllumination

~ | Caustics and Global Illumination 19 Caustics way Global lllumination @9%N"
¥ Caustics ,
= 1 o a A a
Accuracy [100 — PHN LUNNTT98 AU DULAS MR AN LA N DA T
Scale '—J

WNNNNTY e dannsineuaes  Global

| Caustics Options

sedv: DD llumination (M 1AtAEN"9MLATEINNENUT
Caustic Filker Type I Box VI o . ) o
- Pada  Global lllumination) TsunINazninig
Caustic Filker Kemel I'I.'IDD '_J— . .
¥ Global llumination ﬁunMﬁWﬂW?@Xﬁ’ﬂuﬂ'ﬂﬂLL@\? ﬁuﬁmﬁmm\mn
Accuracy (500 r | o X a o o o ,
. | NISNUNIENNUND WDLL@QZ\‘Iz'W@LL@@ﬂVLﬂ A0
cale —— 4
—= = . Yo o A 4y oA Y £ o A
> | Global lllumination Options @Qq\‘iiﬂﬂ‘]_l'lﬁlq%@%"ll’]\ﬂ,ﬂﬂ\ﬂﬂ Fulunanniai
Radiug ID.DDD .

INAALTLABNUAIAINBITNTN AT LTAD AT

Andsznaui 6.11 WAAIUTINFNG Render Settings Window

nalsiviada Caustics and Global lllumination lu Mental Ray

o

Tunsaunuanuulnfresilsunsuanentiu azAuaniauAsamee  TuRelanaIAnNnIznLdng

'
o o A

> o . = o oA A A a o . ] 9
LAINILUTIRNILTT LLm@ziNNﬂqﬁ‘ﬂququL@Q@qumL‘VI@@‘V]”’Q?’Nﬂ?5Lﬂuﬂﬁ‘zﬂ@uiﬂ@@ﬂﬂq’]\ﬂﬂﬂuqmﬂﬂuﬂ

a

£ 0 gy o oayye ~ s o 4 A o = o
ﬂ’?ﬂlu’ﬂﬁﬂ*ﬂﬁﬂﬁiﬁm@@‘v\lﬁ%iﬁﬂﬁﬂ’]ﬁﬂ'ﬁ]']llL@N'ﬂuﬂi\‘i'ﬂg AMNANMNAIRENN  6.11  ATENRAIANNNLTINN

= A 9 o o9 L A o o« 9 o °
LATENUNEYNNUUINITLD Global lllumination WaLlAN1N1911aR98TUILAY 191870170 TUANNNTAN AN

laanniiade Accuracy Net@dnuans lnaAtsasunllsunsussldae 500

U

Tudaures Caustics aznMiNmaaiu Global lllumination WNENBALEIAAZTINNIATWI DAL LA

Specular #auas Highlights Lwimn Asulunisinanunanysal waisnsaidlanisminauaesiagnios

o

)
NNaNUIBS Caustics and Global lllumination @nxn3nlikadnsTgidusssntnf  ieusiseqld

szezinanlunig Render Munwausog Aniuluundlaniaga¥eenaninnld Effects inaniifaeialeas

o

niNWaTsannaINIlszinana  anfaastinaduniglduadliivuidn il insnvus iR naeniziudmg

q

Q’l d‘l % G| ‘% ¥ o v a o o a 4
n9du iearafluiasasiiauaan I lAnadns IndlAseiun AR AR LA



Final Gathering

— lunsAonAuasuuy Caustics and  Global
VI Final Gathering

5 . . . dl A 1 1% [ a ¥
[ Final Gathering llumination B9DBIN IANARNEATNEITNTIRNINLEAD
Accuracy I‘IDD —— ¥ -
1 v a U o o v 1 1 1
Paint Denity |1.DDD LL[E]‘LI’Nﬂ?dﬂﬂﬂﬂz%ﬂuuﬁﬂﬂ’)ﬁfyﬂﬁ\iLﬂEI\‘iVLNSLﬁ] LLA LLAN

Faint Interpalation I'ID —— ' | d a

e r WNENBENALAED WAATHTRIUR9RAANE ABIAUAWINNT
k2 ']JIW‘VQ‘ 1Y o a -:'4'
Rebuid [an ,l NINHN m BRI fm@gmamu\mum LLALNARN
Final Gather File

.| v % o Y (23 o
o ﬂ?:wumumLLmLmevmummmﬂimmzmww
[ Enable Map Visualizer U

V¥ Preview Final Gather Tiles

Ansas

A WLsEnaud 6.12 LARIUENANG Render Settings Window

nelsiviadia Final Gathering lu Mental Ray

mstszananalaeld  Final  Gathering  auiflunisifiusausnuasinsziaunszaauatnialiinaiu
L Q' éf = A a é’ v v . . %Y = '

ANYIININENTULATHANNANDUATININTUAE UazN13 1 Final Gathering Av@InaliiaInHANNAd19

WNEIUAY g wilsznauil 6.13 WisuisuNadwsaInnsUsyaanafaY Final Gathering WAz

% o 2 a o ‘__9“/
377UANALE Maya Software a9LNANIAENAUABILAIALULIANANUILIWNL

nwilsznaui 6.13 WFauiaunnsdszunanadiaa Maya Software lunwdine uaz Mental Ray 1iTlannsvn91uae3 Final Gathering lunmainn

Maya Vector Renderer

Tsunsnunenfluldsunsna it LL*Liu@ufhmwﬁ'gﬂm%’wmnmﬂ@u%Lﬂumwmuﬁﬁ wsitivaeiglanng
dszanananinaudia Iieanunlug uuugesifagnanin Vector fignunsnvinlgiduiu uananNen
fanunsnadne Output W& Vector wianiilianunsorin &Ll sunsnauiianunsneuninezi
Vector Based Images laan@aa lidnaziflu SWF dwfu Macromedia Flash, Al TW&& iy Adobe
lllustrator, Encapsulated Postscript (EPS) g ':TQN;T\? Scalable Vector Graphics (SVG) ld %QLﬂu

Format AildFuANTianlun1sad1anIw Vector singe]



nsznaui 6.14 ulaufaunislszunanadiag Maya Software wuussauanlunwdne, uaznsld Maya Vector Renderer lunmainn

N9z aNANNKLL Vector HRANBANANNALNNTUIENIAATIATNLLUANAN DN NauUEN e

U

NN ASUASHABNAANIUANFNSY BnsiaetadunseA lunNsAIAILAY WS Effects AneTay

gnameanty nsld Paint Effects iannsouansnaliiilusiu uiaziiunissanluFesaesguuunis
A

I8 Vector dnn1umu iudneuzaasduey nsand anuaziaunteanisiadidug dagnials

Wada Fill Options Was Edge Options

Fill Options

Y o o

nmeldividall  aufuBesaesnisond Wiudng

P - o N =
WANANNANALIENALLBININ  Vector  TILHLNEN

Y o e A X 4

aavaauAeiy duAaduaey wasunn wlwdu [ Finoptions

[¥ Fill objects
Single calor
Two color
Four colar
Full color
Average calor
Area gradient
tesh gradient

PALUBININ  ANNTABIABRTL TN INAIN13D9N Fillstye:

n
&

o ' | \ ' '
nsAnuanlaannmazeanuiuwguls  ladam e
1 1 r‘
azela/agnan nagngls Tisunsuazanungm s
2

o = A = P
ANIUITUBANHAN LﬂuﬂqwmmﬂquQZLﬂﬂﬁiﬂ@ﬂq\? [# Show back facss

Y o v , , o o A A a ¥ Shadows
Qnsies viada Fil Options Az UALNUNLEI A
ighlights
fruludurey  danunsadlanisnnanuldinein Highight evet [4 {
4' = % Y o v . I Reflections
WTRIUNIEYNT Check Box Gnuntinvinda Fill Reflecton dep [T —— ———
Objects (@mwﬁ 6.15 Usznawl) Mwisznenit 6.15 uamawising Render Settings Window

nelsiviadia Fill Options 11 Maya Vector

duantlansineuaes Fil Options wadwinidazidunmiliinisnudle wazazliaiuisonewiiu
azlslfaaaunduaantanisinauseadurey Augldanslinnuszinedsetnlaniainauaesiy
apsdounianiu  Tlduiuasliannsonesiiugivsaesingldien anamdszneuil 6.16 uang

NAAWST LRI TANNIN9IULRS Fill Objects



nwilsznaui 6.16 ugaenisilszananadon Maya Software uuinilugidne, uaznnsld Maya Vector wunflanisinauass Fill Options Tunn

= a0
191 pnazliinnsondusiadnle

v
o 1o

\Wantan1aineuaes Fil Objects Wia 191azaNnsossaininlflwinda Fir Style Negdinaaun
° ¥ oo , aa &) aa o = ' a P - .

nuthnnnuadn lunsudasananasidfniuassifiiuazinislamudetsls dusdend Single
Color luimnguiliduazinslddinesdinen (ifnislalnud), duilu Two U Four Color aziinnslagas
WATAALWMINGRY, Full Color aziinisladedavidanlndiAesiuninass  wiuneaiwinligods
PANEANBINTIN Vector aealifill, Average Color avinn1sAUsuMIAN AR e IRl aanty
A e lWiiudng, Area Gradient azvinnislaiaauuy Gradient (anadneldiinlulnudimnesiv) tnald
neauludnEEAun  dugtinsananfazgnawesnuilunuioney,  uazgavinuhe  Mesh

o

Gradient THANUEAGYTU Area Gradient WitausllsunsnazAuaniangLnssaesing inlinisla

be

aa

\RARQNNANINTY gNINLUTTNELN 6.17 UARIKAGWETIFAINNNTFIRT Fill Style WLLIFN]

‘ 5 5
nwdsznaui 6.17.1 nwdnaAanissiaan Fill Style 1w Single Color, AMwaanssAnElu Two Color



Awdsznaui 6.17.2 nwdraAanissiadn Fill Style i Four Color, AMwaansiaanlu Full Color

‘ = >
nwtlsznauil 6.17.3 nMwdnaRanissarn Fill Style 1 Average Color, nwaansar il Area Gradient

Awdsznaui 6.17.4 nwdnaAannasiadn Fill Style 1w Mesh Gradient, AMwaanAan Wi Render wuiuassuan THiBauiey

anansaeteazdanalfdnusainmiinuaauninlunisondldvanessiy wriazszAuarln
v ! o Y A % o o -ﬂl91 (7
piAnuansineiuly  fldasnmdenldldmumumnnraniudnyuzaesiunseanis  widenss
o A Aal = 1 = 5 1 1 1 v Y QI é’ 1 :’/ ://
srdapetiaiinislainuduinauwinlug nistlszananatensiedldinaiiuuniuminti. auuneaiieaas

11NN91N17 Render lunuuguimndlule



. , . 4 o . . e o o
AINNNINUUA Fill Style WLILIFNNC] WanFaumsuiuninilsainnisdssuaanaluugNN TR LA WuInRe

' '
K A

nilanfarelliuAaEesas  Reflections Han13Usvananautll Vector @xnsannlidudy Tnamnn
- ~ Y o w . A o o v
LFBNUNNEINT Check Box ntiwiadia Reflections (gnwilsznaud 6.15) TilsunsuazyinnisAunia¥ng

o 9 o 1y o Ao a4 A A a X o
Lﬂﬁ@?.:%‘ﬂuiﬂﬂunﬁw WAL RLAENTALAUNINAD TRTANTE LA U TENIANANANTUAN WA AN AT

nwdsznaud 6.18 uansniaidla/Alansvinauaes Reflection Wiaauiieuniu

Edge Options

X . . o Y 4 -
ArutlazifunisN 19 uiUEULe LRIUNATR9NIN  1He || Edge Options
, ¥ Include edges
\Wansinaulaanisinesesianagnuin  include Edge weight preset: | Haiine ~|
. . . . . Edge weight: |0.000 ] e——
Edges U&7 13180190LFUUAAMAN LY 28 Edge sye: [ Outines =]
i . |J—
Wulddy  auimeeady,  ANndsrendy vige seotr |
[ Hidden edges
o o X @ v [~ Edge detail
ANWIUSNIT PrOJGCt L&ul’ﬂumu W Outiines at interzections
Iin edge angle: |90.000 |

A nilsznaud 6.19 uaneuiinfng Render Settings Window

vo

nelésiadia Edge Options lu Maya Vector

BuarnnisnmunrwareduaNisainlinviada Edge Weight Preset fldanunsniaanaunnaeaidu
1#ann Drop Down Options viTaazn1vua iy Custom udaldANdes Edge Weight fild, dauriade
Edge Style Hgassaaanaa Outlines Nllsunsuazamduratianizizunudusaudng waz Entire

a; o 9 9/ o o = 9 %’/ Y v 2
Mesh iazsinidunuidi Segments 199371, Edge Color #xnsnnuundsasduianun lidnsiasnisli

fluderls, Hidden Edges avdeuduisnniagiuiu taudisrazlilfnndlaWiudngfinix

U

AnNLIznauR 6.20 LAAINIIAIA Edge Options TugluuiLisinee



nwisznaui 6.20.1 uamIN1969AN Edge Weight Preset = 1.0, 5.0 waz 10.0 arndnellannmuansu

nwdsznaui 6.20.2 uansniilatlannsvinanuaed Hidden Edges

THE UNIVERSITY OF
CHIANGMAI
THAILAND

THE COLLEGE OF ARTS, MEDIA AND TECHNOLOGY
DEPARTMENT OF ANIMATION

ARUS KUNKHET

315, LEVEL 3, ANIMATION DEPARTMENT

THE COLLEGE OF ARTS, MEDIA AND TECHNOLOGY
THE UNIVERSITY OF CHIANGMAI 50200

THAILAND

TELEPHONE +66 53 941801 (315)

FACSIMILE +66 53 893217 =
College at Arts, Media and Tedmalogy



