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T
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> EREE

> HRAE R

> EEfER
> N EEER

4‘ 1.1 Render Settings (;ERIEE )

fEMayaBRiA;E %28 T, Render Settings (GE1%E) fHCommon (JEF) FMaya Software (Maya
BER) mEIoHEMK, MEL-1FRR.
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@ 1.2 Common (i&F )

BASHESEX R . BRRT., BRER.

(1) Path (B&12) . BUFMIRENMHX, BEERESBRFEImagesXHET.

(2) File name (X% %) . File name5Image File Output (BB Y ) THFile name
prefix (XHFRBFHIHR) —, WMEL-2FR.

not set; using scene name)

E1-2

1.2.1 File Output ( 3Z#4&H )

XadeRxXHaFaR. BAEX. SEst, wEl-3HAR.

E1-3

(1) File name prefix (XHH&FREK) . RESLEAXHNEZFE. aRERNEATIE
(aaa_bbb.iff) , BHEEH S (aaabbb.iff) .

(2) Image format (B A& . RBEELE R XK. BRIAHMayalFF, NE1-4Ff7R.

(3) Frame/Animation ext (EW/zNEER) . EENFIIERF XGBEXHE. MFIT R
B XHRA=HD, MEL-SEHR.
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BINBEHR

[image Formaty] | Maya IFF (Ff) ?]
' AVI (avi) -

Cineon (cin)
sfAnimation ext: | o (dds)

amefAnimation ext: | name.#.ext » l
Frame padding: |EPS (eps) o M ==
G (aif) . name (Single Frame)

e Namiat | PEG (ipg) name ext (Single Frame)

LR IMayate 1FF (FF)
PSD (psd)
Extariskony | PSD Layered (psd)
& PNG (png)
Bl il ‘l‘id‘, Quantsl (yuy)

Range |RLA ta)

SoftImage (pic)
| Targa(tga) name.#.net

i B J L

Widons Binap () X% TR
Lo bl MRS R &

1-4 1-5

(4) Compression ([E48) . hEMNEREM, RAELSEAER Havild, ZERA SEHCE,
NE1-6FF 7= o

(5) Frame padding (WUEZ) . BFEREMNFIIMXHGBPEHFHAME. %HFrame/Animationext
% B Hname #.ext, EABRINNNETIN, REIBER MR Aname_L.iff---name_10.iff ; £ FAMIE
T3, HEREER XL Hname 001.iff---name 010.iff, ZNE1-7FF7=.

Image format: -
[ Compression. ., l i —
FramefArimation ext: | name.ext (Muki Frame)  »| | Frame paddingt] |1 B
1-6 "E{1-7

1.2.2 Frame Range ({8 )

FrmRanga S
(1) Frame Range (WiSEED . BEHNEERHEHE e
(2) Start frame (FIEM) . Kﬁuia%k&%ﬂmﬁﬁﬁ“, ME1-8FF 7R . 1 [TEEE—_
(3) End frame (Z£RW) . shEELREE/LMER. E1-8

(4) By frame (WijE)fE) . tEpE, BIAA]L, RFERE—MW, KTFTINRRERSDIES

_ﬂ]}ﬁo

1.2.3 Renderable Camera (i&3a918&4 )

40 & 1-9Ff 7= /= Renderable Camerai%k B Il
(1) Renderable Cameras, % &EZMIFRERY, BRIAbpersp GEH) .

(2) Alpha channel (fi]/R7EBiE) . BRIARFH. %m:‘m
(3) Depth channel CREBIE) . BRIARXH. . ¥ sipha channel (Mask)

1.2.4 Image Size (B&R)

&1-9
N 1-10Ff 7~ 2Image Sizei%k & IR
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~| Image Size
Presets: | 640x450 ~]
o [™ Maintain width/height ratio
~ Maintain ratio: % Pixel aspect " Device aspect
 Wwidth: [s40 g
 Height: [4s0

Size units: | pixels =
Resolution: {72.000
Resolution units; | pixelsfinch =

Device aspect ratio: |1.333
Pixel aspect ratio: II.UDD

E1-10

(1) Presets (Fi&) . #EFIRPEFE—IM, Mayas BzhiR EWidth (FE) , Height (3
&) , Device aspect ratio (IREHEELZ) , Pixel aspect ratio (R EAEEEE) . BRIA 2640 X480,
EEEE R AN .

(2) Maintain width/height ratio (RFKREMLLR) . BEBE—IEENKRLLE, Akl
0, SAPHE— NS, MayaS BEARS —1S8, FRENLHARF—IEEE.

(3) Maintain ratio ({R¥FLb%) . HPixel aspect (EEHE) F Device aspect (FEHE) M
ANET

(4) Width (FE) , Height (BE) . MBREIEURBEREANSENRE.

(5) Size units (R~T8A1) . ERRTHEAL, FHpixels (RFE) , inches (E~F) , cm (E
X)), mm (ZX) , points (5) , picas (JRFk) 6FR~THEAI. BRI\ bpixels (BE) .

(6) Resolution (/X)) . ERMOHWE, RIAAHT2.

(7) Resolution units (7}3FREA) . FHPixelinch(fR 3/ ~)FIPixelem({R F/EK) W EALETR .

(8) Device aspectratio (REZAELLER) . BBEEBTEENESESEEL.

(9) Pixel aspect ratio (REFELLE) . RENBEESHELL.

1.2.5 Render Options (B3I )

BIMELIES BHER, ME1-11HR.

[V Enable Default Light
 Pre render MEL: |

Post render MEL: |

Pre render layer MEL: |

Post render layer MEL: |
Pre render frame MEL: |
Post render frame MEL: I

E1-11

(1) Enable Default Light (BRIAKTHBFR) . HERAERECBIINBAT, SBEPEKRE
=0, ERERIATXEZFN.
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EVNEES

(2) Pre render MEL, Post render MEL (#ESB3 28], #ERZE) . BEEZAHEEEZ
FEHITMELES .

(3) Pre render layer MEL, Post render layer MEL (#E5E_E—E 28], HEERE—EZE) .
rEER S BZiREERE—BEZERAIMELES.

(4) Pre render frame MEL, Post render frame MEL (FE;8 & —MWZdl, EERE—MmMZ
B) . EERE - MZAHEERE M EHITMELES.

Wy,
4

4’) 1.3 Maya Software (Mayafiihiss)

1.3.1 Anti—aliasing Quality ({{Bi5HEE )

REEGMBEEONR.

(1) Quality (JRE) . ERMMEHERE, MEL-12F7x.

1) Customs (HEX) . JUEHCRENBIENRESE.

2) Preview quality (FilgRE) . ENFERE, RERR, RRERE.

3) Intermediate quality (FFERE) . LEMEREBNARTF—<, BEB—=.

4) Production quality (F=@ERE) . “REANBEREATZHERA L.
5) Contrast sensitive production (EXfLLE=@mAE) . b= RBRENBRELT.
6) 3D motion blur production (=4EEEIEM=RR) . AT EENEMNER L
(2) Edge anti-aliasing GAZIMHEL) . WHRBDENMBERR, WEI-13FR.

~| Anti-aliasing Quality
I Custom

* Edge anti-alissing:

mmo‘f Gamples | Intermediate quality

: 30NG: | by oduction quality
Maw shading: | Contrast sensitive production
=0 bl wisih,: |30 motion blur E’oduction

ality Custom

Preview quality Low quality

#

Medium quality

. | High quality
Max shading:
e | Highest quality

BE1-12 E1-13

1) Low quality (fRRE) . RREBHOSHELR, EERIR.

2) Medium quality (FEFRE) . PEREBHUDLEHESL, FERR.

3) Highquality (F/RE) . SREMNDEHREE, EEANERK, ARREF.
4) Highest quality (RERE) . RFNDEZMBERR. EEHERK.

1.3.2 Field Options ( i#i%lk )

ERIEANHFKESE, ME1-14Fr7R.
(1) Render (GB3) , RenderstH ST, ME1-15FFT .



£ SHTEIRERE

fo Rendor: Frames _‘:J
- Field don;iname: 0Odd field (NTSC) S :
 Zerath scanline: & At top 0 htbotom
Field extension: € No figld extension . [Render:}| Frames ﬂ
@ Default Feld extension (o and e} SR
€ Cuistam extension; ' __ |Both fields, interlaced
= % line: s
! sk Both fields, separate
Odd Field: Zkensiorn
: SEOSEEE  odd fields
Ewver Field: I Even fields
E1-14 E1-15

1) Frames (i) . BFMEMBEWFS.

2) Both fields, interlaced (3Z$E®#%) . FRERFHG, BEE, ERTENMER.

3) Both fields, separate (E®ZH) . EERSFEHE, BEH, EXEEMIES.

4) Odd fields (F&¥) . RIEXFEG.

$) Even ficlds (B5) . QRS e

(2) Field dominance (H{LH) . FFIHRELRRH X HHAERT
2, WMEIL-16F77.

Y Render (E%) HFrames (i5i) Bf, Field dominance (3H{L#) RAAM%EE,: M RenderyBoth
fields, interlaced (X$EM#%) B, Mayaz BafifRfrAEET (NTSC, PAL) RESH . ENTSCHIE
M, 3BField dominance (%) 2A0dd field (F#3%) ; ZEPALKE R T, 3BField dominance

(HEH) B HEven field (B%%) .
(3) Zeroth scanline (%) . BHFEXAME—PINE—FLESERRFNNHERKE, WE
1-17Ffr 7.

At top/At bottom (FETUER/FEEER) . BRIA KAt top. WMRFNE P¥E L THzh, T2 Zeroth
scanline (F1%) RE, BEIER: WRVENIRS), TIUAB%EField dominance (HEHE)
Zeroth scanline (Fi%) X E.

(4) Field extension (¥ ) . XRender/§ M HFrames, Both fields, interlacedfy}, ISR
of A, wE1-18F7.

[P axtar] o fieldextension
+ Default field extension (0 and &)
[Zeroth scaniine:] ' At top " Atbottom " Custom extension:

E1-17 E1-18

1) No field extension (FEHF3K) . BERMNHXHT REBFTZETES, BELHNIRIEF.

2) Default field extension (o and ) (BRIAGY K) . BFREFERIE XML, o (W
#i7) . e (WEBHZ) , HEFHY. BEONRINFHFEXHEFT RELETRK . W
name 001e.iff2{E%11%; name 0010.iff2Z %%,

3) Custom extension (HEXH 3K) . ARITMUBTREXHETED. BESNIRIEF.

(5) Odd field (F#3%) . FEHXHBHRIFH.
(6) Evenfield (18%1%) . BEHGHXHBNIRAIFH.



BAER

1.3.3 Raytracing Quality ( #ZiBERE)
BERSER, FIFXKITEHERNBEZNERNAMETL, WEIL-19FR.

At Aoyt

(1) Raytracing (KZiBER) . AMXELT, HEEENSBMFTARERITE, FERH. 7
SR, EERHESEK.

(2) Reflections (R&Y) . HHWREHRAKE. SEE0~10, LLIMEMM FAAK H fReflection
Limit (REPRE)) HRERE.

(3) Refractions (#754) . KBITFHMEARE. SEEO~10.

(4) Shadows (FA%) : MRS, IFMALMBFARHNRAKE. SEEO~10, IWIMEMLT
J¢ 2538 B2 B 8% f9Ray Depth Limit (& RERS) HERE.

(5) Bias ({g#%) . ¥PRPE =L ZHEMAOVENALZERAE, EomiEMNYELE
NBEXHEMAEEMNEE, IEBiasfiSE{EIR H0.05~0.1. YHRFRE=ZL N EMNY A
FHLIBERBA®, BiasfISHE X0,

1.3.4 Motion Blur (iE&ntEsa)

FEERHERN, EFYENZENEN, ME1-20F7R.

_~| Motion Blur

I Use Shutter Open/Close

E1-20

(1) Motion Blur GEa#R#) . WELT, ERHAEFENOYEER: RARILE, 8
R EFLZEINDEER, BRIAARGRELT.

(2) Motion blur type GEFEIIRMEE) . EHRMEEF2DHMIDAHM, 2DEFEME UM &
MEEEXBARMERER, AERTHELEER LNZEHNMEMER; 3DEHRMRRFEIL
FIZENRM, BRARIERMELLEK, BRIAK3D.
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(3) Blurby frame (MiiEH) . VHEHEMNEE. EEX, ZaINDEENEERES.

(4) Blur length (E#IKE) . 7ZE2DIER TEMKEAEER, DEaTHVEEINERE
FIELBIE, SEEO0~, BRIAANI.

(5) Blur sharpness (MBI . ERNEMNYENBEWNEE, EEX, SNV EENER
MK, SEEO~, BRIANIL,

(6) Smooth (FEiB) . HiBHIZEKEIF AlphaFiColor.

(7) Smooth value (XB{E) . EaEMNYBLENENEE. B8 X, EEMNDEIL
ZEKE, SEEO~x<, BRiAK2. MEABEZzNEM, T UHESmooth valuei® 40, ELHHEE.

(8) Keep motion vectors ((REZaXE) . ARELT, BERENERSEREBAE I LYEKEZ
MEABNELS, EANERRMNER: FAELT, BARNENEIR, EXAREBZHXENE
B. BRIAARTE.

(9) Use 2d blur memory limit (£ FA2dEMAFFRE]) . EA2MEME S HRFEHR XN, R4
NS & AR R 7F TR 2d4EH .

(10) 2d blur memory limit (2d&ERIAFRE] . RE2MEHEAEFENRAFEHE.

1.3.5 Render Options (&% )

RERRE. BBV, XBE. BEMESH, MEL-215H7FR.

J aenduomms

PostProomu

[ Environment fog: | <"
I Apply fog in post

Wlmoreﬁngam
m‘sm .
| Shadow linking: | Shadows obey light inkng |
Wﬁﬁkdmthmms

i Gamma correction: '1.000

; W Ciip final shaded color
| W Jitter final color

{ W Premutiply

Y

E1-21

(1) Post Processing (JFAIIL) . :

1) Environment Fog (JEF) . SIB— I HEET 5. KEEATHEIUABANTSERR
(B, BRED .

2) Apply foginpost (N ARIRE) . BEEREN—IEEIE.

3) Post fog blur (JFHZRM) . HApply fog in post (N FARIEE) EAXERETITREZ
I, AT &EBNENMER.

(2) Camera (BBAE#L) .

Ignore film gate (ZBEE R #) . AL, ;5Fresolution gate (PR E) Ha LIS R4A
EULIR, JE#Alm gate (KKK #) PRI, EIMNBHELREE.

(3) Lights and Shadows (XTHFBEE) .
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BIAER

1) Shadows obey shadow linking (FRMPBAF$58E) . PR R B IATHLHEREES.

2) Shadows obey light linking (BRMATHE8EE. RES— N REBIHEEXRNRFBEOLTL
T EBIZRERHAT

3) Shadows ignore linking (ZREPAR $EHE) . A EARRRHEE.

4) Enable depth maps (fEFREMLED . AELIA, FTHAMBREHRZRFNLI L, BIRE
FARCBRE: AAEILT, FNERREMRSFEAR.

(4) Color /Compositing (Bifa/&) -

1) Gamma correction (fIBXIE) . FERERNNE R HTEERE, BKIAAL,

2) Clip final shaded color ((EIER/EAFMIEE) . AELLT, EXHMNE R FHFRFEREEL
Fo~1zjg, MEERAFBXEE; FAELET, EXRERFNERETEXRTI.

3) litter final color (FREEERAN) . TRV EEFL.

4) Premultiply (FiigE) : ER#HTRER, Alpha REHERKE.

5) Premultiply threshold (FISRAYHE) . LKPremultiply (FiF) DER, TTINFFEEIZM.

1.3.6 Memory and Performance Options ( RES
3 Uil

MERTRE, MREREE, MEL-22F7.

_~| Memory and Performance Options
Tessellation e -

¥ Use file cache

¥ Optimize instances

V¥ Reuse tessellations

¥ Use displacement bounding box

Rav].mm % ol RN s e e s o L
Recursion depth: |2 : i
Leaf primitives: |200 rf

Subdivision power: IO. 250 R —

Multi Processing -
WV use all available CPUs

———————

E1-22

(1) Tessellation (EEHR{ELR) .

1) Use file cache (EAXHERE) . FILAGREEREFE—INEEXMGE, BOREF/LAEE
EaENAEER.

2) Optimize instances ({ELLFI) . MRBHEFF/LNMEENRE (EFORESIR IR
HERE) , Maya W HAP—N#HETHRHELE, NEDAREM#ERZSE.

3) Reuse tessellations (BEARHKRELS) - S MBPEHRECEMRNRGERLSE, XNHR
ERAATHNGRIEEER.

4) Use displacement bounding box (£ BE#AFIE) . AMEIIN, FABERMEFBREAOREIT
HRRFELLG], MREREE; FARET, EERINAARMELRFHREHTEHITE.

(2) Ray Tracing (FZEEE) .

1) Recursion depth GERRE) . BEREBRPITHEALERNERRE. FTEXHE, EH2



&) ZHTBINREIERIM

~3; ¥THEEHR, BEAH, KiAH2.

2) Leaf primitives (JRZAM) . EHANT—DERE, 1 “ZLGEL” F=AENTAE
2, BIAH200,

3) Subdivision power (A NF)) . EHEELF B ERABBTES VDN “ZHEBEER" . B
K025, HYHREBELRN, TUELMKIZE.

(3) Multi Processing (3ZEHE%L) .

1) Use all available CPUs ({FFRErERANIERR) . ALK, FAMACPUMRITITE,; AA%ELL
I, /2sINum.CPUs touse ({fFRJMIERREE)

2) Num.CPUs to use (f#ARIANIEREE) . SINTEMNCPUNE. B2 FBRENCPU
BATXEES.

1.3.7 IPR Options ( SEBYEHLi%IR )

B EIPRIERET, WE1-2377R.

_~| IPR Options
¥ Render shading, lighting and glow
¥ Render shadow maps
¥ Render 2D motion blur

&1-23
(1) Render shading,lighting and glow (GE3FA%. Hﬁ'ﬁ*ﬂﬁﬁf) EREIERY . BBMEY.

(2) Render shadow maps GGEZAFIGED) . ERRERSEHE .
(3) Render 2D motion blur (& ,ﬁzm;;ﬂpfﬁ#@) SEZ2DIE SR .

1.3.8 Paint Effects Rendering Options ( 2EMR;E
SLikIR )

RELERAET, ME1-24F77R.

__I Pamt Effects Rendenng Optlons e
¥ Enable stroke rendering
3_ Oversaﬂph
i_ Only rander strokes
fer &

& 1-24

(1) Enable stroke rendering (5] Ff#iEEL) . AEIIA, 5% 5= P Paint EffectsfEEH;
YAbAl A T,‘E’,{éiﬁﬂqﬂPamtEﬁ'ectsE‘]%u

(2) Oversample (BEEE) . REMBEERE

(3) Oversample post filter ( Eiﬂlﬁ}ﬁf_}_ﬁ) B AR SRS

(4) Only render strokes (RUEFER) . AXMTRERGEPHNEM.

(5) Read this depth file (EBUXAMNMREXH)  EREL L /937 ] FPaint Effects i EE &%,
BE—TMREXHREZILZRER. :
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