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II: \Documents and Settings\Administrator S\l vrimg

Split render channels

[¥ Save separate render channels| v Save RGB ¥ Save aipha

(C:\Documents and Settings\Administrator\ S \1.bmp

A 1-2-11

1.2.2 Frame buffer (i5iZEh3g) T EH4

sEE EXLFATNEEFER G B (46, K&, KE). Alpha MBEEE,

RIZIRA T UERNE A REF TR, RFEBRXT UG JPG. BMP, TIFF # HDR &, th o IN7E 8449
SEFRERA,

¥IZIRH O] AMER VFB 2 RIFTERMER. MRZBASLEEREERIN, TUERIZZRE, SRE
Ry,

IR URFIERENER . RN BT MHTI MR, EHIHRHE S ReER.

X REERAER. TUEERRN—BIHTEEL.

BIZIRMRARKENESE VRay iy "HIERE" BEIR.

PZEARARMEXRTEREEAEEEN—ER, WTINE VFB h B ERAARETXANTE,
BEFERTUBLIETRIAGRUABTENES.



NZBSTNEER "FeRE" BREXZEHSRIBME,
BZEHTNEERR HERE EREXRZSHS TRk,
OZZATNEER "HERE" EREN /S HBLRK,

FIZIRA T U VFB RBHIFHMTAK, XETETY mDJJﬂIT?:

BRUERIS R AL (Textual Line) &4,

X IR T BCER S EUE Apply Stamp (& FEIE) . M
ARTNE ER WODBEIERMELEE. ME 1-2-12
Frow,

1814 Apply Stamp =T URELEIE K B RERG T AR =,

RIZIZETURCE— O, FiE Apply Stamp I Y
ZBETUEXBEE, 7% Apply Stamp BHR L T BET |
BRI RESHiR, $HTE, TURESSHMRER
D, EUER BOTHMNGEES RN AT, E1-2-13
Prow,

| Stamp variables window
(T GRS vy 3 i SRS T ==cs

Internal V-Ray version

Max project file name
00000 Current frame number
OhOm 2.4s Duration of the render time
24 Number of internal V-Ray primitiv...
zuo-1 The name of the computer this fr... _J

annn a4 P edbbee wd o o=t

B 1-2-13

E'= =X 3 T M1k Apply Stamp X
XE. ARFEXF, WE 1-2-14 FFxE,

BEXLERATOAS XA LHE,
BEBRAEGM EERTEH. ME 1-2-15

FroR,

FIZARHE T A% Apply Stamp STARY
FE5FS, WA 1-2-16 fw.

Apply Stamp 1RiEH .

© Cult RARER. MAELE S,

* Ctrl+ RARE R F/)VEREE,
© REARIARRRE . MARSE/ELE G,
* WHRARER. 100% B RE/ AN,
c BERIAER. ERETFHRERER
B SHEAE,

© RERAFTR. IBER,

I




1. 1.23 VFBZ4I MRS , R

ZIAHRERT Apply Stamp $HUES, Rt SROAMER—#89, WA 1-2-17 Frorw,
& VFBETAMNZKAEBIEXER, L. BEEXHEES BRFSERAERE. MAE1-2-18
FRr7R.

ZERFBAERE, NLEFERT, WE 1-2-19 iR,
BidiEYT VFB B, W bUAERE, A 1-2-20 Frw.
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