Maya:

Rendering

Nurbs:

Tessellations

(how many triangles the surface is subdivated)

Use advance tess. Attributes:

1. per surf. Of isoparms in 3d

2. best gues based on screen size

3. per span # of isoparms (the most commonly used) – you can adjust the number of triangles 3x3 is default
4. per surf. # of isoparms

Select similar objects that need similar tessalation, and go to attribute spread sheet, 

Change it for all of them.

Explicit tessellation On – for all

Smooth Edge (if you have a trip surface turn ON)

Display render tess. – ON

Mode U (0,1,2,3,4)

Surface that has little subdivisions will require more tess. Than a surface that is very dense.

Turn of Double sided for objects if you don’t have glass/or transparency 

If a surface is displaying the “wrong side” and you don’t see it when you turn of double sided, you have to turn on the “opposite” for that surface.

Smooth shading – turn off if you have a fast “fly” through scene and motion blur on.

Rendering camera: turn off in two places (in globals, and in attributes for the camera)

Blur 2d – use na.ext.# - if you want to do the blur outside of maya

Resolution:

720/486 pix ration .9

Anti-aliencing = Production Quality

Rendering in Fields:

TV separates rend. In lines.  Nts _ odds fields first. Pal – even fields first

Motion Blur:

2D – based on motion vectors (speed and direction) – post effect (doesn’t take into account the Z)

3D – real life – a lot slower – it has to do with the shutter angle of the camera.

Uses shutter: Open, Mid, Close
Shutter Angle Valu/360degrees = .4

.4 is our interval – the time between the shutter opened and close.

The longer the shutter open the blurer the object will be

Motion blur:
Blur by frame : if 1, it will take one frame to the next one

Blur length – scale

Blur sharpness – the more the more spread out your blur is

Z- depth:

Rendering from the command line:

Go to the same directory where your scenes are

Render – h

Overwrites render globals

.bat file and you will render many files one after another:

RENDER file_path.mb

Rendering depth writes it into the “depth” folder by default.
Separating for compositing :
One object in front of the other.

Use black whole shader

Almost all shaders have black whole

For shadows: useBackgroundColor

Render Layers:
You can put stuff on separate render layers, and then you can render/not render them.

In globals:

Render layer/pass control:

Enable layers

Or:

Global Passes:

