finalRender Stagel : First hand

m I will try here to show you quiclky where are the main features of finalRender Stagel to get it frendly as soon as possible after
installation.

m Renderer :

First of all, if not ever done, assign finalRender Stagel as
renderer in 3dsmax : You do that through renderer, rollout
"Current renderers". You should now got a few more Or Sampler Hpbrid Analyt
fonctions than our old scanline !

Basically, the "commong parameters" rollout is identical.

In "fR Globals Option", you will find the general parameters,
such as antiAliasing, buckets and verbose options, etc. You
also get fast access to ac/deactivate features. Others rollouts
are for their own features parameters (Raytracing, GI, o o -
Caustics, MTD, cameras, etc). Take a look at them, but we v F!“‘”"” = Filter. e -
will look back further. v Fiter Maps
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m Material Editor :

Another place where finding Stagel options is in material editor. Open it, and hit "Get material". You see now four new materials and
one new map type.

m finalRender StageO material is some kind of phantom material, which can't be rendered through Stagel. It is here to open old Stage0
scenes, and being able to convert them into Stagel materials.

m fI_metal and fr_glass, as their names implies, are some special simple/fast shaders for metal and glass surfaces.

m fr_advanced is the full Stagel material, with all shading controls over the raytracer. fR_advanced also give you some locals controls
on caustics and GI multiplier, for instance to set an object emitting more GI than it should.

m The fRaytrace map allow you to use Stagel raytracer with any kind of material, just as standard raytrace map. You shouldn't use
standard raytrace map anymore, as it is far slower than Stagel raytracer, just to talk about speed...

m Material Converter :

Talking about the material converter (developed by Matt Clementson), it add a shortcut in your quad at installation. you can also put an
icon somewhere on your UI to launch it.

It will allow you to convert many materials to Stagel fr_Advanced or standard : Standard, Raytrace, vRay, Brazil, RayMAX, Toon, fR
StageO, fR Stagel, RenderDrive. Toon materials are converted into finalToon materials.



m Lights :
Stagel adds some new lights (Rectangular, Object, and Particules), and some new shadowing algorithms
for all 3dsmax lights. You get fRaytraced shadows, faster and more complete, in particular with
transparent objects, including SSS. N
Also fRshadows maps, which can be prerendered, and support opacity mapping. v Un Spot [~
Last but not least, you get fAeraShadows, for ... aera shadows !
You also get a new rollout, "finalRender : Photons", on the lights, which give control the caustics send by
the ||ght Chadows
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m Locals properties :

Lastly, and not the least, you will find all local controls, per objects, in fr_properties, accessible via the quad.

It's here that you will find object properties for Stagel, such as "send GI", "seen by camera", etc. You can for instance, got an object
which send GI, but not rendered, or whatever combination like this.

You will also find all locals controls about GI, Geom, Caustics, MTD, etc. Feel quiet, you are not forced to use these settings ! but it's
really powerfull in complex scenes where you need different settings for different objects.

Where finding what :
m GI : Enable Gi in renderer. By default, all objects receive and send GI (fr_properties).

m Caustics : By default, objects receive Caustics, but don't
send. You must enable "send Caustics" for at least one object
(fr_properties), and one light (rollout finalRender:Photon).
Then enable Caustic in the renderer.
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m SSS : SSS is accessible through fr_advanced material, in Sub Surface
Scattering rollout.
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m MTD : MTD options are accessible through renderer. Then,
you must put a map on a displacement slot in any material
(standard, fr_advanced). v Enahle Wiew
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m fR_cameras : The Stagel special cams (Fisheye,
Distortion, Panoramic etc) are in the renderer, in "finalRender
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m Distributed rendering : The standard network rendering is accessible as usual in common parameters. Stagel DR got its own
rollout "finalRender : Distributed Rendering" in the renderer (if installed).

m Dispersion / Absorption : Access these parameters in fr_advance
material
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m 3D Motion BLur : Access these parameters in the renderer, |EENVIRTRSE-IN
rollout finalRender:cameras. You have also to active it into
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m finalToon : finalToon is accessible into renderer/effects.
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Annexe :

fR_advanced :

Eliniry E

o L1 & L2 L3

W Enable Specula _ Laver 1

Speculai Level M50
Ghassiness 320
Soften 1000
Anizciropy (5000
Onientation [0

Global Houghness 000

Dikiuze
Lewel Ton

Refsclon
Fedec: R M
I0R 1.5 B

Fresnel

Refraction
Refract
[n] ] 15
Fhricunty

Frasnal W

Uiira Bl

on

Frizotropy
Amaunt oo
Orientation 000

Special
Armaun! LERT]
Balance oo

F ot
Bdvanced Fresmel
atallic
Cuzstom Curve

Local Seltings

Ry Thiezhold

Ervaronment

L

Ak dF dAb Ak dF

A

Copy | Paste

Self-llnm.
Lenvel

B gy
Samples

Clualiy

Bluiry
Samples
(uakty

Inkeinal

&ll Setngs ™

.

Abgaiplion 1.0

Mz Distanca F1O000

*  Samples

Align
e [iject Ly
Camera

Direct
Grazing

Eza Colos

& Ennanonmend

¥ Congider Atmocphencs
Bluny Affects Caustice

o |lz¢ Global Ervanonment Seltings

Nt

Dispersion

on 10R Vanance

Lkira Blur

on Fadius

Roughness. ...
Layer 1:
Specula............
¥ Specila Level
Glossiness.......
Aresohiopy......
Drientation
Layer 2
Specular............
Specular Level..
Glagsiness
Lo, e
Orientation..........
Layer 3
Specular,.,
Specular Lavel..
Glossiness.........
Lol ...
Orientation..........
Laper 4
Specular
Specular Leval,
Glossiness..
ArEoliom. ..

Orientation........,

Armount
¥ Diffuge............... 1000
Selb-llumination... FIBO0

¥ Reflect ... 1000
Reflect Bl FI000D

¥ Bump............... =600
Displacement...... FHOO

Sub-Suitace Scattenng:
Depth 100.0
Aboogplion........... 1030
Abeceplion Codor. (10000
T ullipher 1000
Light Fikea............ 100.0

4k 4F Ak 4F 4F dk 4F 48 dp dF dF 4p 4k 4k AP

ik Ak dF 4F 1k

ik 4k dAp 4P

Ak 4F dF dF 4k

Absosplion

Samples

Ilap
Mone

Mone

Map #1 [Splet]
lone
Mone
Mong

Mong
Mones
Mare
Mong

lone

Mong

lone
Mone
Mong

lone

Mone
Mone
Mone
Mane

Mong

Map
Map #2 [ 5plat]
Mone

Map i1 [ Splat]
Mong
Map #2 [ Splat ]

Maong

Mong

lone
Mone
Mone
Mong

Sub-Suiface Scaltenng
Enable
Crepth

Abzoiphion

Aninotopy

Glabal llhaminatices
Send

Feceps

Abeceplion Fikes
nt. Samples

Sec. Raps

Caustics
Send

Lal-1=




