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È CG S/W

3DS MAX + PaxRendus 

PaxRendus 

3D 



3DS MAX + PaxRendus 

Selecting PaxRendus as a target render for RIB conversion



Using the material editor of PaxRendus



Choosing a material from the PaxMeterialôs collection



Choosing a shader from the PaxShaderôs collection



Choosing a shader from the BMRTôs and Pixar RenderManôs shader collections



Setting the shader parameters



Generating a RIB file



3D 



ÈPixar RenderMan Shading Language 
programmable shader 

Light shader : point light, spot light, area light, distant light, 
projective light

Example : projective light

Resolution : 840x480

Ray/pixel : 16

Rendering time : 1886.9s

MOVIE

(lightshader)projspot.avi


Surface shader : wood shader

Example : wood shader

Resolution : 1024x585

Ray/pixel : 16

Rendering time : about 1h

RenderMan shader:
wood.sl

Our C/C++ based shader:
wood.cpp



Surface shader : starfield shader and marble shader

plastic shader: ours(left), RenderMan(right)

starfield (background) and marble (2 spheres) shaders: ours(left),  RenderMan(right) - about 50s



Surface shader : flame shader

Example : flame shader

Resolution : 720x405

Simple two spheres :

- Ray/pixel : 16

- Rendering time : 31.5s

Jonôs kitchen :

- Ray/pixel : 9

- Rendering time : 1168.9s



Surface shader : screen shader

Ours

(classic ray tracing)

RenderMan

(screen shader)

Ours

(screen shader)

MOVIE

MOVIE

MOVIE

(screen_shader)ggr_003_002_005_ours.avi
(screen_shader)ggr_003_002_005_renderman.avi
(classic_rt)ggr_003_002_005.avi


Starfield surface shader and window light shader

Example : window light  

and starfield shaders

Resolution : 720x405

Ray/pixel : 9

Rendering time : 613.5s

MOVIE

(light&surf_shader)window&starfield.avi


Shadow map surface shader

˾Fast rendering

˾Post processing with shadow - map

Example : shadow map

Resolution : 720x405

Ray/pixel : 9

Rendering time : 512.5s



ÈClassic ray tracing 
Ray- object intersection (polygons and spheres)

Pinhole camera

Regular or jittered super - sampling

Example : classic ray tracing

Resolution : 840x480

Ray/pixel : 36

Rendering time : 8218.5s

MOVIE

(classic_rt)gnome.avi


Ray- object intersection acceleration structure : KD - Tree

Example : KD -Tree

Resolution : 640x480

Ray/pixel : 4

Triangles : about 88,310

Rendering time : 

- with object bounding box only : about 5h

- with KD - tree : 241s



²Ô×ÊdÊÝÆÒÕÑÊd~dÏÔÓ̃ØdÐÎÙÈÍÊÓ

Example : classic ray tracing

Resolution : 720x405

Ray/pixel : 9

Rendering time : 1436.3s

MOVIE

(classic_rt)ggr_003_014_005.avi


²Ô×ÊdÊÝÆÒÕÑÊd~dÏÔÓ̃ØdÐÎÙÈÍÊÓ

Example : classic ray tracing

Resolution : 720x405

Ray/pixel : 9

Rendering time : 5703.3s

MOVIE

(classic_rt)ggr_003_002_005.avi


²Ô×ÊdÊÝÆÒÕÑÊd~dÏÔÓ̃ØdÐÎÙÈÍÊÓ

Example : classic ray tracing

Resolution : 720x405

Ray/pixel : 9

Rendering time : 903.9s

MOVIE

(classic_rt)kitchen.avi


ÈDistributed ray tracing 
Soft shadow : shadows by area light

Example : soft shadow

Resolution : 720x405

Ray/pixel : 25

Shadow ray/light : 250

Light : 3 area lights

Rendering time : 10h



Depth of field : thin lens camera

Example : depth of field

Resolution : 720x405

Ray/pixel : 25

Lens radius : 0.2

Shadow ray/light : 1

Light : 3 area lights

Rendering time : 5338.8s



Depth of field : more example

Example : depth of field

Resolution : 840x480

Ray/pixel : 36

Lens radius : 0.2

Shadow ray/light : 1

Light : 4 point lights

Rendering time : 8184.8s

MOVIE

(dof)gnome.avi


Soft reflection/refraction

Example : soft reflection

Resolution : 720x405

Ray/pixel : 25

Shadow ray/light : 1

Light : 3 area lights

Rendering time : 5389.3s



Soft reflection/refraction with depth of field

Example : soft reflection

with  depth of field

Resolution : 840x480

Ray/pixel : 36

Lens radius : 0.2

Shadow ray/light : 1

Light : 4 point lights

Rendering time : 26004s



ÈPhoton mapping 
Fast global illumination using photon map

Classic ray tracing

Photon mappingClassic ray tracing with ambient light

Photon map



Photon mapping : more example

Classic ray tracing

Photon map Photon mapping

Example : photon mapping

Resolution : 720x405

Ray/pixel : 9

Shadow ray/light : 1

Light : 3 lights

Rendering time :

- classic ray tracing : 466.4s

- photon mapping : 2015.2s

MOVIE

(photon_map)kitchen.avi


Photon mapping : more example

Example : photon mapping

Resolution : 720x405

Ray/pixel : 9

Shadow ray/light : 1

Light : 3 lights

Rendering time :

- classic ray tracing : 466.4s

- photon mapping : 16034.5s (no patch)

Classic ray tracing (no ambient)

Photon map Photon mapping



Photon mapping : more example

Example : photon mapping

Resolution : 720x405

Ray/pixel : 9

Shadow ray/light : 1

Light : 3 lights

Rendering time :

- photon mapping : 488.5s (with patch)

- Character without background

MOVIE

MOVIE

(photonmap)ggr_003_014_005_c_merge.avi
(photonmap)ggr_003_014_005_ptm.avi


Photon mapping : more example

Example : photon mapping

Resolution : 720x405

Ray/pixel : 9

Shadow ray/light : 1

Light : 5 lights

Rendering time :

- photon mapping : 912.5s (with patch)

- Character without background

MOVIE

(photonmap)ggr_003_005_005_c_merge.avi


Photon mapping : caustics effect

Example : caustics photon mapping

Resolution : 720x405

Ray/pixel : 9

Shadow ray/light : 1

Light : 4 lights

Rendering time : 611.5s

- Jonôs body is glass

MOVIE

(caustic)jon.avi


ÈFinal gathering 
Smooth radiance estimation

final gather rays

photon gathering

Eye

Example : final gathering

Resolution : 720x405, Ray/pixel : 9

Final gather ray : 289

Rendering time : 15818.5s (with patch) MOVIE

(final_gather)ggr_003_002_005_c_merge.avi


Final gathering : another example

Example : final gathering

Resolution : 720x405, Ray/pixel : 9

Final gather ray : 36

Rendering time : 20579.1s MOVIE

(final_gathering)kitchen.avi


Final gathering : more example
Example : final gathering

Resolution : 720x405, Ray/pixel : 9

Final gather ray : 900

Rendering time : 66311.6s

- Characters with background

MOVIE

Example : final gathering

Resolution : 720x405, Ray/pixel : 9

Final gather ray : 289

Rendering time : 16215.6s

- Characters without background

MOVIE

Example : final gathering

Resolution : 720x405, Ray/pixel : 9

Final gather ray : 289

Rendering time : 16215.6s

- Characters without background

- Blurred background

MOVIE

(final_gather)ggr_003_014_005_all.avi
(final_gather)ggr_003_014_005_c_merge_blur.avi

