Introduction to MaxwellRender 1.7
3 day, 18 hours course schedule
Course synopsis:

Day1: The first day will be an introduction to basic Maxwell concepts with the scope of quickly producing renders. Participants will also render a scene by applying ready made materials to objects, setting up the camera and adjusting render parameters. The first renders will be presented and discussed.
Day2: Dedicated solely to materials as it’s the most important part of getting a good render out of Maxwell. Participants will create many materials and we will also discuss existing materials. We will also discuss how to optimize and organize your material collection and creating realistic materials.
Day3: Further rendering options such as alpha/channel ids/Cooperative rendering/Multi Light/ Simulens. Optimization tips and things to keep in mind to avoid problems.
Day 1

1. Intro to the course

Short presentation of Next Limit and their main applications – Realflow and Maxwell.
Outline of the course.


Unbiased vs biased render engines.


Maxwell file types and supported geometry.


Maxwell features explained


Example workflow and render – Studio/plugins

2. Maxwell Studio
Interface 

Navigation/Display

Panels and layout/customizing

Importing scenes/objects

Working with objects/groups/hierarchies
Selection modes
3. Maxwell Materials - Workflow
Supported texture formats

Creating UVs/UV manipulation/Real Scale

Importing/Assigning materials to objects/triangles
Material Browser

MXM Gallery

Material Presets

4. Maxwell Camera

Basic concepts (DOF, f-stop, shutter speed etc)


Camera parameters


Shift lens


Zclip

5. Physical Sky


Atmosphere parameters

OGL viewport preview


Save as HDR


Tips for different sky looks
6. HDR Environment Lighting/Skydome


Gamma correcting HDR maps


HDR channels and settings

7. Render settings


SL vs Time

Resuming a render


Interactive render parameters
Day 2

1. Maxwell materials – introduction

Concepts of light and how it interacts with materials in the real world.  These concepts have a direct relation to the Maxwell material system
2. Maxwell material components


BSDF


SSS


Coating


Displacement


Emitter

3. Multi Layer materials

Layer weighting several components


Blending modes


Mixing regular materials with emitters

4. Clip mapped materials

Different ways of creating clip mapped materials useful for vegetation, decals, special cases.

5. Special material options

.ior files


.r2 files


Shadow pass material


Matte material

AGS (special case glass type material for architectural renders to save render time).

6. Tips on working with materials
 
Making realistic materials


Avoid material settings which unnecessarily increase render time

Creating material libraries


Material organisation
Day 3

1. MXCL

The .mxi file format (more than an image format)
Multilight

Simulens

2. Network rendering
Server


Manager


Adding jobs


Cooperative render


Manually merge a cooperative render


Render animation


Tips to avoid problems with network rendering

3. Further rendering information

Render channels: Alpha, Material ID/Object ID/zBuffer/Shadow

Resuming a render


Render region

Blow Up region

4. Optimizations and troubleshooting


Keeping render times low


Situations to avoid


Emitter geometry tips


Common mistakes


Common errors that make the render fail

5. Maxwell resources


Maxwell tech-support


The Maxwell forum


MXM gallery


THINK site


6. A common project from start to finish (either an architectural scene or product shot)

Creating and applying materials to objects


Setting up the lights and camera

Several renders will be made with comments and tips on how to improve each iteration of the render – the idea is to get the render as close as possible to what you imagined.
