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Renderer

Step 1: Selecting the renderer

When you start 3ds Max, the initial screen looks something like this:
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Let's create a simple cube and then render it to laser using Lasershow Converter MAX.

1. Select the Box button on the Standard Primitives section of the Create tab.
2. Draw a box in the Perspective view.
3. For added interest, rotate this box using the 3ds Max Rotate tool.

The result should look like this:
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Select Lasershow Converter MAX as the renderer

To view this in laser light, the first thing you need to do is to select Lasershow Converter MAX as the
renderer.

Selecting Lasershow Converter MAX as a renderer only needs to be done once for each scene that is
created with 3ds Max. If you save a scene in 3ds Max, it remembers the renderer and all other settings.

The renderer is selected directly inside the Render Scene dialog. At the top of the window, you will see
a drop-down list with the Renderer ,that lets you select different renderers. To select the renderer,
simply select Lasershow Converter MAX Renderer as shown below.

http://wiki.pangolin.com/ Printed on 2026/02/17 03:53


http://wiki.pangolin.com/lib/exe/detail.php?id=tools%3Alcmax%3Arenderer&media=tools:lcmax:renderer-2.png

2026/02/17 03:53

3/11

Renderer

3 Render Setup: Lasershow Converter MAX Renderer -

Target: Production Rendering Mode

Lasershow Converter MAX Renderer =
Quicksilver Hardware Renderer

View to Render:  apTpenderer

- Scanline Renderer

Commmr | B VLUIE File Renderer

Lasershow Converter MAX Renderer

Arnold

Default line types

* Lasershow C

Silhou Material Change

+Folds MAX-defined

Surface Intersections with other objects All polygon lines

Surface Intersections within the same object Contours 10 =

Additional step needed to get materials to show up properly

Note that the “Render Scene” dialog box has tabs on it. You can assign the renderer at the bottom of the
“Common” tab. We also recommend you “unlock” the selection between the Production and Material

render, and specify the “Scanline Renderer” as the Material Renderer.
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3 Render Setup: Lasershow Converter MAX Renderer — *
Render
Renderer: Lasershow Converter MAX Renderer = Save File
Render: Quad 4 - Perspective
Common Renderer Raytracer Advanced Lighting
Compute 1ced Lighting when Required

Bitmap e and Memory Options
Bitmap Pr [ Paging Dis

Render Qutput

Skip Existing Images

* Email Notifications
* Scripts

* Assign Renderer

Material Editor:

"Unlock" the selection between the Production and Material Editor,
ActiveShade: so that the Scanline Renderer can be used for the Materials.

Note: Lasershow Converter MAX can not be used as the ActiveShade renderer.

Step 2: Rendering a frame

Now that Lasershow Converter MAX has been selected as the draft renderer, you can begin rendering
this scene. To do this, select the Rendering tab on the main screen in 3ds Max and then click the Render
Scene button on the toolbar. The Render Scene dialog (pictured below) appears.

In addition, we recommend that in the Output Size section, you enter 320 for width and 320 for height.
These numbers control two things:

1. They control the size of the frame window that 3ds Max displays while rendering the scene. A 320-
by-320 frame window is large enough so that you can see what is going on, but small enough to
stay out of the way. (The Virtual Frame Buffer checkbox, in the Render Output section, must
be checked in order for you to see this frame window. If you are previewing on a laser projector,
you should uncheck the Virtual Frame Buffer; this speeds up the rendering process.)

2. By making the height the same as the width, you will be rendering scenes that take full advantage
of the laser projector’s 1:1 aspect ratio. (If you are producing laser animations that will eventually
be projected along with video, you should use 320-by-240 or some other combination with a 4:3
aspect ratio.)
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3 Render Setup: Lasershow Converter MAX Renderer - >

Target:
Preset:
Renderer: Lasershow Converter MAX Renderer *
View to Render:  Quad 4 - Perspective
Comman Renderer Raytracer Advanced Lighting
* Common Parameters
Time Qutput
® Single Ewvery Mth Frame:
Active Time Segment: 0 To 600
Range: O + To &00
File Mumber Base:

Area to Render

View Auto Region Selected
Output Size

Custom *  Aperture Width{mm): 38.0
Width: 320

Height: 320

Image Aspect; 1.0

Note: Lasershow Converter MAX does filtering calculations, corner detection calculations and curve
detection calculations based on the Output Size settings. The default values for the filter, curve and
corner settings are based on a frame window output size of 320-by-320 or 320-by-240. If you choose a
different output size (such as 640-by-480), this may require you to change Lasershow Converter MAX's
filter, corner and curve settings.

As an additional benefit, when the frame window output size is set to 320-by-320 or 320-by-240, each
pixel works out to be around one laser beam diameter. For additional information on this benefit, see the
Object filter settings topic.

Rendering

Now that a few default settings have been set, normal operation can begin. Here is the Lasershow
Converter MAX control screen. You will see a number of options that will be discussed in more detail
later. For most scenes, these default options will be fine.
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3 Render Setup: Lasershow Converter MAX Renderer - *

Target:

Preset:

Renderer:

View to Render:  Quad 4 - Perspective

Common Renderer Raytracer Adwanced Lighting

* Lasershow Converter MAX Renderer
Default line types

Silhouette Material Change
Silhouette + Folds MAX-defined
Creas

Surface Intersec vith other objects All palygon lines

Surface Intersections within the same object Contours 10
Default line color
Object's Ambient color Texture color
Object's Specular colo Textures and Light shading
Custom color: [ N Textures, Light shading and Shadows
Default filter settings
Gap filter 0.1 +  Owerlap filter 0.5 * Moise filter 3.0

Laser output
Framenote LCMax Frame

Prevent intersection flickering Minimum Peints 200
Show Laser Frame Info
¥ Show Laser output

Main Graphics
F.eal Time Rendering {only recommended for relatively simple scenes)

Max Beam Brush width in panels %

Click Render to see the results

To see the rendered results, simply click the Render button to see the resulting cube outline. The result
can be seen below:
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Step 3: Rendering an animation

In the last topic, we rendered a single frame of the cube. Let's create an animation of the cube rotating.
To do this, close the Render Scene dialog and the frame window, then follow these directions:

1. Select the Main Toolbar tab in 3ds Max and click on the Rotate tool.

2. Move the Time Slider all the way to the right, to frame 100.

3. Click on the Animate button. It will turn red to indicate that you are in animation mode.
4. Using the Rotate tool, rotate the cube.

At this point, you should be able to move the Time Slider back and forth, and see the cube rotating.
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Generate animation frames

To create a laser animation of the rotating cube, click on the Rendering tab in 3ds Max, and then click
on the Render Scene button. The familiar Render Scene dialog box is presented.

The last time, only one frame of the cube was rendered. This is because Single was selected in the Time
Output section of the Render Scene dialog box. In this case, we want to create the full 100-frame
animation, so select Active Time Segment: 0 to 100. Once this has been done, press the Render
button. You will see each frame in the 100-frame animation as it is rendered.
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Annoying "warning" message

When you click Render there is an annoying dialog box with an incorrect “warning” message. If you
don't have a file name selected with the Save File check box checked, AND if you are rendering more
than one frame, you get a box saying “Frames may be lost”. This message is wrong - no frames will be
lost.

Simply click “Yes” to render the scene anyway.

3 Warning: Ne files saved

-? You are rendering a sequence with no assigned file.
Frames may be lost.

Do you want to continue?

Step 4: Viewing an animation, and sending it to BEYOND

To see the complete animation in laser light, close the Render Scene dialog and the frame window, then
click on the Utilities tab.

(If you have already installed the Lasershow Converter MAX utility plugin, then you will see a Lasershow
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Converter MAX button on the Utilities tab. Otherwise you should go here to learn how to fully install the
plug-in.)

Once you have clicked on the Utilities tab, then click on the Lasershow Converter MAX button. This
displays the Lasershow Converter MAX utility control screen, which allows you to view and save the
animation, and also to control advanced aspects of Lasershow Converter MAX. (This screen is shown in
the lower right hand corner below.)
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Just below the preview window in the utility plugin, you will see a check box called Show Laser Output.
When this is checked, laser output will be shown on the laser projector in real time.

Now simply click the Play button in 3ds Max. You will see the scene played in the 3ds Max viewports and
also in the Lasershow Converter MAX preview window.

Send the animation to BEYOND

Once the frames have been rendered as discussed above, click the button Send to BEYOND, which will
send the rendered animation to the cue that is selected in BEYOND.

Step 5: Summary

Here is a summary of how to create laser frames and animations with Lasershow Converter MAX:
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Selecting the renderer

1. Select File/Open and select the file name to load into 3ds Max.
2. Select Customize/Preferences, then select the Rendering tab.

3. Assign Lasershow Converter MAX as the draft renderer.

Rendering a frame/animation

4. Select the Rendering tab on the main 3ds Max screen, and then click Render Scene.

5. Set some default" settings such as the frame window Output Size and the length of animation you
want rendered.

6. Click the Render button to create the animation.

Viewing and saving the animation

7. Click on the Utilities tab, then click the Lasershow Converter MAX button. (If you do not see
Lasershow Converter MAX in the list of utilities, then you must install it by following these instructions.)

8. Press Play to view the resulting animation in laser light, and Send to BEYOND to save the animation.
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