

















® Store: store the current material settings as a swatch. The saved swatch will save all settings in the whole material, including
active and non-active textures, texture tiling, etc. Please note that these swatches are saved temporarily and will not be available
when you re-open the scene.

® Remove: this option lets you remove the currently selected swatch.

® Export: to MXS: exports the currently selected swatch to the current scene and adds it to the material list. To MXM: exports all the
material swatches to MXM files. Please note that these two options will only work if you have a saved swatch in the material.

¢ 1.7 Maxwell Studio Improvements

e Texture Handling and Memory Optimizations: texture handling, scene loading times and overall memory usage have all been
improved. With scenes that use many large textures, objects and materials, the loading time is around 10 times faster. Only the
textures that are active in the OpenGL viewport are now loaded into memory, saving RAM and allowing users to work faster with
materials.

e Realtime OpenGL Preview of Physical Sky: with the vastly improved Physical Sky system in Maxwell Render 1.7, the OpenGL
preview in the viewports has also been improved, allowing you to change any of the Sky parameters and camera settings and
seeing an accurate realtime preview in the viewports.

e Color Picker: the color chips on the left side can be used to store commonly used colors. Drag& drop a color from the large color
chips at the bottom of the Color Picker to one of the color chips on the left to store a color.

The two large color chips at the bottom of the color picker allow you to compare the previously selected color with a new one.
The top color chip updates to show the currently selected color in the colored wheel. The bottom color chip shows what color was
selected when opening the Color Picker.

¢ [solate Selection: select this option from the right click menu in the object list panel, or in a viewport, to display only the currently
selected objects in the viewport. This is useful if you have a cluttered scene and wish to view only the currently selected objects.

¢ UV Operator: this option lets you apply the same transformations to all the selected UVs at the same time. You can, for example,
scale all the selected UV sets by 10%. The Operator is found under the UV parameters section in the Object Parameters panel.



¢ Material Browser: improved for version 1.7; it has a more common functionality with the Windows €xplorer, having a folder view
on the left side and the contents of the folder displayed on the right side.

¢ 3D/ Ortho View Dropdown: You can switch a camera to be a perspective (3D) camera or an orthographic camera (2D). This is
useful if you wish to render an orthographic view while still having access to common camera parameters such as resolution and
ISO. Please note that focal length is not available when the camera is in orthographic mode.

Preferences

® Appearance: Scroll in Lists to the Item Selected in Viewport: when checked, the Object List panel will automatically scroll to show
the object currently selected in the viewport.

* OpenGL: Display Selection Mode: Selected objects will be displayed either with their wireframe brighter, or with selection
brackets around the selected objects. Using brackets is useful when you want to see how a texture is applied to an object, in which
case a dense wireframe will obscure the display of the texture.

¢ Performance: Use Absolute Grid: spacing: the spacing between each grid line. Lines: total number of lines to display in the grid.
Major Lines Frequency: sets the interval at which to display a thicker line. For example, a setting of 3 will display a thicker line
every three grid lines.

¢ Instances: Display Mode: choose whether to display all instances, none, or only instances of selected objects.
¢ |nstances: Shading: set the default shading of instances.

¢ Instances: Display Proxy (%): set the percentage of the total instances to be displayed. This is useful if you have many instances
in your scene and you wish to improve the performance of the OpenGL viewports.

e Other Changes and Improvements
Simulens:

e Simulens parameters: the Simulens parameters have been added to the interface of Maxwell Studio and the plug-ins, and they
are now also available through the command line. These changes allow for Simulens to be used for animations.

Multilight:

Console Render Options k3 rultilight Me

* R: the R button lets you change the range of the sliders. By default they are 0-1000.
¢ file: "video" is now called “file".

e €dit: this menu offers various options. Create Keyframe: create a keyframe at the current frame. Delete: delete the current
keyframe. Copy: copy the current keyframe. Cut: cut the current keyfraome. Paste: paste the current keyframe.



Command Line:
¢ Vignetting: -v. Allows you to set the vignetting value for the render, ranging from 0 to 1000. €xample: -v:500.

¢ Scattering lens: -sc. Allows you to set the amount of lens scattering from the render. Values range from 0 to 1000. €xample:
-sc:300.

o Sky: -sky [file]. Specifies the sky parameters that will be used in the render, as set in the sky preset located in “file”.
Plug-ins:

Overviews of changes in the individual plug-ins will be provided with each plug-in.

MXiMerge Tool:

The installation package includes a new tool called MxiMerge. This is a small command line application useful to merge MXI files
into one folder. It can also be used to read information about an MXI file (resolution, sampling level, etc) and for converting MXI
files into other image formats. To learn more about how to use this tool just open a command line/terminal window and type: (for
Windows) MxiMerge.exe —help; (for Mac OSX and Linux) mximerge —help.
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