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save
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Detail enhancement
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Image size: 960 x 540 (13.3 x 7.5 lnches 72 pixels/inch )
¥ Color Management

Enable Color Management
Defaut Input Profile | GRGE -
Defauit Qutput Profie  Linsar RGE -
¥ File Output
File name prefix:  (not set; using scene name)
Image format: |

Frame/Anmaton ext;

Frame padding: 5
Frame Buffer Naming:
Custom Naming String:

Max Pathlength 10
sample Mode b ¥
Light Samples 8
Bxdf Samples 8
Indrect Samples 1 &
Allow Caustics
|~ oefault Ray Depths

Max Speaular Depth 2 L
| Max Diffuse Depth 1 G
¥ Clamping
Clamp Depth 2 &

Clamp Luminance 10,000

lv Russian Roulette
| Rouette Depth 4

Roudette Threshold 0,200 L
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presets: SRR
Mantan ratio: @ Pixel aspect
Device aspect
width: 560
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Pixel aspect ratio: 1,000 (]
¥ Scene Assembly ] |

Shutter Angle
Shutter Gpening
Shutter Timing
Motion Blur Type
Motion Samples

1.000 1.000

FrameOpen
Frame -

v Hay Traced Motion Slur

¥ Shading

Maya Shading Support
Envronment Light

v Linearize Colors

 Trace Auto Bias
TraceBlas 000100 @
Reference Frame 0 ¥

| v Frame Files
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