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@ 35 millones de poligonos
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900 POLIGONOS 60.000 POLIGONOS 3 MILLO NES POLIGONOS RETOPOLOGIA POLYPAINT



254 poligonos 4.000 poligonos 1 millén de poligonos Topologia Polypaint



244 poligonos 15.000 poligonos

3 millones de poligonos Topologia

Polypaint




208 poligonos 3.200 poligonos 800.000 poligonos Topologia Polypaint




6 millones de poligonos
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4.700 poligonos
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650 poligonos 30.000 poligonos 3 millones de poligonos

Topologia Polypaint



74 poligonos 4.000 poligonos Topologia

Polypaint Cinturdn con balas duplicadas




1.000 poligonos 100.000 poligonos

5 millones de poligonos

Topologia Folypaint
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Desplegado de coordenadas UVs de la anatomia del personaje




Desplegado de coordenadas UVs ropa



Desplegado de coordenadas Uvs de props







Hoja de texturizacion

Principlaes texturas y mapas de bump visualizacidos en el proyecto.
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MATERIALES EN SLATE MATERIAL EDITOR. 3D MAX.
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[+ ] [Orthographic ] [Shaded ] V \
Total ey :\\\I_ f ‘

Polys: 48.396 ‘Q{-Z{).,‘t:,l

Verts; 32.277 / / "'-.\\
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PARAMETROS DE
RENDER.

Global Illumination l Processing I Render Elements
Common | Renderer
M= Sampling Quality
—Sampling Mode
lUriﬁed /Raytraced (Recommended) v
—Samples per Pixel Filter
Quaity:  [0,25 3] Type: lsaus v

Minimum: [T,0 3| || width: [20 3|
Maximum: [128° 3/ Height:  [2,0 3

—Contrast / Noise Threshold
r:[001 :la:001 :le:[0.0r :a:fo0r 3| [
_opﬁons
I” Lock Samples Bucket Width: [32 3|

v Jitter Bucket Order: ll-ibert(best) v

Frame Buffer Type:  |Floating-Point (32 bits per cha ¥

- Rendering Algorithms |

—Ray Tradng
v Enable
I” Use Autovolume

~Raytrace Acceleration

Method: IBSPZ v

~Reflections /Refractions

Max. Trace Depth: [6 3]
Max. Reflections: [4 =

Max. Refractions: [6 3

[V Enable Reflections
[V Enable Refractions

— Subset Pixel Rendering
[” Render changes to selected objects only

.- Camera Effects | -

Preset:l——— v
View: [Quad 4-Orthor v 8|

—Motion Blur
[” Enable

Shutter Duration (frames):

<

[ =

A

r All Objects

n

RENCTNCTNCTY

1 (Hrer et (framec):
Shutter Offset (frames):

( Contour Contrast Function Levels )

Contour Store:

er (Contour Store Function )

Render v

[ TPhotometricLight004

) Modifier List
PARAMETROS DE

ILUMINACION

| Tagetlght

l(SelectaTemplate) -

- - General Parameters

—Light Properties
vV on [V Targeted

Targ. Dist: 35,803mm

—Shadows

[V On [V Use Global Settings
ImentalrayShadowMap v

Exdlude...
|'U9ht0ishi=uti°n (Type) —
|

Spotiight \/

- Distribution (Spotiight)

I.

Light Cone

I Cone visible in viewport

Hotspot/Beam: [30,0 3/

Falloff/Field: [60,0 A

- - Intensity/Color/Attenuation |-
~Color

@® |D65 Huminant (Refere v

5,0 cd

~Far Attenuation —————
[~ use Start]2032,0n 3|
[~ show End: [5080,0n 3|

- -  Shapej/Area Shadows -
r~Emit light from (Shape) —
|Point v

[ + mental ray Shadow Map ]]
" + Atmospheres &Effects |
"+  Advanced Effects i
" wental ray Indirect Hlumination |
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