AFEAMABARES R BH BN RALEN; ABARES AT EAL T T A Hm8 568
Fmr iR AL BATAIR AR FH 5 X A BEGIERBEY it e 8T mA Ak akit
B, m R AL BB S RARGHEIT,

5.1 MINEMIFmIES

MHENRERATEDERNELRHE IR . ERSMABNSEH. BIESsTnE LE
B BHRAOBINEEE, EE¥EEH S Rendering—>Video Post(GE 2 — 4R & 50 » O AFT FF 047
B R WME 5-1 TR,

5-1 UG AR iE ==

5.1.1 #Eik

WMAE M FEREWUTRTRNE, b — DN IFRSNIEE, EXNIEENRET
KPR THABERLEHGENESH. ENEHETIANNEHNLEX P BRA—PREBE
LR ERI R NERNESEE.

UMENBERTEEFEIEBZUATHHTE.



1. Video Post Queue(#1 3 & B F 31

Video Post Queue(MI& M FID B REH#HTERNEFIIT . E1ZEOFUERII KT
RFH T EPAERMERSEH. AERH LN EEHNWM
AFREGHSBEEEARME REE, FTIAEDNRE KNS E
HREA—ZZIRSEHZENRLRINE. ARRAZEXNEHNR
MEREH, TFTHFIZEHNSHEEHR.

ORGSR ES T ORI E T 5N E 5-2 s,

ERMERFINFNELRINRAFRNERTHESS S
B REMNER. DS . NI LU TFAEREAE SR/

RN ERFNERTIE.

EHEARMASBFE RN LB THIRE®ERTE KR
ERNIRF . BINEREHERER, EEERBRLAET RN &

T IREZEBAIRAOE TV . ERENERBELER
hESRBEESABEEMERSL.

2. Video Post Status Bar/View Controls (31 & B Kk 2542 /M B4z #)

Video Post Status Bar/View Controls(R 41 & 4K 2542 /30 B 42 6D AR 7S A2 R B 78 2 51 %0E
HAMEREFRRTRESENETERTAEE:; WERF TEARTAEASHHEXRFH
2,

3. Video Post Toolbar(#R 35 & B T E4)

Video Post Toolbar(HHME M T AL B HEMBHAME LR T A,

4. Event tracks area. (BEHHIFX)

Event tracks area. (B HFAEX) AEHHTEX P . B NFEHE A —NATET. %Eﬁ-%ﬁ
EHMNEANETTEMER S ZXE EEHE DB AR R BTN S A S 4 a) it
RIS,

B 52 WMMERHFS

5.1.2 #SmamIERE
WA M T E+= A 5-3 Fizx.

B 53 WMMEMIERE

AORERTIRERFTEGSHATREM.: WMEMH VPXWRELIR . FEHFIIR
BITHE AT BETES ITEMANEGHTA,
New Sequence(H M FFD . BT EGUBINGF, CIZF NI MF .,
Open Sequence(FTFF A F 51 : A FHTFF. vpx B X ML SUF 7118 B ST, 1% STHEOA
F & TE 3ds max\vpost XK F, MMFFMEEFEEBRNOEREELEXHFFR 3T —
HEXHHNRN.SRNSANRFINEERS.
Save Sequence (REFMMEFD : BT B HUTAIMFF L. vpx IR GF, X ET
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DR AMFFTHNEEEFELEEHMBHRCHFILZ, . vox X BUIATF i 78 3ds max \ vpost X 3k
M, BT DUE $R 32 % 755 Customize—Configure User Paths, 3 . vpx S HF BRIA R B BS 12,

Edit Current Event(REHFTE M) : ATH A SR ENMEH NS HIRE N IEIE.

Delete Current Event(Jil Bx BRI 4 . A T M Bk H 81 & 5 ik E 9 4 = 14, o DU
B BUE M, th T U 5’%7”@5’\]K?%5(‘}§$4¢

Swep Event( 32 #4715 1) ZTH M FIIE E T AE PR E M, BLE 18R
&, BR&E A Ctrl o ME K% Itﬂﬁ’l‘#ﬁ%%f’nt MELENXENEETENH  HTHNREEH
SHEEZEH—RHEIHR.

Execute Sequence(FL{TMHFF 5 . B F+J FF Execute Sequence(H 170 5L /F 1) 3 IE4E
NG N RES T ELEEE.

Edit Range Bar(Zs R [6]5E BB AT) : 2 1Z4% 51 /5 . 8 13 4 5 B (8] 58 B 78 4F 7 U A9 i
o T AR [B5EE s AR ESeE BT EES), T U ERNESeE BTN E; BRIRAR
WA ESEEEFT, T MR ENKNEH, RECH BITUBREEZ NI BHOEEEEE
. 3% 1T Shift 5 DUE B IEZ M N (8 SE B BT 2 R AT B B (e SE B B 4T,

EE: SRBFLANARERITG . R/GREQFEFAEA L AT F4, 0 R 5L B F AT 5%
B B UG T AT 09 BT xS AR AR AR 2T B L AT e F AR

Align Selected Left(Z %3 35k E R B BSE B BT . A TR Ha7ik Erf BSE R BT A
i B 5 & fE— R E R 858 BB AT A 2 i R X 5.

Align Selected Right(# Xf 77 1& & MRS [ESE B 7B AD) . B TR UL ERN ESEREIBTNSG
mRSRE—EENESERBATINA ST 5.

Align Selected Same Size( XL T BSERBAMNKE) . BT Yk 6 65CE B
HHEKESERE—MEERETEEBTHEKENF

Abut Selected(F B E#: %L EMR ESEREEMD . B THAAREENNEEE BT, KR
BHEETHERINF . #HITEENFTERE.

Add Scene Event(?EﬁA}\iZJR BE4) . FTF¥#JF Add Scene Event(i A\ =51 B = 14)
MIEHE, B YRI5 BUE R ERA R WM E LIRS,

Add Image Input Event(#EINE G @B AEZH) . BT AAME M EEBPENELEH A
E1,

Add Image Filter Event(#2 i1 E&IREE 1) . AUIME N HLERE PRGNS %
FIREH R .

Add Image Layer Event(3& inE & EE ) . ﬁﬁ?@é MEREDEFHTEHERNE N
MR, NFEFEHFZ BRRN K H A EE XX ENSEHANLTTERESEHMN
FRE=H.

Add Image Output EventGEMEGHEEMH) : B THIUAEAREFTPHEME
T,

Add External EventUZ InshERTE F =) . AT RBETHANEHERE . AHMNFE
AR T A R IT I, B Rt T — PR EFIE.

Add Loop Event(3EIN{EIAEH) : AT A LRI ENEHEMBEBAEFH , XHEENSE
HERBEAEHNTFRES.
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5.2 BIES5HITEH

. Add Scene Event(Si \m =Zh B E4)

& AR BHWEZEWERPND R, KIELESR iZJmiﬁﬁ*[*ﬂ%/\%;«?ﬁﬁﬁ’f[
HERE . BERAABNAEMFIR . HREEAANERIDE ERBE

TRABRNEEHZGE, iﬁm%ﬁ-ﬁ’]ﬂﬂﬁlel/ﬁﬂn’ﬂjfﬁ'f$1¢$ﬂ X A, TUXT%R
HEIRESER TR EE .

2. Add Image Input Event(i& in B &8 ANE )

BE RHEE.TURSFIEENGE FERIERFIIMAZRME K TSR G NER
MAEHETHNREGE R BIE Avi.bmp, Autodesk animation format (flc, fli, cel) . gif. ifl. jpeg.
QuickTime,rla,SGl,tga.tif.yuv ,

3. Add Image Filter Event(E MBI &R EZ 14

B HHE.-ERRESHEMAZ %)M/Fﬁ/\ﬁﬁz}* S, BTN E &SR FTRHRL
2,740 Negative(FA B BT UBEGHN BT EANE R,

HBREEEHEEEI—DIRXREH, TETEHX?H;*/\¥%$1¢ TREHTURES
=EH BEaANEH B2 dBGR N NEHFNEEGH . BB RN SHF
NEGREESH, BRREREEHFLIUNRIFAEETFLASHNRIEGH. CTHHET E— 1 FH#
FTHRIANIR

TIMEENRGIES T EB8H.: Adobe Photoshop Plug-In Filter (Adobe Photoshop b &
%) .Adobe Premier Video Filter (Adobe Premier #l 45138 4% ) . Contrast Filter (Xt E )8 48) . Fade
Filter G& A% 8 %55) . Image Alpha Filter (& ££3% 8338 18 8 %5) . Lens Effects Filter (48 L4530
$5) .Negative Filter (1 7 J8%5) .Pseudo Alpha Filter (f 15 B8 3& 8 55) . Simple Wipe Filter (% &
IR EE) . Starfield Filter( 2 =28 8) %,

4. Add Image Layer Event(3&finE & B = 4)

BE RHME.EREEHHEMAZNMEMFI PR, TUANERI G EHITHRE SR
AT,

EGREEGHRBFIRI —TEHEABREGH. AEFNASTENERER . 2HFESEHET
—MNEIREFNEREA.

BBREEHEBEI—ITRESEH, fﬁlTﬁ?ﬁ?ﬁﬁ?f&$1¢(f$1¢'ﬁE*T%ﬁi) TR
EHARTUEZEB T —ANTEREN. FEAFEHITURHESH. BROASH.B5H %
HLEGRBASHNESH. B3 =S HIRBERRANEHENERERESEH.

TEEMNE L BB . Adobe Premiere Transition Filter (Adobe Premiere & 8 55) |
Alpha Compositor (3% F 3@ & % # ) . Cross-Fade Compositor (3% A % % %% 4 ) . Pseudo-Alpha
Compositor ( # i% B i@ & %% #2) . Simple Additive Compositor (& i@ Bf & 4% #) . Simple Wipe
Compositor (Zi# F ) ZE

5. Add Image Output Event(1& fin B &% H = )
BE ZHTMUBERBLEHAINASRAEHFI T . BRAaEEERTEUIUME
RUFHIARITE R 2 — SO (B E B e sh B) AN ERR &, B R 5 == MRS )58
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BB SR ZERE N ES B,

Elﬁ*ﬁb@‘ié\ﬁﬁz}* FRTUEZIERBAEEN. B TRAMENERBEITENRE
R REEARNRMEMFIEERETHE. BREESEHEIFNEREAEAEHE Avi.bmp,
Autodesk animation format (flc, fli, cel). Encapsulated PostScript format (eps, ps). jpeg.
QuickTime.rla,SGl, tga.tif,

6. Add External Event(1&fmsp R FE4)

B ZEHTUENSEREEENAZRMAERFI P IERFEHH TR YRR
ERFINRTER . EB—MIBREFHTERLE IFREFT AR — M E RO ER (A0
Photoshop) , th T A& — ML A 38 ST,

7. Add Loop Event(iE IR E4)

BH EREATUREREHEMAZNRMERFF R, BIREGH TR SN E LTS
FIHAT 45 8, 1tk BRIE 2 B9 IR A~ W7 18 IR FE 7.

BAREBGHEEAEBEFARREG A THNFREHLTUEBEE T RN TFEREHS.
TRAXENEHHTMENBAREFENFREF . EZTUE S — M EREBHEANFREBLH,

TEHPEX P, FRECNRARFEHESCRBTETA¥REC,. BXREHHEETEB
FERARE., TUESEHNEXREEZESNRT, BB FRSHHESEEBTNFEKEM
BN E; MEZREFEASMENESTEEBTOKE ., L2813 78 Edit Loop Event (RiEHEIAE
) 3 IEHE % B Number of TimesCR #D S #,

8. Execute Sequence (BTN & B

ATUMERTRE TUREBEYTHNFAERFIN . EEMERELBE. 5HREBER
PNXANZ . EMMERLEFTURERERINSE , ALEEZE S LB R, RE Execute
Video Post X1 1HE 5 Render Scene X 1HEAEL.BEE(NMNSHEEN B 2K IR Y B A
me g .

ARTHESRD. TUBHREARMMEATAEETED.ERERTERAHE. T EEH
¥ 1F 3ds Max 2016 (I EAMTIE .

>

5.3 A MR

. Adobe Photoshop Plug-In Filter (Adobe Photoshop M EE$E)
ﬂﬂ%?’ﬁ?*ﬁﬁﬂiﬁj} Adobe Photoshop 18 11 B9 %M £ T8 5 - X 4R & B 51 AR Y & R 8 47 45
M ANIE , R T Adobe Photoshop MR B 2T N B ARG ERITHN. AN REIZREBIEEL ™
s E X, A —shEm O EARNERERYR.
EE: RAEEA % =5 JF A B 4 Adobe Photoshop & it #4 4t 4% % 4%, R 2 98 /A Photoshop #2
B8 e A,

2. Adobe Premiere Video Filter(Adobe Premiere #L5MIE )

& A3 Adobe Premiere B9 518 B » X AN & AT 50 B9 5 @ B B TR AN IR AL & A
FHH—1RESBHP, TIUIEEZ 1 Adobe Premiere FLERIE 45 .

3. Contrast Filter(Xttk EiE$HR)

FERANEERET N AEERGN S ML E.,
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4. Fade Filter GRNRHIES)
KANKL BT UETREGSI T E R BIAB SRR RN K L AEE R Y E
BORBEHNNESEEBITFKERE.

5. Image Alpha Filter(E & & BRi@EIEE)

HBZERBEREERREESBERREGHN Apha BB . MEEBEF—MESCH.
ZRENEMER., RS EEEE O DU Add Image Filter Event SH1E4E 9 Mask 1B F13% &, o XA
EHEMREES BB AR, Alpha #iE . Red i i# . Green #® 18 . Blue & . Luminance & 14 .7
Buffer 1&3i& \Material Effects i#3i& . Object ID(G-Buffer) i®ig .

A RIEE G-Buffer ID BiE, I AFEXN R A, 78 5% B B9 4 S IR $E 3 & I 4% Properties,
£ 5% 1 /9 Object Properties STIH4E . 18X R A G-Buffer BUEIREI— 1T 0 N IEEH.

EE: wREE —A GBuffer IDHAL45 T4 5 AT F X dead WAL ) o k4T & AL 2,

6. Negative Filter(fa K iE%)
ARREBTHENERTNFIEEEREANNMEXNE  EXMEZAANHR,

7. Pseudo Alpha Filter (£ i&E @ EEH)

EFEPBEREERRGALANRROXUE— L Apha Bl , EX4TERTAEE
BZEENGRRHERERN . BTRE—1TREXCXRERN . IUAERXENBEZNE
HE.

8. Simple Wipe Filter(Z @ F1HEEH)

B sEBRENIER UERHESHNER, 5 Wipe EEHAE.FHRESEEHEEN
B, XMFHELHFARIRN . BRNREA T YR F R ZERMENERES GG
SEEBTNKE,

9. Starfield Filter(2 Z=jE$)
ETRBULIAEAT—IMEEIVEANGERASHEH, EZTUBEEBEERILNOESNHIE
EHUNRBEEC BRI EEFTEINBRESNE,

10. Lens Effects Filter($E L4520 H)

FEORER I EEFNELERRE R TEMNELBERIAE LR L. A k. R E
MEYR . XEYREABTHEFEENT R, 3ds Max 2016 FEEZB MU TR LR E

Lens Effects Flare(FL4F 0D : SIEBABHF T EL FH AR RHFEHICTHER.

Lens Effects Focus(B LT ER): BN REHZRINES, 2R EHHME.3ds
Max 2016 B R EHE BRIV E BT L MERRERE Z-Buffer(Z B M) R, B LFUEBEFER Z-
Buffer HIRFHIE BRI R ELANEE.

Lens Effects Glow( kM A0 : ATHEEEN R AR CIEL XN E, o URBE L
KR AEMEHBHOEHGRE.

Lens Effects Highlight (‘B kB ) : ATABEFERENNR L. UBANENT+F £

HE: RSB LHREENAMIETHILE, i?ﬁl@:iiﬁﬁ%%#%ﬁé‘] E R S SV
B AR GE vox G A BRI ELSEFR T RELSXGFHIEER
HEEL Rl MAX 3 % U — AR 5,
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5.4 MRS ES]

AT RBERDEEAITEH, F R R NEERANE R B ERVNEESREUNITE M
MR,

5.4.1 KXKZ=HZ[/E ANFETEH
ATEYZEN =4I EG=E ASHNBIE AMNER KRR N ELEB ! . M EWE 54
TS BUT,

5-4 Z#HEHRYR

() EBRFEHEGS File>Open T FWRE -5 i B, XN =Z4sEHEF
Z—NHEREER, —APBIAONE; —PARERE,; X=VHE AER,;, —ZEREBEIN

Camera01,

E 55 {THIEGRIHF
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() ZFoZGLSERPEST FHAFEATKUEGSHEHR, BT Omni 2, AR KSR
BRMNEH IR — 22 L. R 5-6 A=,

B 5-6 GUEZIEAT

Q) BHEFTEFHFAN BoRMl.FHMHSOERFPBEZAOBNBMRNIEN LN
A E,WE 5-7 fiw,

5-7 BEANBHIMHKASENEMETLE

(4) ¥4 3 %854 Rendering—>Video Post, T FF 4N & 5-8 7= Video Post X 1H1E .

& 5-8 #TFF Video Post Xtif 1E
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(5) AT EFREEH 4,384 Add Scene Event WIHAE, S E B WE 59 7w,

B 59 MAZEEH

(6) 7 Add Scene Event X} & 1E i & & OK 140 . 158 %415 & F ¢ 1A 2 Video Post 775
e, 40 610 Fi %,

B 5-10 MABEINEH

(7)) T ERPEE %4, % H Add Image Filter Event X 1E4E , 20 &l 5-11 From, A P IE %
Lens Effects Flare(48 L4530 A ) .

(8) ¥ Add Image Filter Event XJiE4E B 8 &5 OK %40 . T FF Lens Effects Flare 1% & X 154E . 10
5-12 fff7< , £ Lens Flare Properties #1 % i Node Sources( ¥ f38) 3% 4 ,

(9) E58 H Y Select Flare Objects(E A EO) IIIFAE T . E B S HAZ LT IEA LI
JBL AN E 5-13 FT R,

(10) # Lens Effects Flare %115 4E 11 8 & Preview 1 VP Queue #%5H. T E U IR E NN R,
WO RS H IR EWE 5-14 Fw,
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5-11 J0AN Lens Effects Flare 3 R

B 5-12 B Node Sources %41
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E 5-13 @EHFEZHITENR KR

E5-14 BBRURSH

(1) ¥ FFFE B 4% Rendering—Environment, 3T FF 21 & 5-15 A IR E 548 1B,
(12) ARESHHTEEBAS KSR R ETHIEIE T 75 A9 None 28, 75 58 B9 47
JE /s B3 W5 28 oh %k % Bitmap MG B2 A, 4018 5-16 Frx .
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5-16 T FFIREE 5 R 50 IR 4E

Bl 5-16 48 E Bitmap ME KA
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(13) ABHREREG XU INEERERRET =R, NE 5-17 fix.

5-17 EFEE X4 IEIE

5.4.2 ##ESHlzE ALl
AR BERARITSEE E @R e fE B S i gRiEss B2 S RE W R 5-18 Fix
R ERIR., BELSBUNT.

5-18 BAMBFANERR
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(D EEFKFH S File>Open T FUWE 5-19 Iz BRIt . HRPELEE—6%F
FAL VBRI AE.

B 5-19 $IFshE B s

Q) BHETAE&=HHN RANTAMREESR EF - IrEEL0. 2BEFTREETHN &
Bz R TS BB MRk B S NE 5-20 s,

E 5-20 ®REMESHE

(3) T Maps 5 B 42, & i Reflection( & 59) % U 9 None #& 8 . 75 58 H f 4 Ba /I & ) S =%
FR O R £ Falloff MBI ZE 2, 4N &l 5-21 7R,

(4) 1% & Falloff 5 & FS#, A& 5-22 7w,

G) EFEHEFFVNRANIE  ACHL AT EHEHNABREZEPEENREM. O
5-23 AR,

(6) AR EPNZRBMEXIEIEH I8 Object ID ZHIE A8 1,90 & 5-24 fix.
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5-21 ¥EF% Falloff I E k5

195



E 5-22 & E Falloff I5E &%
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5-23 HERERS

5-24 % E Object ID 4
197



(7)) HOEGSHRFTES HH.HEA_HERRUETSHEMR.NOEZERXR TR FIFH

W% Splines(F£ 4 #h %) , i Helix(BIE L) 23 . EH KPR T H BN RARCE —R Bk . W
5-25 AT 7R,

5-25 flEEie4k

(8) ZHEGLSEMPET 3%, 2 & Standard Primitives 5l 49 R R FRIC . M TRz 89 Bl
N &R £ A B R th % Particle Systems,

(9) B Super Spray BRI . A H RN B HIH I RIR R — T RER, MNE 5-26
AT,

(10) & MR BI ;I ¥ & 4 28, it % 3 % 45 % Animation— Constraints—Path Constraint
(HB>AR-EERAOAR) . AEHXREGTSHIRR £ H Add Path(INA B R 1R, FH =
HI IR HE 42 .

D BEEERENEIE O W IFNFAEFPAEDNE 5-27 i E.

(12) KRS [E)BERHE B 2 5 626 M, A F A A RN E 5-28 TN &,

(13) BRBERN THSEIREBEWE6-29 k.

() ‘i FRESR, AR EAE, 8L ANREERE R I%EF Object Properties, ££ 5% )
H X & & 14 XA HE . 46 Object 1D Z #0144 2., 918 5-30 Frik .
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E 526 BIEBEBmENFRER

E5-27 HMEARVKBME
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Bl 5-28 BREARERVE

E 529 BEBEBEBENTFHNSE

(15) oG SHEHAKRTES ZA.BAEOXURGSERTES Omni . AHEP
BE SRR E -2 T A BENE 5-31 fiw.

(16) Y& % 452 Rendering—>Video Post, FT FF i 414 Al 45 48 28 W iE AE .

(17) ET AR EE  $%40,5%8 3 Add Scene Event XWiE4E , S HR B WE 5-32 T,
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K 5-30 & & Object ID Z %

B 5-31 EIE—FZHL
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B 532 MAHFREMH

(18) AT EAHRES  1%40,38 4 Add Image Filter Event X i54E , 20 [& 5-33 AT 7= » M FR &£
Lens Effects Glow (553438 2) .

5-33 S Lens Effects Glow 3 8

(19) # Add Image Filter Event 34 1EAE FP B &7 Setup (% B) %4, A 3% H A9 Lens Effects Glow
RN B XNIEER E 3 VP Queue £ $HF] Preview #2451 , TN LW HMERESH FTREZS W E
MARNR. T EREMNSEBT.

(20) &5 Properties(JE M)LK 4 Object ID ¥R B4 1, W& 5-34 Firx,

(21) B Preferences(ZH)ET .15 Size ZH L EH 0.5. AXSH LB WE 5-35 iR,

(22) ET B8 & #%45H,5% 5 Add Image Filter Event 315 4E . 21 & 5-36 fff 7~ , MR IR 3%
Lens Effects Highlight(§& L4530 5 58) .

(23) 7£ Add Image Filter Event 31 4E #1887 Setup %51 , 7F 3% H 49 Lens Effects Highlight J&
FIR B XV AE £ Properties L T, ¥ Object ID S#% & 4 2, & 5-37 AR,
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5-34 &% & Object ID %1

E5-35 REFRIBHUARESH
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& 5-36 ¥ Lens Effects Highlight 4%

5-37 & B Object ID &%
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(24) B Preferences £ I, 4% Size ZH IR EH 3.5, HES KR B WK 5-38 A7x.

5-38 & & Size B

(25) BETAARE %40, 78 A Execute Video Post(HL1T R4 & A M IEHE PR B
B S WA 5-39 AR,

(26) T T E&FREE %4, 4 Add Image Filter Event X & 4E . 40 & 5-40 fr7~ , M AP IE %
Lens Effects Glow,

(27) 7£ Add Image Filter Event X1 4E FH 2 d7 Setup 3% 51, 7£ 58 H 9 Lens Effects Glow & 551%
B XHIEAE P 2 & Properties £ U1 . % Effects IDGE R ID)SHIZBH 4, & 5-41 iR,

(28) B Preferences K, 15 Size Z2H X E X 0.8, HESH R EWE 542 Fix,

(29) B InfernoCA M) EINR 1, S 5% & 0 &l 5-43 fAT7x,

FBERIAL. WA R RNE 5-44 Fros.

(30) ETEMP e+ 240,33 ¥ Add Image Filter Event 3315 4E , M 1 1% #% Lens Effects

Flare,
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5-39 REBEEFHTHNSE
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5-40 S Lens Effects Glow 3 8

K 5-41 1& & Effects ID %
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& 5-42 & Size B

E 5-43 1% & Inferno &41
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5-44  PIME B R IR

(31) £ Add Image Filter Event X315 #E 1 88 5 OK #24 , T JF Lens Effects Flare 1% & X /& 1E ,
7 Lens Flare Properties f1 % 7 Node Sources %%, 7 3% H A9 Select Flare Objects Xf IH4E #1 , 1E
EhsRih T ReEEN AR . IE 5-45 7R,

B 545 EENFRSEEAEZLE
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(32) #£ Lens Effects Flare 315 4E 1 & 7 Preview 1 VP Queue %51 . E B U R B R,
W A RIS E0% B Q& 5-46 s,

E 5-46 BHENRSH

(33) B Streak(£80D %I+, S H A B WK 5-47 Fix.

E 5-47 BEBEEUSHE
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(34) LT E#&mEE  $%24.3% 4 Add Image Filter Event X 1H54E , M F13% £ Lens Effects Flare.

(35) £ Add Image Filter Event XJ 75 4E 1 5 7 OK #2%H.¥T FF Lens Effects Flare 1% & XJ 15 4E
7 Lens Flare Properties 7 % 7 Node Sources %41 ,

(36) fE5% H Y Select Flare Objects XF1H4E A1, ik F = F I Z S AT 1B A LKL IR , N & 5-48
A

5-48 MEFERILIR

(37) 7f Lens Effects Flare Xt 15 4E 1 2 o5 Preview 1 VP Queue 3% 40, B & Y11 B I R,
IR RIS E0% B & 5-49 s,

B 5-49 AP AKX RSH
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(38) H#i Streak LI, 2 HA B WK 5-50 Fix.

5-50 REELSH

(39) B T EHMARY R4, 7558 B Execute Video Post XIEAE R iR BB L H H NS K,
EENHEMERAREBELE R, NE 551 A,

E 551 BHEREMR
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(40) AU EMmER TAS P B L %4, £ H A Add Image Output Event 3J 15 1E
W, B Files(SUH) 1251 . 8 B B G H  19 2 FRF1ES 12 . 0 &l 5-52 Fios.

B 5-52 wEEGHDHNER

3] /R

5-1 HHAENFERFINTNIRFEENEMERTETW?

5-2 Execute Video Post %1 i&H4E 5 Render Scene X iEMEARML. ENHE LB ESHEBES
#HE XE?

5-3 7E Video Post XJ & 1E H £ & HRLE W 47 & AR AF 3807

5-4 WMAANBEHEFANRIEEHFBEE? FBEREBRL I
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