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ABSTRACT

The final stage of the 3D work is rendering. After all, all 3D works are looking at via this rendered result,
so the importance of the Rendering cannot be overstated. Because this is the final stage of 3D work, it requires
a lot of theoretical and functional training in rendering control. However, However, it is difficult to invest as
much time in college education in a limited period. This paper will compare and analyze the characteristics,
and merits and demerits of these various kinds of Renderer (MARI, QUIXEL, Substace designer), and showed
the result of analyses about the fact that educating which of the above 4 Renderers are helpful and beneficial
for the students for the efficient education in the university where should teach much in the limited time
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2.1 V-Ray RENDERER
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