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This page provides information on the render settings available after setting Corona as the active renderer.OverviewlIn order to access the Corona render settings, you must first set Corona as the active renderer:Open the 3ds Max Render SetupwindowSelectCoronaas theRenderer Once Corona is selected as the active renderer it displays all its
render settings in the 3ds MaxRender Setupwindow. In addition to the native 3ds MaxCommonandRender Elementstabs, Corona offers its own dedicated tabs: For better value and a smoother workflow, Corona and Vantage are now available as part of a new Chaos product suitethe ArchViz Collection. It comes with additional visualization tools and
capabilities, such as realistic crowds and vehicle and liquid simulation, to further enhance your workflow. The ArchViz Collection: Corona edition comes with: Chaos Corona, Vantage, Anima, Cosmos, Scans, Phoenix, and Player.Learn more about the new Archviz Collection for Corona. Al-enhanced imagesAl image enhancement has arrived in Corona
13, making it easier than ever to polish your renders. Just upload your image to the cloud, and with one click, the Chaos AI Enhancer will instantly improve the appearance of people and vegetation assets in your scene. June 13th, 2025 | Version: Chaos Corona 13 | Plugin: 3ds MaxRender engineBiased and Unbiased solutionPath Tracing: unbiased
solutionUHD and 4K (experimental) cache: two options for faster biased cached solution for interiorsDenoisingReduces the number of passes needed to get a noise-free image, with render time reductions of 50 to 70%Easy to use and fast to renderCorona High Qualitydenoiser, best quality, recommended for final rendersNVIDIA AI GPU-
baseddenoising can be used for final renders at the user discretion (requires a compatible NVIDIA GPU)Intel Al denoisingcan be used for final renders. CPU-only, and works with any CPU (not just Intel)Interactive amount adjustmentCheckbox to enable/disable the result in the VFBFast Caustics SolverEasy to use, and fast to renderIncludes caustics
from reflection, refraction, and dispersion (splitting light into separate colors)Enable or disable caustics being visible through volumesAdjust surface and volume caustic intensities independentlyEnable or disable for specific light sourcesWorks with LightMixSeparate render element available for compositing caustics in post processing for even
greater controlWorks correctly with motion blurInclude/Exclude list for control over which objects receive causticsAdaptive Image SamplingBalances out the rendering calculations over the image to focus more processing power on tricky areasHigh Quality Image filtering, gives a more natural and ess CGI look to noise, making it less noticeable to the
eyeAl Image Upscaling for faster test renders, particularly useful for draft animations; renders to one half of the image size and upscales (requires a compatible NVIDIA GPU)Progressive renderingMax Sample Intensity (MSI): automatically removes fireflies - accuracy/render speed tradeoffProudly CPU basedFirefly Removal, via the Simple or
Accurate Firefly Filter, used for reducing or removing persistent fireflies in the image, with Accurate mode being better at preserving genuine specular highlightsInteractive lightmixAdjust color and intensity of lights, during and after renderingSingle-click set up (by instances, groups, individual lights, or layers, with memory requirements
reported)Supports multiple suns and multiple environments for different times of day from one render (see Corona Sky and Corona Sun in the Lights section)Manual set up if requiredControlled from the VFBResults can be pushed to the sceneCan be used for anything from subtle adjustments, to turning day into night, without re-renderingCreate
multiple Lightmix render elements to save your different set ups all in the same scene and/or CXREach light select pass can be denoised independently (this can be enabled during automatic setup)LightMix result can be saved to a CXR file and then adjusted in the Corona Image Editor, or saved for compositing in other post-processing softwareLights
can be selected in the scene from the LightMix tabInteractive rendering100% the same render engineas for the final frameAll final frame rendering features supported, including Interactive LightMix, post-production effects such as bloom & glare, LUTs, etc.NVIDIA AI GPU-based denoising, for denoising during Interactive Rendering (requires a
compatible NVIDIA GPU)AI Image Upscaling for faster redraw of Interactive Rendering; renders to one half of the image size and upscales (requires a compatible NVIDIA GPU)Pick objects directlyin the docked viewportSet DOF focus point directlyin the docked viewport (for Corona Cameras)Image upscaling factorto allow rendering to a smaller
resolution and upscaling (ideal for HighDPI displays)While zooming-in in the IR, rendering is focused on visible area onlySubsampling lowers initial resolution at the beginning of rendering, for virtually real-time performanceBlue Noise Dithering to give visually pleasing results in the first few passes, for quick assessment of a scene when using
Interactive RenderingResults shown in 3ds Max viewport or Corona VFBChaos Vantage (sold separately)Standalone application providing real time ray tracing on the GPUSupports many Corona materials, lights, etc.Render animations created in 3ds Max using Vantage via the Live LinkLets you take advantage of faster GPU rendering for drafts, or
even for finals where that fits the needs of the projectSupports any animation that can be created in 3ds Max by any tools or pluginsLive LinkUse as an alternative to Interactive Rendering in order to explore your scene from within 3ds Max, find good camera angles, modify lighting, adjust materials, layout a scene, etc.One-click solution to open your
scene in Vantage from 3ds MaxChanges in 3ds Max are automatically sent over to VantageExport your sceneUse for a full 3D walkthrough of the scene to explore it in detailBuild animations in Vantage itself for quick test rendersSend the scene to other Vantage users for them to view without them requiring 3ds Max or CoronaChaos CosmosInstant
contentfor your scenes, includingModelsMaterialsHDRI SkiesScatter presetsDecal presetsPattern presetsAccessible directly within 3ds Max or Cinema 4DContent is categorized and easily searchableMark your favorites to find them quickly in other projectsDrag and drop anything you have downloaded into your 3D applicationContent loads as Corona
Proxies, with fully editable Corona MaterialsOn-demand downloads, only download what you need when you need itNew content added between Corona releasesChaos Scatterldeal for adding grass, trees, rocks, traffic or parked cars, crowds or pedestrians, etc. to your scenesCan be used to scatter DecalsControl the distribution of hundreds,
thousands, or millions of objectsScatter on geometry, in a volume, or along splinesDistribute randomly, or in patternsClusters allows objects or groups of objects to be placed in clusters or clumps, with three alternate modes:Generate mode uses procedural noise to create the clusters, with control over Roughness, Edge Blend, and Diversity to control
how sharp or diffuse the clusters areMap mode lets you use a color map to define the areas where the objects should be groupedPaint with instances lets you create and paint layers which define the areas where the objects should be groupedLimit distribution based on the steepness of a slope, e.g. prevent trees growing on cliffs etc.Limit distribution
based on altitude, e.g to create a treelineUse spline include/excludes with controllable near and far parameters, e.g. to carve a path through trees, or limit flowers to a flowerbedEdge Trimming to control and tidy the edging of scattersAssociated texture map that colors scattered objects based on the colors of the object they are scattered on ideal for
created patterned rugs, variations in color on a lawn, etc.Camera Clipping to limit scattering to within the camera field of viewSet scattered objects to look at a particular targetExtend view parameter allows expanding the camera view culling to allow correct shadows or reflections from instances outside of the field of viewEdit or even delete
individual instances after scatteringUse the Instance Brush to paint instances in or out of the Scatter resultRandom translation/rotation/scaling of instances, with optional discrete stepped valuesOptionally avoids objects intersections, with tweakable interbject spacingSupports aligning instances to local normalControl density and scale by maps,
including preset distribution mapsDifferent modes for using maps to control scatter scale, including RGB mode to define x, y, and z scaling independently in one mapSeveral display modes and limits, to keep viewports responsivelncluded Lister plugin to easily access and control all scatters in a sceneFully replaces the older Corona ScatterPosition
Distribution allows scattering the instances based on a patternChaos Cloud for CollaborationShare draft or final deliverables with your clients - removes the need to use dropbox, ftp, email communication with your clients for change requests, etc.Send to Chaos Cloud directly from within the VFBCall out particular information with Highlights non-
destructively on an imageReceive comments from and have a conversation with your clients on change requests etc., with non-destructive markup on an imageVirtual ToursAutomatic recognition of when an image is a panorama (aspect ratio of 2:1)Automatically generate hotspots for navigating through the Virtual TourOptionally, set up manual
hotspotsAppearance and interactivity of hotspots can be controlled, for example a choice of hotspot icons, hotspot titles (if any), and whether the title is always shown or only on hover-over, etc.Share the result with your clientYour client can then share with their target audience, e.g. via embedding on their websiteOrganize your work by project, and
manage access and sharing for each separatelyDeliverables can have versioning, to track the history of requests and changesOptional manual upload of deliverablesManaged within a web browser environmentMaterialsCorona DecalEasily add surface details or imperfections, which can include displacementIndependently choose which channels
(Diffuse, Displacement, Metalness, etc.) are affected by a Corona DecalControl scaling, positioning, and rotation using a 3D object in the viewport no need to fiddle with complex UV mapping and placementStack Decals on top of each other, intuitively controlled by positioning in the 3D spaceDecals apply to all objects they overlap, with an
include/exclude list for fine controlCan take a mask from the input material, or a dedicated MapOption to replace base displacement and base bumpit to Bitmap and it to assigned mtl to get correct aspect ratio for the Decal objectax angle limit lets you avoid the decal being applied to backfaces, etc.ax angle blur softens the transition from the ax angle
limit controlOption to display the material as a preview in the 3D viewportCan be curved in width and height independentlyEasily bend labels around curved objects like bottles and spherical items without distortions.Toon MaterialGives your renders a stylized lookUse to keep the focus on layout and design without getting locked into specific
photoreal materials, or for an artistic effectCreates banding / posterization in the Diffuse and Specular lightingAdjust the ramps used to posterize the Diffuse and Specular resultsLight color replacement lets you modify the color of all lights falling on the material, using a variety of modes (Overwrite, Add, Multiply, etc.)Includes controls for
Displacement, Anisotropy, Opacity, Refraction, and Ambient colorCan be used in the regular Global Material Override like any other material, to apply to the whole scene at onceCombine with the Outline Material for an even stronger artoon-like effectOutline MaterialDraw outlines around objectsUsed to highlight particular objects, give an llustrated
look, enhance the Toon Material, or for artistic effectsUnlike the CoronaWire texmap, the Outline material does not highlight internal edgesAdjust Line Width, Color, and Opacity, including being able to map them via bitmaps or proceduralsindividually choose whether Exposure, Tone Mapping, and LUTs affect the Outline or notNew Global Outline
Override to apply the effect to the entire scene at once (with Include / Exclude functionality to add or remove specific objects from being affected)Corona Slicer MaterialUsed to cut away sections of geometry at render timeCut with any shape that has the Slicer material appliedCuts through all objects overlapped by the slicer, customizable via
exclude/include listsOption to cap resulting exposed surfacesCaps can have their own material, or take the material from the object being slicedCan preserve interior lighting of a house with cutaway by combining with the RaySwitch MaterialCoronaPhysicalMtlDefault material since Corona 7Base Layer for diffuse, roughness, reflection, bump, and
translucency controlsBase layer uses Oren-Nayar shading modelClearcoatLayer for adding a layer of varnish, lacquer, etc., featuring separate bump from the Base LayerSheenfor creating realistic fabricsThin Film simulates the effect of thin film interference, such as the colors seen on soap bubbles or oil slicksChoice of Roughness or
Glossinessworkflow, both per-material and as scene defaultChoice of IOR or Disney Specularworkflow, both per-material and as scene defaultMetalnessworkflow, where Metalness can be mappedMetals can be controlled by simpleEdge Color, or byComplex IORUI interactively enables or disables parameters based on whether a material is Metal or
Non-Metal35 presetsbuilt-in to the material, as starting points, or to everse engineer to learn in creating your own materialsRefraction, including dispersion, caustics, and thin absorption (for Thin Mode)Anisotropy correctly affects both Refractions and Reflection (both correctly affect caustics)Thin mode for glass correctly blurs reflections and
refractionsOpacityAdaptive displacement with low memory requirementsVector displacementSSS mode for wax, marble, and other materials that do not use Thin Mode or full RefractionVolumetric scattering and absorption mode for fog, mist, and for colored glass, liquids and other materials that use Refraction without Thin ModeSelf-
illuminationAdjustable PBR reflection tailCoronal.egacyMtlUses Lambertian shading modellLegacy material, to preserve identical results from scenes created in earlier versions of Chaos CoronaCoronaSkinMtlDedicated material for skinThree independent Subsurface Scattering layersTwo independent Reflection layersCoronaHairMtlDedicated
material for hair and furColored and Colorless reflection layersColor controls via melanin amounts, or directlyAdjustable random GlintsCoronal.ayeredMtlSimilar to 3ds Max Blend materialCombinesmultiple materialsinstead of just twolndividual layers can be toggled on/offDisplacement from the individual materials can be combined via blend or
additive modes, or taken only from the base layerCoronaSelectMtlStore multiple materials for one object, and select between them via radio buttonsRadio buttons can be keyframed, and accessed via MAXScriptCoronaLightMtlldentical performance to CoronaLightVarious non-physical settingsTextured emission (useful for
backplates)CoronaRaySwitchMtlUses different material for different ray types: direct, GI, reflections, refractionsCoronaShadowCatcherMtlCustom backplate texturesScreen, spherical, or no projectionSupports glossy surfacesBump mappingLights work additively (illuminators) or subtractivelyCoronaVolumeMtlSimplified material for volumetric
scattering and absorptionnside Mode allows for true 3D volumetric materialsDrag and drop bitmaps from Windows Explorer directly into Corona material slots3ds Max materialsStandardBlend (including nested blend materials)Multi/Sub-ObjectXRefShellDouble SidedTop/BottomDirectX ShaderSupport for 3ds Max physical
materialTexmapsCoronaSkyCoronaTileMapCreate tiled walls, floors, and moreA variety of inbuilt tiling patternsSupports multiple inputs and outputs, so one TileMap can control color, glossiness, displacement, etc.Overall scaleTile color (which can be mapped)Gap thickness, and color (which can be mapped)Gap distortion for randomizationGap blur
to blend sharply or smoothly into the Tile colorAdjustable rounding of tile cornersCan be used as a map e.g. in a Layered MaterialCoronaCurvatureAdd wear-and-tear or dirt to an object, based on the curves of the surfaceldentify concave areas, convex areas, or both at onceRay directionality to control how ocused the effect isDistance to control how
far the effect extendsColor spread to control smoothness of blending between colorsCoronaAOAmbient occlusion shaderSupports texturesIncludes/ExcludesAdditional controls: spread, directionality, inverted mode, etc.CoronaDistanceGradient based on distance to other objectsSupports texturesList of objects to calculate distance fromCan be used in
Chaos Scatter density map to control placement of objectsWide range of other creative uses, e.g. ripples on water around objects, controlling light intensity and color, etc.Supports all geometry including Corona Proxy, Chaos Scatter, and 3ds Max particle objects, as well as Cameras and other objectsWorks as an input to bump
mappingCoronaColorCorrectAdjust brightness, saturation etc. of a texture map (and still have it affected by VFB post-processing)Unique tone mapping capabilities (not present on other output nodes), including LUTs, gamma, curves, green-magenta tint, etc.Mode available so that one CoronaColorCorrect controls multiple other CoronaColorCorrects,
allowing you to apply the same adjustments to multiple maps and adjust those from one locationOptional multiple inputs and outputs, to apply the same color correction to multiple maps and connect to different materials or material channelsCoronaTonemapControlSpecify whether a texture map should be affected by VFB Exposure, Tone Mapping,
etc.CoronaMappingRandomizerApply random offset / rotation / scale to textures and maps by instance, material id, mesh element, etc., each of which can be enabled via checkbox to allow multiple randomization modes at onceOptions to allow randomization of seamless textures, e.g. to avoid visibly obvious tilingOptional multiple inputs and outputs,
to apply the same randomization to multiple maps and connect to different materials or material channelsOption to randomize by Tile from the CoronaTileMap (see CoronaTileMap earlier)CoronaMixAdvanced mix shaderTexture or color inputs, different blending modesWorks as an input to bump mappingCoronaRaySwitchSame as RaySwitch material,
but on texmap instead of material levelCoronaColorAllows to input single constant color using a color pickerHDR numerical values, Kelvin temperature, web hex inputCoronaTriplanarApply textures without explicit UV mapping, with no stretching or seams thanks to the built-in blendingOptional multiple inputs and outputs, to apply the same triplanar
mapping to multiple maps and connect to different materials or material channelsCoronaBitmapOut-of-core Textures (enabled by default) saves memory by automatically adjusting textures based on their placement in the sceneWorks similarly to 3ds Max bitmap, but faster (10-20%)Can load .tx files (via drag and drop into the oad File section of the Ul
in the Corona Bitmap)Spherical, Dome, Cross and Mirrorball modes for use as an EnvironmentRotation via degrees or U Offset (for environments)Asynchronous loading (start work on a scene without a wait for all textures and proxies to load)CoronaSelectStore multiple maps in a material, and select between them via radio buttonsRadio buttons can
be keyframed, and accessed via MAXScriptBatch load option to load multiple maps at onceCoronaMultiMapRandomly assigns colors/maps to instances, mesh elements, Tiles (from the CoronaTileMap, see earlier), or decals, each of which can be enabled via checkbox to allow multiple randomization modes at onceFrequency spinnersHue, Gamma and
Saturation randomizationFeatures advanced blending modesGlobal blur multiplier to affect all multimaps elementsSupports up to 25 inputs directly, with another 75 accessible via MAXScriptSupports multiple outputs. A new set of inputs will be created for each additional output (e.g. if you have 4 inputs to randomize between, each additional output
will have 4 additional inputs created for it). For example, this can let you apply a matching randomization between a set of Diffuse textures and a matching set of Glossiness textures, etc.Can be used with just one input, applying gamma and hue randomizationCoronaRoundEdgesRounded corners shaderWorks as an input to bump mapping and other
material slotsFast mode for faster rendering and no noise, with no parameters neededPrecise mode for blending across other objects / elements / materialsCoronaEdgeMapAdd weathering or staining to edges of objectsCreates a color gradient based on how far away a point is from a geometric edgePrimarily for objects with no thickness (paper,
leaves, etc.)CoronaNormalAutomatic detection of incorrect input gammaCoronaBumpConverterConverts RGB maps to be compatible with the Bump channel (e.g. 3ds Max native Marble, Wood, ColorCorrect, etc.)CoronaFrontBackShows different colors/texmaps on front/back sides of a materialCoronaWireWire shaderAllows to set edge/vertex size in
world or screen coordinatesFalloff between Base and Edges / Vertices colorCan be used as input to bump mappingCoronaUserPropertyAssign a numeric value to a node, for use with MAXScriptCoronaOutputLegacy only, used in scenes created before Chaos Corona 2. Replaced by CoronaColorCorrect and
CoronaToneMapControlLightsCoronaSkyProcedural Cloudsallow you to add, control, and animate clouds and airplane contrailsNew PRG Skymodel based on atmospheric dataerial Perspectivevia Volume EffectAltitude sets the height of the observerTurbidity controls whether sky is clear or overcastDensity controls the thickness / heaviness of the
cloudsClouds affected by the Sun Direct ColorArtistic control over Horizon BlurCan be linked to a Corona Sun, allowing different times of daySupports dawn/twilight with the Corona Sun as low as -12 degrees (approximately 24 sun diameters) below the horizonAllows changing of the ground colorAlso offers Hoek & Wilkie, Preetham et al., and Rawa-
fake sky modelsAlternatively can be set to use an HDRI, see Corona Bitmap for more informationMultiple skies are supported, and each one can be paired with specific Corona Suns, for use inLightMixCoronaSunStandalone object or part of 3ds Max daylight assemblyMultiple Suns are supported, and each one can be paired with specific Corona Skies,
for use inLightMixAllows non-physical properties (such as changing size, color, disabling visibility in reflections, etc.)CoronaLightShapes: sphere, rectangle, disk, cylinderIES profilesDirectionalityTextured emittersPhysical unitsColor (RGB input, Kelvin temperature, texmap)Non-physical settings: disabling shadows, includes/excludes, disabling
visibility in reflections, preventing black appearance for lights with directionalityCorona Light MaterialTurns any object into a lightNo render time differences compared to using a CoronalLight3ds Max native lightsEnvironmentDrag and drop any texture into the 3ds Max environment slot to illuminate your sceneNo dome object requiredAdaptive
Environment Sampler ensures fast and accurate sampling of HDRI and Sky environments, without the need for portalsImportance sampling speeds up renderingDirect/Reflect/Refract overridesGlobal material for volumetric effects such as fog (also see Volume Effect under Corona Sky for an erial perspective insteadAn optional, feature-rich
replacement for the 3ds Max native VFBNew VFB 2 for enhanced performance and controls (legacy VFB available as an option)Integrated tone mapping controlsFully customizable stack add, delete, and move all the parameters to create precisely the effect you wantPresets to provide a starting pointTone mapping stacks can be saved and loaded,
independent of other VFB controlsEach Corona Camera can have its own unique tone mapping stack and settings, which are displayed and controlled in the VFB without having to edit the Camera settingsIncluded parameters:Auto Adjustment - can be toggled on and off affecting the two settings below at onceExposure - can be toggled on and off,
baked to the scene, and allows additional manual Exposure adjustmentsWhite Balance - can be toggled on and off, baked to the scene, and allows additional manual White Balance adjustmentsBasicContrastGreen-Magenta TintLift Gamma GainPhotographic ExposureSaturationSimple ExposureTintVignetteWhite BalanceLegacy White BalanceCurve
ControlAdvanced Filmic MappingCurvesFilmic MappingTone CurveHighlight ControlReinhard Highlight CompressionFinal LookIntegrated Interactive LightMix, allows changing color and intensity of lights without re-rendering, including multiple LightMix layers for storing different lighting settings within the image (day, night, etc.)Integrated lens
effects offering a high degree of realism and creativity for bloom & glare effects affected by lens scratches, dirt, etc. Includes option to defer the calculation until render end, rather than recalculate as rendering happensSharpening/blurringSave and load post-processing configurations, and exchange those to and from the Corona Image Editor and
Corona CamerasSave and load LightMix configurations, and exchange those to and from the Corona Image EditorPick objects directlyin the VFBSet DOF focus point directlyin the VFB (for Corona Cameras)VFB History and Comparison, with ability to toggle between using the current post-processing, or the post-processing at the time of saving the
image to historyLoad or drag-and-drop images into the VFB historyA/B Compare images of different resolutions or aspect ratiosStatistics: render time, remaining time, performance, polycount, tooltip explanations, etc.Displaying/saving render elementsPixel color probe on right mouse buttonControls: start render/stop render, resume last render,
resume rendering from file, save/clone/copy image, etc.Optional stamp with scene info at the bottom of rendered imageCustomizable information in the title barInteractive and Multiple Render RegionsRender Regions scale with the VFB, are saved with the 3ds Max scene file, and can be globally disabled or enabledFuzzy render regionsZoom buttons
for use when accessing a machine remotelyAutomatic Exposure and White Balance (Auto Adjustments)Send an image to the Al Image Enhancer on Chaos Cloud, for refining of people and vegetationCorona Image EditorRuns outside of any 3D softwareAll the familiar controls from the Corona VFBAdjust lighting in the rendered image using the full
range of LightMix controls (on Corona EXRs)Apply Denoising (on Corona EXRs)Apply all the Corona post-processing options (on any EXR)Save and load post-processing configurations, and exchange those to and from the Corona VFB and Corona CamerasSave and load LightMix configurations, and exchange those to and from the Corona VFBBloom &
Glare virtual element which can be viewed or saved separatelySave to EXR, PNG, JPG and BMPGeometryCorona PatternTile geometry as easily as tiling a textureGreater realism than maps of opacity, displacement etc. and needs less memoryUse scene geometry (cube) to define the crop box, taking advantage of e.g. snappingCoronaProxyCross-
platform proxy format .cgeoFaster save/load/display of large scenesCompressed format to save disk spaceSupports animated meshesSupports loading of vrmesh proxies (mesh data only)CoronaVolumeGridAllows loading and rendering of OpenVDB filesUseful for importing simulations such as clouds, smoke, fire, liquids, etc.Post-processing
effectsControlled from render settings, Corona Camera, or VFBAII settings areadjustable during/after renderinglmageupdated in real timeBloom & GlareBoth controlled independentlyThresholdColor intensity & shift to adjust colorsGlare ray count, blurriness and rotationLens Effects for scratches, dirt, etc.Corona CameraDedicated Corona camera
offering all standard camera controls plus all Corona controls such as exposure, DOF, motion blur, LUTs etc.Shutter Curvefor flexible control of Motion BlurSet focus distance using a static or animated target objectPer-camera object includes / excludesEach camera can have its own override for the Global Volume MaterialControl whether Bloom &
Glare is shown in the default 3ds Max Alpha elementCamera can move through volumes (e.g. be half submerged in water, showing above and below the water at the same time, or fly through clouds, etc.)Customizable viewport appearanceSave and load post-processing configurations, and exchange those to and from the Corona VFB and Corona
Image EditorTone mapping parameters respond immediately in Interactive Rendering without restartsRender to fisheye, orthographic, perspective, spherical, cylindrical, or cubemap projectionsDOF supported for Fisheye rendersCamera effectsHigh quality (raytraced)depth of field and motion blureffectsPhotographic controls (optional): shutter speed
+ ISO + f-stopFisheyelens effectsBokeh shapeCircularN-gonal (bladed aperture)Custom imageCenter BiasVignettingAnisotropyMulti-segment (curved) motion blur3ds Max 2016 Physical Camera supportVirtual Reality CameraExposure and color mappingControlled from render settings, Corona Camera, or VFBAII settings areadjustable during/after
renderingIlmageupdated in real timeTwo exposure control modesPhotographic exposure: shutter speed + ISO + f-stopSimple exposure: single EV valueSee theCorona Virtual Frame Buffersection for a full list of controlsCorona Camera ModLegacyCamera object modifier for backwards compatibilityAllows setting Corona exposure/DOF/ motion
blur/bloom & glare/color mapping on any cameraRender elementsArbitrary number of render elementsOptional render elements anti-aliasingOptional render elements Denoising (where relevant)Beauty element, with independent Denoise amountAlpha elementBeauty composition elementsDirect, indirect, reflect, refract, translucency, emission,
caustics, volumetricsGeometry elementsGeometry normals, shading normals, primitive coordinates, UVW coordinates, world position, z-depth, Velocity render elementMasking elementsWire colorPrimitive/Material/Object IDCryptomatteOption to propagate masks through reflection, refraction, both, or noneCustom maskObject selectionMaterial G-
buffer IDObject G-buffer IDShading elementsAlbedo, individual direct/indirect BRDF components, raw components, source colors, shadows, caustics, Bloom & Glarelnformational elementsRenderStamp, SamplingFocusArbitrary texmap elementsAmbient occlusionWire shaderVertex colorsDistributed renderingSlaves can join or quit the render session
after it has startedAuto discovery of slaves on local networkAuto sending of assets to all machines (only if required)Pass, Time and Noise Level limits can be usedCan be enabled / disabled during renderingChaos Corona ToolbarProvides one-click access to many Chaos Corona functions, such as creating a Corona Camera from the current perspective
view, opening the VFB, opening the Material Library, creating Corona Proxies and Lights, etc.Object ReplacerReplace selected objects with other objects taken from a user-defined listPivot PlacerPlace pivot to a selected point on an object, or to the bounding box of multiple selected objectsTransform RandomizerRandomize the translation, rotation,
and/or scaling of the selected objectsScene CleanerRemove animation keys, layers, etc.Checkboxes give options on what features to clean upSelection RandomizerRandomly select only a certain percentage of objects from the current total selectionE.g randomly delete 40% of a large number of rocks to thin out a scene (where those rocks are fixed and
not controlled by a Scatter)Corona Unified ListerProvides access to and control over the major parameters of any Corona Lights, Light Materials, Suns, Proxies, Displacement Materials, Cameras, Decals, and Scatters in the sceneVRCorona Camera can render to spherical or cubemap format,supporting a wide range of VR appsEasy setup, with default
settings handling 99% of casesConventional stereo rendering (non-360)Bloom & Glare supported for spherical VR imagesAl Image Enhancer on Chaos Cloud, enhances people and vegetation and upscales an imageChaos Cosmos and Chaos Scatter includedChaos Phoenix compatibility (license also included with Corona Premium subscription)Chaos
Scans compatibility (license also included with Corona Premium subscription); Chaos Scans can be found in the Chaos Cosmos material libraryChaos Player license included with Corona Premium subscriptionChaos Anima 6 supported (license not included)Supported 3ds Max featuresMost texmapsIncluding Bitmap, Camera Map Per Pixel, Cellular,
Checker, ColorCorrection, Composite, Dent, Falloff, Gradient, Gradient Ramp, Marble, Mix, Noise, Output, Particle Age, Perlin Marble, RGB Multiply, RGB Tint, Smoke, Speckle, Splat, Stucco, Vertex Color, Waves, WoodSupport for 3ds Max Compound nodes3ds Max standard/photometric lightsIncluding soft shadows via CoronaShadows3ds Max
render switchesDisabling Displacement, Render Hidden Geometry, Renderable, Object Visibility, etc.XRef geometry/scenes2D Pan Zoom ModeRender to Texture (RTT) basic support; denoising RTT results is supportedColor Management options in 3ds MaxMISC2.5 D DisplacementThis method of calculating displacement saves significant memory and
parsing timesAsynchronous loadingCoronoBitmap and Proxies are now loaded in the background, allowing faster scene openingV-Ray compatibilitySupports assets from V-Ray 3.60 or newer (assets from older versions may work, but not guaranteed)Renders VRayMtl and VRayLight, even if V-Ray is not licensed or not installed, without running any
sort of conversionHair and Fur support3ds Max native Hair and FurEphere OrnatrixHairFarmHair rendering both as billboards or as full cylindrical geometryChaos Phoenix supportSupports Chaos Phoenix 3.10.00 or newer (3.10.03 required for compatibility with Interactive Rendering)Supports FoamLicense included with Corona Premium
subscriptionsCorona Displacement ModifierAllows setting per-object Subdivision QualityAdaptive displacement, with low memory requirementsAll displacement features and settings that are available in a CoronaMaterialAdvanced ender SelectedRender mask by an include list, object ID, or viewport selectionlmproved Color PickerCan be set to
replace default 3ds Max color pickerChoice between sRGB modes for ease of use with Photoshop and similar, or Linear modesPerceptually uniform color gradients in both modesColor selection by RGB, HSV, CMYK, or TemperatureChoice between 0-255, 0-1, or 0-100% for valuesAdjustable averaging of neighboring pixelsInverse color picker allows
setting of white balance in combination with the Color Tint parameter in the VFBError reporting with online helpError messages linked to dedicated support pages with more info and possible solutionsAutomatic selection of the offending objectAutomatic correction of certain errorsError message forwarding from render slaves in DRCorona
ConverterOne-click solution to convert materials, lights, and maps from other renderers, and from older versions of Chaos Coronalmproved material editor sceneMore representative previewsOverride material option(with excludes/includes; options to preserve displacement, light materials, glass materials, slicer materials, bump mapping, opacity,
portals, and unsupported materials; also works for multi/sub-object materials)Comprehensive support for file formatsCoronaBitmap supports Kodak Cineon, SGI file, RLA image file, Adobe PSD Reader, and DDS image file formats, as well as all the more common formats (JPG, PNG, etc.)CoronaVFB supports saving to the most common formats,
including .TIF with specified output color depth, alpha channel, etc.Save and resumeAbility to save VFB and resume rendering later (even on a different computer)Render only elementsComputes render elements in seconds without doing shadingAutosaveOptionally saving the VFB every few minutes and after rendering. Rendering can be resumed
from these backupsBundled LUTsOver 90 LUTs included with the installBundled IES profilesSample IES files includedUI supports HiDPI monitorsFumeFX support Explore over 3,100 ultra-realistic scanned materials in Cosmos, auto-generate virtual tours, and enjoy sharper, more natural-looking renders.Learn more >Grab a drink and get cozy.
Celebrate Corona's 10th birthday with us by looking back at its journey, from its humble student development roots to the go-to archviz renderer it is today, 20 releases later!Learn more >Live Link to Chaos Vantage is added, along with Cloud Collaboration, faster caustics, caustics visible in volumes, faster IR or test renders with image upscaling, and
more.Learn more >RenderingEasy photorealism.Chaos Corona delivers predictable, reliable, and physically plausible results with no compromise in quality. It offers both biased and unbiased rendering solutions, along with a 4K cache. Realistic lighting and materials are available right out of the box.Render images and animations significantly faster
with the new Corona to Vantage Live Link. Use Vantage to explore your scene in real time, using it as an IR while changing lighting, moving objects, or editing materials thanks to the speed of GPU rendering.Use LightMix to adjust the intensity and color of your lights in the frame buffer, as well as create, save, and load multiple lighting scenarios
from just one render.Enable the Fast Caustics Solver to easily add caustics to your scene. Reflective caustics are then calculated for all materials, with refractive caustics enabled per material as needed, plus you can enable caustics being visible through volumes.Save time by eliminating the need for third-party software to perform post-production
work on your renders, thanks to the wide range of post-processing tools available directly inside the Corona VFB. All of these tools can be adjusted before, during, or after rendering, and settings can be saved for instant reuse in any scene.Chaos Al Enhancer is now accessible within Corona, allowing you to easily improve the look of people and
vegetation without making unnecessary changes to the architecture, furniture, and other important aspects of your renders.Chaos Corona is great for animations as well as stills. Watch our 3-minute showreel showcasing just some of what our users have created using Corona.Targeted for specific markets, Corona offers the most streamlined and easy-
to-use Ul without clutter and unnecessary parameters. The default render settings of Corona are generally the best choice in most situations, so there is usually no need to change them.Chaos Corona is compatible with a wide range of third-party plugins, allowing you to continue using any tools already integrated into your workflow during both
Interactive Rendering and final rendering.With resumable rendering, you can pause your renders in the Virtual Frame Buffer (VFB) and resume them later, enabling a highly flexible workflow.Enable the Autosave function to save your rendering progress every few minutes in an .exr file. If your render or computer crashes, you'll have the latest
progress safely saved. leaf-animation studioThe UI has tooltips for most parameters, activated automatically when you hover over the controls. There is also an automatically generated online GUI manual you can consult when you do not have your DCC open.Render-ready assetsEverything you need to build your scene.Chaos Cosmos is an extensive
3D content library built for Corona. It offers a wide range of high-quality, ready-to-use 3D assets including furniture, people, vegetation, vehicles, and more. These assets are optimized for rendering and can be easily imported into scenes, saving artists significant time and effort in creating detailed and realistic environments.Chaos Scans is a library
of meticulously scanned materials derived from real-world samples, capturing their precise texture, reflectivity, and other physical properties. It offers an extensive collection of fabrics, metals, plastics, woods, and more, all of which can be easily integrated into 3D projects using Cosmos.Optimized workflowPowerful workflow tools to design
faster.With Chaos Scatter, you can easily place trees, grass, shrubs, and rocks in your scene. You can limit tree placement on steep slopes and carve out roadways using splines. Chaos Scatter offers a wide range of controls, allowing you to achieve the precise results youre looking for.Tile real geometry over a surface with the same ease as tiling a
texture. Corona Pattern provides far more realism than alpha, bump, and displacement maps, and it requires far less memory than those alternatives.Road markings, cracks in concrete, smudges, and dirt on glass these details add realism to your scene, and Corona Decal makes them easy to implement. Corona Decal is simple to set up, stackable, fully
supports displacement, and can affect specific channels and multiple objects.Corona Slicer is a material you can apply to any object, turning that object into a slicer that will cut away geometry non-destructively at render time. You can animate this slicer object, and it all works without the inconsistencies of any sort of boolean operations in the host
software.Easily find and control the most important settings for Lights, Displacement, Proxies, Cameras, and Scatters using Corona Lister and Scatter Lister.Ever started a render, then minimized 3ds Max to get at something else on your desktop, only to find you cant maximize Max again until the render is done? This is a thing of the past, as
rendering in Corona keeps the 3ds Max UI unblocked.MaterialsFull realism with industry-standard PBR materials.Corona Physical Material is a highly versatile and realistic material type, designed to simulate real-world materials accurately. It is user-friendly and supports advanced features like clear coat layers, sheen, and anisotropy, allowing you to
create a wide range of materials, from simple surfaces to complex, layered textures.Material previewing uses the same rendering engine as the final frame rendering. The default 3ds Max or Cinema 4D material preview scene is replaced with a custom, more representative Corona scene, so you get a genuine What You See Is What You Get material
editor.Chaos Corona's 2.5D Displacement lets you achieve detailed and accurate displacement while still optimizing parsing times and memory usage. You can control how displacement is handled when using a Layered Material, choosing between Blend All Layers (default), Only from base, or Add all layers.Users can choose between a simple, fast-
rendering volume effect in the Corona Sky to simulate atmospheric haze, or the full control of a volumetric material for more complex results.Easily create stunning bathrooms, kitchens, walls, and floors with procedural tiles thanks to Corona Tile Map. You can now use bitmaps or procedural maps to define the colors of the tiles and repeat,
randomize, or even tessellate an image onto the tiles, depending on your needs.Chaos Corona comes with many useful maps that you will soon find indispensable, such as Ambient Occlusion, Mapping randomization, Multimap, Triplanar mapping, Edge Map/Shader, and more.You can instantly convert your scene to the Corona Physical Material with
the click of a button, whether that is from other renderers such as V-Ray, or from older Corona materials like the Legacy Material.If you want a break from realism, you can create a stylized, non-photorealistic look, using Coronas new Toon and Outline materials. Cartoon-style renders can be helpful in the early stages of a project, when you dont yet
want to commit to specific materials, or serve as an artistic choice in the later stages.Lights & Illumination, EnvironmentComplete control of lighting.Chaos Corona offers several options for generating realistic procedural skies, using Sun and Sky objects/materials which are linked and work together, including the ability to have the sun below the
horizon to create realistic results for dawn and twilight results.Interactive LightMix in Corona lets you change light color and intensity during or after rendering with a single click. Configure scenes with multiple suns, procedural skies, and environment maps, and render different times of day and sun angles in one render.Corona handles scenes with
many lights without problems and with no penalty to render time, so that you dont have to worry about trying to optimize your scene.There are no sampling parameters that you would have to set by trial and error. Lights will always work as expected.Cameras & optical effectsExplore every angle.The Corona camera acts like a modern real-world
camera and can be controlled through simple Exposure stops, through to full shutter speed, f-stop, and other controls. These are completed with advanced controls for camera effects such as Motion Blur and Bloom & Glare.Lens Effects allow you to control the end result via lens scratches, dust, and peripheral grating, and the color of the effect can
be adjusted using the Color Intensity and Color Shift parameters, so you can be as realistic or as creative as you choose.Bloom and glare are effects that happen in real life due to the imperfections of camera lenses and sensors, so they often appear in real-life photos. Use them to increase the realism of your renders.Using a Corona Camera, you can
export images in Spherical or Cubemap format ready for viewing in a wide range of VR applications. Stereoscopic and panoramic images can be used in any VR software.EfficiencyEnjoy speed and interactivity.Use denoising to reduce the number of passes needed to get a noise-free image and save between 50 to 70% rendering time (as reported by
our users). Denoising removes fireflies (hot pixels) from an image, and can be used only in that mode if required. Irakli ShubashikeliOur fullyfeatured Interactive Rendering brings you similar advantages as exploring your scenes in real-time. You can change materials, lights, and create or adjust geometry as well as see your interactive render respond
almost immediately. It runs entirely on the CPU and is not limited by your graphics card.Combine Corona with Vantage to explore and render your scenes in real time via Live Link. Vantage allows for rapid testing of camera angles, lighting, and scene staging, then once you find the shot you want, you can switch back to Corona for the ultimate in
realism. Sergio PercoRendering with multiple computers is made simple by Corona. It has its own distributed rendering system which is compatible with 3ds Maxs and Cinema 4Ds native solutions.Render elements & moreCreative freedom and control.For adjusting images in video or image editing software, Corona offers many Render Elements (3ds
Max) and Multipasses (Cinema 4D), including Virtual Beauty, matte passes, separation of scene illumination, depth information, and more.Corona Cryptomatte is a render element that will help you easily create color mattes of a complex scene with hundreds of objects. It automatically generates the render channels stored in a multichannel OpenEXR
file which removes the hassle of creating dozens or hundreds of single masking elements.Creating masks in Chaos Corona is an easy process. You can create monochromatic as well as RGB masks simply by specifying Object ID, Material ID, or by directly picking objects in the scene. You can combine different selections as union or intersection.Chaos
EcosystemAll the tools you need for brilliant results. Arterra InteractiveVantage is a high-quality visualization environment enabling 3D artists to swiftly explore and showcase their work in a fully ray-traced setting. The integration between Corona and Vantage empowers users to flexibly choose between CPU and GPU rendering workflows.Chaos
Phoenix is an artist-friendly tool for creating all types of dynamic effects integrated with Corona for 3ds Max. Add drama and interest to your scenes with realistic simulations of fire, water, oceans, and more. Visual StateEach material in the Chaos Scans library is meticulously scanned to capture how it interacts with light so that you can drag-and-
drop it into your scene for 100% accuracy in both look and scale.Your frames just finished rendering. Now you want a fast and easy way to review your animation. Thats what Chaos Player is built for. Simply load your rendered sequence and hit play.Chaos Cloud is a cloud-based collaboration platform for streamlined communication, sharing, and
presentation of archviz projects. Collaborate during design reviews and generate immersive, interactive virtual tours - no third-party app needed.Anima is a powerful crowd and character animation tool (+ 3D/4D people assets library) designed to bring realistic human movement into architectural visualizations and urban planning. Supporting a
unique for the market, smart traffic system.
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