FREEMAN ;@
D

V-RAY FOR 3DS MAX USER INTERFACE OVERVIEW

This handout covers the V-Ray User Interface integration in 3ds Max.
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1. Inthe folder Section_01 (Lessons 1-3) open the scene 01_Ul.max and make sure that all assets are
present.
2. Open the Render Setup dialog

3. Go to the Common tab, open the Assign Renderer scroll out and set V-Ray Next, update 1.2 for
Production renderer:

3 Render Setup: Scanline Renderer  — >

Scanline Renderer
Quad 4 - Perspective
Render Elements Raytracer Advanced Lighting
Common Renderer

Common Parameters
Email Notifications
Scripts

Assign Renderer

Production: Scanline Renderer

Material Editor:

ActiveShade:  Scanline Renderer

Choose Renderer ? =

VUE File Renderer
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4. Examine the tabs of the Render Setup dialog. Note where the different V-Ray render settings are:

3 Render Setup: V-Ray Next, upd... —

Target:

«t, update 1.2
Quad 4 - Per:
GI

Authorization
About V-Ray
Frame buffer
Global switches
IPR options
Image sampler (Antialiasing)
Image filter
Progressive image sampler
Global DMC
Environment

Color mapping

Camera

¥ 3 Render Setup: V-Ray Next, upd... — *

xt, update 1.2

der Elements

* Global illumination

?

+ Enable GI

Primary ine

* Brute force GI

* Light cache
Subd

Sample

%

Mode  gingle frame

3 Render Setup: V-Ray Next, upd... —

t, update 1.2

* px Amount

+ Tight bounds

Division method

* Autoswitch to e
+ Use Embree
mp
Distributed rendering

Language ult

* Tiled texture options

* Proxy preview cache

X
w

| Render Setup: V-Ray Next, upd... — *

t, update
Quad 4 - Persp
der Elements

* Render Elements

¥ Display Elements

Enabled  Filter Type

ted Element Para
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5. Inthe V-Ray tab, open the Image sampler(Antialiasing) roll-out and toggle the
Default/Advanced/Expert button. Note that there are different options accessible for each mode:

+ Image sampler (Antialiasing)
Type

Progressive “

Render mask  Mone v

* Image sampler (Antialiasing)

T¥Pe  progressive v

Render mask  Mone v

Min shading rate & =

+ Image sampler (Antialiasing)
T¥Pe  Progressive i ?
Render mask  Mone v

Min shading rate & + v Divide shading subdivs

6. Examine the V-Ray Toolbar
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7. In the V-Ray Toolbar click on the V-Ray Sphere Light button and drag in the view port to create a

sphere light:

TH:
"I SR BET

8. Hit the Render Current Frame button and wait a few seconds for V-Ray to clear out the image:

%] V-Ray frame buffer - [100% of 640 x
olor

(2 ]E i

I v ® ® B B 0 nE@ o [av] [EH
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9. Open the V-Ray Light Lister by clicking its button in the V-Ray Tool Bar:

General Settings ® All Lights Selected Lights Sel

Multiplier ~ Color Temperature  Units
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11. Close the V-Ray Frame Buffer and the V-Ray Light Lister

12. Click the Render Current Frame button again to see the changes that were just made to the light.
13. Open the V-Ray Quick Settings window by clicking on its button in the V-Ray Toolbar and examine the
available options:

3 VRay QuickSettings [

Shading Quality: 0%

—— ]
'—

AA Quality: 0%

Settings

* Enable built-in frame buffer Render
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14. Click on the Last VFB button in the V-Ray Toolbar and examine the V-Ray Frame Buffer:

V-Ray frame buffer - [100% of 640 x 480]

+

@ U ? M

+

® @i® m M

® @ ® )

VRay WVRay VRay
+ Object Type + Object Type + Dbject Type

RayLightMete
tayAmbientlig Layst

+ Name and Color

+ Name and Color
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16. Open the Slate Material Editor

Material/lMap Browser

w Search by Name ...

- Materials
+ General
+ Scanline
- V-Ray
VRay2SidedMtl
rfaceMtl

VRayBumpMtl

¥, VRayCarPaintMtl

- VRayFast:
VRayFlakesmtl
VRayGLSLMt
VRayHairMtl

| VRayHairNextMtl

i vRayLightmtl
VRayMDLMt!

# yraymt]

VRayMtlWrapper
VRayOSLMtl
tayOverrideMt]
PluginModeMt
ointParticleMt!

17. In the Material/Map Browser examine the V-Ray Materials and V-Ray Maps:

MaterialiMap Browser

k4 rch h':p' Mame ...
+ Materials
- Maps

+ General

+ Scanline

+ Environment

tayBump2Normal
olor
or2Bump
ompTex
urvature
irt
istanceTex
layEdgesTex
layFakeFresnelTex
yGLSLTex
VRayHairInfo

VRayHDRI

MultiSubTex
‘NoiseTex
rMormalMap
VRayQCIO
VRay Q5L Tex
VRayParticleTex
VRayPluginNodeTex
VRayPtex

SamplerInfoTex

18. Right-click on one of the pencils and select V-Ray properties from the drop-down menu:
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V-Ray properties

19. Examine the options in the V-Ray object properties window:

3 V-Ray object properties M

Object properties

e default moblur samples |
Motion blur samples 2

Moblur duration

ity channel

Ignore in RT Engine

Y Default ~

20. Open the Environment and Effects window:
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Modifiers Animation Graph Editors

in e al@

4

Rendering " Crl View Scripting

Render

Render in the Cloud

Open Autodesk A360 Gallery
Render Setup... F10

Rendered Frame Window...

State Sets...

Camera Sequencer...
Scene Converter...
Lighting Analysis

Exposure Control...

Content

Environment... 8
Effects...

3 Envircnment and Effects
Environment E ts

* Common Parameters

* Atmosphere

Ambient:

Render To Texture.., 0
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21. In the Exposure Control rollout click on the drop down menu and note that there is a VRay Exposure
Control option available:

v Exposure Control

VRay Exposure Control

22. In the Atmosphere rollout click on the Add... button and note the V-Ray specific effects:

* Atmosphere
Effects:

MName: Merge

| 3 Add Atmospheric Effe

Fire Effect
Fog
Valume Fog

Yolume Light
VRayAerialPerspective
EnvironmentFog
phereFade
VRayToon




