V-Ray BANYO ALISTIRMASI

Multi-sub duvar malzemesi
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Reflect: Dokunun diizgiin atanmasi icin duvar geometrisinin

programa tanitilmasi gerekir. Bunun icin UVWMap
modifier'r kullanilir.
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Metal elemanlar (musluk, kulp ve havluluk)



Diffuse tam siyah : Bu sayede kendi rengi olmaz.
Etraftakilerin rengini yansitir
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Farkli malzemeler 15181 fazkli yansitir. Metallerle calisirken 151ma
(spec. highlight) i¢cin Ward segilir.

NOT: The BRDF is the "Bidirectional Reflectance Distribution
Function". It gives the reflectance of a target as a function of
illumination geometry and viewing geometry.

Ayna

Diffuse --> Tam siyah
Reflect --> Tam beyaz

Lavabo ve Tezgah (counter)

Diffuse --> Tam beyaz
Reflect -->
Fayans yiizey etkisi icin Freshnel Reflections
acilir.
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Refl. glossiness dgeri biraz diisiiriilerek 0.99 vs.

ayna lizerinde bugulasma saglanabilir.

Phong v Aniso' Refiection

Phong yansima arka kismi uzun olan
yansimadir.
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uzakta oldugu icin vermeye gerek yoktur.

Havlu
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Turuncu sar1 arasi bir renk segilir. Reflections degeri nesne kii¢iik ve

Tekstil dokusunu hissettirmek i¢in havlu modeli secilir ve

Diffuse Modifier olarak VrayDisplacementMode uygulanir. Burada

Texmap olarak towel_grey.jpg. Bu havlunun sgri tonlardaki
halidir. Koyu ve agikliklarina gore ylizey kalinliklar ve
hareketi olusturulur.



Dolap Kapagi (cabinet door)

Diffuse--> Tam siyah yapilir. Camin arkasindaki cisimler net gériinmeyecegi icin
kaplanmalarina gerek yoktur.

Reflection --> Tam beyaz
Refraction --> Tam beyaz
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Cam ve benzeri nesnelerde freshnel reflection kullanilir.

Parfiim sisesi (multi-sub object)
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yakin bir deger secilebilir.
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Isiklar:

Vray Sun

Vray Light (tepe)

Size
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Multiplier = 25,0

Vray Light (pencere)

Multiplier= 30,0
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ve Vray Light Material ile kaplandilar:

optimized for V-Ray
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Render ayarlar::



V-Ray:: Global switches

Geometry Materials
|| Displacement V7] Reflection/refraction
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Isik ve golge iliskisini rengi ¢cikararak anlamak icin Vray:Global Switches --> Over Ride mtl (standard)
secilebilir. Gri tonlarinda sonuc elde edilir.

Glossy Effect Glossy etkisi verilen malzemenin bu etkisini kaldirir ve bdylece rendering stiresi kisalir. Kaliteli
render icin acilir.

V-Ray:: Indirect ilumination (GI) al
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V-Ray:: Irradiance map Kaliteli renderda High yapilir.

Current preset: [yary jow - J

V-Ray:: Light cache Subdivs sayis1 1000 yapilir.

Calculation parameters

Subdivs: [200 &

V-Ray:: Image sampler (Antialiasing)

Adaptive DMC daha keskin ve gercekci kenarlar

{Rage sampie yaratir.

Type: ’M-‘IDM subdivision - ]




Kamera Ayarlari

Exposure Control - Camera Shutter Speed

Shutter speed

1/1000 1/500 1/250 |{1/126 1/60 | 1/30 1/15 1/8 1/4 %~ 1 2 4 8

Freeze action Hand hold Movement blurr - fripod needed

Vray Camera Shutter Speed = 50
This parameter determines the exposure time for the virtual camera (the effective length of time a camera's shutter is open) The longer
this time is (small Shutter speed value), the brighter the image would be. In reverese - if the exposure time is shorter (high Shutter

speed value), the image would get darker. This parameter also affects the motion blur effect, see Example 10.

Exposure is on, f-number is 8.0, ISO is 200, Vignetting is on, White balance is white.

Shutter speed is 60.0 Shutter speed is 30.0 Shutter speed is 125.0

Exposure Control - Film Speed

This parameter determines the sensitivity of the film and so the brightness of the image. If the film speed (ISO) is high (film is more
sensitive to the light), the image is brighter. Lower ISO values mean that the film is less sensitive and produces a darker image.

Exposure is on, Shutter Speed is 60.0, f-number is 8.0, Vignetting is on, White balance is white.
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ISO is 400 ISO is 800 ISO is 1600

Exposure Control - f-number (f-stop) default 8,0

Q0G

Large Aperture  Medium Aperture Small Aperture
fi2 118 f122

Focal ratio - F-Number, also known as a focal ratio, is the ratio of the diameter of the lens aperture to the length of the lens

This parameter controls the aperture size of the virtual camera. Lowering the f-number value increases the aperture size and so makes
the image brighter, since more light enters the camera. In reverse, increasing the f-number makes the image darker, as the aperture is
closed. This parameter also determines the amount of the DOF effect, see Example 9.

Exposure is on, Shutter speed is 60.0, ISO is 200, Vignetting is on, White balance is white.

f-number is 8.0 f-number is 6.0 f-number is 4.0



Banyodaki spot 1siklar diger 1s1klarin siddetlerinin yiiksek olmasi ve yliksek Shutter Speed degeri yiiziinden
goriinememektedir. Deneme:

Spot isiklar disindakileri kapat. Shutter Speed degerini 5 'e diisiir.

Tepe ve pencere 15181 siddet degerlerini 5 yaparak tekrar render et.



