


Turnto
page’7o
forthe
tutorial!

: e ]j
- ‘.’

h =7
—

Artistinfo
> ¢

4

?ﬁtric Verstraete
Personal portfoliosite

www.vizcon.be

Country Belgium

Software used

3ds Max, V- Ray, Photoshop

% MAX « MAIA = MODO » BLENDER + JLEH 9&7
e
! -8

[
ATMOSPHERIC LIGHTING

i el

tric Verstraete's K house is
the fantastic structure
howcased on our cover this
ue. This ‘grand design’ is an
cellent example of what can
achieved by the many
:alented artists working in the
arch-vis industry. To brush up
on your own techniques, flick
to Patric's tutorial on page 70.













0 Interior lights
O i populating the
scene with many lights,
you need to take care with
how you organise them.
Using different names is
useful if you plan to have
dozens of light sources.
For this purpose | used
Light Lister for V-Ray
Advanced 1.50, developed
by 3DZver; this can be
found on www.scriptspot.
com. Most of the interior
lights in the scene are
photometric lights with
custom IES files.

Time to render
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using these maps, when you
render your final image, you
will skip the Irradiance and
Light cache process and go
straight to the render itself and,
so, cut down render times.
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1 ) IRR map settings | set the Min and Max

¥ rates to -3 and O, respectively; this makes for a
high-quality Irradiance map. If | were to render the final
image with these settings the application would crash,
but since | was rendering at a lower resolution just to
save the Irr and Light cache maps it wouldn't take more
than half an hour. After the Irr and Light cache maps
were calculated | went back to the render settings and
set the resolution to 2,800 x 2,432px.
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“177 Alittle light reading | also

& 1§ changed Single Frame to From File,
and chose the saved Irradiance (VRM) file
and the Light cache (VRL) file. | reduced
the Rate settings by 2 to give me a Min
rate of -5 and a Max rate of -2. More
information on how to calculate these
tricky settings can be found in VRay - The
Complete Guide by Francesco Legrenzi.
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“3 Render elements With V-Ray it's possible to save all render elements into a single
= OpenEXR file, which enables you to open one tidy file in Photoshop. All of the render

passes will be on separate layers, ready for you to edit independently.
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POStPl‘Odl.lCthﬂ In my opinion, this is where the 'magic’
happens. | have a set of adjustments that | apply to most

of my images during postprocessing. In Photoshop | first do

some corrections via the Selective Color, Exposure and Curves
adjustment layers. Then | start to play around with the render
passes, mostly blending with the Soft Light or Screen blend modes.
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