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Render Options 
in Autodesk®  

3D Studio Max® 

Revit-to-
Radiance 

translation 
workflows 

The Art of 
Analysis 



Location and Time 
Perception and Use 

Distribution 

Contrast 

Wavelength and Source 

http://www.physicalgeography.net/fundamentals/6i.html
http://www.physicalgeography.net/fundamentals/6i.html
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.polyphasicsociety.com/polyphasic-sleep/adaptation/night-lighting/
http://www.jimonlight.com/2009/11/1
http://www.jimonlight.com/2009/11/1


http://www.wimp.com/baseballsmade/
http://www.wimp.com/baseballsmade/
http://www.wimp.com/baseballsmade/
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http://www.leeduser.com/credit/NC-2009/IEQc8.1
http://www.leeduser.com/credit/NC-2009/IEQc8.1
http://www.leeduser.com/credit/NC-2009/IEQc8.1
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Reflectance (RGB0-255)=  

 (0.2126 Red +  

 0.7152 Green +  

 0.0722 Blue) / 255  

Reflectance (RGB0-255)=  

 RGB / 255 



Reflectance (RGB0-255)=  

 (0.2126 Red +  

 0.7152 Green +  

 0.0722 Blue) / 255  

Reflectance (RGB0-255)=  

 (0.2126 * 172 +  

 0.7152 * 115 +  

 0.0722 * 137) / 255 

Reflectance (RGB0-255)=  

 50% 



Reflectance (RGB0-255)=  

 50% 















RGB (0-255) = 255 * 

sqrt(10^((log(T/F^p))/(p*d/100)))  

RGB (0-255) = 



RGB (0-255) = 























http://help.autodesk.com/cloudhelp/ENU/BPA-PerformanceStudies/files/GUID-AED242A1-6658-44AE-A7F7-00FFAEEC5ECC.htm 
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http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.pixar.com/library/Adjoints/paper.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
http://www.graphics.cornell.edu/~bjw/mdlc.pdf
http://www.graphics.cornell.edu/~bjw/mdlc.pdf
http://www.graphics.cornell.edu/~bjw/mdlc.pdf
http://graphics.cg.uni-saarland.de/fileadmin/cguds/papers/2010/georgiev_eg2010/georgiev_eg2010.pdf
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http://autodesk.typepad.com/bpa/
http://autodesk.typepad.com/bpa/
http://www.autodesk.com/products/lighting-analysis-revit
http://www.autodesk.com/products/lighting-analysis-revit
http://www.autodesk.com/products/lighting-analysis-revit
http://www.autodesk.com/products/lighting-analysis-revit
http://www.autodesk.com/products/lighting-analysis-revit
http://dynamobim.org/
http://dynamobim.org/
https://beta.autodesk.com/callout/?callid=A85F5FB11247411E985ED97605743273
https://beta.autodesk.com/callout/?callid=A85F5FB11247411E985ED97605743273
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Session Feedback 

 Via the Survey Stations, email or mobile device 

 AU 2015 passes given out each day! 

 Best to do it right after the session 

 Instructors see results in real-time 



http://www.autodesk.com/creativecommons

