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Class Summary

In this class, we will go beyond the basic rendering tools and
dive deeper into what AutoCAD 2013 has to offer.
Incorporating some of these advanced features can
significantly improve the quality of rendered images.
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Learning Objectives

At the end of this class, you will be able to:

= Create custom views using cameras & targets
= Place and edit targeted light sources

= Reinforce realism using bump maps

= Clip materials using cutout images

= Work more efficiently with large renderings

= Create an animated rendering
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Jeff Bartels

Background...

= Using AutoCAD professionally since Rel. 12

= Served 10 years as CAD manager

= AutoCAD instructor for nearly 15 years

= Produced 19 AutoCAD training titles for lynda.com
= AUGI member

= Sr. Application Engineer for Seiler Instrument & Mfg. YREQEem

|;’63 solutions.seilerinst.com

Providing Integrated Solutions since 1945
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My Approach for this Session...
| will be focusing on the “need to know” features of each tool.

We will be creating renderings for several small projects
= Skills learned can easily be applied to larger projects
= Each project will reference concepts from the prior one

This class will be presented using a “training” approach
= Discussing “how” & “why”
= Student will be able to put skills to work immediately
= Don’'t worry about taking notes!!
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Take Your AutoCAD® 2013 Renderings to the Next Level 013 Renderings to the Next Level 13 Renderings to the Next Level
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Creating Custom Views Using Cameras & Targets
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View trhcamera

In this lesson we learned how to:

* Position a virtual camera for the purpose of rendering a drawing
» Adjust camera properties using grips or the Properties Palette
 Assign a camera view to modelspace
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Placing and Editing Targeted Light Sources

AU Autodesk University



[llumination using targeted light only Final rendered image

In this lesson we learned how to:

* Create targeted illumination using a spotlight
 Adjust spotlight properties using grips or the Properties Palette
e Use LIGHTLIST feature to gain quick access to all lights in a drawing
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Reinforcing Realism using Bump Maps
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Rendered without bump maps Final rendered image

In this lesson we learned how to:

» Simulate texture by adding a bump map to a material
 Edit bump map intensity
 Link a bump map to other image maps assigned to a material
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Clipping Materials Using Cutouts
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Final rendered image
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In this lesson we learned how to:

* Clip a material using a cutout image
 Predictably add, and modify several images within a single material
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Working Efficiently with Large Renderings
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Original state Final rendered image

In this lesson we learned how to:

» Generate faster “test” renderings by lowering resolution and/or quality settings
* Render specific regions on screen
* Render drawings to the cloud
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Creating an Animated Rendering
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Still images taken from “fly through” animation
In this lesson we learned how to:

 Create an animated rendering using multiple techniques
« Save an animation such that it can be played back / shared with others.
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Learning Objectives

After completing this course, you can:

= Create custom views using cameras & targets
= Place and edit targeted light sources

= Reinforce realism using bump maps

= Clip materials using cutout images

= Work more efficiently with large renderings

= Create an animated rendering
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Contact Information...

Jeff Bartels — [bartels@realworldcad.com

Twitter - @JeffBartels
Blog — http://seillercadsupport.wordpress.com

Drawings used in this presentation...

http://tinyurl.com/AC1607JB
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