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Class Summary

In this class you will explore the essential tools and workflow
necessary to produce a photorealistic rendering from a 3D
AutoCAD® model.

AU Autodesk University



Learning Objectives

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

= Create & save a 3D perspective view
= [[luminate a scene using both natural & artificial light

= Navigate the Materials Browser to search / select / apply materials
= Customize stock materials or create your own

= Control how materials are mapped to objects
= Create high resolution images of a 3D model
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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

AU Autodesk University



My Approach for this Session...
| will be focusing on the “need to know” tools for creating renderings

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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When finished, the Document Materials area of the Browser will look similar to this...

The next thing we need to do is assign these materials
to objects in the drawing. There are essentially two
ways fo do this. The first method we'll use is drag and
drop.

Step 4. Click hold and drag the Beechwood
material from the Browser and release it over the
floor.

Step 5. Drag and drop the Sand material from the
Browser and release it over the wall.
Note how easy itis to apply materials to the
components in a model.

Beeney Chotin  Cle.ght

=
Step 6. Use the same drag and drop technique to apply the Glass material to each window pane.

As you can see, the drag and drop method works nicely, but it could be tedious if you are working with
several small parts. Next we'll look at how to assign a material to ALL objects on a specific layer. We'll
use the "Attach by Layer” tool fo do this.

Step 7. In the Ribbon, expand the Materials panel (click the small triangie) and select “Attach by
Layer".

This will open the Material Attachment Options dialog box as displayed below.

B Using this tool, simply drag
B Materiz| Attachment Opticns {3 | and drop a material from the
left, and place it on the layer of

your choice
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Step 9. Render the drawing — The result will look similar to the example on the next page...

Bringing Your Ideas to Life: Creating

As you can see, materials make a big difference
in the quality of a renderad image.

There is one more thing we should da before
Wwrapping up this exercise. Notice that the walls
have an overly “glossy” appearance. To tone
this down we need to make a simple adjustment
to the Sand material.

Step 10. In the Materials

Browser, click the “Edit” button

on the Sand material to open it

in the Materials Editor.

(Note: Double-ciicking a material will aiso open the Materials Editor.)

Since this material represents wall paint, the seftings are associaled
with real world wall paint properties.

Step 11. Assign a Flat/Matte finish to the paint, and lighten it's
color alittle by changing it to 178,101,46.

Close the Materials Editor when finished and render the drawing a
final ime:

Feel free to keep going! Try new
materials or colors. Play with the
angle of the sunlight. See if you can
create a more interesting view.

After completing this exercise, you can

« Navigate the Matenials Browser to select photorealistic matenals
«  Apply matenials to model components
«  Customize basic material properties




Using the Sun & Sky to llluminate a Scene
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Sun at 12:00 pm Sun at 5:00 pm

In this lesson we learned how to:

 Create & Save a 3D perspective view
» Add sunlight to a rendering
» Customize settings related to the Sun & Sky

© 2012 Autodesk
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Selecting & Applying Photorealistic Materials
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Before materials After materials

In this lesson we learned how to:

» Navigate the Materials Browser to select photorealistic materials
» Apply materials to model components
» Customize basic material properties
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Using Artificial Lighting to llluminate a Scene
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Default lighting Photometric lighting

In this lesson we learned how to:

* llluminate a drawing using point lights
 Create soft cast shadows
 Select & edit light sources using the Light List dialog box

© 2012 Autodesk
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Customizing Materials to Improve Appearance
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Default material settings Customized material settings

In this lesson we learned how to:

« Customize material properties
» Create new materials from scratch
« Utilize a background to add interest to glossy materials

© 2012 Autodesk
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Mapping Materials to Planar Faces
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Default planar mapping Corrected planar mapping

In this lesson we learned how to:

» Create materials using images
» Apply materials to specific faces using the CTRL key
 Adjust planar mapping using the MATERIALMAP tool

© 2012 Autodesk
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Mapping Materials Cylindrically

AU Autodesk University



Default cylindrical mapping Corrected cylindrical mapping

In this lesson we learned how to:

» Properly scale cylindrically mapped materials (Width = 1)
» Control materials applied to rotated cylinders
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Strategically Placing Materials Using IMPRINT
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Original After using IMPRINT

In this lesson we learned how to:

 Create custom faces using IMPRINT
 Adjust the resolution of a rendered image
» Save rendered images to disk
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Learning Objectives

After finishing this class you can:

= Create & save a 3D perspective view

= [lluminate a scene using both natural & artificial light

= Navigate the Materials Browser to search / select / apply materials
= Customize stock materials or create your own

= Control how materials are mapped to objects

= Create high resolution images of a 3D model
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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/AC1603JB
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