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Class Summary

- What I1s Arch-Viz?
- Revit vs. 3Ds Max
- Workflow

- Post Production
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Learning Objectives

At the end of this class, you will be able to:
« Link and open a Revit model in 3ds Max Design
« Create a photorealistic rendering In a short amount of time

« Generate render elements with the Render Pass System in 3ds Max
Design 2013

« Make modifications and add effects to the rendering with Autodesk
Composite 2013
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Importance of Architectural Visualization
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itectural Vizualisation

Importance of Arch

« Communication
« Inspiration

= Motivation
« Marketing
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Standard Render Settings

« Communication
« Inspiration
= Motivation
« Marketing
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Adding Drama

How to add drama to your images:
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What are the elements that

makes a good rendering? s

« Composition

» Story/ Scenario

« Environment/ Effects
 Lighting and Mood

Luxigon
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What are the elements that
makes a good rendering?

« Composition

« Story/ Scenario

« Environment/ Effects
 Lighting and Mood
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Mood Creation with Light
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Mood Creation with Light

Hugh Ferriss
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3D Render vs. Postprocessed Image
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Revit Architecture vs. 3ds Max Design
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Revit vs. 3ds Max

Advantages of Revit

« Modeling « Families

= Boolean
Operation

« Alignment
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Revit vs. 3ds Max

« Modeling « Families

= Boolean
Operation

« Alignment

« femporary
Dimensions
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Revit vs. 3ds Max

Advantages of 3ds Max

« Modeling « Nature
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Revit vs. 3ds Max

Advantages of 3ds Max

« Modeling « Nature
« Scatter
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Revit vs. 3ds Max

. = Families with
= Texturing Materials
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Substance
= Texturing Maps
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Substance
= Texturing Materials
« UVW Map
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Revit vs. 3ds Max

- « Sun & Sky
- presets
« Lighting
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Revit vs. 3ds Max

Advantages of Revit

= Modeling « Sun & Sky

« Texturing presets
- Lighting « Light families
with |ES data
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Nitrous
« Texturing Viewport
« Lighting

AU Autodesk Univers |ty © 2012 Autodesk



Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Nitrous

« Texturing Viewport

- Lighting = Environment
and Effects
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Exposure Control

" Reset to Default

Revit vs. 3ds Max T

Quality

Settings

Exposure Value:

Setting: [Medium

Output Settings

Resolution: @ Screen

Highlights:

) Printer

' - Few Render e

- Settings

. « Adjust e
- Rendering Exposure e

Background

Mid Tones:

Shadows:

Uncompressed image size: 855.6 KB Lighter

Lighting White Point:
Cooler Wamer

Saturation: h;
Grey Intense

8] I ‘ Cancel ‘ l Apply

Style: ‘Sky: Very Cloudy

Clear

Haze:

Adjust Exposure...

Save to Project...

Display

’ Show the rendering
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Render Time
« Texturing « Effects

= Lighting

« Rendering
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modeling « Render Time
« Texturing « Effects

= Lighting « Camera

- Rendering Correction
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Revit vs. 3ds Max

Advantages of 3ds Max

= Modelin  Render Time
= Texturin » Effects
= Lighting « Camera
- Rendering Correction
» Render
Elements
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Importing & linking files in 3ds Max
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DWG vs. FBX

 DWG

= Layers

= Curves &
Lines

AU Autodesk University

FBX

Lights
Materials
Cameras

> Export > FBX or DWG

CAD Formats

3
Creates DWG, DXF, DGN, or SAT files.

i = DWF/DWFx

Creates DWF or DWFx files.

1 Building Site

Exports an ADSK exchange file.

Family Types

Exports family types from the current

family to a text (.txt) file.

= gbXML
) Saves the project as a gbXML file.

© 2012 Autodesk



Linking Files

« Combine By Revit Material
« Combine By Revit Category
« Combine By Family Type

« As One Object

Do Not Combine Entities

AU Autodesk University

F® > Import > Link Revit

D@8®'ﬁ>'ﬁ=

Import files into 3ds Max
) e

[:{-j\) Reset E/}__j

=
U,

3

. Import

Import non-native file formats into 3ds
MBX.

Merge
Insert objects from external 3ds Max
files into the current scene,

Replace

tD Replace objects in the current 3ds Max

scene with objects from an external file.

Link Revit

S Insert a link to a RVT or FBX file into the

current scene,

Link FBX

» Insert alink to a FBEX file into the

current scene,

»,  Link AutoCAD
' * Insert a link to a DWG or DXF file into

() References »

the current scene,
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Linking Files

File Link Settings: Revit Files (RVT or FBX)

Attach @ Files | Presets Autodesk Revit - Combine By Revit Family Type

Named Presets:

| Autodesk Revit files (RVT or FBX) | . Combine Entities:
: . Modify...
Autodesk Revit - Combine By Revit Material Bop e =
| Autodesk Revit - Combine B_Z(Rewt Category I y Revit Family Type
: R _Evggw:’frf—?afs: ",?,‘“Ev“" g “w“”i - v'-:-;(..,,,.., T Copy. o
| AU LUUTON RNEVIL "E-.._......._...,a.... .::- N “L..L‘L..xh 4 420 | Ob]ECtS

Autodesk Revit - As One Object
Autodesk Revit - Do Not Combine Entities Rename...
Autodesk FBX files
Autodesk FBX (Generic) files Delete... v Lights
' AutoCAD Drawings :
DWG File Saved from AutoCAD v Daylight System
DWG File Exported from Revit [v Cameras
DWG File Saved from AutoCAD Architecture

IV Create Helper at Model Origin

Geometry
Curved Objects Detail:

i

| Auto-Smooth adjacent faces

Materials

IV Keep 3ds Max scene materials parameters on reload

IV Keep 3ds Max scene material assignments on reload
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Preparing the Scene
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Activating Nitrous Viewport

Realistic > Lights and Shadows > llluminate with scene lights + Shadow + Ambient Occlusion

[-j-]‘[Perspectlv'e] | Redlistic ] . ; f’
v Realistic e
Shaded -"_’f__’__,-
Consistent Colors & S e :
Edged Faces | ; Yot -
Facets ‘o 4,--’jfd"--’-
Hidden Line Py
Wireframe P s Yo, 2
Bounding Box . ' ‘
Clay i ¥ ¢
Stylized . 3 2
Lighting and Shadows Illuminate with Default Lights Y
Materials llluminate with Scene Lights
Vjenort Backatound Scene Lights Control
Canbigtue v Shadows
woemet vV Ambient Occlusion
YR
IF %
' :
| PR . P T G er g
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Environment

 mr Photographic
Exposure Control

AU Autodesk University

L Environment and Effects

Environment Effects

Common Parameters
Background:

Color: Environment Map:

vV Use Map

- Map #180 ( mr Physical Sky )

Global Lighting:

Exposure Control

mr Photographic Exposure Contrc ¥

<Nno exposure control>
Automatic Exposure Control
Linear Exposure Control

Logarlthmlc Exposure Control
F*W W’?ﬁ&_ :

Pseudo 'Color Exposure Control
VRay Exposure Control

Exposure
Preset: |(Select a preset)

@ Exposure Value (EV): [14,0 -

" Photographic Exposure:

Shutter Speed: 1/ | v Sec

e iealiat Semas = I e medamem Wn L l -~

Ambient:

- Exposure Control

mr Photographic Exposure Contr¢

v Active

= Process Background
and Environment Maps

Render Preview

mr Photographic Exposure Control
Exposure

Preset: (Select a preset)

" Physically Based Lighting, Indoor Daylight
Shutter P physically Based Lighting, Indoor Nighttime
“Non Physically Based Lighting

- - ———— - -— P —
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Material Override

Common Renderer

Indirect Illumination Render Elements

Translator Options

Memory Options

| Use Placeholder Objects
| Use mental ray Map Manager | Conserve Memory

Geometry Caching
| Enable

Material Override

IV Enable  Material : Material £#25

Export to .mi File

-

Render Passes

=

| Merge

l
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Ambient Occlusion

4 | Material #58 —

| Arch & De...
() Diffuse Color Map

() Roughness Map

{:_:'r Reflection Color Map

() Reflection Glossiness Map
’:} Refraction Color Map

() Refraction Glossiness Map

() IOR Map
-f:} Translucency Color Map

O Translucency Weight Map
() Anisotropy Map

C} Anisotropy Angle Map

() Reflection Fade Color Map
() Refraction Fade Color Map
() FG Multiplier Map

() FG Quality Map

() AD Shadow Color Map
() AO Ambient Light Color ...

Bump Map

AU Autodesk University

S

Wlatzrizl #a8 [ Arohn & Dasign

0 deg. refl:
a0 deq. refi:
Curve shape:

Material #53

L By IOK {fresnel reflections)
@ Custom Reflectivity Function

Self Hlumination (Glow)

0,2
1,0
5,0

Heflectvity vs. Angle:

1.0

4k [4F 4k

0.0

0 deq 90 deq

Special Effects

v

Ambient Ocdusion

Samples:

Max Distance:

| Use Color From Other Materials (Exact AQ)

Shadow Color:

® Customn Ambient Light
" Global Ambient Light Colaor

64 :
200,0mm +

=

Round Corners

=

Mote:
This is strictly a shading effect (like a bump map)

and iz nnlv nnarantesd tn work nn etrainht ednes

| -
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Ambient Occlusion
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Render Settings
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Image Resoluton

« Image Resolution Rendering > Print Size Assistant...
Print Size Wizard =)

Paper Size

" Portrait ® Landscape
Choose Unit:
" mm ® inches

Choose DPI Value:
72 150 300 | 600

Paper Width: 2,133 2
Paper Height: [ 1,6 =

+ 1300

Rendering
[ Files..,

| Save Alpha Channel | Compress File
Render Setup... Render
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Final Render Settings

» Increasing Final Gather Precision

(For high quality Gl set the FG Precision to Low or Medium)

» Increase the FG Bounces
(For exterior renderings set the FG bounces to 2)

Image Predsion (Antialiasing): Soft Shadows Predision: Final Gather Precision:
Medium: Min 1/4, Max 4 1X - Default Draft

] ) 8

Glossy Reflections Predsion: Glossy Refractions Precision: Trace/Bounces Limits

1.0X - Default 1.0X - Default Max. Reflections: [4

Max. Refractions: |

FG Bounces:

AU Autodesk University

Reuse

B T~ Geometry 33X
S T Final Gather 3£

l Production v

Render
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Interior Render

= ACtlvate GI I Common Renderer

: . Processing Render Elements
(Recommended for Interior Renderings)

- Caustics and Global Illumination (GI)
Caustics

| Enable

.
]

=

100 3
25,4mm  $
551 IS

l'_,

Global Illumination (GI)

v Enable Multiplier: [1,0 3 D

Maximum Num, Photons per Sample: 500

| Maximum Sampling Radius: |
| Merge Nearby Photons (saves memory) |

| Optimize for Final Gather (Slower GI)

Volumes

Maximum Num. Photons per Sample:

| Maximum Sampling Radius:
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=

Interior Render s 0E.

Modifier List -

= Activate Gl

(Recommended for Interior Renderings)

AN Mapping Ac

- O pti m iz e G I W Mapping Clg zlect By Chann
« Activate the Photon Target wlf v e @

—
—

mr Sun Photons
v Lse Photon Target

Radius:

mr Sky Parameters

v On  Multiplier: 1" -

Ground Color
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Final Render Settings

= Activate Gl

(Recommended for Interior Renderings)
« Optimize Gl
= Activate the Photon Target
« Use mr Sky Portal
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Render Elements
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Render Elements

Wi

B £ et
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Render Elements

AU Autodesk University

N e =
| ,' ",‘,! Render Elements

Indirect Illumination

Renderer

Processing Render Elements

- Render Elements

Iv Elements Active

Iv Display Elements

Name Enabled Filter Type

Preset: I—
View: Quad4-Perspe >+ 8

Render

Alpha
Atmosphere

Background

Blend

Diffuse

Hair and Fur
Hluminance HDR Data
Ink

Lighting

Luminance HDR Data

mr A&D Level: Diffuse

mr A&D Level: Opacity

mr A&D Level: Reflections

mr A&D Level: Specular

mr A&D Level: Translucency

mr A&D Level: Transparency

mr A&D Output: Beauty

mr A&D Output: Diffuse Direct Illumination
mr A&D Output: Diffuse Indirect Illumination
mr A&D Output: Opacity Backaround

mr A&D Output: Reflections

mr A&D Output: Self Illumination
Lmr ARD Nuitriits Snenilar

Cancel
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Autodesk Composite 2013
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VEWIEIRID,

VIEWS,

SANNANNNN

"(") Diffuse Color Map
(_) Roughness Msp
Reflaction Color Map
Reflection Glossiness Map

| Refraction Color Msp

Refraction Glossness Map

IOR Msp

_—
- Sy = =
= \ Transiucency Color Map
; k l§.\ T o - J .
| §E§= A rransiucency Weght Map
.\a A
—F Anisotropy Msp

Ansotropy Angle Msp

Reflection Fade Color Map
' Refraction Fade Color Map
) FG Multpier Map

() FG Qusity Msp
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s

M Render Setup: NVIDIA mental ray . -:"l —

Common Renderer

Indirect Illumination Processing | Render Elements |

Refraction On Refraction
7 Depth On 7 Depth |

4 I

Selected Element Parameters

lv" Enable v Enable Filtering
Mame: Z Depth

Output to CombustionT™
| Enable

A

/

4/

e
A
.
e

Create Combustion Workspace Mow ...

Il
)

Z Depth Element Parameters

7540 0mm = [ Update

45520, 0mm

Preset:

View: |Column 2, Colur + 8
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Z-Depth
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Refractions
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Add Life
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Add Life
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Thank you
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