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1 — GIOI THIEU VRAY FOR SKETCHUP

Mot chwong trinh Render lam viéc nhw sau:

- Tinh toan vat thé hinh hoc (Geometry Processing)

- Tinh toan hiéu rng anh sang (Photon Maping)

- Gia lap anh sang (Global lllumination)

- Xay dwng cac bién méi trudng (Enviroiment Building)
- Sau cung la chéng phan manh (Anti-aliasing)

Trich Vray for sketchup manual:

» Khi render 1 hinh anh voi bat ky chuong trinh render nao, ké ca V-Ray for Sketchup, ban phai
hiéu 3 yéu té chinh s& anh huong dé hinh anh: Anh Sang, Chat Li¢u va B4 Cuc. Anh Sang
dong vai tro quan trong nhét trong 3 nhan t6 trén. N6 s& anh huong dén mau, bong do, su

phén quang, sy khiic xa giira ting chi tiét don I¢ trong toan bd quang canh.

V-Ray for Sketchup 12 mdt dung cu render dugc trang bi H¢ Théng Chiéu Sang Toan Cau
(Global Illumination — GI), gitip cho nguoi sir dung c6 thé b tri 4nh sang cho toan bo quang
canh mot cach dé dang. Vi vay ho khong phai ton nhiéu thoi gian dé diéu chinh vi tri chiéu
sang va dg sang t6i.

Khai niém vé GI kha don gian. Hiy tudng tugng mot can phong cé cira s6 nhung lai khong

lp mot bong dén nao. Anh sang tu nhién tir bén ngoai roi vao phong qua khung cua so, vi

viy cin phong s& khong hé t6i tim mic di khong co ngon dén nao duoc thip 1én trong do.

Mot vai nguoi con goi day 13 “hé thdng chiéu sang luoi”. Muc dich cua no 1 cho phép ngudi
sir dung ¢ cang nhiéu anh sang tu nhién cang t6t ma ho khong phai tén qua nhiéu thoi gian

dé tao ra no.

V-Ray for Sketchup cling hd tro cac gia tri High Dynamic Range, hay con goi 1a High Dynamic
Range Image (HDRI). O ché @6 24bit, voi 1 hinh anh RGB 8bit mdi kénh (Low Dynamic Range
Image), mau trdng sang nhat ma ta co thé ¢6 dugc 1a R255, G255 va B255. Nhung n6 van

con toi hon anh sang mat troi ca ngan lan. Véi 1 file HDR, nguoi sir dung ¢6 1 thang diéu
chinh d9 sang t6i rong hon. HDR 1a mdt dang file hinh rat dic biét. N6 thuong bt dau bang
cach chup anh 360 d6 chuyén nghiép, sau do chuyén doi qua dang hinh anh 96bit toan man
hinh bang cach sir dung phan mém HDR chuyén nghiép. Loi ich cua viéc st dung HDR 1a ban
c6 thé sir dung hinh anh toan man hinh nay khi ban render ngudn sang. N6 ciing c6 thé duoc

str dung nhu la background render.

V-Ray for Sketchup con hd tro céc file anh dinh dang thuong dé 1am ngudn sang cho GI.

Tuy nhién, van c6 mot s6 han ché khi sir dung chuong trinh dinh dang hinh anh HDR dé dién
td moi truong anh sang. Cung voi cac hinh anh dinh dang thong thudong moé phong moi truong
anh sang , HDR thuong chi duoc st dung véi muc dich hd trg anh sang cho toan quang

canh. Didu d6 c6 nghia 1a viéc didu chinh cai dit cho cac ngudn sang chinh vin con 1a mot
cong viéc quan trong trong V-Ray for Sketchup. Chiing ta s& thao luan vé cch sir dung anh
sang, vat li¢u va bdc cuc trong phan sau.”




2 — VAT LIEU TRONG VRAY

Trong bang vat li€u ctua vray c6 4 16p vat liéu 1a :

[ Enssive )
( Reflection ]
[ Difuse ]
( Refraction ]
[ Optons )
[ aps ]
Materials List
4 Scene Materials
“ @E‘}ﬂ Create Layer > Emissive
Emissive
| Reflection Save Material Reflection
| Diffuse Pack Material Diffuse
Refraction Duplicate Material Refraction
Rename Material
Remove Material
Import Material
Apply Material to Selection
Select All Objects Using This Material
Apply Material to Layer
[ Purge Unused Materials
|
| | | -
|

- Emissive : 16p phat sang
- Reflection : 16p phan xa
- Diffuse: 16p mau ban than ( day la 16p mdc dinh khi tao thém 1 loai vat li¢u)
- Refraction : 16p khuc xa

2.1 — Emissive 16p phat sang

[ Emisive J
BRDFLight
Coor [ ] 10 (2 _m | Tansparency [l 10 5 _m |
Intensity 10 [s] Double Sced &

L6p phat sang thuong dugce chon dé tao dén mau hodc 1a man hinh tivi ... tuong Uing voi 2 loai
sang la sang theo mau va sang theo map (anh)




Color : mau hay 1a map (anh) cua vat li¢u s€ phat sang

+ khi ta chon vat liéu phat sang theo mau thi ta tich vao 6 mau va chon mau. Va trong m
ta chon none

+ khi ta chon vat liéu phat sang theo map (anh) thi ta chon trong m 1a bitmap va chon link
anh ¢ 6 file. Khi chon phét sang bang map thi 4nh sang phat ra gidng nhu 1 btic anh phat
sang vay

v 10

Rotation 0.0 -

1 a Enable double-sided mode

BitmapBuffer
Frame Offset Frame Number

Frame Sequence ] Maya Compatible

allow_negative_colors [ use_data_window {
Filter Type i File 5215_5c666a7ffb_b.jpg [c..)

Filter Blur

TexBitmap
Texture Manipulation
Color Offset Color Multiplier

o

Trén 1a vi du vé phat sang bang mau va phat sang bang map




TFranspency : d6 trong sudt ciia 16p phat sang

+ khi chon mau den thi 16p phat sang ddc hoan toan va néu mau trang (255,255,255) thi
trong su6t hoan toan

+ khi chon transpency 1a map thi trong 1 btrc 4nh mau den s& hién con mau tring s& mo di

Intensity : cudong do sang hay do sang cua 16p emissive
r;‘_«;!;-rj Sily

0.0 0.1 0.2

.
— | Bl

0.5 0.6 0.7




2.2 — Reflection 16p phan xa

[ Reflection ]
BRDFReflection
Reflection [ 10 [z _m| Filter [ 10 . _m|
Hilight Reflection
Glossiness 1.0 al Glossiness 1.0 a]
Texture _m_| Texture _m_|
Texture Multiplier 1.0 3 Texture Multiplier 1.0 ]
Anisotropy Shader Type Biinn
Anisotropy 0.0 -
Anisotropy Texture LI
Anisotropy Texture Multiplier 1.0
Rotation 0.0 : Subdivs 8
Rotation Texture _m |
Rotation Texture Multiplier 1.0 2

be tao vat liéu khic xa, ta tich vao m va chon fresnel

Reflection

Refract IOR

Multiplier as exponent

IOR(Index of Refraction) 1a & phan xa cua 16p reflection, chi s6 cang 16n thi vt thé cang phan
chiéu cao

Néu thay cho chon fresnel ta dé none thi do phan xa s€ phu thuoc vao mau cua Reflection




’ : Reflection color is medium grey Reflection color is white (255,
Reflection color is black (0, 0, 0) (128, 128, 128) 255, 255)
- x w w
Ly | l { l V-
Fresnel is off Fresnel is on, IOR is 1.3 Fresnel is on, IOR is 2.0 Fresnel is on, IOR is 10.0

- Highlight glossiness : d0 nhan sang ctia vat thé. Gia tri tir 0 dén 1

- Reflection glossiness : do bong md cuia vat thé. Gia tri tir 0 dén 1
Céc thong sd nay cang giam thi render s& cang cham. Khuyén nén dé vao khoang tir 0.7
dén 1. Néu 2 thong s trén déu bang 1 thi vat liéu phan xa hau nhu toan bo (nhu guong)




Cung so sanh gitta cac thong sb dé thdy su khac biét
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RiEsigh OR Glessiness Chrome
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B loc phan quang (Reflection Filter) : bo loc dugc sir dung dé thém mau vao sy phan
chiéu

n L Filter =¥, | m
5 ll —j m Reflection Glcssiness Il %{ m

n m Fite=d, | m

38 |1 -—’, m Reflection Glcssiness Il -—:—J. m

m | M Filter =, | m

35 |_1 | m Reflecton Gicssiness [T = m




Shader type

4

BRDF type is Phong BRDF type is Blinn BRDF type is Ward
Anisotropy : tinh vo hudng ctuia gbéc phan xa

-

Anisotropy is -0.9 Anisotropy is -0.45 Anisotropy is 0.0 (no anisotropy) Anisotropy is 0.45 Anisotropy is 0.9

Rotation : gbc phan xa

Anisotropy rotation is 0.0 Anisotropy rotation is 45.0 Anisotropy rotation is 90.0 Anisotropy rotation is 135.0 Bitmapped Anisotropy rotation
degrees degrees degrees degrees (map in the upper-right corner)

2.3 — Diffuse 16p ban than

[ Difuse )

BRDFDiffuse

coor [ 1o 2 s Transparency [l 1.0

4
:

Use color texture for transparency [

Chon mau vat li¢u bang cach tich vao 6 mau bén chit color




Chon anh lam vat liéu béng cach tich vao m va chon bitmap ( twong tu nhu chon map vat
liéu phat sang)

Transparency: d6 trong md cua vat liéu. Trang tuyét ddi 1 trong sudt va ta ciing ¢ thé
chon anh den tring dé tao ving trong duc nhu i

VRay Core 1.49.73 | Render Time Oh 1m 10.45




2.4— Refraction lop khuc xa

Refraction ]
BRDFRefraction
clor [ 10 [2 _m | Transparency [ 10 5] _m |
Glossiness IOR
Glossiness 1.0 (] IOR 1.55 3
Texture _m_| Texture m_|
Texture Multiplier 1.0 ]
- - Texture Multiplier 1.0 =
Translucency Fog
on O Color ]
Color ] o
Texture m_| i i &
Texture Multiplier 0 [3 Affect Shadows
Thickness 1,000.0 3] Affect Alpha
Scatter Coeff 0.0 =] Dispersion
7 on [
Fwd/bck coeff 1.0 : Abbe number 100 [

BRDFRefraction color 1a d6 trong sudt cta 16p khiic xa. Mau trang 1a trong hoan
toan con mau den 1a ko khuc xa

Refraction color is black (0, 0, 0) Refraction color is light grey Refraction color is white (255,
(no refraction) (192, 192, 192) 255, 255)




Glossiness d6 duc bén trong cia 16p khuc xa, ko lién quan dén do bong cia bé
mat vat liéu

Refraction glossiness is 1.0 Refraction glossiness is 0.9 Refraction glossiness is 0.8

IOR d6 khuc xa cta vat liéu. Ta c6 thé tham khao bang cua tung loai vat li€u
thuong gip voi chi s IOR nhu sau

ji’;’:’

Thuy tinh 1.617

eu

Chan khéng

1.0

Khong khi 1.00029 Glycerin 1.472
Rwou 1.329 Nwoc da 1.309
Phalé 2.0 Hong ngoc 18
Kim cwong 2.417 Ngoc bich 1.87
Ngoc luc bao 1.57 Nuwéc 1.33

Refraction IOR is 0.8 Refraction IOR is 1.0




Fog Color 1a mau bén trong vat li¢u khic xa

Fog color is white (255, 255, 255)

(no light absorption) Fog color is grey (243, 243, 243) Fog color is green (230, 243, 213)

Color multiplier la cuong do mau

Fog multiplier is 0.5 Fog multiplier is 1.0 Fog multiplier is 1.5

Affect Shadows va Affect Alpha 1a hiéu ing bong d6 va hiéu Gng xuyén sang cta vat
liéu. Thuong thi ching ta nén tich vao

Translucency — Color : tao d6 mo vat lidu (gidng voi sap). Phai tit double sided. IOR = 1,
diffuse transparency ko dugc hoan toan trong va phai kém hon refraction glossiness

Thickness d§ duc cua 16p nay, cang 16n thi dnh sdng cang vao dc sdu hon

Scatter coeff kha ning chuyén hudng va phan tan cua tia sang sau khi di siu vao trong
vat thé. 0 1a ty do phén tan vao 1 1a ko phan tan

Fwd/bck coeff. Didu chinh hudng phan tan cia tia sau khi di qua bé mat. 0 1a hudng phan
tan sau thém, 0.5 1a 2 co hoi hudng phan tan theo hudng bén ngoai, 1 tai cd6 hudng phan tan bén

ngoai di vé hudng bé mat




2.5 — Option tiy chinh ( diy 1a cac tiy chinh mit dinh ciia vét liéu, néu ban ko thue sy hiéu
chiing thi tét nhét nén dé nguyén)

[ Optons J
Double-Sided v Disable Volume Fog ]
Trace Reflections @] Trace Refractions @]
Reflect on Backside @] Cast Shadows V]
Only visible in secondary ] Cutoff 0.01 a
Effected by Override Material V] Refraction Max Depth -1 a
Exdude all objects from reflection/refraction i Alpha Contribution 10 s
On (]
Optimize exclusion D Color -

Double-Sided : Tinh chat 2 mat cta vat liéu ( ho tro vat liéu mo)
Trace reflections/ refrections: tinh toan phan xa, khic xa
Reflection on backside: tinh toan phan xa cho ca mat back

Cutoff gidi han tinh toan tinh chat cua vat liéu ddi v6i anh sang. Ko dc dé 0, dudi ngudng nay
vat lidu ko dc tinh tiép

Optimize exclusion: chi chinh vat thé dc khiic xa va phan xa boi vat li¢u




2.5 — Option tuy chinh

Maps
Bump T m_|  Background Lo B m_|
Displacement (1.0 m | GI [1.0
Refraction 10 2] _m |  Reflecton [10 9 _m |
Displacement
Keep continuity V] Shift ’0_0
Use globals V] Water Level ’0_0
View dependent V] Max subdivs ‘ 256

Edge length 4.0

Bump anh map tao bé mit xui xi, canh phang

Displacement anh map tao bé mat nhép nho, canh 15i 13m

Bump mapping

Displacement mapping




Keep continuity

Keep continuity is on Keep continuity is off

2.6 — Huéng din tao 1 s6 vt li¢u dic biét

2.6.1 — water — nuwoc

2.7.1 vray2side




2.7.1 blend

3 — DEN TRONG VRAY

Trong vray co 4 loai den

- Omni light : 4nh sang diém

- Rectang light : den hinh chit nhat
- Ies light : den Ies

- Spot light : den spot




3.1 Omni light : 4nh sang diém ( hay dén hinh ciu)

3.0

| Default (Scalar)

Sampling
Photon Subdivs

Caustic Subdivs

Cutoff Threshold

Pén omni 1a dén hinh ciu, anh sang toa ra khiap mdi huéng, dén bi an trong hinh render
Intensity : cuong do sang

Decay : deén c6 tinh thuc, cang xa cang it sang. Trong muc nay c6 3 lya chon 1a cach tinh
d6 hut sang theo khoang cach

Units 1a don vi sang
Photon subdivs : kiém soat chit lugng anh sang va bong do
Caustic subdivs: kiém soat chat lugng tu sang

Cutoff threshold: chi ra ngudng gidi han tinh toan cua cuong do sang, tia sang nho hon
chi sb nay sé tat han va ko dc tinh toan. Hiéu chinh n6 s& diéu chinh dc viing gi6i han chiéu sang
cta den

Shadow bias: kiém soat do 1éch boéng
Shadow radius: ban kinh bong d6

Shadow subdivs: d¢ sic nét ciia bong




3.2 Rectang light : dén hinh chir nhat

LightRectangle
Intensity Shadows
Enabled v Shadows v
Color
|:| Shadow Bias 0.01 A
Intensity 1.0 8
; Shadow Color
Units | Default (Scalar) | i
Options Sampling
Double Sided Subdivs 8 A
Invisible
No Decay = Photon Subdivs 500 -
Ignore Light Normals V]
Light Portal
Caustic Subdivs 1000 a
Store in Irrad. Map ] =
Affect Diffuse v -
Affect Specular [ Cutoff Threshold 0.001 2
Affect Reflections v

Double sided : chon chiéu sang ca 2 mit
Invisible: an dén
No decay: dén c6 tinh thuc, cang xa cang it sang

Ignore light normals: khi tich thi 4nh sang s& toa déu theo mdi hudng, khi tat thi anh sang s& sang
manh hon theo huéng chinh dién ctia mat

Light portal: khi bat thi color va intensity s& bi 1o di, thay vao d6 n6 s& liy anh sang ctia moi

truong phia sau n6 d6 lai




Store in irrad. Map: Iuu 4nh sang vao engine irradiance map

No decay is off (default) No decay is on

Double-sided is off Double-sided is on

3.3 IES light

Dén nay c6 céac chi so nhu dén omni nhung dac diém cua dén 1a nay la st dung cac file ies dé
tao ra cac dén nhu ban thay bén dudi.




Dén spot dung lam dén chiéu trong cic phong 16n, minh ko chi ra dén spot vi ko ¢6 tinh phé bién

| =2




4 — CAI DAT THONG SO VRAY

W&

l Global Switches
[ Image Sampler
[ Caustics
[ System
[ Displacement
l Environment
[ Camera
l VFB Channels
[ Output
[ Irradiance Map
[ Light Cache
[ DMC Sampler
| Color Mapping
4.1 global switches ( thiét bi toan ciu)
[ Global Switches
SettingsOptions
Materials Lighting
Reflection/Refraction Lights Hidden Lights
Max Depth 5 'G’ Default Lights ) Shadows
Max Transp Levels 50 [= Show GI Only (o
e oor [ (¢
Fiter Maps y Ray Bias 0.001 |5
Glossy Effects Misc.
Override Materials [ Low Thread Priority
Override Material Color ] Batch Render

Reflection/refraction: tinh toan phan xa va khuc xa




Max depth: dé gi6i han sy tinh toan reflection/ refraction
Transp cutoff : ngudng tinh toan trong sudt
Override material : 4&p dung 1 mau chon cho tat ca vat liéu trong bai

Lights: cho phép hoic ko cho phép dén toan cau. Néu ko tich nd, vray s& sir dung dén mat dinh (
default lights )

Default lights : bat hodc tat dén mac dinh trong scene

Show GI only : khi tiry chon nay duoc bat, anh sang truc tiép s& khong dugc bao
gdm trong render. luu y rang dén van s& dugce xem xét dé tinh toan GI, tuy nhién cudi cung chi
¢6 anh sang gian tiép s& duoc hién thi

Don’t render image : khi tuty chon nay trén, chi v-ray s€ tinh todn cac ban do6 chicu sangtoan
cau co lién quan

Low thread priority: tan dung cdu hinh may hay dé danh cho cac ting dung khac khi render

Batch render : diéu nay s& lam cho qua trinh render nén tap trung,khdng thé tré lai may chd tng
dung cho dén khi lam xong

4.2 Images sampler : do sac nét cua hinh anh tinh theo tirng mau nhé hinh anh dc tinh

Image Sampler }
Image Sampler
Type |Adaptive Subdivision + |
Min Rate 0 ™ Max Rate 2 =
Threshold 0.1 a Object Outline V]
Show Samples ™ Randomize Samples V]
Normals V] 0.05 5

Antialiasing filter

Wi Catmull Rom Size 1.5 2

Type : - fixed rate : mau nay ludn ludn ldy 1 s6 mau cho mdi fixed. né khong c6 kha ning st
dung cac mirc bdi sd ciia viéc phan ving. Vi vay, Fixed Rate Sampler nhin chung kha cham, mic
du n6 tao duge mot két qua co thé du doan duoc.

- Adaptive QMC : miu nay c6 mdt s6 bién ctia cac mau cho mdi diém anh phy thudc
vao su khac biét vé cuong do cua cac diém anh. Adaptive QMC Sampler 12 mdt mo hinh rat tot
va két hop rét t6t véi viee st dung QMC cho phan xa chinh. Tuong ty nhu QMC, daptive QMC
Sampler thich hgp nhét v6i nhitng canh c¢6 nhiéu chi tiét nho. Mic du Adaptive QMC Sampler
khong phai lu6n ludn 1a phurong phap nhanh nhat dé tinh toan qué trinh lam giam d6 1o6m chom




va rang cua ciia duong cong va duong chéo nhung dic trung cia no 189 1@ €3¢ ket qua c6 chat

luong. L. , ,
- Adaptive Subdivisions :M& Image Sampler trong phan Options. R dml} cua V-I?ay su
dung Adaptive Subdivisions nhu mot phuong phap tinh toan qua trinh lam & do kmf Ch‘.’m va
rang cua cua duong cong va duong chéo. Gid tri Min Rate mac dinh 1a -1, Max R t%?ﬁ dl?h la
2. Gidng nhu phan thao luan trudc v& Min va Max Rate, hiy st dung cac gia'tt¢ 1oP dae tao'
mot render chinh xdc. V&i vi du nay, chinh Min rate 1a 0 s€ stra chﬁ‘ﬁrqyc nhung duong thang b
dut khac. Két qua nhu hinh bén duéi. o

+ Min Rate: sy diéu chinh miu tbi thiéu cho mdi pixel. Gia tri 0 co né?l la l‘plxe‘l dugc xem
nhu 1 mau. Gia trj -1 nghia 1a 2 pixel dugc xem nhu 1 mau. Gia tri -2 né?l}a 4 p}XGI duge xem
nhu 1 miu... Gid tri cang nho thi ¢6 cang co it mau duoc ly tir vat th¥: V4Y Cha}t 1“‘{“%
render cua bong do, su phan quang va khuc xa khong dugc tot 1am. GialtFane 16n thi ket

qua c6 chat lugng cao hon nhung thoi gian render lau hon. , x

+ Max Rate: dé diéu chinh mau t6i da cho mdi pixel. Gia tri 0 nghia 1 1 pixelrsdl-fng ‘1 ma. !
nghia 1a 1 pixel sir dung 4 mau. 2 nghia 14 1 pixel st dung 8 mau... GigtF?"8 r}ho Ehl tong
s0 mau dugc sir dung dé tinh toan anh sang cang it. Gia tri cang 1on thitk qua c6 chat luong
cao hon nhung thoi gian render 1au hon.

[Image Sampler
—Image Sampler

" FixedRate ( Adaptive QMC (% Adaptive Subdivision

Min rate ll—ﬂ Max rate [Z j
Threshold [0 :’l‘uormds 0.1 '_|"




Antialiasing filter khir rdng cua trong anh. Ching ta nén chon catmull rom




4.3 Caustics d§ tu quang

Tu quang 1a mgt hién tugng anh sang dugc tao ra bdi mot s6 vat liéu, vi du nhu kim loai, kinh,
chat long... nhitng vat li¢u phan quang va khic xa anh sang xung quanh vat thé. Hién tuong
nay xay ra khi anh sang xuyén qua vat li¢u dugc tu lai tao nén cac hoa van anh sang ruc rd.

Caustics ]
Caustics
On
Max Photons 50 H Multiplier 1.0 H
Max Density 0.0 [ Search Distance 20.0 <
Mode
e e )
Current Map
save I Reset J rr-
Post Render
Don't Delete Autosave £
Autosave File (=)

- Max photons : day 1a sé luong toi da ciia cac photon s& duge xem xét khi v& hiéu tmg tu

quang trén bé mat

Gié tri nho hon gy ra cac photon it dwoc sir dung va cac caustucs s& dugc sic nét hon, nhung co
thé s& bi noise.

Gi4 tri 16n hon muot ma,nhung tu quang s& bi 6.

Gia tri ddc biét 1a 0 co nghia 14 v-ray s& sir dung tat ca cac photonma né c6 thé tim thay bén
trong khu vyc tim kiém

- Max density : tham sb nay cho phép ban gi¢i han d6 phan giai cua ban d6 tu quang photon

- Multiplier : diéu khién strc manh cua tu quang




C Caustic subdivs.: 100(sun and Light) Caustic subdivs.: 2000 (sun and Light)

S

)
SuPPORTED BY COLD

Max photons: 20 Max photons: 200 Max photons: 2000

Search dist Search dist.: 5 Search dist.: 20

4.4 Displacement : phép doi hinh

[ Displacement
SettingsDefaultDisplacement
Override On V] Tight Bounds 7|
Relative to BBox [ View Dependent v
Max Subdivs 256 a Edge Length 4.0 a
Amount 1.0 =




Displacement cho phép ban tao ra hoa van cia mot bé mit bang cach sir dung hinh anh den
trang dé dién ta nhitng do cao khac nhau cua bén mit. Chirc ning nay rat glong cach hoat
dong ciia mit 10, nhung mdi phuong phéap thue hién theo mot cach thic riéng. Bump map chi
don gian 14 thay d6i hinh dang ctia bé mat tiy theo hinh anh dugc ap 1én n6, ma khong thay
d6i cau trac hinh hoc ciia bé mat. Vi vay Bump map bi gioi han vé kha ning thé hién nhirng
bé mit nay. Mat khac, Displacement tao ra cac khdi hinh hoc ¢6 thé dién ta duoc béng hinh
anh bang cach chia nho mdt phan khdi hinh hoc di cho va diéu chinh chiéu cao ctia timg bé
mat mot dya trén hinh &nh ma n6 dang mo ta.

Tao Displacement

Viéc sir dung Displacement rat giéng vi sir dung bump map. Thuc té, ban c6 thé sir dung
bump map hién tai nhu 1a mot phép doi hinh. Trong muc Maps ciia material options s& c6 mdt
chirc nang danh cho Displacement. Kich hoat Displacement bang cach danh diu cio 6 bén
trai. Tiép theo, bAm vao “m” dé tao mot displacement map. Mac du céc hoa van dugc str dung
cho displacement map trong hau hét cac truong hop, nhung ta van c6 thé thém mot
displacement map qua ban vé thu tuc.

Khi hoa vin hodc ban vé& thu tuc d3 dugc thém vao, ban van can phai chu y thém mdt diéu khi
dang diéu chinh hoa vin, d6 1a hé s nhan (multiplier). Hé s6 nhan s& xac dinh kich thudc cudi
cung ciia phép doi hinh va day s& 1a tham chiéu cho gié tri cia Amount trong phan
Displacement.

Cic tham s ciia phép doi hinh

Trong V-Ray for Sketchup Options c6 mdt muc thé hién cac tham s ciia phép doi hinh. Cac
tham s6 nay sé diéu khién tét ca cac phéo doi hinh trong toan canh. Hién tai ta chua cai dat
thong s cho timg mirc vat thé va vat lidu. Vi vay ban phai chu ¥ dén nhitng cai dat nay khi
diéu chinh timg phéo doi hinh ciia vat lidu.

Gia tri Amount ¢6 thé noi 1a quan trong nhat vi nd xac dinh ti 1& cua tit ca displacement. Gia tri
Amount 13 s0 phan dugc chia nho cua vat theé véi hé s6 nhan hoa van bang 1. Diéu nay co
nghia ta c6 thé diéu chinh hi¢u Gng ctia phép doi hinh bang gié tri Amount hodc bang hé so




nhan hoa van., nhung vi gia tri Amount c6 tac dung 1én toan phép doi hinh nén gié tri nay nén
12 mot hang sb, va hé s6 nhan hoa vin s& duogc sir dung dé diéu chinh phép doi hinh cia

tirng vat liéu mot.

Maximum Subdivisions (s6 6 chia nho tdi da) va Edge Length (Chiéu dai bién) déu anh huong
dén chét luong va tdc do cua ludi doi hinh. Maximum Subdivisions s& diéu khién s tam giac
dugc phép chia nho ra tir mot tam giac ctia mét ludi ban ddu. Nhin chung, nén tao mot mét
ludi nhoé va chit hon, va giam maximum subdivision hon 1d mot mét lu6i thua hon véi gié tri
maximum subdivision l6n hon. Tuy thudc vao mat d¢ cua mit lugi render duoc tao nén boi
SketchUp, gi4 tri max subdivisions khong nhit thiét c6 tac dung. Chiéu dai bién s& xac dinh
chiéu dai ti da cua ting tam giac. Gia tri ndy mic dinh duoc dé ¢ don vi pixels, nhung néu
ban tit chirc ning View Dependant thi gia tri edge length s& 1am quy chiéu cho cac phan duoc
chia nho cta vat thé. Nhitng gi4 tri nho hon s& cho chat luong cao hon, trong khi cac gié tri
16n hon s& lam chit luong giam di.

4.5 Environment lighting : Anh sang méi trudong

Anh sang dong vai trd quan trong trong qua trinh render,ban ko c6 1 két qua render ung i néu
thiéu mot anh sang moi trudng hop 1y

[ Environment ]
SettingsEnvironment
Glcdor ] 10 12 E) Reflect color [l 1.0 ~
sccoor Il o - E Refractcolor [l 10 2 _m |

T6i s& huéng dan y nghia cac thong sb con sir dung thé nio toi s& hudng din trong bai thuc hanh

C6 2 loai anh sang 1a anh sang skylight va anh sang GI. Skylight 1a anh sang mat troi con
GI la anh sang toan cau (Hay tuong twong mot can phong c6 cira s6 nhung lai khong lip mot
bong dén ndo. Anh sang tu nhién tir bén ngoai roi vao phong qua khung ctra s6, vi vay can phong
s& khong hé téi tim mic du khong c6 ngon dén nao duge thip 1én trong do )

O muc GI color néu ta @& m nho thi anh séng ta chon s& 1a 4nh sang GI, d6 sang sé& tuan
theo chi s6 ta chon & muc bén




Pé chon anh sang skylight ta tich vao chit m va chon texsky
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- turbidiy vé ban chat, lam tha doi luong bui trong khong khi. Cac gia tri (’ygé cudi
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TexSky
General

Sky Brightness
Turbidity
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hodc niam trong pham vi s& cho mot bau trdi xanh trong nhu ban thudng thiy & dong qué.
Céc gia tri 16n s& 1am cho bau troi hoi nga vang hodc c6 mau cam nhu ban thay & thanh phé.
Hay xem Turbidity nhu 1a mot cong cu diéu khién tinh trang swong mu cua bau troi.




Turbidity

Intensity multiplier: 0.01, Shadow subdivision: 8, Size multiplier: 1.0

"

Turbidity 2.0 ' Turbidity 40 Turbidity 8.0

- Ozone : Ozone thay doi mau ciia mat troi tir tong vang nhat sang tong xanh duong. Ban c6 thé
sir dung n6 nhu mot cong cu dicu chinh chinh x4c vé ngoai ciia mat troi.




Ozone
Turbidity: 2.0, Shadow subdivision: 36, Intensity multiplier: 0.01, Size multiplier: 10.0

Ozone 0.0 Ozone 0.5 Ozone 1.0

- Intensity : cuong do ciia mat troi

Intensity multiplier
Turbidity: 3.0, Shadow subdivision: 8, Size multiplier: 1.0

Intensity mult 0.01 Intensity mult 0.03 Intensity mult 0.05

Shadow bias: d6 léch ctia bong do




Shadow bias
Turbidity: 2.0, Shadow subdivision: 36, Intensity multiplier: 0.01, Size multiplier: 10.0

E 1

I

Shadow bias 0.0 Shadow bias 7.0 Shadow bias 13.0

Shadow subdivision : d§ min ctia bong do

Shadow subdivision
Turbidity: 2.0, Intensity multiplier: 0.01, Size multiplier: 10.0

Shadow subdiv 8.0 Shadow subdiv16.0 Shadow subdiv48.0

BG color 1a nén background cuia canh ren, ta c6 thé chon nén la mau hoac 1a bau troi sky theo

hinh trén




4.6 Camera

‘ e

Ta c6 physical camera 14 loai camera vét 1i md phong nhu may anh that hay mét cua

nguoi

C6 3 loai camera. Pau tién 1a Still Camera (Camera Tinh), tiép theo 14 Cinematic Camera

‘ [ Camera
SettingsCamera
Type [standard Height 4000 |2 Delta 20 $
Override FOV [ [45.0 Auto Fit Curve 1.0 a
CameraPhysical
On v
Type Override Focal Length [7] 32,3361
Shutter Speed 2000 |4 SpedfyFimWidth [T] (350 Distortion 0.0 |
Shutter Angle 180.0 Zoom Factor 1.0 2 Lens Shift 0.0 al
Shutter Offset  [n.p F Number 8.0 =l White Balance ]
Latency (0.0 Film Speed(1SO) 100.0 |4 Exposure Vignetting ]
SettingsCameraDof
On O
Basic Params
Aperture 5.0 Subdivs 8
Override Focal Dist 517.517
Bokeh effects
Blades On 5 Rotation 0.0
Center Bias 0.0 Anisotropy 0.0
SettingsMotionBlur
On ()
Duration 1.0 Interval Center 0.5 Subdivs 6
Bias 0.0 Geometry Samples 2

Camera Pién Anh) va Video Camera (Camera Thu Hinh). Hai loai camera sau dé ghi lai cac hinh




anh dong. Chung ta chi dé cap dén Still Camera vi hai loai con lai duoc dung dé dung phim tur
cac canh da c6 san. Still Camera van c6 thé sir dung véi hinh anh dong, va cho két qua rat tot.
Swu 1 sang (Exposure)

Trong doi thyc, su 16 sang la tac dong cua anh sang 1én phim hoac bo phan cam bién. C6 3
yéu td quyét dinh sy tac dong cudi cuing cta anh sang. Yéu tb dau tién 1a toc do ISO. Toc do
ISO dya trén d§ nhay cam cua phim hodc b phan cam bién. Téc do ISO 16n tuong ung voi
d6 nhay cam cao véi anh sang. Yéu t6 thtr hai 1a 6 mé ng kinh. D6 1a kich thude cua
khoang mo ra cua 6ng kinh cho phép anh sang xuyén qua va di dén phim hozc b phan cam
bién. Gia tri nay dugc ky hiéu 1a F-stop. SO cang nho thi 6 md dng kinh cang 16m, va do d6 co
nhiéu 4nh sang hon. Yéu té cudi cung d6 1a Shutter Speed (Téc D6 Man Chép). Tdc d6 man
chap 1a luong thoi gian ma anh sang dugc phép tac dong dén bd phan cam bién. khoang thoi
gian cang 16n s& cho nhiéu anh sang vao hon, lam cho hinh anh sang hon.

Str dung Aperture

Khi st dung aperture dé diéu chinh sy 16 sang, hiy nhé riang c6 mdé mdi lién hé nghich déo
gilra gia tri va két qua, co nghia 1a gia tri nho s& lam ting d6 sang ctia khung canh, va nguoc
lai. Néu ban bat chirc ning Depth of Field, gid tri Aperture s€ xac dinh d6 sau cho khung canh
ctia ban. Gia tri nho s& tao ra it chiéu sau hon, vat thé s& phai dat gan tiéu cy ctia camera hon
dé c6 thé thay duoc rd nét. Gia tri 16n hon s€ tao mot chleu sdu lon hon, cho phép vat thé van
10 nét ké ca khi chung & rt xa tiéu cu. Néu ban dang ) gang dé c6 dugc mot chiéu sau
khung canh riéng biét, ban nén diéu chinh sy 16 sang thong qua Shutter Speed hoic ISO.

F-Stop=6 F-Stop=8 F-Stop=12

~

Str dung Shutter Speed

Shutter Speed cling 1a mét cach tdt dé diéu chinh sy 16 sang cua hinh anh. Gia tri thyc cua
thong sé nay 13 1/x, c6 nghia 1 néu cho gia tri 4 thi tbc d6 man chap thuc té 1a % gidy. Vi vay
gia tri cang 16n thi toc 46 man chap cang nhanh, hinh anh ngay cang t6i hon. Néu ban dang
lam viéc voi anh dong nhu vat thé dong, camera dong, hodc ca 2, va Motion Blur (dd mo do
chuyén dong) dang duogc kich hoat (enable) thi toc do man chap s& c6 tac dong truc tiép 1én
d6 mo do chuyén dong. Tbc d6 man chéap cang cham s¢ din dén do motion blur 16n ho, va
nguoc lai. DG mo cling dugc xac dinh boi téc d6 cua vat thé. Néu ban mudn c6 mot d6 mo do
chuyén dong chac chén, ban nén thir nhiéu téc d6 man chap khac nhau cho dén khi c6 mot do
mo mong mudn, sau d6 méi didu chinh sy 16 sang bang aperture hoic ISO.




Shutter Speed= 60 Shutter Speed= 100 Shutter Speed= 180

St dung ISO

Gia tri ISO dic biét hitu dung dé phoi sang mot khung canh. Gia tri ISO khong co bat ky tac
dong bén hodc san phdm phu nao nhu Aperture va Shutter Speed. ISO cho phép ban thay ddi
cac thong s khac cho phi hop v6i yéu cau cta khung canh va né cé thé dong vai trd nhu mot
yéu td quyét dinh trong su phoi anh cudi cung ctia hinh anh. S& rat hiéu qua néu ban sir dung
ca Depth of Field va Motion Blur dé phoi anh. Gia tri ISO ciing c6 mot mdi lién hé tuyén tinh
ma Aperture va Shutter Speed khong c6. Vi ISO, s6 cang 16n thi hinh s& cang sang.

ISO Value= 200 ISO Value= 200 ISO Value= 600

Diéu chinh cin bing tring ( white balance )

Chirc ning cin bang trang cho phép ban bu dap mau sdc ciia anh sang bang cach xac dinh
xem V-Ray xem mau ndo 1a mau tring. N6 c6 thé rat htru dung trong viée dbi trong mau sic
clia mit troi trong V-Ray, xac dinh sy két hop mau sic chinh xac dé danh gia cong viéc
render trong mQt buc anh, hoac dé chinh stra don gidn tong mau cia mot hinh anh. Cac mau
dic trung dwoc sir dung dé diéuc hinh can bang trang cia mot hinh anh thudng nhat hon va
chua bao hoa.




Color = 255,255,255

~

sang khac

Color = 165,215,255

~

4.7 Indirect Illumination : Chiéu sang gian tiép
O phan trén la nguon anh sang tryc ti€p tir 1 ngudn sdng, con sau day chung ta sé xét cach
tinh toan anh sang gian tiép sau khi anh sang truc tiép di dén bé mat va phan xa tao nén céc tia

Color = 255,220,190

~

Dé tinh toan anh sang gian tiep tring V-Ray, mot cong cu render phai xac dinh chinh xac dé
ude tinh dugc nhitng cac két qua tinh toan nay. Mdi dung cu ¢6 mot phuong phép tinh toan
riéng, c6 vu diém va nhuoc diém riéng.
V-Ray str dung hai cong cu render dé tinh toan két qua render cubi cing. M& bang diéu khién
chiéu sang gian tiép (Indirect Illumination) trong phan Options. Ta c6 hai lya chon 1a Primary

Engine (cong cu chinh) va Secondary Engine (cong cu thir cap).

Co bbn Iya chon cho Primary Engine: Bén‘B(‘A) Birc Xa (Irradiance Map), Ban D6 Photon/ Ban
b6 Luogng Tir Anh Sang (Photon Map), Gan Nhu Monte-Carlo (Quasi Monte-Carlo) va Luu

Trit Anh Sang (Light Cache). Mic dinh chon Irradiance Map.

C6 ba lya chon cho Secondary Engine: Photon Map, Quasi Monte-Carlo va Light Cache. Mac
dinh chon Quasi Monte-Carlo, hodc ban c6 thé chon None déq khéng st dung cong cu nay.
Khi thay d61 qua lai gitra cac cong cu khac nhau, cac bang diéu khién cling s€ thay doi tuy

theo cong cu dugc 4n dinh.

SettingsGI
GI
On V]
Reflective GI Caustics [ Refractive GI Caustics [#]
Post-Processing
Saturation 1.0 A Contrast Base 0.5 =
Contrast 1.0 2 Save maps per frame i
Ambient Occlusion
On il Subdivs 8 2
Radius 10.0 2 Amount 0.8 a
Primary Engine
Primary Multiplier 1.0 $ {Irradiance Map ¥ ]
Secondary Engine
Secondary Multiplier 0.85 - {Lid\t Cache v ]
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Phan loai sw phin xa anh sang

Anh sang truc tiép — dy 1a 4nh sang dugc tinh toan tryc tiép tir ngudn sang. Néu GI chua
dugc kich hoat hodc chwa c6 cong cu nao duoc chon thi hinh anh render s€ chi la két qua

clia cac sy phan xa chinh. Khong can thiét phai dinh 1 mot cong cu cho nhirng phép tinh toan
nay vi chiing da duoc thuc hién théng qua sy chiéu sang theo tia ti€u chuin. Anh sang méi
truong khong duge xem nhu mot dang anh séng truc tiép.

Phan xa chinh — ddy 13 4nh sang phan xa dau tién sau khi anh sang truc tiép cham dén bé

mit. Cac phan xa nay thuong c6 tac dung 16n nhét trong khung canh dudi dang anh sang

gian tiép vi nhirg phan xa nay giit lai duoc phan truc tiép cia ning luong anh sang. Anh
sang moi truong dugc tinh toanh nhu mdt phan xa chinh.

Phan xa thtr cAp — ddy 1a tat ca anh sang phan xa khip khung canh sau phan xa chinh. Vi anh
sang phan xa khip khung canh nén cudng d6 cua nd va tac dong cua no 1én sy chiéu sang
cuoi cung tré nén ngay cang yeu dan. Do d6 phan xa thtr cdp c6 thé duoc tinh toan chi can
thong qua mdt phuong phap. Bo1 vo1 cac canh bén ngoai, nhitng phan xa nay khong co tac
dong quan trong dén két qua cudi cung, tuy nhién ddi voi canh bén trong thi nhirng phan xa
nay lai quan trong nhu nhirng phan xa chinh.

Can nam 13 cac phén loai nay khi danh gi4 chit lugng ciia hinh anh va diéu chinh cac cai dat
dé dat két qua nhanh hon va hoan hao hon.

Cong cu chinh: Ban Po Birc Xa (Irradiance Map)

Irradiance Map chi c6 thé dugc sir dung cho phan xa chinh. M¢ file Chairs-Irradiance-Map-
01.skp va mo bang diéu khién Irradiance Map trong phan Options. C6 mot chirc nang rat quan
trong lién quan dén chat luong hinh anh, d6 1a Min Rate (Ti 18 ti thiéu) va Max Rate (Ti 1¢ tbi
da).

Mic dinh ctia Min Rate va Max Rate lan luot 14 -3 va 0. Trong file nay thi ching 14 -8 va -7.
Render no va ban s& ¢6 hinh nhu bén dudi. Hiy nhé rang toc do tinh toan 1a rat nhanh,

nhung chét lwgng bong d6 va sy chiu sang lai thap. Hinh anh thudng bi cat va khong sic

nét.

Min Rate: sy diéu chinh miu t4i thiéu cho mdi pixel. Gi tri 0 c6 nghia 1 1 pixel dugc xem nhur
1 mau. Gia tri -1 nghia 13 2 pixel dugc xem nhu 1 mau. Gia tri -2 nghia 1a 4 pixel dugc xem
nhu 1 mau... Gié tri cang nho thi cé cang co it mau duoc léy tir vat thé, vi vay chét luong
render cia bong d6, su phan quang va khiic xa khong duoc tét 1im. Gia tri cang 16n thi két
qua c6 chat luong cao hon nhung thdi gian render lau hon.

Max Rate: dé diéu chinh méu t6i da cho mdi pixel. Gia tri 0 nghia 1a 1 pixel st dung 1 mau. 1
nghia la 1 pixel str dung 4 mau. 2 nghia 1a 1 pixel sir dung 8 mau... Gia tri cang nho thi tong
s6 mau dugc sir dung dé tinh toan anh sang cang it. Gia tri cang 16n thi két qua c6 chit lugng
cao hon nhung thoi gian render lau hon.




Khi lam viéc voi nhitng hinh anh phirc tap, ngoai viéc diéu chinh Min va Max Rate, ta con phai
lam nhiéu thtr khac nira. Sy chia nho (Subdivisions) 1a phuong phéap tiép theo cua viée diéu
chinh chét luvgng véi Irradiance Map. Cang chia nho thi chat lugng cang cao. Néu chia nho
nhiéu thi ta can phai thém nhiéu mau. Trong hai vi du dudi ddy, ca hai hinh déu dugc tinh
toan véi cung mot gia tri Min/Max Rate, Subdivisions duoc tang tir 50 1én 100, va mau dugc
tang tir 20 1én 40. Nhin sy sip xép cac diém birc xa (nhitng diém tring nho) ban s& thy hinh
thtr hai trong min hon.

Cong cu chinh: Quasi Monte-Carlo

Quasi Monte-Carlo 1a phuong phap chinh xac nhat dé tinh toan anh sang trong VRay.

N6 hitu dung nhat dbi v6i cac canh ¢6 nhiéu chi tiét nho. Nhuoc diém ciia phwong phép nay 1a
thoi gian render bi kéo dai ra dang ké. Sy tinh toan nay khong duogc chia lam cac ching vi viée
nay da duoc lam dong thoi véi viée hinh anh duoc render.

QMC thong thudng cho két qua hoi cat. Mot trong nhitng cach ban ¢ thé cai thién diéu nay
14 stir dung mot hinh anh khac lam mau. M myc Image Sampler trong Render Options va d6i
Sampler tir Adaptive Subdivision thanh Adaptive QMC. Mic du Adaptive Subdivision cho két
quéa nhanh hon va ¢ thé doan trudc duoc nhung Adaptive QMC c6 tac dung rat tot khi ta sir
dung QMC cho phan xa chinh. Bay gio thay Max Subdivisions voi mot gia tri lén hon nhu 50.
No s& giup giam dd cat trong hinh anh.

Cong cu thit cAp (Secondary Engine): Light Cache (Lwu Trit Anh Sang)

Light Cache duoc str dung cho Cong cu thtr cip (Secondary Engine) dé tinh toan sy phan bd
anh sang trong canh vét. N6 tinh toan rat gidng v6i Photon Mapping. V&i Photon Mapping,
viée tinh toan bt dau tir ngudn sang va thu thap ning lwong anh sang doc duong. Con Light
Cache thi bat dau tir camera. Mot vai thuan loi ctia viée sir dung Light Cache d6 1a khong can
diéu chinh qué nhiéu cai dt va thoi gian render ciing kha nhanh.

Hinh bén trai dugc render két hop giita Irradiance Map va QMC. Hinh bén phai duoc render
két hop giita Irradiance Map va Light Cache. Hinh bén phai hoi sang hon mét ti. D6 1a vi Light
Cache tinh toan vo sb céac phan xa thu cép con QMC chi tinh mot s0 lugng phan xa da dinh
trudc. Mac di mdi phan xa khi dtng riéng 1¢ thi khong c6 anh huong 16n 1im nhung khi thém
cac tac dong vao chung s€ lam tang d6 sang cua hinh anh.

Su chia nho (Subdivs) 1a yéu t6 quan trong nhit cta Light Cache. Subdivs duoc sir dung

dé quyét dinh xem c6 bao nhiéu 4nh sang duogc sir dung tir camera dé tinh toan sy

phan bd 4nh sang. S6 lugng thuc cua céc tia sang 1a binh phuong gia tri cua Subdiivs. Lay

vi du gid tri mdc dinh cua Subdivs 1a 1,000 thi s6 lwong thuc cia tia sang s& 1a 1,000,000.

Luu y rang Light Cache khong thich hop dé sir dung cho phan xa chinh vi n6 khong cho két
quéa min hodc chi tiét rd rang. N6 chi dugce st dung cho phan xa chinh khi dung dé minh hoa
su khac biét do cac kich thudc mau khac nhau mang lai.

Thang do trong Light Cache

Dé xac dinh kich thudc cho mdi mau, Light Cache sir dung mot thang do riéng. Cai dit mic
dinh cua thang do nay la Screen, cé nghia 1a moi mau sé 1a mot ti 16 nho cua hinh anh. Gia tri
mic dinh 13 0.02 (hodc 2%), c6 nghia 14 kich thudc ctia mbi mau xap xi 2% ctia toan hinh anh.
Ta ciing c6 thé sir dung méanh (scene units) dé xac dinh kich thuéc cho mau. Mudn vay ta

phai thay thang do thanh World, va kich thudc mau sé bang ciac manh (scene units). Thuan

loi cta viée st dung screen units thay vi world units d6 1a véi screen units, nhiéu mau hon s&
duoc thém vao céc vat thé nim & cin canh. V&i world units, nhiéu miu s& duge thém vao céac
vat thé & xa, con céc vat thé & gén camera hon s& 6 it mau hon. Do d6 ban nén dé thang do

0 mac dinh 1a screen.




4.7 DMC sampler : khir hat trong scene

DMC Sampler
SettingsDMCSampler
Adaptive Amount 0.85 A Min Samples 8 2
Noise Threshold 0.01 2 Subdivs Mult 1.0 2

o sl

- Adaptive amount : kiém soat mirc 46 ma sé luong mau phu thudc vao tim quan trong cta gia
tri mo. no cling kiém soat s6 lugng t6i thiéu cua cac mﬁunéy s€ duoc thuc hién

- noise threshold : ngudng xur ly

- min samples : xac dinh ) luong tdi thiéu ctia mau do phai dugc thyuc hién trudce khi cac thuat
toan chAm dut s6m duoc st dung. gia tri cao hon s€lam cham viéc xuéng nhung s€ lam

cho cac thuat todn cham dutsém dang tin cay hon

- subdivs mult : diéu nay sé tang subdivs tat ca cac gia tri & khap moi noi trong thoi

gian thuc. ban cé thé sir dung dé nhanh chéng ting / gidam chét lwong lay mau & khap moi noi
4.8 Color mapping : 4nh xa mau sic

[ Color Mapping J
SettingsColorMapping
Tvpe  |Reinhard v
Bright Multiplier 0.8 A Dark Multiplier 1.0 a
Gamma 2.2 A Input Gamma i) A
Clamp Output [ Clamp Level 1.0 2
Correct LDR Textures @] Correct RGB Colors @]
Affect Background ] Sub-Pixel Mapping V]
Adaptation Only ] Linear Workflow "]

Chirc ning ciia 4nh xa mau sic

Color Mapping duoc sir dung dé diéu chinh sy thé hién mau sic thuc té trén mot hinh anh

cho san. Khi V-Ray xé4c dinh mot gia tri mau sic cho mot pixel cho san thi gia tri nay sau do sé
duoc thé hién dya trén loai 4nh xa duoc st dung. Viéc nay rat hitu ich dé t6i thiéu hoa sd
lwong hinh anh khong thé hién thi trén man hinh.

Anh Xa Mau Sic (Color Mapping)

Cic loai 4nh xa mau sic

M¢ Color Mapping trong muc Options, mdc dinh cua V-Ray trong muc Type 1a Linear Multiply.
Linear Multiply hiéu don gian d6 13 mau sic khong thay doi tir gia tri phat sinh dén gia tri thé
hién.

Ham sé mil (Exponential) str dung cudng do mau sic dé diéu khién d6 sang va ngan ngura

tinh trang bac mau, nhung mau HSV Exponential va Exponential cta vat thé rat gibng nhau.
Téng va cudng do cliia mau sic s& duge gitr nguyén, nhu hinh bén trai ¢ dudi.




Intensity Exponential c6 thé giit nguyén ti 16 RGB va chi anh huéng dén cuong d6 mau sac,
nhu hinh bén phai ¢ dudi.

Ngudn: www.hoangthong.net




5 — Thuc hanh render nd1 ngoai that 1 ngdi nha




