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1.S0 lugc

2.Hiéu chinh anh sang mat troi
3.Hiéu chinh vat liéu
4.VrayDisplaceme
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4§ai huéng dan nay sir dung Google Sketchup 6 &Vray for

Sketchup ¢ |, = . N s . .
*Trudc hét ta chuan bi mot scene don gian,néu muodn khi render tudng co

mau tring,ta phdi phd mau tring (vat liéu Sketchup) 1€n tuwdng,néu
khong n6 s€ c6 mau vang kem hodc mau xanh tim.

# " nhapho3.skp - Sketchlp Pro
File Edit “iew Camera Draw Toaols Window Plugins Help

" ZBO@C L GRPRBRILESF H2ZAR OO @Y W T U WV
& m maﬁ{mnnmx@amw@ VR 90O B T

W Layerd

(—

BRPE XU LOX 4O B~
I@.@ %‘EQJ*E ’jt.'%(%'/@'@)'ﬁ\\(%z \@




"
+(J bude dung hinh cdc ban nén Ivu ¥ may diéu sau:
-Make group nhitng d6i tuong riéng biét(vd:ctta,san,mai,tudng,..)va Make
Component véi nhung d6i twong 13p lai(vd:lam,bac thang)
-Qudn ly nhitng doi tugng bing Layer
+Hai viéc trén sé gitip cdc ban vé nhanh hon , dé qudn ly cdc doi tuong hon
,dé gdn vat ligu hon va con giiip cdc ban thudn tién hon khi xudt file qua 3ds Max
dé render (néu ché Vray Sketchup xdu)
-P6i véi kinh va cdc vat thé trong sudt (sé dugc gan vat liéu vray) thi ban nén cd
ging v& sao cho “thuc”(vi nhu tAm kinh thi phdi hinh hop chtt khong phdi 14 mot
mit phang don thuin) va ban nén Make Group hoic Make Component nd lai.
-P€ tao mdt scene (tuong ty camera bén 3ds Max) trudc tién ban hdy xoay trd
model sao cho dugc mot géc nhin ung ¥ nhat rdi vio Menu View>Animation>Add
Scene.Khi d6 ban c6 thé xoay géc nhin dii moi huéng dé€ vé va hiéu chinh thdai
mdi,khi mudn trd lai géc nhin cii ban chi cAn nhan vao vao tén cla scene dé trén
toolbar.
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Trudc tién ta hay tim hi€u vé Vray Sun:

Vao Menu Option cia Vray Sketchup trén thanh Toolbar

mot bang,lam theo anh sau:

# V-Ray for SketchUp -- Render Options

,s& xuit hién

¥-Ray -- Texture Editor

Presview

|Er'nfir|:|r'| ment

¥ G (Skylight 1 Q
[v EBackground 1 :ll m

e

[ Reflection :ll
[ Refraction j

Iipdate

=r>> Chon sky

Cormmon

|QMC Sampler Type Mome v
|C|:|||:|r Mapping HMultiplier gi?r?weap
|'v'FE- Chanrels - Fresnel
M

|D|5pla|:emer'|t ™ |Checker
|Indireu:t HIumination Hoise Apply Cancel

Eul
|Qua5i—Munte Carlo Gl LII'-nI-'E'u'E

Blend
|L|ght Cache Cloth
|Causti|:s Grid
|,.-:'.,hc|ut ACalor



G Environment : GI va Background déu chon Sky,chinh theo thong sd trong hinh

V-Ray -- Texture Editor E]
Presview Sun
Sun-light source Default| W Cwerride Sun's parameters
General
Turbidity 12 _IJ Photon emit distance | 150 —I
Photon radius | 50 j Intensity mulkiplier 0.3 —I
Qzone 0,005 —j Size multiplier —I
Sampling
Update Photon subdivs | 500 j Caustic subdivs | 1000 %I
Cormmon Shadows
Shadow bias a j
Type Sy -
— Shadow subdivs 20 —ﬂ
Multiplier |1 — —
[+ Shadows enabled
[ Irvert
[
Apply | Zancel |

Shadow bias:d6 1&ch tia clia béng d6.Gia
tri ndy nhd thi béng do dudc kéo daira
thém,gid tri qud cao béng dd nhu bi tich
rdi khoi vat the.

Photon radius:ban kinh phét ra cac
photon 4nh sang.

Turbidity:s6 Iugng bui trong bau khi
quyén,anh hudng dén mau sic bau trdi va
4nh sdng mit trdi.Gid tri nhd cho bau trdi
trong xanh,dnh sdng mit trdi gidbng & viing
qué.Gi4 tri 16n 1am cho bau trdi cang ting
sic d0 vang cam nhu & cdc thanh phd 16n.
Ozone:dnh hudng dén mau sic 4nh sang
mit troi,nhd nhat 12 0 va 16n nhat 12 1.Gia
tri nhd cho anh sdng mau vang,gia tri 16n
cho 4nh sang mau xanh hon.

Intensity Multiplier:dd chéi ctia 4nh sang
mat tro1. Trong truGng hgp dnh sdng mat
tréi bi chéi,ban hdy gidm bdt thong s6
nay.

Size Multipier:kich thuGc anh mit trdi,chi
can thi€t khi can c6 sy xuit hién clda mit
trdi trong bifc 4nh(nhu bau trdi,mit bi€n).
Shadow subdivs: diéu khi€n s6 lugng
sample clia béng do,gi4 tri cing 16n béng
dd cang chat lugng nhung thdi gian render
lai ting 1€n. 4



Chinh theo setting dudi day:

File

Global Switches

Materialz

[v Reflection/Refraction

=
v Max Depth 10 —
=
Max Transp, Level |50 —
=
Transp. Cukoff 0.001 =

[v Maps v Filter Maps

[v Glossy Effects

[ Cwverride materials

Indirect Tlurination

[ Don't render final image

Render

¥ Batch render

[v Low Ehread priority

[v Show progress window
Lighting

v Lights v Hidden Lights

v Default Lights W Shadows
[ Show GI Cnily

Gamma Correction

Cutput | 2.2 j jIT

Raytracing v Carrect RGE
secondary ray bias |0 :ll W Correct LDR Textures
|53.fstem
|Camera

Pefaut Cneiup_Khung nhin I ra xa hon(tang do

tu c{la ca

Physical Carlé 1

v on

a) neh ta glam_gla:ﬁ,rl

Tvpe |Sti|| Camera

=7
Shutter speed | 125 =

El=
=

F-rumber

nayxuong Défault Camera thi Agugce

a

E overe ocaength [0 )

Film twidth | 36

Foom |1 ;I

=]
= Distortion | 0 _|

. =]
Lens shift | O =

:II White balance

:II Film speed (150 | 125 j [+ Exposure v Wignetting

# V-Ray for SketchUp -- Render Options = |[O]

File
b SO T P 2
|Dutput INICIT UIUOC dallll AxUdU
Oukput Size
[ Override Yiewpork
Width | 200 ill 40430 1024x765 16001200
Height | 950 ill S00=600 1250x960 2048x1536

Image Aspect | 0,947 —I H Pixel fspectk J
Noi Iuu anh va dmh dang anh

[

Render Output

[ Save file |

V-Ray Raw Image File

[

[ Render to YRImage

Animation

[~ on

IErwirn:un ment

EE] ‘7..]'/\ .F Ll . 29

f» adaptive QMC © &daptive Subdivision
=]
=]

|Image Sampler
Image Sampler

" Fixed Rate

Min Subdivs |1 ill Max Subdive | 16

Antialiasing Filker

| Ak il R =l Size :II 5

v om




1y for SketchUp -- Render, Options

m-'—PSaVe hoic load setting

IErwianment

[v &I iskylight) 1 j M
[v Background 1 j M

v reflection [N | ¢ j m
v Refraction 1 j m

|Image Sampler
|QMC Sampler

QM Sampler

Adaptive Amount | 0.6 | ::I Min Samples | & j
Moise Threshold  |0,005 ;I Subdiv Mule | 1 j

Path Sampler |Randomized Haltan ﬂ

IlCu:qu:ur rMapping
Calor Mapping

Iv Affect Background
TwEE |HS'|.-' Exponential j

Multiplier 1 j
Burn Yalue 4 j

Iv Clamp Cukpuk

[v Sub-pixel

|'v'FE. Channels

|Displace ment

|Indirect Hlurnination
I

[v on [ Reflect Caustics  |v Refract Caustics

Post-Processing

Saturation |1 Ei Contrast Base | 0.5 j

Contrast | 1 — | [ Save maps per frame

Primary Engine

Multiplier |1 ::I |Irradiance Map ﬂ

Secondary Engine

Mulkiplier | 1 f! |Li|;|ht Cache -
— —

Irradiance Map

Basic Parameters

Min Rate -4 | j Max Rate |-1 ﬂ Color Threshold 0.3 j

H3ph. Subdivs | 75 _ill Samples |20 ﬂ Mormal Threshold 0.1 i

; =1
Distance Threshold | 0.1 =

Basic Options

Iv Show Calculation Phase | Show Samples v Show Direct Light
Detail enhancement
= =
™~ on [screen <] Ell= [os =

Advanced Options

Interpolation Type |Least Squares Fit ﬂ

Sample Lookup T¥pe  |persity Based
=
15 =1

Iv Multipass v Randomize Samples | Check Sample Visibiliby

Calc Samples

Mode

{* Single Frame LOad flle irradlanCe

" Incremental add to current map
™ Bucket Mode

" Fram File

Current Man

Save | Reset ‘ 0 samples

0 bytes (0.0 MB)
Posk F'\El‘lder\

Iv Don't Delete

Save file irradiance

[ Auto Save

| 6




- Sau khi chinh cdc thong sd cdc ban cé thé
" = render @ (setting nay chi la tham khdo
gt cache ,trong qua trinh thuc hanh ban s€ tim ra

# V-Ray for SketchUp -- Render Options

Calculation Parameters

Subdivs | 1000 _ill scale |Screen w

Sample Size | 0,005 ill MU, Phases | 4 ill

v Store Direct Light [ Show Calc, Phase | &daptive

Reconstruction Parameters

v Pre-filker | 1000 %l [ Use For Glossy Rays

Filter  |Mone -

Mode

{* Single Frame

" Fly Through Load flle nght CaChe

(" Path Tracing

* From File / \

Current Map

Save | Reset |

Post Render
[v Don't Delete
™ Auto Save Save file Light cache

| |

nhiéu setting khac dep hon).Luu y*khi can
render nhiéu géc cud mot cong trinh,dé
ti€t kiém thdi gian,ban nén save 2 file tinh
téan Irradiance va Light cache (hay c6 thé
1 ciip engine khdc) sau lan render dau
tién,nhitng 1an sau ban chi can load lai 2
file d6,khi d6 Vray chi tdn thdi gian
render 4nh ma khong phai tinh lai 1an nira
(v6i di€u kién khung cdnh khong c6 gi
thay d6i vé hinh khdi 1an vat liéu va anh
sang,néu khong Vray sé& phdi tinh lai tir
dau) nhung cdc ban chd y,cach nay doi khi
ciing bi 16i.Vray Sketchup con c6 1gi diém
& chd ban c6 thé ban c6 thé Save va Load
setting(.visopt) dé c6 thé xai nhiéu 1an §
cac ban vé khac nhau.

# V-Ray for SketchUp
File

Load
Restore Defaulks

Exit



" N
Pay 1a dnh xul't véi dinh
dang PNG (phong nén ty
ddng bi tach khdi anh

”,né€u mudn giit phong nén
hay Save dudi dudi
JPEG).N&u mudn chinh
lai huéng béng d6,ban
hay dung Shadow setting
clia Sketchup d€ chinh

fJFMAMI I ASODND 0538 A0 Noon D6:23 P

Trong trudng hgp anh
render khong c6 bong
d6,va khung cinh bi
nhudm mau xdm xit,hay
vao Environmen
nhan Apply motjEm
nira,khung canh HeRise AN
binh thudng.
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Phan 4nh s ang da tuong d6i 6n,ta s& tim hi€u vé cdch dp vat liéu cho cong trinh .Ta
c6 thé dung ca hai loai vat liéu :vat li€u Sketchup (SU) va vat li€u Vray dé 8p cho
cong trinh.Trong trudng hgp dung vat liéu SU —thudng 1a vat ljéu trd nhung ta mudn
chiing c6 tinh chat vat 1i dic biét nhu phdn chi€u,trong sudt. go ghé(Bump)... ta s&

bién ching thanh vat liéu VrayLinkedMitl (vat liéu lién két gitta Vray va SU).
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# V-Ray -- Material Editor

Material Presiew

Xem thtr vat liéu Vit liéu Vray thudng c6 4

Kich hoat layer con
16p (layer) con:

Thém mdéi mdt vl Vray \
- @) Scene Materials x -Diffuse Layers: mau ban
- Default _WRay_Material

than

- add new layer |
+- 4 Reflection Lavers

[ — : fg DiFfuse Layers -Reflection Layers: phan

Material Workspace +-i# Refraction Layers Chié’u
= m 'm'
. E:El Impork new material Add vRavLinkedMtl —Refl'aCtIOIl Layers ZkhliC
o _ Add YRay2Sidedmt G
= E;Z‘Zi”'t‘ Purge unused materé\ add '-.-'R:ESk;:u:Sidethl Xa,trong suot
---. KIMHEARN o
B Lra ot -Emissive Layers:tu phat
. Linked_Bgige - 5 J %
- @ nuoc3 Nhap mdt vat li€u tao san sang
. nuacsd :
+- i nuocdo ~ . .
- @ nusctrong Mudn tao 16p con,ta Right
@ piecrorpt Cac vl hién hanh Click vao 16p d6 roi chon
S Add new layer 9




1.0p d4 ché cho chan tuong :diing mot vat licu bt ki cia Sketchup phi 1&n phin 6p
d4.Trong trudng hop ddi tugng 13 mot Group,dé phd tirng mit thi ta chon d6i tugng rdi
Right click/Edit group d€ chon va phi tirng miit.
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Select
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"
Vio thé Edit ,nhdn vao bi€u tuong ﬁ ,0im mot anh vat liéu da

ché,rdi Open ,lic nay vl “Color_G01” s& dudc thay thé bing dnh d4
ché trén phan 6p vl dd khi ndy,nhung tén vat liéu vin khong doi.

| Color_@01

&g 0

2]

N
Select  Edit I .-?

o

Color

Picker: m . ‘ i’

Texture

[T Use texture image

Dpacity

[ | [0 =

X| | Choose Image

Lok in: | (2 D x4y TUONG

ky FRecent
Documents

by Metwork,
Places

STOMETS, PG

STOMESL, PG

_ ] Tvpe: JPEG Image

Dimensions: 320 x 240

Size: 35.4 KB

|2

File name;

Filez af type:

|STONE3.PG

I.i'-.ll Supported Image Types

— Preview
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Ta nhin thay ti 1& &p vat liéu nay qud 16n,dé hiéu chinh ti 1& ta nhin vio muc
Texture,ta s& tha'y 2 con sd th€ hién kich thudc phuong ngang va phuong ding cla
vat liéu,tlly y chinh sira hai gid tri nay 16n hay nhé dé phéng to thu nhé vat liéu,trong
trudng hop nay ta sé thu nhd chiing lai.Ta chi can hiéu chinh kich thu6c mot phudng
,phu’dng con lai s& bi€n doi theo.Mudn diéu chinh ty do dugc hai phuong,ta phai bé

gc xich & k& bén. “

Select  Edit l

Color

reer: res < (0 o of
B o =]
| - I ]
| - I 0 =

| Texture

i W Use texture image

- &

4 |~ H0Emm }[3 I~ Colorize
) ¥ |- 305m0 ¢ | Reset Color
T

Select

"3: 5.1} Q|%j $ ;
...

| | Asphalt ¢ |Blinds Brick and | Carpet a

. BN NE HR

:-_Cnlors Fencing | Groundec||Markers o 85

12



"
C6 mdt ciach nita dé hiéu chinh vat liéu,cdch nay chi diung dé€ hiéu chinh vat li¢u
trén tirng mit phang mot, khong thé 4nh hudng dén tdoan bo ddi tugng dude gin
vat liéu nhu cdch trén.Ta click chudt phai Ién bé mit vat liéu rdi vao
Texture/Position,ta s& thd'y xudt hién mot mit phang in hinh vat liéu,trén mit mit
phing c6 4 nit (pin) tuong &ng vdi 4 chifc ning.Ta nim gitt va dich chuyén cdc pin
d€ bién ddi vat liéu.

Entityw Info
Erase Delete
Hide

Select
Area

Intersect

Align Yiew

Align Axes

Reverse Faces

orient Faces

Zoom Extents

Texture Paosition

. . Reset Paosition
Selection: Hide edges

Selection: Hide Faces Projected

IInhide edges and Faces

Mirror Seleckion

Mirror Seleckion

Mirair de la seleckion

W-Raw For Sketchup




E _
Scale / Shear Distort

Phéng to thu nho va x6
nghiéng vat liéu

Vin ,lam méo vat liéu

M Scale / Rotate
o Phéng to thu nho va xoay
Dich chuyén vat li€u A 1A
vat liéu

14



K&t qua sau khi hiéu chinh:




Né&u ban mudn vat liéu d4 ché nay c6 vé gb ghé dé gidong that hon,thi ta click
chudt phdi vao bé mit vat liéu chon V-Ray for Sketch up/ Create Material /
VrayLinkedMtl s& xuat hién modt bang yéu cau ban chon tén vat liéu,ban hiay chon
tén ctia vat liéu Sketch up vira gan (khong phdi tén clia 4nh vat liéu)roi
Apply.Né&u quén ban hay click vao biéu tugng thiing son dé xem tén vat liéu.

Enkity Info
Erase Delete
Hide

Select

Area

Inkersect

Align Wiew
Align Axes
Reverse Faces
Crient Faces
Zoom Extents
Texture

Selection: Hide edges
Selection: Hide faces
Unhide edaes and Faces

Mirrar Selection
Mirror Seleckion

Miroir de la selection

Y-Ray Far Skekchup Create material  » WM

Apply material YRayLinkedrel
YRay 2 SidedMt
YRaySkpz Sidedmtl

16
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Choose...

Calar_000 =
Color_005 b’
Color_a01
Color_BO3
Color_BO4
Color_BO7
Color_C02
Color_Co4
Color_C09
Color_C10
Color_Fi4

Zolor G0l

Select | Edit I

¢' |-J|,> mICDIDrs::I:b

@ N (oo

Le

(i

(

Color_HO1
Color_I0S
Concrete-raugh
Concrete-Yarm

— 1 1 ®

T

I
Select

G 5 R |Materials<t > T L i
|

Azphalt & || Blinds Brick and

Colors Fencing || Groundc: || Markers




" A
Sau d6 bang vat li€u Vray s€ hién 1&n,th€ hién tén vat liéu vira tao 1a

“Linked_Color_G01”,n6 cling c6 4 Layer nhu vat liéu thudng.Ta vao thé
Maps,chon Bump rdi click vao chit “m” k& bén.

| & V-Ray -- Material Editor

Material Preview

Calar M Transparency - m

] |Optinns
[v Trace Reflections |+ Double-Sided
[v Trace Refractions v Reflect on Backside
=" 8
Update Preview Cutaff | 0.001 — [ Disable Wolume Fog
Material Warkspace Iaps
- Scens Materials -~
+- @ bao v Burmp | Background [ Reflection
+ - baol
+ @ chrome_shiny [ Displacement [ @l [ Refraction
+ . clear_glass
=

+ . clear_glass1

a + - Default_VRay_Material
+ . glass_architectural

+ . green_frosted_glass

+ . green_glass

+- @) hobioi

+- i) KINHEAN

+ - KINHXANH

+ - Linked_Beige

- @ Linked_Color_c01

# Emissive Lavers

Reflection Layers

-4 Diffuse Layers

% Refraction Lavers

+ - nuoca

+ . nuocd

+- @ ruocdo
+- @ nuockrong

e
e




"
XuAt hién bang Texture Editor,trong Type chon Bitmap,ti€p d6 click vao “m” &
muc File,tim lai hinh d4 ché Iic niy rdi Open

% || Choose an image...

~Preview LIy -~

Look in: |1 Dé x4 TUONG x| @ &5 EF-

v Texture Mapping IEpricit Map Channel L]
(" Enviranment Map Channel .1 j ; ﬁg STOMERS, PG STOMERS, PG STOMERD, PG
~ LW Transform i My Becent
Repeat Offset Pt T g : oA = ; 2
B j 0 ﬁ]_' Mitriar Desktop - » R ek .

[

Lpdate Rotation [ j

-Zomrmon

|~ Bitmap My Documents

Type ’m File m Clear W Tile
Multiplier | 1 j Fiter [Mp-map = Blur ]W“_IJ ; ,-;-,.."-
[ Invert e Y '_'. F ,_i# 5@ ! R
SR Flivemie|t == g File name: [sTONE73.0PG ~ Gpen |
- My Metwork  Files of tupe: | & supported image types [ png * bmp *jpg *iF | Cancel

Flaces

I[E4

|

[~ Open as read-only

Apply J Cancel J

XuAt hién bang Texture Editor,trong Type chon Bitmap,ti€p d6 click vao “m” &
muc File,tim lai hinh d4 ché Iic niy rdi Open

19



Bump Map hoat dong trén nguyén ly :Cin c vao nhitng diém sdng t6i ddm
nhat,den tring trén hinh vat li€u n6 1am cho 4nh vat liéu khi render c¢6 vé map mo
101 16m.Multiplier 12 thong s& di€u khi€n mitc do 16i 1dm cud hinh, gia tri Am lam
cho tring 16m den 16i,gi4 tri duong thi ngudc lai.trong trudng hop nay ta d€ gia tri
0.15.Piéu quan trong I3 ta phai chon ding d4nh vat liéu khi ndy thi Bump Map mdi
khép,dé c6 két qua tot hon ta nén st dung phién ban tring den ctia chinh bic dnh
nay,con néu ban ranh Photoshop thi ban c6 thé hiéu chinh bitc dnh tring den dé né
16i 16m theo ¥ minh,vi du nhu 1a x6a hét nhitng viing khdc chi chira nhitng ron
gach.Sau khi da hiéu chinh ta nhan Apply.

¥-Ray -- Texture Editor,

LIt

* Texture Mapping |Expli|:it Map Channel j
" Enwironment  pap Channel |1—i||
LY TransFarm
Repeat Offset
u|1 :HU illl_Mirrcur
v|1 j|ﬂ ﬁl_Mierr

Update Ratation [ —

=]
Carnrmon Bitmap
Type Bitmap - Fie M Clear v Tile
Mulkiplier | 0.15 j Filter |Mip-map - | Blur 0.15 ill
[ Invert ~
r ="
¢ Crerride |1 —

apply | Zancel | 2 O




Vit liéu thudng

Bump Map
(Multiplier =0.15)
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2. Vat liéu kinh:tao mot vat liéu Vray dat tén “kinhmauxanhluc” ,kich hoat hai
Layer con 1a Reflection(phdn chi€u) va Refraction(khic xa), hai gi4 tri cia ching
mic dinh mau tring nhat,titc 13 tinh phan chi€u va khic xa cao nhat,néu mudn gidm
bét ta chuyén chiing vé mau xdm dam hon.Trong thé Diffuse, Transparency (trong
sudt) cling chuyén vé mau tring nhat. Trong thé Refraction kich chon Affect
Shadows va Affect Alpha (d6i vé6i kinh ngoai that),n€u mudn lam kinh mau thi dung

Reflection

Reflection M Filker m
Highlight Slossiness | 1 ﬁ M Reflection Glossiness | 1 ﬁ m
= =
=] E—
=

IDiFﬁ.Jse

Calor - m Transparency Q m

|Refral:ti|:|r‘|

Refraction m Transparency - m
Glossiness | 1 j m IOR | 1.55 j m
=
==
Translucency
[ Transhucent
] Fog Multiplier | 1.5 ill
==
Iv Affect Shadows
=
L= v Affect alpha
=]
=

Fog Color vd Fog Multiplier d€ hiéu chinh.

Reflection Glossiness: dd béng 16ang clia bé
mit vat liéu.Mudn lam kinh m¢& hay san gb
béng md ta d€ gid tri nay vao khdang 0.7-0.9
Refraction Glossiness:dd duc cua vit li€u
trong sudt.Chinh trong khdang tir 0.05-1 ,gid
tri cang nhd vat li€u cang duc.

IOR: hé s6 khic xa cta vat liéu trong
sudt.Vd:nugce:1.33,thiy tinh:1.517,kim
cuong:2.417

Fog Color: mau cua vat liéu khic xa.

Fog Multiplier: d6 sém mau cua vat liéu khic
xa ,nén chinh trong khoang 0.1-2,cang sam
mau kinh cang t6i .

|Opti|:|ns
¥ Trace Reflections v Double-Sided

¥ Trace Refractions v Refleck on Backside 22

Cukaff | 0,01 ill [ Disablz Yolurme Fog



Nhu d3 néi tir ddu,d€ dat két qua tdt khi 1am vat liéu kinh thi khi vé tirng tAim
kinh,ta nén chon tit cd cdc mit cia tim kinh rdi Right click/ Make Group hoic
Make Component n6 lai. D€ gin vat liéu ta Iam nhu sau:chon tit cd cdc doi tuong
can gdn vat liéu,roi click chudt phdi chon Vray for SketchUp/Apply Material sé&
xuat hién mot bang yéu cau chon tén vat liéu can gén,ta chon vat liéu rdi Apply.

Entity Info

Erase Delete
Hide:

Lock,

Explode

Select

Area

Make Component i
Make Group

Intersect

Reverse Faces

Flip Along

SaftenSmoath Edges
Zoam Extents

Flight Path

Selection: Hide edges
Selection: Hide Faces
Unhide edges and faces

Mirror Selection
Mirror Selection

Miroir de la selection

Choose...

baol
chrame_blurry
chrome_shiry
clear_glass
clear_glass1
DefaulkMaterial
DefaultMateriall
DefaulkMaterialz
Defaulk_YRay_Material
glass_architectural
hioboi

FINHEAM
kinbmauxanhluc
FINHxAMNH
Linked_BEeige
Linked Color GO1

reate material
Apply material

Apply |

>

|
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Khi nhin ¢ khoang cach xa ta kho c6 thé thay su trong sudt ctia kinh,ngudc lai khi

N A 7z ~ ~ ~ * A 2,
nhin cin canh ta c6 thé thay r6 dieu do.

'
-~
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~ A A o N , ~, . , [N ~ o N [N A N, *
Ta sé tao thém mot ki€u kinh nita,loai kinh nay s€ phan chi€u mau xanh cia bau trdi
vao kinh.

EBEX
[reflection

Reflection J M Filter J m
Highlight Glossiness ll—ill m Reflection Glossiness ’1—j| m
B o4
Joinn | =

|DiFﬁ.Jse
Calar - m  Transparency m
|Reﬁ'acti0n
Refraction m Transparency - m
Glossiness | 1 j‘ m IOR | 1.55 j m
=
=
Transucency
Fog Color
[ Transhucent m
= Fog Mulkiplier | 1 j
=
W Affect Shadows
|
~ v Affect alpha
|
=
[Dptions

[¥ Trace Reflections v Double-Sided

| Trace Refractions v Reflect on Backside

Cukoff | 0.001 i [ Disable Yolume Fog
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3. Vat liéu INOX:ctiing tao mOt vl Vray,kich hoat Layer con Reflection (Right
click/Add new layer).Muc Color trong thé Diffuse ta chuyén vé mau den dim
nhat.N&u mudn 1am Inox md thi d€ gi4 tri cia Reflection Glossines
vaHighlight Glossines trong khoang 0.7-0.9,tang Subdivs 1&€n 20.

+ V-Ray -- Material Editor E@E|

Makerial Preview |Reﬂen:ti|:|n
Feflection | M Filter m
Highlight Glossiness | 1 _I m Reflection Glossiness | 1 ;I m
=] =
= =]
o E——
=]
Ipdate Preview
|Dif’ﬁJse
Material Warkspace
+- ) DefaultMaterialz ~ Colr [ m™  Transparency -| m
+ - @ Defaul_YRay_Material
¥ . hoboi |Options
* Emissive Layers ¥ Trace Reflections | Daouble-Sided
+ ReFIectiDn Lavers
-~ i v Trace Refractions [ Reflect on Backside
+ # Diffuse Layers
# Refraction Layers = )
+ @ MOXmo Cutaff | 0.01 = | Disable Yolume Fog
+- ) KINHBEAN
T - Limbkrs 20 e zmbloe o’ |Map5

4. Vat liéu son bong:cling tuong tu vat li€u Inox nhung trong Diffuse /Color
ta thay mau den bing mau son.va trong Reflection ta gidm bdt dd phdn chi€u
xudng bing cdch chuyén mau tring thinh mau x4m hon. 27
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"
5. Vat liéu gach men béng(hoic san gb,da Marble):ciing tuong tu nhu vt
liéu da che ta da 1am nhung ta md thém layer con Reflection va khong st dung
Bump Map (ddi véi loai gach hodc gb c6 van hoic hoa vin) vi s& lam cho bé
mit vat liéu g6 ghé phin chi€u khdng dep) hoidc néu co'thi d€ gid tri rat nhd
khdang 0.05 .D6i véi loai gach men bong mdt mau,ta nén sit dung Bump Map
dé 1am 16m cédc ron gach (multiplier khodng 0.15).
6.Vat liéu mit nuée: vé mot hdo nudc ,mit nuc chi 13 mot mit phang nim
phia trén d4y ho.
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" A
Tao mdt vat liéu Vray ,md thém hai layer con 1a Reflection va Refraction.Trong layer
Reflection , ha gia tri cua Highlight Glossines con 0.7,Shader Type ta chon Blinn,trong

layer Diffuse d€ mau cta Transparency 12 mau tring nhit. Trong layer Refraction chon
Affect Shadows va Affect Alpha.Trong Map chon Bump va click vao chit “m” k& bén.

IREﬂectiDn IOptiDns
Reflection [T ] Filker m [v Trace Reflections [+ Double-Sided
Highlight Glossiness | 0.7 ﬁ m Reflection Glossiness | 1 j m W Trace Refractions I Reflect on Backside
=] -
cubdive | 10 ﬁ Aisotropy | 0 j Cukaff |EI.EIEII — [ Disable Yolurne Fog
Shader Type |Elinn vl Rokation |0 j Maps
IDifFuse v EBump @ [ Background [ Reflection
Color m| Transparency m [ Displacement [ al [ Refrackion
|Reﬁ’actin:nn [+
Refrackion m Transparency - m
Glossiness | 1 ill m IOR | 1.55 j m
L=
]
Translucency
Fog Color
[ Translucent 4
] Fog Multiplier | 1 =
| =]
v AFfect Shadows
| =
=] [v &ffect Alpha
[
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Xuat hién bang Texture Editor,trong Common chon Type 1a Bitmap.Sau d6 click
vao chit “m” bén phdi Bitmap m3 mot dnh vat liéu nude (nén dung anh tring
den).Sau dé trong Repeat ta d€ hai gid tri cda u,v 12 0.02.Trong Common dé
Multiplier 12 6.Luu ¥ ring u,v trong Repeat 1a s6 1an Lip lai ,dung dé hiéu chinh tf 1&
clia anh vat li€u,u la phuong x,v 1a phuong y.Hai gia tri nay cang 16n anh vat liéu
cang nhdva ngudgc lai vi nhu trong trudng hgp nay 1a ggn séng cia miat nudc nho
hoic 16n.Multiplier 1a cudng dd cud Bump Maps, Iam mit nuéc 16i 1dm nhiéu hay
it.C4 hai gid tri uv va Multiplier déu khong c8 dinh, n6 tily thudc vao dnh nuéc ban
c6 ma hiéu chinh sao cho c6 mdt vl nuéc dep.

Choose an image. ..

Look i | (£ MAT NUOC

My Recent
Diocuments

ty Documents

M-I'I Cnmpum[ - A = 3 7
t} File name: |water effect jpg j

by Metwork,  Files of bipe: |AII supported image tppes [*.png *.bmp * jpg *.||:j
Places

WATERDZ.IPG

WATERDSC, Tad

WATERDZC, TGA

WATERD4, P

| Hizet 177 KB

Dimensions: 512 x 51
Type: JPEG Image

=T

[ Open az read-only

Open |

Cancel |

V-Ray -- Texture Editor

Presiew

Update

Carmman

Bitmap =

- =
Multiplier | & =i

Tvpe

[ Inwerk
[

3

* Texture Mapping |Explicit Map Channel j

" Environment  Map channel | 1 :II
LI TransForm

LIy

Repeat Offset
u ooz :|| 0 j ™ Mirrar
" ’Will ID—iII [ Mirror

Ratation | g j

Bitrmap

File M v Tile

ﬂ Eilur

Clear

s -

Filter |Mi|:|-map =

~
+ Override |1 ﬁ

Apply | Cancel ‘
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G4n vat liéu nudc cho cho mit nuéc rdi render. K&t qua:
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Vian dung cdch lam vl mdt nudc trén ban sé lam duoc vdt lieu tuong gai, chi khdc la

khong kich hoat hai layer Reflection va Refraction va chon mét bitmap thich hop,chinh

mau tudng biang Diffuse

Mic dinh trong Vray Sketchup c6 mot s6 vat liéu kha dep (.vismat) cdc ban ¢6

th€ tham khdo thém: Choose a file ?X
Look in: | (55 Materials =l £F Ea-

= . m ; IGlass
< add material 3 L‘§ CMetal
+
+
+

. My Recent M
Impork new material Documents gm:ﬁc

@ - Purge unused materials [
. IZ|E-'EI|_-E| x Dezktop

5 I N N ' ST |

File name: | j Open |
b N.etwcurk Files of type: |.-'1'-.5|3vis b aterials(* wizmat) ﬂ Cancel
Places

[ Open az read-only

Luu v: ngoai trir VrayLinkedMtl,tat cd cac vat liéu Vray khdc khi gan cho
vat th€ s& khong hién thi trén Viewport,chi khi render ta méi thﬁ'y.

Céach x6a bé mot vat lieu Vray:vao Material Editor réi chon vat liéu can x6a bd,
right click chon Remove.
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7.Vat liéu mat nudc (khong dung bitmap):day la cach lam vl mdt nudc va vat liéu son
gai hdi khdc cdch lam trén,d day ta vin duing Bump nhung khong xai bitmap ma dung
tryc ti€p map Noise.Ngoai trir Bump,con tit cd cdc phan khidc déu chinh y nhu vat liéu
nudc & trén,trong vi du ndy minh 1am nuéc khong mau,trong suot.

Material Preview |Reﬂecti|:|r'|

Reflection M Filker m

Highlight Glossiness |1 ill m Reflection Glossiness | 1 ill m
= =
Jpinn -] o

Update Presiew
|DiFﬁJse

Material Waorkspace

- . Scene Materials Calar m  Transparency m

+ '. Default_WRay Material

+- @) nuoc |Refra|:ti|:|r'|
Reefraction m Transparency - m |
{
Glossiness | 1 ill m IOR | 1.33 j m |

=
=]
Translucency

[ Translucent
=
=]
[v &ffect Shadows —
=
= v affect alpha

o | 35

Fog Color i

Fog Multiplier | 1 —




" J
Tiép d6,chon Bump,click vao chit “m” k& bén,trong Type chon Noise, d€ Multiplier=
20,sau d6 chinh cdc thong sd nhu trong hinh.

i—rlme | "y Tramcmarareys 1 ]

e B X e LT I
Preview LIy

(+ Texture Mapping |Ex|:|li|:it Map Channel j
. ' | —
Enwironment  flap Channel | 1 —
L' Transform
Fepeat Offset
! w1 j|ﬂ jlrMirrnr
" Y ‘1 j |':' j [ Mirrar

M , .

Undate Rokation =
1 upsare | T
T

o

Moise

................

Type m Color One T m
ﬁ Colar Two ! m
™ Inwert Type |N|:|ise j [ Inflection
- Amplitude |17 —=1 Amp. Ratio |17 =
Frequency |17 ; Freq. Ratio IT ;
Persistance |17 = Octaves |37 ;
Size | & Bias r ;

Multiplier | 20

|‘|||‘ |‘|||‘ |‘||

Mix ratio | 0.2

apply Zancel |




'.-K_

€t qud render (n€u mudn séng 16n thi gidm u,v trong UVW Transform xudng va ngugc
la1)
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VRAY DISPLACEMENT:6 nhitng phan truéc ,ching ta da tim hi€u vé

Bump,con biy gio ta s€ hoc thém mét chiéu mdi tuong ty Bump nhung thit hon
,d6 1a Displacement (doi chd).Khac véi Bump von chi tao ra hiéu qua 16i 16m gia
tao dua trén tidc dung cua anhsang,Displacement lam cho vat thé 16i 16m thuc
sw.Ban hay quan sit bifc hix h/d ugi day sé rd:
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Cach thyc hién:tuong tu nhu nhu Bump ta da lam & nhitng phan truéc,sau khi

gan vat liéu SU xong ,ta ciing bié€n ching thanh VrayLinkedMtl

<Black= A

<Brown =
<Charcoal=
<Darkzoldenrod =

<laravh =

<Redwood> |
Brick_Concrete Stacked i
Brick_Coppersand i
Calar_000

Color_a06

Color_a07

jean blue —
Stone_Pavers_Flagstone_Gold
Stone_Rough_Peru
Yeqetation_Bark_Maplez
Yeoetation Blurd

<]

Apply

Sau dé trong 'Map chon Displacemt,click vao chit “m” ké& bén,chon Type l1a bifﬁiap,
sau d6 trong Bitmap/ File mé chinh t&m anh vt liéu dé ra,hoiic phién ban tring den

cua no.
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IMaterial Preview

Material Workspace

Update Preview

|DiFﬁJse

|Optin:uns

[Maps
[~ Bump [ Background [ Reflection
Iv Displacement =1 [ Refraction

- @ Scene Materials
+ - Defaul_vRay_Material

Preview

Update

Carnmon

Multiplier | 1 j
[ Invert
[

+ @ Linked_Brick_Concrete_Stacked
- @ Linked_Erick_Concrete_Stacked!

LIty

* Texture

" Environment  Map Channel | 1 j
N Transfarm

Repeat Offsat
u |1 :II 1] :II [ Mirror

¥ |1 :ll 0 j [ Mirrar

el
2 |

Bitmap
7 Tl

F.otation |_|:|

Filker |Mip-map v| Bl 0.5
-
Apply ‘ Cancel |

Mapping |Explicit Map Channel .

F 7 I,
D DEE SN A .._Jb.i

Look in: i () BIEMSOANSUYM

5

6] 1

ty Recent
Documents

I Iz

Desktop

A~

2.4lpha.
My Documents Type: PEG Image
= Sizes .45 KB
bzl 1
%9
by Computer
‘_ J File nare: |Erick_Cu:unu:rete_Stacked j Open |
My Metwork  Files of type: |.-’-'-.II supported image types [.png * brp * jpg ".||:ﬂ Cancel
Flaces

[ Open as read-only

N
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Ciing tuong ty Bump,thong s6 Multiplier quy€t dinh cudng do cua

Displacement,lam cho bé miit vat thé 16

i 16m nhiu hay it.Trong vi du nay minh dé
Multiplier =1 ddi véi vat liéu da ché,con vat liéu tham cé thi Multiplier =4.Nhirng

gia tri nay khong co dinh,tily vao anh vat liéu ma chinh sao cho dep.

[*Ray - Texturebditor X
F‘rewew
0+ Texture Mapping |Ex|:nlin:it Map Channel j
(" Environment  Map Channel | —I
I Transform
Repeatk Off=et
|.||1 j|D jl_Mirrnr
v|1 ﬁ|ﬂ illl_l'ﬂirrnr
Update RLokation =l
P | B —
ommon Bitrnap
Type Bitmap = Fle M Clear v Tile
Multiplie Filker |M|p-map j Blur |D.15 —
| Irverk ~
B S
apply Cancel |

Vay la ban vira tao xong vat liéu Vray Displacement,git’ chi can click render

thoi.
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Luu y:néu ban dung vat liéu mic dinh cia SU trong Paint Bucket ,mudn lam
dugc Bump va Displacement thi ban phdi xudt tAm anh vat liéu d6 ra.M¢ Paint
Bucket ,v6 In Model,Right click vao Export Texture,liic d6 ban sé dung tAm dnh
vat liéu dé dé 1am Bump hoiic Displacement.

d”f"-‘ﬂ'"&""{"_ﬁ‘ - O v =

Yegetation_Grass_Blue

Select ] Edit

qﬂ l{) ﬁ}]ln Model

ﬁllllll

"@’ ﬁ_ .:@H‘Eg

Select
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" A
HDRI:méi truong phdn xa anh,dung d€ 1am méi truong phan chi€u cho nhirng
vat lié¢u thuy tinh,inox,mit nuéc ,ki€ng.Ngoai ra né con anh huéng dén chiéu
sang chung,anh huéng dé€n mau sic anh sang.Ta sé tim hi€u cach thuc hién,truée
hét vé mot scene don gian,gan vat liéu inox (chrome shiny ) cho qua cau.

Apply
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" J
Ti€p d6 ,mé Vray Option lIén,trong Enviroment/Background click vao chit “m”
k& bén,ti€p d6 trong bang Texture Editor chon Type la Bitmap,Multiplier
=20000 vi trong mdi truong Vray Sun (SKy) c¢6 su dung Physical Camera cé tac
dung ham 4nh sang rat nhiéu,do dé phai ting Multiplier 1én that cao.Trong
UVW chon Environment (méc dinh 1a Texture),trong Bitmap/File mé mét tAm
anh .hdr hoic c6 thé dung anh thudng nhung d§ phan gidi cao ,trong vi du nay
minh dung mot anh panorama trong b “180 Panoramas by Schleswig-Holstein
360” chuyén dung dé 1am HDRI.

| [Ray - TexturelEditor Ed

Preview LIV

| |GIDhaI Swyitches

|5\"f5tem O Texture _ .
| : Mapping |5|:|her|n:al -
|Camera € ™ Environment )
I |0u1;|:.u1; Environrnent
|Er‘wir|:|r'|mer'|t Rotation Repeat
Horizantal |El ﬁ | 1 ill [ Mirror
v &I {Skylight) 1 = —

Yertical |E| j | 1 _I [ Mirror

M
v Background 1 @

|Image Sampler

Eit
pdate HMEE

File | QPlear v il
|QMC Sampler Comman . ) "
|Color Mapping i Filter |Mip-map | B foas =
Vpe
|VFE. Channels ~
- Multiplie
|D|5pla|:emer‘|t & Override llij
|Ir‘u:lirect HLmination
|Irradiar‘u:e Map Apply | cancel |

| T
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D¢y la nhiing biic dnh trong by dnh nay cé géc nhin rdt Ién gan nhu la 360 do,va cé

do phan giadi rdt cao,khi render né sé tao thanh mot moi truong phdn xa bao quanh

khung canh,lam cho khung canh “nhudém mau” cua biic dnh.

Look in:

B

My Recent
Dlocuments

&

Deskiop

ky Documents

&

by Camputer

¢ 4

by Metwork,
Flaces

L

Difensions: 4992 x 1515 |
Twpe: JPEG Image
Size: 2.67 MB

001 o0z 003

find nns nne -
File name: o0z =] Open
Files of type: l.-'f-.ll supported image bpes [F.png “bmp ®jpg .ll Cancel
[ Open as read-only
p
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K&t qua render (xuit duéi dudéiJPEG thi sé giit dugc phong nén):

[ —

‘
i

{

1

!

\

.
-




HIOT S VAR DE EE=AccA LY

Cach Import mét vat liéu Texture (vt liéu c6 su dung bitmap)

Pa s6 cdc trudng hgp khi ta import mot vat liéu Texture,Vray Sketch up s& khong
load cdc bitmap kém theo (di€m yé&u so v4i Vray 3dsMax).Ta khic phuc nhu sau:
Import mdt vl texture vi du “brick_tan_decorative.vismat”( dugc tai tir trang
www.asgvis.com),sau do click vao Update preview,ta thdy vat liéu lic ndy chua
dugc cap nhat bitmap.Trong Diffuse ta click vao chit “M” bén phai Color.

# V-Ray -- Material Editor |Z||E|[E|

Chua Cap Material Preview |Dif’ﬁJSE
hat
n a \ Color - Transparency - m
Bitma
p |Dpti|:|r‘|5
v Trace Reflections [+ Double-Sided
v Trace Refractions v Reflect on Backside
=] -
Update Preview Cutaff |0.001 — [ Disable Yolume Fog
Material Workspace |Map5
- - @ Scene Materials _
5@ brick_tan_decorative v Bump M | Background m [ Reflection m
¥ Emissive Layers
4 Reflection Layers [ Displacement m [ al m [ Refraction m
+ * Diffuse Layers
i Refraction Layers v
+ . Default_YRay_Material
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" A
Xua't hién badng Texture Editor, trong Bitmap/File click vao chit “M”,tim dén thu
muc chita vat liéu d6,roi md tAm anh vat liéu rdi Apply.Luu v:thong thudng sé& cé
hai 4nh vat liéu, 1 tAm mau va 1 tdm tring den,phdi mS tAm dnh mau vi tAm tring
den la danh cho Bump Map.

Choose an image...

Prewvies LI

Laak ir |':ﬁvat|ieu ,:j £ E-
o Texture Mapping ]Explicit Map Channel LJ ) i
" Environment  Map Channel | 1 :]l i ‘.j
LYW Transform 1 Wy Recen

Repeat Offset Documents

ufl j a ﬁr‘ Mirrar F]_
vl 1] I Mirrar Desktop Dirmensions: 1100 % 1500
= = —mis Type: PMG Image

Update Rotation [ j - Size: 2,35 MB

Comman Bitmap - M My Documents

Ty ]Bitmap vi File: lear v Tile
Makplier |1 <] Fter Mpmap v Bl 015 = i‘!

L} by Computer

Ly

[~ Trvert o

% Override | 0,454 j '.:‘g File narne: Ibncks+EIE_u:I1 00.prg L] Open |
by Metwork,  Files of type: |r-‘-.|| supported image types [*.png *.bmp *jpg “.ipj Canicel

Fl
Apply Cancel ) e [ Open a: read-only
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Tuong ty nhu vy trong thé Maps/Bump ta ciing click vao “M” bén phdi Bump,roi
ciing vao Bitmap/File m§ tAm dnh den tring ra rdi Apply.

Matkerial Workspace If‘v"laps
=@ Scene Materials
= brick_tan_decorative v Bump

‘? Ermissive Layers

4% Reflection Lavers
+ v Diffuse Layers

i Refraction Layers

=

+ . Default_YRaw_Makerial

| Displacement

-

® [ Background m | Reflection

m [ arI m [ Refraction m

v

Choose an image...

Preview

Iipdate Ruotation =
p 0 (]
Commion | ~Bitmap
{ Tvpe  |Bitmap = File% v Tile
Multiplier | 0.02 j Filker |Mip-map v] Blur | 0.15 j
[ Invert e e
d o s o g
* Override |1 j
¥
| Cancel

W Laak in; Ju vatliew _"J £ E-
' Textyre Mapping JEpricit Map Channel __:J - ;
" Enwi ]
Enwrnnment Map Channel | 1 | _ ,ea
LI Transfiorm - My Recent
0] t
Repeat et ncimen S
= g ¥
u |l —_l-J ] j [ Mirror L
vl :]J ] 0 :jj [ mirror o bricks+06_bO0S.png bricks+06_d100.png

by Documents

by Computer

e~

H

].-‘-‘-.II supported image twpes [*.png *.bmp *.jpg “-iIIL]

|bricks+D6_h05 png

Open |
Cancel

File name;

My Network Files of bype:

Pl
s [ Open as read-only
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Nhu vay la ta @3 ¢6 mdt vat li€u hoan chinh:

# V-Ray -- Material Editor

Material Preview |Di1:'ﬁ_,ISE
Calor - M Transparency - m

|Dpti|:|r‘|5
[v Trace Reflections [ Double-Sided

[v Trace Refractions |» Reflect on Backside

| '
IUpdate Preview Cukaff | 0,001 — [ Disable Yalure Fog

Material Workspace |Map5
- - @ Scene Materials

S Ybrick_tan_decorative v Bump M | Background [ Reflection
= Emissive Layers
\; Reflection Layers [ Displacement [ al [ Refraction
+ v Diffuse Layers -

i Refraction Layers
+ . Default_YRay_Material

Cédch Export vat liéu Vray: vao Material Editor,right click vao vat liéu can xuit,chon
Export,luu vao thy muc ctia minh.D6i v6i vat liéu Texture khi ta export ,Vray SU sé
khong xuat nhitng Bitmap kém theo. Do vay,sau khi xud't vat liéu (.vismat) ,ta nén chép
cdc bitmap vao chung chd véi vat liéu dé tién cho viéc Import sau nay.
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Khiic phuc tinh trang vit liéu bi “teo ”: da s6 nhitng vt liéu Texture t3i tir trang
www.asgvis.com (trang chd ctia Vray for Sketchup) déu bi sai ti 1&: ti 1& 6p vat liéu
qua nho so véi thuc t€. Vi du nhu vl “brick_tan_decorative.vismat”,dnh render cho
thdy kich thuc gach rat nhd so véi thuc t€:
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" A
Pé€ khic phuc diéu nay,ta vao thé Diffuse,click vao chit “M” bén phai Color -> Xuat
hién bang Vray Texture Editor,trong UVW Transform /Repeat ta giam gia tri cua u,v
xudng,xong Apply,roi render thir dén khi cé dugc ti 1€ thich hop vi loai vl nay khong
hién thi trén Viewport.N&u da vira y rdi thi trong Bump Map,ta cling d€ u,v biing véi
hai gi4 tri cia u,v & thé Diffuse.Trong trudng hdp nay minh dé€ u,v=0.01 ( tdc 13 16n
g4dp 100 1an vi mic dinh cia vl nay 1a 1).Ta cling c6 thé ting Multiplier cia Bump
Map 1én d€ c6 két qua dep hon (0.15-0.3) vi cdc vat liéu nay d€ Bump rat thap (0.02)

oA

- Material Preview

Ipdate Preview

| —Material Workspace

| | =@ Scene Materials
+ . brick_tan_decorative
+ . Defaulk_WRay_Material

fl-Difﬁ.,ISE
Calar g@
|Clpti|:|ns
v Trace Reflectiond]
Iv Trace Refraction
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K&t qud sau khi hiéu chinh:




"
Meo lam tudng gia gach:ta thuc hi€én meo nay véi vat li€u mdéi vira hiéu chinh & trén.
Vao thé Diffuse,click vao chit M bén phdi Color -> Xuat hién bing Vray Texture
Editor,trong Common / Type chon None rdi Apply,lam nhu vay tic 12 ta da bd bitmap
gach.Sau do tuy ¥ chinh mau tudng bing Diffuse/ Color.Trong Texture Editor clia

Bump Map ta d€ Multiplier = 0.3 d€ hiéu tng dugc 6 hon. K&t qua:

54




	RENDER with                    VRAY FOR SKETCH UP
	MUÏC LUÏC:
	Baøi höôùng daãn naøy söû duïng Google Sketchup 6 &Vray for Sketchup 6
	*ÔÛ böôùc döïng hình caùc baïn neân löu yù maáy dieàu sau:�-Make group nhöõng ñoái töông rieâng bieät(vd:cöûa,saøn,maùi,töôøng,..)vaø Make �Component vôùi nhöng ñoái töông laëp laïi(vd:lam,baäc thang)�-Quaûn lyù nhöõng ñoái töôïng baèng Layer�+Hai vieäc treân seõ giuùp caùc baïn veõ nhanh hôn , deã quaûn lyù caùc ñoái töôïng hôn�,deã gaùn vaät lieäu hôn vaø coøn giuùp caùc baïïn thuaän tieän hôn khi xuaát file qua 3ds Max ñeå render (neáu cheâ Vray Sketchup xaáu)�-Ñoái vôùi kính vaø caùc vaät theå trong suoát (seõ ñöôïc gaùn vaät lieäu vray) thì baïn neân coá gaéng veõ sao cho “thöïc”(ví nhö taám kính thì phaûi hình hoäp chöù khoâng phaûi laø moät maët phaúng ñôn thuaàn) vaø baïn neân Make Group hoaëc Make Component  noù laïi.�-Ñeå taïo moät scene (töông töï camera beân 3ds Max) tröôùc tieân baïn haõy xoay trôû model sao cho ñöôïc moät goùc nhìn öng yù nhaát roài vaøo Menu View>Animation>Add Scene.Khi ñoù baïn coù theå xoay goùc nhìn ñuû moïi höôùng ñeå veõ vaø hieäu chænh thoûai maùi,khi muoán trôû laïi goùc nhìn cuõ baïn chæ caàn nhaán vaøo vaøo teân cuûa scene ñoù treân toolbar.�
	+*HIEÄU CHÆNH AÙNH SAÙNG MAÏÊT TRÔØI�Tröôùc tieân ta haõy tìm hieåu veà Vray Sun:�Vaøo Menu Option cuûa Vray Sketchup treân thanh Toolbar         ,seõ xuaát hieän moät baûng,laøm theo aûnh sau:
	Slide Number 6
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Slide Number 11
	Slide Number 12
	Slide Number 13
	Slide Number 14
	Slide Number 15
	Slide Number 16
	Slide Number 17
	Slide Number 18
	Slide Number 19
	Slide Number 20
	Slide Number 21
	Slide Number 22
	Slide Number 23
	Slide Number 24
	Slide Number 25
	Slide Number 26
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Slide Number 30
	Slide Number 31
	Slide Number 32
	Slide Number 33
	Slide Number 34
	Slide Number 35
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Slide Number 39
	Slide Number 40
	Slide Number 41
	Slide Number 42
	Slide Number 43
	Slide Number 44
	Slide Number 45
	Slide Number 46
	Slide Number 47
	Slide Number 48
	Slide Number 49
	Slide Number 50
	Slide Number 51
	Slide Number 52
	Slide Number 53
	Slide Number 54
	Slide Number 55
	Slide Number 56

