V-Ray via SketchUp — Baoikég Evotnreg & POAOG Touvg

©+ Render (Kevrpikég puOpioeig)
= EA&yxel TOV TOOTTO TTOL YiveTal TO render. (0 v-ry Asset it

« Engine (CPU / GPU)
CPU = mo oT1aBepo, GPU = o ypryopo (av
EXEIG KAAN KAPTA)

« Progressive
H eikova epgavileral amo BoAn — kabapn
oTadiaka

e Quality (Low-High)
‘EToipa presets (ypr)yopo Vs TTOIOTIKO)

o Denoiser
Agaipei To “grain/noise” atmmo Tnv eikova

¢ Xpnon: Navra Eekivape Pe XaUNnAn TToldTNTA YIa SOKIUEG.

lg' Cdmerd [ v-Ray Asset Editor
= NpooopolwVel TTOAYUATIKA KAUEQQ.

o Exposure (ékBeon) — TOCO PWTEIVI/OKOTEIVH
€IKOVQ

e SO / Shutter Speed / F-number
o Depth of Field — BoAwvel povTo n) foreground

& Inuavtikd: Av n elkdva gival Kapévn f OKOTEVH —
PLOICEIC €6W, OXI HOVO TA PWTA.




=4 Render Output S ©

» Render

= KaBopilel To TEAIKO apxeio eIKOVAC.

» Camera

¥ Render Output

« Resolution (avaivon) .x. 1920x1080
» Aspect Ratio (avaloyia eikovag)

« File format (jpg. png K.Am.) * Save Image

¢ Kavovag: Test oe xaunAr) avaluon, TeEAKO o
LWNAN.

II Animation
= Na kivoLbuevn ekova (video).
e Frame range (apxN-T¢Aog)
o Frame rate
¢ [1a uabnTéc: YovNBWCS dev XpPeldleTal TNV APXN.
@ Environment
= O "KOoPOG" YOPG ATTO TO POVTEAO.
» Background (¢ovTo)

o HDRI / Sky yia @pLOIKO PWTICUO

A\

o Emnpeader:
o QWG o

» Material Override

o QAVIAVAKAACEIG b Cistibuted Rendering

¢ Tnuavtikd: MoAb PACIKO yIa PEANICUO.



Material Overrid
aterial Override ® ©

= AVTIKOBIOTA OAQ TA LAIKG pE Eva aTTAO . b Render
» Camera
[ ] Xpr']O'IUO YIO: : :Erl‘dELOMPM
¢ g » Environment
° E)\&:YXO CPCDTIO-HOU ¥ Material Override

o

o YpPNyopa test

» Preserve Properties

» Distributed Rendering

& AISOKTIKG: AgiXVel OTOLG HABNTEC TI KAVE TO PWGC
XWPEIg textures.

== Distributed Rendering
- Render amo moAAOLG LTTOAOYIOTES padi.

¢ Iavia xpnon oe uabnua (ektdg av vrrdpxel lab).

Render Parameters (MoidétnTa)
I} Quality / Sampling
~ KaBopilel TOCO kaBapn €ival n eKova.
e Noise Limit — TOc0 “kaBapPO” (LIKPOTEPO = KAADLTEPO, TTIO APYO)
e Min/Max Subdivs — emitTeSo AemrTopépEIag
« Shading Rate — icoppoTTia pwTtiocpov/ckiaong

€ ATTAG: NIyOTEQO Noise = TTEPICTOTEPOC XPOVOG

Global lllumination (Gl)

= PeaNIoTIKOC pwTIOUOG (bounce light).
e To @wc “avamnda” oe empAVEIES
o Kavel Tov Xwpo puaoIko

¢ Xowpic Gl — WwedTIKO QTTOTEAECUA



(O Antialiasing
Kavel TIG OKPEC TTIO OUAAEG.

o A@aipei “okaAoTtaTia” o€ YPAUUES

Color Management
TENIKN EUPAVION EIKOVAGC.
« Brightness / Conftrast
« Gamma

« Tone mapping

< Jav basic Photoshop uéoa oro V-Ray

™) Volumetric Environment

Epé atuoopaipag.
o OupixAn
o Karmrvog

e DG oL “Ppaiveral” oTOV AEPa

4 Outlines
MNpooBétel ypapueg TOTTOL sketch/cartoon.

¢ XPNoIuo YIa apXITEKTOVIKG concept

Denoiser (advanced)

MePIoCOTEPOG EAEYXOG OTO KABAPIOUA noise.

Configuration

FevIKEG pLOWIoEIC cLOTAUATOS V-Ray.



