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VRayPhysicalCamera

film gate (mm)....... 36.0

focal length (mm).... 40.0

-
AF AR AR AR A

zoom factor.......... 10
horizontal shift...... 0.0
vertical shift......... 0.0 =
FANIRET 2o s 8.0 =
target distance...... 2.0m
vertal it e 0.0 =
horizontal tilt......... 0.0 =

auto guess vert tilt.

Guess vert tilt  Guess horiz tilt

spedfy focus....i..

focus distance....... x
ENDDEUNE. .\ auaianens ]
vignetting........ L

£ 4k

white balance [gF

custom balance ... [T

temperature. ..o,

shutter speed (-1 200,0
shuther angle {deq).
shiutioer offset {deq)

A4k AF AF AF AF HdF

film speed (150)..... 100.0
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horizontal offset.... 0.0

AF AF 4F A

vertical offset....... 0.0
Eramber . e imsnins 8.0
target distance...... 511.971
vertical shifto....eve. 0.0 =
harizontal shift...... 0.0 =
Guess vert, Guess horiz,
spedfy foous........
focus distance. ...... %
ENPOSUIE. uvvvnvarann v
vignetiing........ v 10 =

st o

custom balance

temperature.........

shutter speed (-1 200.0
SOTTEr SNgE (020,
shiuther offset fdeq)

Ak L A R Ak 4k

film speed (ISO)..... 100.0
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- Physical Camera

Film f Sensor
2y===t el 35mm (Full Frame
Width: 36.0 > mm
Lens
Focal Length: 40.0 3 mm
Spedfy FOV: -
Zoom: 1.0 =X
Aperture; T/ 8.0 Z
Foous

* |lse Target Distance
Custorm

4r 4k

Lens Breathing: 1.0

Enable Depth of Field

Shutter
Type:
Duration: 0.5 =i
Dffset: .

Enable Motion Blur

- Exposure

Exposure Gain

Manual:
* Target: 9.5

VUTHTE Calance

* Tluminant

Dayiight (5500k) vl |
Temperature

-
x

Custom

Enable Vignetting

4F
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i j5 &b mis @)jlaiso yuso Jayjuod gw)9s )3(Exposure)
Exposure awl oy cuum Jw)gs v 03519 Hgi O aubaii Sl p
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Environment Effects

= Common Parameters

Background:

Color: Environment Map: Use Map
Mone

Global Lighting:

Tint: Level: Ambient:

HE

- Exposure Control

¥ Active

Process Background

and Environment Maps

Render Preview

x

Mode

Camera node

- V-Ray Exposure Control

Photographic

Exposure value {EV) =
Shutter speed 200.0 -
fnumber 8.0 -
150 100.0 =
White balance preset D&5 W
White balance _
Temperature =
- Atmosphere

Effects:

Add...

. Vray Physical Camera @
G awijy9) 8 3uls audls 590 (il g3)91 oy Sl
YA )5 g iy yuso Environment gy 5)lg
U9 ))guus] ab suiuw aigioExposure Control
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V-ray auPhysical Camera Exposure Control
U315 VATl yaso v as suimoExposure Control
G495 Exposure o bgy po Slagais gy ayjs gl
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Light Cache :

Brute Force :
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# Render Setup:

LC:

Target: Production Rendering Mode W
Render
Preset: = W
Renderer: V-Ray Adv 3.20.02 W
View to Render:  Quad 4 - PhysCamera0d01 v =
Common V-Ray GI Settings Render Elements
- Global llumination
¥ Enable GI ?
Primary engine Irradiance map Multiplier 1,0 =
Multiplier 1.0 =
v Refractive GI caustics Reflective GI caustics
Saturation 1.0 > ¥ Amb, ocdusion 0.4 2
Contrast 1.0 * Radius 0.038m >
Contrast base 0.5 * Subdivs 32 i
+ Irradiance map
- Light cache
Subdivs 1000 i Expert ?
Sample size 0.01 =
Scale v Show calc. phase
v Retrace 2.0 ~ Use camera path
v Pre-filter 20 > ¥ Lze for glossy rays
Filter W« Store direct light
« Leak prevention 0.8 =

Interp, samples /5

Bounces

= Adaptive tracing

Mode

Single frame

¥ Don't delete

Save

Auto save

|=:None:>

+

Eaustlcs




¥ Render Setup:

Target: Production Rendering Mode W
Render
= o presef selecter W
Renderer: V-Ray Adv 3.20.02 L¥
View to Render;  Quad 4 - PhysCamerad01 v =
Commaon V-Ray GI Settings Render Elements

- Global illumination

¥ Enable GI ?

Primary engine Multiplier 1.0 &
Secondary eng Multiplier 1,0 =
¥ Refractive GI caustics Reflective GI caustics

Saturation 1.0 = ¥ Amb. ocdusion 0.4 =
Contrast 10 + Radius 0.038m =
Contrast base 0.5 +  Subdivs 32 £

Irradiance map

‘Caustics
- Brute force GI
Subdivs

Bounces




>

Light Cache s augil )gigo )> Bouncing ueio pslao b akayl) js & pguai Juo s>

Bouncing : 2

Bouncing: 10
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General
v on Exdude
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Targeted  Z.0m

Viewport
Intensity

Multiplier: 50.0 =

Mode:
Cobor: |

Temperature: =

Size
Halfdength: 4.306m
Half-width: 2, 546m

Oiptions
Sampling
Subdivs: 8

Shadow bias: 0.0m
Cutoff: 0.001

- Texture
v LUse fexture
Mone

Resolution: 512
Adaptiveness: 1.0

Rectangle fdisc light
Dome light
Mesh light

Advanced options

+
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+
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Fog color - Fog bias a0
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Badk-side color -
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Self-llumination v Gl 5

BRDF
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Rotation 0.0
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= Environment
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v Reflection/refraction environment
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Color Selector: color

Whiteness

Red:
Green:

AF Ak AR

Blue:

Hue:
Sat:
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Value:
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VRaplighton2 | ]
Modifier List

Weylght

1

Verts; 825237

FP5: 333604

¥ On Excude

Tipe:

Targeted 2000 e

]

Temperature:

Mode:

Options.

¥ Cast shadows

Double-sided

Invishie:
¥ Nodecay

Skylght portal

Store with imadiance mag
¥ Affectdffuse 107 <
¥ Affectspecdar 107 &
@ Affectreflecions

Samping
Subdvs: 32

Shadow bias: 0:02
Cutoff: 00017 3

Texture:
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General
¥ On Exdude
Tyee: R

¥ Targeted  279.802

Double-sided

Texture
¥ Use texture.
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Resolution: 512
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“ Use textre
Map #48 (VRayHORI )
Resolution: 512 B
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—  General Parameters

Light Type
LA i ctonal
¥ Targeted 633.605
Shadows
¥ On lUze Global Settings
VRayshadow

Exdude...
—Intensity Color fAttenuation
Multiplier: 7.7 = -

Decay

Type:

Start: 400 = Show

Mear Attenuation
=g Start: 0.0

Show  End: 40.0

4F 4F

Far Attenuation
|Jze Start: 80.0

Show End: 200.0

4F 4F

+ Directional Parameters

- Advanced Effects
Affect Surfaces:

Contrast: {50
Soften Diff. Edge: 0.2

v Diffuse ¥ Specular
Ambient Only

Projector Map:

4k 4F

Map: Mone

+  Shadow Parameters

+ VRayShadows params

+ Atmospheres & Effects
#ental ray Indirect Hlumination
+ mental ray Light Shader
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#  Render Setup: V-Ray Adv 3.20.02 ==

Target: Production Rendering Mode W

Render
Preset: o preset selected W 1 |"‘| J
Renderer: V-Ray Adv 3.20.02 W

View to Render:  Column 1, Column 1 -Perspective, Quad 4-P W =

Environment g ) ao Ll s

Comman V-Ray GI Settings Render Elements 9) (\j,g_j/b 9_) 09' (Q-m 6J_39 (_')l.(l“.l.laij
+ Authorization ) C).ui) 9 OJ-é:j Uikﬁi! )gj ¢0->J5 dlﬂ.{)
+ About V-Ray

* Frame buffer ao Shutter Speed g 0.85 49 9>
+ Global switches

- Image sampler (Antialiasing)
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Min shadingrate 2 + Render mask
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Sizes S =

Computes Antialiasing using a variable size area filter.

1 Global DMC

- Adaptive image sampler

Min subdivs 1 o 7
Max subdivs 4 =

Color threshold — 0.01 2

+ Color mapping

o Enwironment

¥ &I environment ?
Color 0.85 7 Map ¥ Maone

v Reflectionfrefraction environment

Colar 085 ; Map # Mone

Refraction environment

-
-

Secondary matte environment

s
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~ Target Spot
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- General Parameters

Light Type

¥ Targated 317.78
Shadows

¥ On " Use Global Setiings

Exdude...
~Intensity/Color Attenuation
Multipier: 307 5 -
Decay

Start: 4007 2 Show
Near Attenuati
Use  Start 00

~  Spolight Parameters
Light Cone
Show Cone @ Overshoot

HotspotjBeam: (1811
Falloff{Field: 354 B

e Cide © Rectange
Aspect: -

+  Advanced Effects

+  Shadow Parameters

+ VRayShadows params

+ Almospheres & Effects
wental ray Indrect Tiumination
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Mear Attenuation
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Show  End: 40.0
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Far Attenuation
I_ISE SEFT: BU.D

Show End: 200.0

4F 4k

—  Spotlight Parameters
Light Cone
Show Cone Cvershoot

Hotspot/Beam: 18.1 =
Falloff/Field: 35.4 i

* Cirde Rectangle

4k

Aspect:

+ Advanced Effects
+  Shadow Parameters

—  VRayshadows params
¥ Transparent shadows
Bias: 0.2 =

v  Areashadow

Box
* Sphere
U size: 1.0 =
V size: 1.0 =
Weize: 1.0 =
Subdivs: 32 =

+ Atmospheres & Effects
wental ray Indirect Humination
— mental ray Light Shader

Enable

Light Shader:
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