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V-Ray for 3ds Max — Professional Architectural

Visualization & Rendering

Target Audience
e Architects and Interior Designers seeking photorealistic visualization skills.
o 3D Artists and Visualization Professionals working in architecture and product design.
e BIM Professionals looking to enhance presentation quality through advanced rendering.
o Students and graduates pursuing careers in architectural visualization.

o Designers transitioning from basic rendering tools to industry-standard visualization
workflows.

Course Objectives

e Understand the complete V-Ray rendering workflow within 3ds Max.

o Create realistic materials, lighting setups, and camera compositions.

e Produce professional-quality interior and exterior visualizations.

e Optimize rendering performance for production environments.

e Develop portfolio-ready architectural renders using industry best practices.
Course Outcomes

o Configure V-Ray projects efficiently for professional rendering.

o Create realistic lighting, materials, textures, and environments.

e Generate high-quality photorealistic interior and exterior renderings.

e Apply advanced rendering techniques including Gl, proxies, volumetrics, and LightMix.

e Deliver production-ready visualization projects suitable for client presentations and
portfolios.

Course Outline

The course comprises 32-hours of theory and labs and is divided into 9 different Modules. Each
chapter will be followed by hands-on lab exercises to reinforce learning and gauge understanding of
the topics covered.
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Module 1: Introduction to V-Ray and Rendering Fundamentals

e Overview of V-Ray Rendering Engine

e Understanding Rendering Workflows

e CPUvs GPU Rendering

e V-Ray Interface and Integration with 3ds Max

e Physical Based Rendering (PBR) Concepts

e Project Setup and Workflow Planning
Module 2: V-Ray User Interface and Render Settings

e V-Ray Render Setup Window

e Image Sampler Settings

e Global lllumination Concepts

e Progressive and Bucket Rendering

e Render Output Settings

e Performance Optimization Techniques
Module 3: Cameras and Composition

e V-Ray Physical Camera

e Camera Exposure Controls

e Depth of Field Effects

e Motion Blur Settings

e Architectural Composition Techniques

e Camera Animation Basics
Module 4: Lighting Fundamentals

e V-Ray Sun and Sky System

e Dome Light and HDRI Lighting

e Rectangle, Sphere and Mesh Lights

e Interior Lighting Techniques

o Exterior Lighting Techniques

e Lighting Analysis and Exposure Control
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Module 5: Materials and Shaders
e Introduction to V-Ray Material Editor
e Creating Realistic Materials
e Metal, Glass and Plastic Materials
e Wood, Stone and Fabric Materials
o PBR Material Workflow
o Material Libraries and Presets
Module 6: Texturing and Mapping
e UVW Mapping Fundamentals
e Texture Management
e Triplanar Mapping
e Displacement and Normal Maps
o Texture Randomization
e Multi-Texture Workflows
Module 7: Chaos Cosmos and Asset Management
e Introduction to Chaos Cosmos
e Assetlmport and Management
e Vegetation and Furniture Libraries
e V-Ray Proxy Objects
e Scene Optimization Using Proxies
e Large Scene Management
Module 8: Advanced Rendering Techniques
e Global lllumination Deep Dive
o Caustics and Reflections
e Refractions and Translucency
e Furand Hair Rendering
e Scatter Systems

e Volumetric Effects and Atmospherics
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Module 9: Render Elements and Post-Production
¢ Understanding Render Elements
e Multi-Pass Rendering Workflow
o V-Ray Frame Buffer
e LightMix Workflow
e Denoising Techniques

e Color Correction and Image Enhancement




