
                 
 

V-RAY MATERIAL PART 4 
Bump and Normal mapping 

This demonstration covers the bump and normal mapping options of the V-Ray Material in 3ds Max. 

 



                 
 

1. In the folder 09 Studio open the scene named 01 VRay Mtl A.max  

2. Hit Render and wait a while for the render to clear out 

 

 

3. In the V-Ray Frame Buffer click the Stop button: 

 

4. Use the Region Render tool to draw an area around the gray chair and then click the Start 

interactive rendering button in the V-Ray Frame Buffer 



                 
 

 

5. Open the Slate Material Editor and in the Bump & Normal maps tab select the Gray VRayMtl 

material. 

 



                 
 

6. Set the Reflect color to almost white (Value = 240) and the RGlossinesss to 0.7 

 

 

7. In the Slate Material Editor connect the Map #2 Noise to the Bump map slot of the Gray VRayMtl 

material: 

 



                 
 

 

8. Select the Map #2 Noise and in the Noise Parameters rollout of its settings set the Color #1 to 

almost black 

 



                 
 

 

9. Select the Gray VRayMtl material and in the Maps rollout try different values for the Bump 

multiplier: 

 



                 
 

 

 

10. Set the Bump multiplier to 200.0 

11. Select the Map #1 Bitmap and in the Bitmap Parameters rollout click View Image to see the 

texture: 



                 
 

 

 

12. Connect the Map #1 Bitmap to the Bump map slot of the Gray VRayMtl material: 



                 
 

 

13. Select the Map #6 Bitmap and in the Bitmap Parameters rollout click View Image to see the 

texture: 

 



                 
 

14. Note that this is a normal map and we need to run it through a Normal Bump node before 

connecting it to the Bump map slot of any material. 

 

15. Connect the Map #5 Normal Bump to the Bump map slot of the Gray VRayMtl material: 

 

16. Set the Bump multiplier to 100.0 and connect the Map #4 Normal Bump to the Bump map slot of 

the Gray VRayMtl material: 



                 
 

 


