DV | Lrcerons

V-RAYBLENDAND BUMPMATERIALS

This demonstration covers different ways artists can use the V-RayBlend and V-Ray BumpMaterials in
3ds Max.




1. In the folder 09 Studio open the scenenamed 05 Blend & Bump.max
2. Hit Renderand wait a while for the render to clear out

3. Inthe V-Ray Frame Buffer click theStop button:

4. Use theRegion Rendertool to draw an area around the gray chair and then click theStart
interactive rendering button in the V-Ray Frame Buffer
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5. Open the Slate Material Editor and in the Blend & Bump tab, select the Blend_Mtl VRayBlendMtl
material:

Modes Material Edit Select View Options Tools Utili

Diffuse Reflect... = Textur... Brushe... Transl... Bump... Textur... Blend... Blend_Mtl { VRayBlendMtl )

+ Materials
+ Maps

+ Controllers

+ Sample Slots

Blend_Mt

* Parameters
Mone

Blend amount:

hellac) mode

mental ray Connection

6. Connect theBlend_A_Base VRayMtimaterial to the Base material slot and the Blend_A_Coat
VRayMtl material to the first Coat material slot of the Blend_Mtl VRayBlendMtImaterial:
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Brushe... Transl... Bump... Taxtur... Blend_Mtl [ VRayBlendMtl )
Blend_Mtl

* Parameters

Base material: Blend_A_Base (VRayMt)

Coat materials: Blend amount:

D Blend_A_Coa MNone
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M= ==a TR B — — — = =

MNone
Mone None
Maone MNone
Mone None

Maone MNaone

Mone MNone

Mone Mone

Mone MNone
Additive (shellac) mode

mental ray Connection

7. Assign the Blend_Mtl VRayBlendMtimaterial to front chair:
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Rendering image (pass 113) [00:01:44.3] [00:03:13.1 est]

8. Try different grayscale values for the color swatch next to the first coat material slot:



* Parameters

Base material: Blend_A_Base (VI

Coat materials: Blend amount:

None

MNone
Maone MNone
MNone None
MNone None
Maone MNone
Maone

Mone
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Mone MNone

Additive (shellac) mode

9. Note that the darker the color getsthe more transparent the coat material is and the closer the
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material - we only see the base material. When the color is white we only see the coat material.
Grayscale values blend between the two materials.
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10.Connect the Blend_A_Mask_CheckerChecker map to the Blend amount slot for the first coat
material:

* Parameters

Base material: Blend_A_Base (VRayMi)

Coat materials: Blend amount:
T Coa ilend_A_M

Mone

Mone
Blend_A_Mask... —

Mone

Ve e ——

Maone

Maone

Mone

Mone Mone

Additive (shellac) mode

mental ray Connection

11.Note that the Base, Coat 1 and Blend 1 map slots of the VRayBlendMtlappear in the graph view
only if we connect a material or texture to the appropriate slot in theVRayBlendMtl settings.
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12.See what happens when you change some of the settings of theBlend_A_Mask_Checker
Checker map. You can change the tiling or the colors of the checker texture.
13.Break all connections to theBlend_Mtl VRayBlendMtlmaterial
14.In the Slate Material Editor pan to the right to find more materials
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16.1f you want to see each material separately use the color swatch ext to the coat material
17.Connect the Fresnel Falloff map to the Blend amount slot for the first coat material
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18. Play around with the settings of the Fresnel Falloff texture and see how they affect the material.
For example you can change thelndex of Refraction parameter or the Front:Side colors:

* Falloff Parameters
Front : Side
MNone

MNone

Directi.. (Camera 2

Mode Spedfic Parameters:

Fresnel Parameters:

v Override Material IOR Index of Refraction
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19.Return the Fresnel Falloff texture to its original settings
20.Connect the Gold_Mtl VRayMtlto the second Coat material slot and make the color swatch
white to see it:



