
                 
 

GI FOR INTERIOR SCENES 
 

This demonstration covers the workflow for setting up the Global Illumination for an interior scene: 

 



                 
 

1. In the folder 05 06 07 The_Office open the scene named GI_Interior_Start.max 

2. Open the Render Setup and in the Render Elements tab note that we have added the 

VRayGlobalIllumination and VRayLighting render elements.  

 

3. Render an image and note that we only see the direct illumination from the V-Ray Sun used to 

illuminate the scene. The light from the V-Ray Sky is not visible because we haven’t enabled GI. 



                 
 

 

4. Open the V-Ray Light Lister  

 

5. Select and enable the Skylight_Portal_01 V-Ray Light: 



                 
 

 

6. Click on the drop down menu and note that there are two more V-Ray lights that are instances of 

the first one. 

 

7. Note that we’ve placed the lights just outside the windows: 

 



                 
 

8. In the settings of the light note that this is a V-Ray Light with the Type set to Plane and we have 

enabled the Skylight portal and Simple checkboxes. 

  

9. Render an image:  

 



                 
 

10. Note that we have much more light in our scene. The V-Ray Lights are shining direct light with 

the color and intensity of the V-Ray Sky because they are switched to Skylight portal mode of 

operation. If you look at the VRayLighting and VRayGloballIlumination render elements, you’ll see 

that we still have no Global Illumination in the scene: 

 

  

11. Open the V-Ray Quick Settings: 

 

12. Increase the Shading Quality parameter to 100% get rid of some of the noise: 



                 
 

 



                 
 

 

13. To remove the last of the noise, increase the AA Quality to 16% 

 



                 
 

 

14. Switch the GI to BF + LC (accurate) and set the GI Quality to 25%. Render 

 



                 
 

 

15. We do not need to increase the GI Quality more than that because when we are using Brute 

Force as Primary Bounce engine the Shading Quality parameter also improves the quality of the 

Brute Force. The Light Cache produces a good enough solution as a Secondary Bounce at these 

settings. 

16. The noise can be further reduced by balancing the Shading Quality and AA Quality but we are 

going to leave it for now because this will increase the render times. If you have time you can try 

to reduce the Shading Quality to 50% and increase the AA Quality to 36% 

17. Switch the GI dropdown to IM + LC (fast), set the GI Quality to 0%, the Shading Quality to 9% and 

the AA Quality to 16%. We will work on the GI only and the Shading Quality and AA Quality are set 

to such values that we have good ratio of render time and noise. Hit Render 



                 
 

 

 



                 
 

18. Look at the VRayGlobalIllumination render element: 

 

19. Switch the VFB view back to the RGB color 

20. Save the image to the VFB History: 



                 
 

 

21. Increase the GI Quality to 50% 

22. Use the Region Render button of the VFB to draw a rectangle around the clock on the wall. This 

way we can work a bit faster. Render an image 



                 
 

 

23. Save the image to the VFB History and use the A/B Comparison tool in the VFB to compare it to 

the previous one. To better see the effect, look at the VRayGlobalIllumination render element and 

zoom in on the area we are rendering: 



                 
 

 

24. Increase the GI Quality to 75% and then to 100% and render. Note how this affects the 

VRayGlobalIllumination render element with the help of the A/B Comparison tool. 

25. Leave the GI Quality at 100% 

26. Set the Shading Quality to 25% and the AA Quality to 32% and render an image. Look at the RGB 

color. 



                 
 

 

27. This are the final quality settings we’ll be using.  

28. Open the Render Setup and in the V-Ray tab, in the Global Switches rollout disable the Override 

mtl checkbox. Skip this step if you do not have enough time and render power. 

  



                 
 

29. Disable the Render Region and render the final image: 

 


