
                 

 

V-RAY FOR 3DS MAX VFB OVERVIEW 
 

This demonstration covers the V-Ray Frame Buffer (VFB) in 3ds Max. 



                 

 

1. In the folder 01_The_Bedroom open the scene 02 VFB Intro.max and make sure that all assets are 

present. 

2. Open the Render Setup dialog  

 

3. Go to the Render Elements tab note that there are several render elements have been added: 

 

4. Hit Render Production and wait a few seconds for the Progressive Sampler to clear out the image: 

 



                 

 

 

5. Use the drop down menu to view some of the different render elements: 

 



                 

 

   

6. Switch back to RGB Color 

7. View the Red, Green, Blue and Alpha channels and display the image in Monochromatic mode using 

the corresponding buttons: 

 

8. Left-click and hold on the Save button to see the available save modes: 

 

9. Click on the Open button and note the file types that the V-Ray Frame Buffer can preview: 

 



                 

 

 

10. Click the Clear image button: 

 

11. Click the Region render button and draw a region in the frame buffer, then hit Render Production. 

Note that V-Ray is only rendering inside of the area you’ve specified: 

 



                 

 

 

12. Stop the rendering using the Stop button 

 

13. Disable the Region render and click on the Track mouse while rendering button. Then hit Render 

Production. Note that V-Ray will clear out the image in the area around your mouse pointer: 

 



                 

 

 

14. Click on the Show corrections control button in the V-Ray Frame Buffer: 

 



                 

 

 

15. Enable the Exposure corrections (from the checkbox or from its button at the bottom of the VFB), open 

the drop down menu and try some exposure corrections: 

 



                 

 

16. Try some color corrections using the White Balance, Hue/Saturation, Color Balance, Levels and 

Curve controls. Note that each correction can be enabled or disabled by the corresponding checkbox or 

button at the bottom of the V-Ray Frame Buffer: 

 

17. Note that the Color Balance corrections options allow you to affect the Shadows, Midtones and 

Highlights individually: 

   

18. At each point you can Reset or Save/Load any color corrections: 

 



                 

 

19. You can also Save and Load color corrections globally: 

 

20. Color corrections can be saved to either a V-Ray specific format (*.vccglb), or to a lookup table (*.cube): 

 

21. Save your color corrections in both formats. 

22. To load the color corrections first click the Globals… button and then select Load from the menu. Pick 

the .vccglb file you saved. 

23. Disable all the color corrections 

24. Enable the LUT color corrections: 

25. Click on the Load button and load the .cube file you saved in Step 21 

26. Disable the Convert to Log Space Before Applying LUT checkbox: 



                 

 

 

27. Disable the LUT color corrections 

28. Click the Globals… button and load the Table_CC_02.vccglb file from the /01 

The_Bedroom/Assets/Color Corrections folder: 

 

29. In the Assets folder find and open the file Scratches.exr. View its alpha channel: 



                 

 

  

30. In the VFB enable the Background Image checkbox, Load the Scratches.exr and enable the As 

Foreground checkbox: 

 

31. Click on the Show VFB history window button in the VFB: 

 



                 

 

 

32. Enable the render history: 

  

33. Enable the Use Project Path checkbox and then click OK: 

 

34. Save the current render to the VFB History: 

 



                 

 

35. Open the Material Editor and select the Blue material. Change the Diffuse parameter to a different 

color: 

 

36. Render an image and save it to the VFB History: 

    



                 

 

37. In the Render history window select the first image and click on the A button, then select the second 

image and click on the B button: 

 

38. In the VFB window use the A/B comparison to compare the two images: 

 



                 

 

39. Disable the A/B comparison 

40. Click on the Show stamps controls button in the bottom right corner of the VFB window then click 

the Apply stamp button: 

 

41. Change the stamp text: 

 

42.  If you want to add information about the rendering use the Insert variables button, pick a variable 

from the list and click Copy to stamp: 

 



                 

 

 


