Hi, my name is Ricardo Cossoli. | am based in Argentina and primarily work in the area of architectural
visualization, both 2D and 3D. This includes 3D modeling, photorealism, photomontages, studies of
materials and lighting. | welcomed this opportunitymake this tutorial for SketchUpArtists and especially
for James, who saw my finished images and wanted to learn more about them.
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This tutorial is based on an outdoor day render (natural lighting) and a night time render (artificial lighting).
The chdlenge | set myself was to assemble both different lighting scenes in the same model and configure
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used in this tutorial was Google SketchUgRa4for SketchUp and Photoshop. My 3D model is available for
downloadhereif you want to examine it closely and follow along with this tutorial.

Wireframe of SketchUp Model

Modeling

This is how | basically model a scene. | try to keep it as simple as possible and optimize it always by using
layers, which enable me to work more efficiently and keep things better organized (each group has a
correspondindayer for components, such as furniture, floors, railings etc..). My workflow is pretty much
the same steps each time, basic modeling is the first stage followed by lighting adjustments, adding


http://www.sketchupartists.org/wp-content/uploads/downloads/2012/04/Balcony-Pool-Model.zip
http://www.sketchupartists.org/wp-content/uploads/2012/04/ricardo-tut.jpg
http://www.sketchupartists.org/wp-content/uploads/2012/04/Ric1.jpg

textures and components (in this case all components3@réVarehousenodels or other download pages
with free models). After these adjustments comes lighting and textures for materials which are suitably
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Components

With components | tend to use free components and edit the materials and properties within them, thus
making them more suitable for my scene. Often this process includes adjusting their geometry or some
other necessary details.

Materials

In terms of materials and textures, theRay materials are provided and configured by usskgtchUp V

Ray vismats made by me (see following images showing some settings), always trying to set the channel
Diffuse and Reflection for each material in a scenechvhives added twinkle to the area and improves

realism for the set.

Material Settingsc Water

r
57 Material Editor 2
Reflection
BRDFReflection
Refiection ] w0 : M Filter ] 1w _m |
Hilght Reflection
Glossiness 1,0 ¢ Glossiness 0,99 s
Texture m Texture m
Texture Multipler 1,0 ¢ Texture Multipher 1,0 =
Materials List - Subdivs 25 v Anisotropy 0,0
Tedure Bt Metal saf 1 Shader Type (B0 | Rotation 0,0
vidro_cast_vela_sad0w5a988ew55s... ——
carpinteria
carpinteria pb { Diffuse ,‘
Translucent BROFDIffuse
CooclGray8
Material20 Coloc [ 1.0 ¢ m Transparency ] w0 S m
marco puerta Use color texture for transparency
agua
Materiak:breakfast_set_mtl_1 [ Refraction
madera bandeja E
Materiak:breakfast_set_mtl 3 BROFRefraction
IDaanas: Color D 1,0 e m Transparency - 1.0 & m
Materiak:breakfast_set_mtl_5
Materiak:breakfast_set_mtl 6 10R
Glossiness 10 ¢
Materiak:breakfast_set_mtl 7 IOR 1,2
Material:breakfast_set_mtl 8 Texture m
< e 2 Texture m
Material:breakfast_set_mtl 9 Texture Multiph 10 -
Materiak:breakfast_set_mti_10 Texture Multiper 1,0
Materiak:breakfast_set_mtl_11 Subdivs 3 .
Material:breakfast_set_mti_12 Transhucency
Lo gautes he On =

Water Settings


http://sketchup.google.com/3dwarehouse/
http://www.sketchupartists.org/wp-content/uploads/2012/04/agua-1.jpg

& Material Editor =8
Glossiness 1.0 SR &
IOR 1,2 23
Texture m I
Texture m I
Texture Multipher 10 =
Texture Muitipber 1,0 e
Subdivs 8 Ca
Transhucency =
On (i
Color [ e
N = Color [
Materials List B Texture Mdtpler 0 = Color Mtipber 005 %
i Texture Perf Metal saf 1 Affect Shadows 2}
o vidro_cast vela_sad0w5a088ewsSs... Thonces 10004018 Affoct Abha @
I carpinteria Scatter Coeff 0,0 !
' carpinteria pb Fwdt Fi 10 - ]
v Translucent ! =
v CoelGray8
» Matenial20 Optons.
i marco puerta F Maps J
 agua
i Materiak:breakfast_set_mti_1 Bump v 10 $ Background i T n
& madera bandeja = mE ok = I -l
o Materiak:breakfast_set_mtl_3 ‘ Displacement Bl {0 i i | GI 1,0 _m | it
eAIDeNIAS Refraction Bl {10 m |  Refiection B e m_|
» Mateniak:breakfast_set_mti_5 L3
eakfast_set_mtl 6 TS SR
Materiak:breakfast_set_mtl_7 PESP N ik 99
Materi, eakfast_set_mtl 8 Use globals Water Level 0,0
Materi. eakfast_set_mtl 9 et " "
Material:breakfast_set mt} 10 View dependent Max subdivs 256
Materi, eakfast_set_mtl_11 Edge length 4,0
1 Material:breakfast_set_mti_12 —
L <atos >
Water Settings
] Texture Editor 22
VW Type |uvweenchannel ~|
UVWGenChannel
Repeat Offset Mirror
u 10 2] 0.0 3
v 1,0 [2{ ‘0,0 Al
Rotation 0,0 =
Channel 1 S Enable double-sided mode vl
TexNoise
Color A
Color A m
74.0 7'5;
2,0 | Cal
0,5 i
3 B
0,5 =i

Water Settings

Material Settings¢ Wood
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Material Settingsc Metal Table
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Metal Table Settings

Rendering Overview

A render result is not only an image but can also be an image with various support channels (render
elements) that serve different functions such as the Alpha Channel, a channel with its own Jighting
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different configurations depending on the type of lighting and time of day you want to interpret.
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Night Time Render Hignts
V-Ray Daytime Light Values

As you can see | always use physical camera day\éky to naturally illuminate my scenes. | think it is the
best and most accurate way to do this. We must also correctly handle the values of the physical camera,
being caeful not to force it. By this | mean not to force it to achieve a scene that is illuminated by just
changing values, because by doing this you will only achieve unsatisfactory lighting and in such cases it is
better to rely on some other type of lights orcrease the values of ambient lighting.
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Daytime Lighting Values
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Daytime Lighting Values
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Daytime Lighting Values
V-Ray Night Time Light Values

Night lighting is very different, but only on aspects of global illuminationth@ghysical camera settings. If

you look at the following screenshots you will notice that | used HDRI in global illumination, color of the sky
and the reflections of the channel environment. | could use only one color to give the tone | wanted in the
sene, but in carrying out different tests to get better results, | found that the HDRI background provided
much better colors and reflections in the final image.



Night Time Lighting Values
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