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Step 1: Furniture layout

1.Lay furniture in 3D

select furniture from library

a.lay sofa
.:] Library

Search: l Go..

= 18 8E = e

[#- System Library
- Online Cloud Library
[ User Library
El-HK training
B HK training 2010*416*1186 2378%1907*1150 3193%2347*1719 23005602000

.- Decoration

limhte




2. Lay furniture on top view

It will be easier to lay main furniture on top view.
2.1 shift to top view

a.click the first tab on the view panel

px] [0 B~ VK]

The scene will be shifted to top view.

2.2 Change the camera height
After you transfer to Top view, you may not see the lamp.
You can change the camera to proper height which is from floor to ceiling.

a.Select move mode in walk mode.
5 ) - LS
o B e |0 & P o
b.Press the left click and do not release

¢ move mouse up and down in the scene.
The scene will show gradually from top to bottom as below.




2.3 select main furniture
a.When dragging the furniture, you can press Space to rotate.




3.Lay decoration
Lay the decoration according to these following pictures.




4. Install down light
4.1 Install one down light on the ceiling.

Move the down light to proper position in bottom or top view

4.2 Copy the light.
a. Transfer to bottom view

G = EYLOREORE




Step 2: Material Setting

1.Back wall
a.Material>Material Editor

rary Kitchen Design Object | Material Tiling Light Setting Render &£
Q 1 Material Editor...
E"-‘ Material Library. ..

Fit Map

Edit Map
Reset Map

Random Material...

B. Click on the object, select color tab

Material Editor (3]

Base IColor I Reﬂectionl Transparencyl Stencil I 4 I 'I

Hame Iunnamedg Type |User Definec VI New I

—Reflect ————— Tranemi- |0.UU 0-1
| 0-1 Map |500 |500

[V Global | Update Autol appingJ kllMappin4

@ Select ¢ Apply ¢ Move

c.Color : HSV 1,0,0.20

Material Editor (]
Base Color lReflectionI Transparencyl Stencil I 4 | 'I
S,

Crv o

Color lO. 00 Brightnes ]1- 0o

Textur (Hone) I

¢ Select T Apply " Move



d. Click reflection tab , click Gloss 5 , Gloss 30.

Material Editor (2]

Base l Color Reflection ITransparency Stencil I 4 I 'l

Reflecti W 4
Smoothness W |
Gloz B 0-> 1000 v
Gloss [0 0.001 -> 1000

Textur (Hone) | [T Inverse

Raytrace Max I [V Global

' Select ¢ Apply ¢ Move

2.Balcony Door
White

Reflection 0.2, Transparency 0.75

Material Editor ||
Base I Color BReflection |Tra.n5parenc5r| Stenecil I 1 I ’I

Eeflecti ID.ED —_— I—

Smoothness 0. 00 J'

Gloss @ 0 -> 1000 r
Gloss [0t 0,001 -> 1000

Textur (Home) I [T Inversze

Baytrace Max I [+ Global

& Select O Apply O Move
10T 1




3.Balcony Rail
White

Reflection 0.4, Transparency 0.7

Color Reflection ITransparencyI Stencil l Bump I_‘JL

Reflecti IU.40 |
Smoothness IO. ul] i}
Gloss o 0 -> 1000 v
Gloss Il 0.001 -> 1000

Textur (Hone) I |7 Inverse
Raytrace Max I v Global

& Select ¢ Apply ¢ Move

4 Wood door

a. Color : white

Material Editor

Base Color IReﬂectionl Transparencyl Stex

(" RGB |1n I'I
cn e [,
Color IU‘UU Brightnes Il.OO

Textur (Hone) l

b.set bump effect
wood door bump effect.jpg (in Texture file folder)

Color I Reﬂectionl Transparencyl Stencil Bump

Texture l Settinis'ikdministrator\\wo”
Bump Value 0-1




After raytrace, its bump effect will be like this.

5.Inner and balcony Floor

Drag the map to floor directly

1.Floor tile.jpg

Reflection 0.2, Smoothness 0.02, Gloss 5, Gloss size 30, bump 0.2
2.balcony title.jpg

Reflection 0.2, Smoothness 0.02, Gloss 5, Gloss size 30, bump 0.2

6.Window Frame
window frame.jpg

Reflection 0.3, Gloss 5, Gloss size 30

7.Room ceiling and balcony ceiling
Set ceiling material as the white wall



Step 3: Light Setting

1 Set IES
all the lights in this scene are IES.
select the IES in Texture file folder

2 Light parameter
1,Corridor down light : 1200Im

2.Down light beside the wall : 1200 Im
3.Ceiling down light : 600 Im

4.Dining Table Down light : 800 Im
5.Floor lamp : 600 Im

6.Wall hole light : 200 Im

Ceiling down light: 600 Im

Corridor down
light : 1200Im

v Down light beside the wall: 1200 Im

Dining Table Down light: 800 Im



3 Color: HSV 40 0.3 0.80
All light color is as below.

" RGB
* HSV
K




Step 4: Sunlight and Background

1.Set Background
Drag the backgroundleft.jpg to the left board (dining room side)
Drag the backgroundright.jpg to the right board (balcony side)




2.Use fit map function to change the map size.
a.Click Fit map then click the board.

ile View Productslibrary KitchenDesign Object | Material Tiling Light Setting Render Animation Optimize Help
,1 " (‘\ . ~1 "*L. Material Editor... a
‘iL] » [* 1* ™t C l—-_}—hi Material Library... A ki @

Edit Map
Reset Map

Random Material...

B.tick group

Fit Mapping B

Orientation

]0 Dearee

(¢ East (" South
" West " North

Number-
[
Mirror

Y [V

Cancel

C,Right click to confirm
Set both of these two board.The map will be like this.




3.Set Sunlight
3.1 set the board as light source
a.Light Setting-> New Light

iry Kitchen Design Cbject Material Tiling | Light Setting Render  Animation Optimize Help

‘ . I
Q 0 1 ‘ 1 Clear Light Property

Edit Light...
Sunlight Setting...

Lighting List. ..
Smart Light. ..
Smart Light Setting

Spedal Light 1
Spedial Light 2
Delete Spedal Light

b.Select the first board as light source. Right click to confirm.
Set another board as light source




3.2 Set the dining-room side sunlight
a.Light setting->Edit light

Power 5000Ix
Color 200 0.06 0.9
Edit Light Source
Name  [NewLight

Type JSunlight v

" RGB 202 | 5
& HSV 0.06 | 7 i
Power 1500000 |x

Light Source Type [H[wm;’;.:«.:w:»:—

Target Spot (H) |0 1

Target Spot (v) |-55.00 _J—
Beam Spread 45 _J_

Falloff

v Visible

[~ Switch Off
Eps
Length

[~ Show Selected Only

| v Global Setting
I v Global Setting

Close

b.Set Emit

Material Editor

Transparencyl Stencil I Bump fave I

Texture I

(None)

7 Inverse

Mapping

Mapping File

|J:\technical works\important on

Browse...

1

Cancel

|




c.Set the board brightness 0.8
Material Editor (3]
Base  Color |Reflection|Transparency | Stemcil| 4] ]
cwo
cv froc PO
Color W Brightnes

Textur n HK\Training edit\Edit\2. VR |

&+ Select T Apply © Move

3.3 Set balcony side sunlight
a.Light setting->Edit light
Power 3000 Ix

Color 200 0.05 0.9

Edit Light Source
Name INew Light Type |Sunlight v
| =
" RGB 200 || y
& HSV 0.05 [
K 0.9

Power 3000.00 | Ix

Light Source Type lxlmmmV _”I
Target Spot (H) |[0.00 J— pickl
Target Spot (V)

Beam Spread  |45.0 —_l—
Falloff 018 e —onr

v Visible [~ Show Selected Only
[~ Switch Off

Eps | v Global Setting
Length | v Global Setting

b.Set Emit
Select from Texture file folder



Material Editor

Transparency] Stencil I Bump Emit fave

Texture HE\Training edit‘Edith2. VR iI

[T Inverse

Mapping

Mapping File W 2011\19.backaroundright.jpg

Browse...

I 0K I Cancel

c.Then change the brightness 0.8

Material Editor (=

Base Color Reﬂectionl Transparency] Stencil I 4 I ’l

(" RGB [1os | ,
A

Color ]0~ 00 Brightnes 0. 30
Textur HK\Training edit\Edit\2. VR |

¢ Select " Apply ¢ Move




Step 5: Render

1.Day light Setting
1.Light setting-> Sunlight setting-> Day light setting.
Tick activate sunlight effect.

[Dayughtsetung. ‘

~ Environment
Sun Ray Direction (H) IO __}
Sun Ray Direction (V) 55.00 _}
Atmospherics Clarity |1 —J—
—Sunlight

E Activate Sunlight Effect] I~ Sunlight Color
Sunlight Factor Sunlight Color I:l

—Skylight
[~ Activate Sky Effect

Skylight Factar |1

— Ground Brightness

Ground Brightness Factor |‘I

2.Radiosity

1 Object Material Tiing Light Setting | Render Animation Optimize Help

l> \@ Hi q ‘ ‘ Start Radiosi

> Rayirace...
T Partial Raytrace...

L ™ Stop

i Instant Render Onfoff

Instant Render Refresh

Set Background...
Light Adjustment...

Light Adjustment without Radiosity...
Environment Setting. ..

Reset Radiosity

Plot Area Preview. ..
Sawe Image...
Additional Scan...
Batch Render...
Channel Picture. ..
Hand Drawing...
Export Dxf...

Met Render Manitor...
Net Render Server...




~

—Render Method

7 Continue Until [Stop] Button is Pressed

" Stop Running After l1 times
¢ Stop Running After |30 minutes

—Precision

¢ Normal " High " User Defined

) Epslion  |1e-005
@ Direct _—

Subdivide |200
~ Epslion |1e-005

Indirect _
Subdivide |500

~ Sky Method

¢ Indoor (" Qutdoor
v Calculate Sunlight Through Opening Only
Skylight Precision

¢ Low & Mid ¢ High I-E’—

Diffuse Factor 0.90

OK | Cancel |

After radiostiy, scan the scene more than 20 times.




3.Save image
T5 provide two method to render.
Photon rendering will have better effect but take longer time.

More 50 times to scan the scene will be needed.
nDesign Object Material Tiing Light Setting |Render Animation Optimize Help

l&@“ﬁ KA ;?;:i:iﬁsit‘[-..

Partial Raytrace...

g = Skop

y Instant Render On/Off
Instank Render Refresh

Set Background. ..
Light Adjustment...

Light Adjustment without Radiosity. ..
Environment Setting. ..

Reset Radiosity

Plot Area Preview...
Save Image...
Additional Scan...
Batch Render...
Channel Ficture. ..
Hand Drawing...
Export Dxf...

Met Render Monitor...
Met Render Server...

e R W

Image Size

Usage  [1024:768 -
Stre [1024 x [7e8

Raytrace [Photon Map Raytrace

Raytrace Max Depth |5 =l
Scan Times 100 | I Infinite
Qutput Methods

¢ Snapshot " 3D Glasses " Panorama

OK Cancel




