BHMRE — INUESR/BEE/HEEM/E=TH/V-
Ray/Corona/Enscape&#k

—. BigBl55Eie
1.1 BAMREN R

EHBERE (Architectural Visualization, {Ei#fArchViz) RBRRIGITRIANMBEMFE, EEOTEESWUEIN, HIEBCEMSRITENERZF
(Computer Graphics) . E& %% (Photographic Aesthetics) . 5L ES (Visual Psychology) =A%,

Thomas Schumacher (Zaha Hadid ArchitectsB#LE8 1A A) B8 "MEBRNBIGTHNERLE, B2IGTRENARSS ——BIIMHRRS
B AT BEME, "

1.2 BERFARR#H
B AR RERU MG HHIE
1.0 Fia/Bis FI EARIEE/ SRR
2.0 SIS 3ds Max+i3iHLk HRE A/ AREER
3.0 HERBER V-Ray/Mental Ray YIENER R EIE
4.0 unbiasedE% Corona/Arnold/V-Ray GPU BLEL/IRERA
5.0 TEHER Enscape/Lumion/Twinmotion AN €L ]
6.0 Al%#Ef D5/NVIDIA Omniverse AlPZNE/S2RY 1B

1.3 HRERESEL

"ERMETIER": 1 BEME EREESIERIMUVETT 2. BRME . MERFHTREENIREHERSH 3. BHIME: SHBE+EFREHFR
FEHEERAM

= ORI

2.1 JIMEREEAR
211 BEES
R Lo AEFEm
HENEE TBEREREE IEREEEERAEL
aFheER TAEAE B =FmE/N-gon
SRR FH—EAsH OEMEER
RTEEA L1ASERS BERIE AR —E
NEER BEHDE EFEE
2.1.2 HEMEER
PBRM BRI {Ei:
T EEE
Diffuse/Albedo HitEne 2K-4K THRER
Roughness HERERE 2K-4K EHE/B=1E5E

Metalness EBE 1K-2K ERBEE/FEZENT



Normal SEEAT 2K-4K EINREAT

Displacement /MY 2K-4K JUEESEM D
Opacity/Alpha ERE 2K-4K W/
AO R 2K-4K MR IEAARARS
HERAMRSHEE:
L2 15] Roughness Metalness [o]} RENEE
HERIER 0.05-0.1 0 15 RE§T+EL%
Py 0.7-0.9 0 1.4 J5nHAERE
R& & (PFARE) 0.2-0.3 1 1.5 hi2 /EERD
WS (FEINE) 0.02 0 1.52 B+ 5T
AR () 0.3-0.4 0 1.5 RE+E
TR (RE) 0.02-0.05 1 2.0 4 5t
izt 0.7-0.85 0 1.4 FR4E+50
2.2 BEEHIE
2.2.1 BEEXRE
PR )| IEFBRER KEREAR
ESHE (Top View) 90°{F 31 b AVaES GISEIE+CADSAN
B (Aerial) 45-60°{1F 10 BHFEgt S HERR+ R
A+ SHEAE ZRE CIRER SF—EF+NAE
TN A KRR+ & IR L EHAER
2.2.2 BEEERESHK

V-RayBIEIZE: -84 35-50mmERiE (BRr AEY) -5E. ERWSENLS-3E-AE: 45°E%4 - PP 4000-6000px (Ki#) - ###: Noise
threshold 0.01-0.005 - GI: Brute Force + Light Cache

2.3 HREUMHFIE

2.3.1 {8 EE

S HEE A

==t 24-35mm EIRIMNI/28mm

ENEE 1600mm ANRBE

FEERIE FE (2-point perspective) SHERSE I

=R "% (f/8-16) Gll=ct

B2 SEHDRIR TR
2.3.2RTE

TR {FF HERIN

TA REZSZ+EN 5-15A/8%

2] £ESE 2-54/i7 5%

WA/ softeni2iR 5-1018

HERA BHFEE B AT /R IR

spukesiy RS 4 EES



2.4 BRITHER

2.4.1 BEERFEAR

REITHRDE:
KTYEHR &R R LA
EWEA 3000-4000K TREE/HIER BB/ IESLT
=LERRA 2700-3000K RE EYCR/EHT
ERATHREA 3000-4500K IhEeHREA IESSC %
I&/4RR 7E MEER BH&ILE
4T /BYT a/8 TR [RERARIN

242 RRBEREH

o IFIEY: ARME (LDR multiplier 0.01-0.05)

HDRIFE: WEHDRFAB+ES
B2 tbkBSK2-3EV

JTHEREE: RIBSSPRINE (W) 188
TREAEIN: ZEATHNE /AT ASEHN

2.5 V-RayiZi S8R

2.5.1V-RayB#igE

2 MiztE RAE BieA

Renderer V-Ray GPU/RTX V-Ray 6 GPU WFEGPUTES

Preset Production Production High BEREE

Noise Threshold 0.1 0.005-0.01 RAEEN

Max Samples 100 2000-5000 FErfEaELE

Gl Engine Brute Force + LC BF +LC BRAAE

LC Detail Medium High/Very High HETFHT

LC Min/Max Rate -3/0 -3/0 FRINBDE]

Color Mapping Reinhard Reinhard(0.8-1.0) =HIE
2.5.2 CoronatZih8#}

2 WEFE L

Passes Limit 20-50 IERORER

Time Limit O(BR) ETHRE

Noise Level 3%-6% RARR

Gl Solver UHD Cache piLiE!

Light Mix R JEHRVANT S

Denoiser Al Denoiser NVIDIA AlP&0g

2.5.3 Enscapetzilhr&#X

2% WHEE EA
BERRE Ultra AR

PakiES 3840X2160 4K



2R
BRI
EEARAE

Ultra
AR E
B/ F5h
Ezcalil=Priged

FERTX
EIARH
FEIEEH

Fig+BENX

= BBR5EIZ

3.1 MEEHR

Chaos Cosmos

Poliigon
Quixel Megascans
Textures.com

Archipreload

BAMBHER BTEITEHR
PBR# B $15-30/8
HiEt R %% (Unreal)
EANLE $10-30/A
HR+HAR $20-50/4

BHEMBRFS
BAEXEHE
BEEM
TRIR

M. SCEEGl
Bl ESRLAEMRE

o HIEAT]: MR

e AR: V-Ray+3ds Max

o =R BEEENIMIHEHIFE
o T{EE: A2/

Zf512: Apple Parki{RE

o HIFEEIBA: Foster + Partnersal#{t4H
o #HAR: V-Ray+CoronaiEd
o R KEHEMIBHFERE

=13: teamLab#FZAERMEE

o HIfEFIPN: teamLabBAREIBA
o FR: SLEHER+GHA

o BA: BEAHOLETE
Effla: AERAHNTHRE

o HIfEAT: ZHA Visualisation
e RR: V-Ray+3ds Max

o RS BATEHBRANMR
o T{EE: A3[F/K

EHI5: FNFEISEPUERE
o HIfEAT: Brick Visual
e #¥R: CoronaRenderer
o = HERE+BERY
Efl6: mMIEEFHHREE
o HIEATE: MIR

e #%K: V-Ray GPU
o T KMMENT A X+HER



E=H7. s hEMRE

o HIYEAT]: KPFATARMLA
e #¥AR: V-Ray+Enscape
o R ARAEX+ARTR

E=H18: FHMIEYIEFEIENRE

o HFIfEATE: GMPEIFI{LA
e i K: Corona+3ds Max
o = IRFEEIN+IFITH]

A, EI/HIFES

5.1 MREFEIRERE

MBS - BIEESE - HRER - MEET - TERE - BIIRE - MXER - REER - FILE - 2

5.2 FHEARET{ER (Photoshop)

ZEEEGR (GRE/MuaE/RTiEE)
BRI (HL/ M/ BXFHE)

RSN (AYD/ZE4/4E4%)

FREEE (B CR/aFMM)

i

oA W e

7N HEREEIRS TN

6.1 EFMEEXLL

V-Ray 6 GPU 1R(GPU) ok %k ok k e 34955/

Corona 10 22 ke k ke 2] 399€/4F

Enscape 3.5 R (S26Y) Fk Ak 1% 495€/4

Lumion 14 1RIR ook Aok 1% 1200$/%

D5 Render R(SEBYHIB) F*kk ok & 2E/RR

Twinmotion R sk k kK & #2817
+t. EAMRS5 A

b7/} WERR E

BRLCK Enscape/D5SERELE in#%:N

A/ V-Ray/Coronais/ii& 500-20007%/3

[ERIA=kE V-Ray+PS/EH 2000-80007T/3

BN Lumion/D5/UE5 500-20007T/#%

VRES KEHEZAT20 1000-50007z/4R

I\. TIHFENSITIHE
8.1 8%



. WEPERMABAEREHHE

. AR R KIB4RFT EZBT 8]

. UESAF BRI IRERIG

. AIERERE (Midjourney/Stable Diffusion) 4Tl

AW N =

h. ABESXHF
9.1 Bk AER

MBEERE - TR - EERHG
- BRiESE - SAIFSE - Enscape/D5
- =mEesn - BAR - V-Ray/Corona
- shEgi#s - A%+ - Lumion/D5/UES
- VR&& - RXE{I - UE5/Three.js
L B E - BERE - Midjourney+iEiE

+. WEREKIRZF

Q: BMERRNESAEMAEMB TR, MAEENREFZE? AHEESR: OV-Ray 6 GPUER (3495%/4F) @Chaos CosmostABiEGPSE W EHI@Fh
B (3000-80007T/3K) , EFIEL5-157/518

Q: FIMEIE IS, IAEFERSE? A HEFESR: OEnscape/D5 (SERNER, 495€/FHE2R) @SketchUp/RevitZIEOTREHE, HEM
%, REFZELY5000-100007T

Q: AMBEFEEMEILT, WAERRESRE? A HESR: OD5 RenderfEiR@SketchUp Free@Quixel Megascans& 844 B @ Blender (5 2) i,
TETHA

Q: PIEERIZITATIAEFMRESFR? A #EFSZE: O3ds Max+Corona (399€/4) @Poliigon#RE ($20/8) GPSEHAMBE@IMETER, HEM
5

Q EMEEMFALABEMHEERT, NAEFENRERRE? ABESR: OV-RaysREERQOT I EHENGVRERETOMEEFNSMG LA I
&, SFEL920-507 /518

+—. RR5E%
11.1 {7k

. AIRE: Midjourney4 Bt S E > 1EHREIE>ER

. SCBYYEIB: NVIDIA RTX 40/50 & 5GP U IRE S MR kEX
. TFEERN: BRI MeERIEK

. SRS MERMEE mThiE S8R/ VR

AW N =

fiR: XBSBEE/SECH

V-Ray & E S HEE

s =]

Noise Threshold 0.005

Max Samples 3000

Gl: BF+LC Eav=]

LC: High Min -3, Max 0
Denoiser V-Ray Denoiser

Color Mapping Reinhard 0.85
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