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B, "XERTENREENLIRET——BRRELE (Photorealism) .
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2.2.1 KB
2% TR AHmE [BA/RiEA
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4. BERE: ST/ RER)

2.3.2 HEmMXRE
o HARINE: BIEFPHNNENRESEER
o HDRIFIE: EZEXMEAEMASHIHDR
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2.4.1 Photoshop/GHA T {E5%

1. ZBEAR: IDtEiE+RshEEHTsHEE+AOEE
2. BERIE:
3. HZIAR (SHhLLIgANattL)
4. B (Bi7/854E)
5. BRTE (BE/LIAEAEMmE)
6. BELALER: USMBift, (Amount 80-150%, Radius 1-2px)
7. BERM: AY/EY/EER
8. FEIEE: HB/ER/FHIH
9. R&MM: SRGBEF=IE]/300dpi(ENRI)/72dpi(RE)
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Chaos Cosmos 1717 V-RayEF/ER=E . 2.2.0 ¢ ¢
Poliigon $15-30/A ERERNZ 2.2.2.8.0 ¢
Quixel Megascans %25 (UE) BEIRE 2. 2.2.8 ¢
textures.com $10-30/A BEEA ok kok
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Zfjl1: HBAEEIZIHTRRE
o HIERTE]: WEBAIILA
e }AR: V-Ray+3ds Max
o =M BAENBEETIE/MBARR

Zf512: Kelly HoppenffEIE X EE

o HIfEAT]: Kelly Hoppen Studio
e %K: CoronaRenderer
o = PMEIA/MBRER/AFES

=H13: MBigit LSk ERE
o HIEAT: Neri&HulIEp
o K. V-Ray
o = TUKR+BANHESE

Z6l4: GenslerhAZEEE

o HIEAT: GenslermJ{ifkA
e KA. Enscape+V-Ray
o = MANA/MEEL/ERFRE

EfI5: CCOMHRIRITESFR

e A V-Ray+Corona
o R BIEBIE/MEREA/ITHRE

Efle: REXIRITER

e RAR: V-Ray+3ds Max
o =R MAKRA/MBRERAEEHAET

ZfF7: Yabu PushelbergEIRRiERE

e A V-Ray
o = REEE/BRY/MERE

EfI8: EIRRTNEM=H#iRiE
o HIFAR: ZURAAT

e IAR: V-Ray+PS/GHA
o Sm: BRRERR/EFE KRS
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DPER >4K(3840X2160) BERE

t. EAGREAE
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2. LR ERMEUREBELIER
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9.1 ¥IHIZ

1. BHEER (3ds Max/SketchUp) — MRAS — ITHRIE — BNSH - FELE - KNIRIRER
2. #FEFHAZ: Evermotion/LinkedIn Learning/Bik#F2

+. WERERIRF

Q: SEM = ATEMIFRIEINERE, AERAR? A #EAZR: O3ds Max+V-RayZ IEZ@Chaos Cosmos+Poliigonf B@PSE W EHI@ 2 (8-
125K)+22@IMBEHR, SFES5-1557T

Q: FMEIGIHIPEMAEEINE, WMAEREAR? A #EFAR: OSketchUp+EnscapelfRiRHE (495€/5F) @EZE2-3MIAGEEPSEH@BHIIE, £
ZA£950007T

Q: EMEFEEMIRIZIIT, MMEEHFZR? A #EFHZE: OSketchUp+Enscapef#ihk @ambientCGREM BB RGFHOTLE M A
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Q: BHEARMENRERN, MARE? ARELR. OBMRIFEXET (2-55/8) @RHITH (V-Ray/Corona/Enscape) @REMEITH@A
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1. Birn, R. Digital Lighting & Rendering. New Riders, 2021.
2. KERR. (V-RayZERMREFIE) . ARBPEBLARTE, 2023.

3. Evermotion. ArchViz Masterclass. Online, 2024.



