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MATERIAL VISMAT
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MATERIAL VISMAT
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MATERIAL VISMAT
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GLASS MATERIAL

MATERIAL VISMAT
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SETTING SUN POSITION
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ADDING GR ASS PROXY
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PROXY GR ASS MATERIAL
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ADDING PROXY TREE #l
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PROXY TREE#] MATERIAL
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ADDING PROXY TREE #2
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§ Camera
Camera type
e recht
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[ Indirect ilumination (GI)
o = GI caustics
u J Reflective Refractive
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VRAY SUN SETTING

TURN ON THE REFLECTION
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HDRI SETTING
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USE SAME SETTING FOR BOTH GI (SKYLIGHT) |f
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POST PROCESS

USE LEVELS TO INCREASE BRIGHTNESS AND SHADOW
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POST PROCESS

USE SELECTIVE COLOR TO ADJUST THE COLOR OF THE SCENE

Desaturate
Match Color...
Replace Color...
Equalize

Shift+Ctrl+U
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POST PROCESS

SELECT MATCH COLOR TO ADD MORE BRIGHTNESS ON THE SKY
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POST PROCESS

USE BRUSH MATERIAL TO ADD MORE LIGHT EFFECT ON THE SCENE.
LOWER THE OPACITY AND FLOW TO HAVE SMOOTH EFFECT
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