KRAY TRACING
RENDER ENGINE

TUTORIAL FOR BEGINNERS




SCENE IS WITHOUT ANY LIGHT/KRAY/LW SETTING SO THIS TUTORIAL SHOWS HOW
TO START USE K3 FROM THE SCRATCH.

SETUP

LOAD SCENE BEDROOM.LWS AND SETUP LAYOUT:

- AMBIENT INTENSITY SET TO O%
nder Globa
. . (G (G I

(earAiligs ™) Lihtsin Scene: 1
Anbiert Color 265 255 255

Anbient sty 007%

Current Light ~ Light

Light type | Distant.

light Color 255 255 255 [l IE)
Lt ntensty 100.0%

- LOAD KRAY SETTINGS FROM SETTINGS_INTERIOR.LWS BY USING LOAD ITEMS FROM SCENE AND SELECT EVERYTHING EXCEPT CAMERA

Load From Scene.

¥ Objects
‘SUN_TARGET

¥ Lights
U

v Cameras
 Camera
¥ Scene
¥ Master Plugins.

ivancedSamplng

g1d18191819 1833183

- CREATE A FEW NULLS WITH NAMES: CAMERA, FURNITURES, LIGHTS, WALLS

Build Null Object

1 background
O barcshona
O bed

= bed lamp (1)
L bed lamp (2)

5 capet
B floor amp

O flower_orchidea
% FURNITURES
E

+ LGHTS

O magazne

O vasease A(l)
O vasevase A@)
O vasevase_B(1)
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O wals:celing
O walsicutains.
O walsfioor
5 walsglass
O walswals
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- MOVE OBJECTS/LIGHTS TO THE NULLS (LIKE LAMPS, BED, CHAIR TO FURNITURES) IT WILL HELP ORGANIZE SCENE

Scene Editor (0)

Scene Editor (0)

8. tem Name-
% CAVERA
. Camera 01

© Camera_02
B Camera_03
© Camera 04
% FURNITURES
O barcshona
O bed
5 black_lamp.
5 capet
6 floor_lamp
O flower_orchidea
O magazne
O mimor
O vasease A(l)
O vasevase A@)
O vasevase_B(1)
O vasevase B(?)
% LGHTS

% WALLS
3 backgound
O wals:celing
O wals:cutains
O walsfioor
3 walsiglass
O walswals.
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- SETUP BACKGROUND TO EXCLUDE IT FROM GLOBAL ILLUMINATION AND REFLECTION

g Object Properties

Clear Al Objects.

Objectsin Scene: 25
Curert Objct | background -
Points: 34 Polygons: 17
Geom_ ' Deform | Render . Edges Lights Gioba FX instan_
Clp Map [T
00 000 000
Use Suface Setings

Matte Object

Hpha Channel

Object Dissolve 0.0% o E
Distance Dissolve.

im

[V Unseenby Rays

¥/ Unseen by Radosty
Fog Level

Unseen by Camera
Unaffected by Fog
1000% o

Sef Shadow. Cast Shadow

‘Shadow Ofset

- SETUP WALLIGLASS LAYER TO EXCLUDE IT FROM GLOBAL

bject Properties X

Clear Al Objects.

Objectsin Scene: 23
Curent Ot 1 wallsgiass -
Points: 16 Polygons: 4
Geom_ ' Deform | Render . Edges Lights Gioba FX instan_
Clp Map [T
00 000 000
Use Suface Setings

Matte Object

Hpha Channel

Object Dissolve 0.0% o E
Distance Dissolve.

im

Unseen by Rays
¥/ Unseen by Radosty
Fog Level

Sef Shadow.

‘Shadow Ofset

CREATE LIGHT

- GO ToO MODELER AND COPY TWO POLYGONS FROM WINDOWS GLASS AND MOVE IT A BIT

ILLUMINATION

(You CAN HIDE ALSO THIS LAYER FROM CAMERA VIEW)

INSIDE ROOM. COPY THEM TO THE EMPTY

LAYER WITH NAME _LEM_WINDDOWS (UNDER LINE AT THE BEGINNING OF NAME WILL FORGE KEEP THIS SURFAGCE IN THE BEGINNING
OF SURFAGE LIST AND ALLOW USER FINDING FAST LIGHT SOURGES FROM THE LIST)

- SETUP _LEM_WINDOWS WITH

COLOR AND LUMINOSITY POWER. ALSO RENAME THIS

LAYER FOR FUTURE EASY FINDING.

Change Surface

Name _LEM_WINDOWS]
¥ Se il Colo
m W
100

¥ Make Defak
Color

Dfuse.
Specular 00
Smoctring
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Sufaces: 19

Complementary
Complement Adust: 00 4

v Savehsv

- @) WRe 6000 @ x 10 @

© [Wave: 5903 [

Web: CFDDFF

Fick From Image. ¥
Pick from Screen
Openlbay b

]

F B Name

V| |7 walls "
walls
foor
cefing

BN

| gass
cutans
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IN MODELERE CREATE A NEW LAYER (LEM PANELS) WITH 3 DIFFERENT NAMES AND SETTINGS

_LEM_cold_back.

s ﬁ : : [ g

i

LEM_wam

wire_148177027.

frwas
| lEMbhdogen |
|__tebwem ______________|
| outams |
| cutemsbown |
[ foor
| foorseam |
[ gos
| Hdogenmior |
| Hdogenplasich |
| Habogen plasticsmooth |
| WindowDoorPastc |
[ war
| walomy |
| wndowsgass |
| wre 148177027 Smoothing |

Surfaces: 19

Complementary v Save As Y
Complement Adust: 00 4

o [Kelin 72800 @ x 10 &
@ [Wave:| 5%8 @
W Web: EFFOFF

v Savedsv
Complemert Adust: 00 4

Redi| 2550 [ [WHed 284° @ [Kehid 4200 @ x 10 @)
Greeni| 2250 @ [0Sa 560 @) [Waver 508 @
Buell 1990 [ [Walier] 2550 [  Web: FFEICE
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- ADD 2XIES LIGHT (DESK LAMP.IES IN LIGHT FOLDER) AND 1XSPHERICAL LIGHT (FLOOR

= MAKE LAYER WALLS:LEM (THOSE IN WINDOWS) INVISIBLE SO THEY WILL BEHAVE LIKE AREA
YOU CAN ALSO HIDE THEM IN SCENE EDITOR FROM LAYOUT VIEW.

cene Editor (0)

% CAMERA

% FURNITURES

% WALLS

ground

wals:zeiing

‘walk:cutains

eeee

s foor

walk giass

T
=

wals:LEW

walkwals.

RENDERING

- SETUP RESOLUTION IN EAMERA_D'I

WINDOW

¥ Unseen by Camers
Unaffected by Fog
FogLevel 1000% o

Sef Shadow. Cast Shadow

‘Shadow Offset Om

- UsSe FSAA G2 FOR FAST PREVIEW (4 PASSES):

1ay3 Sampling Setings

Arniziasing Setings
AAPreset
Picl iter

Artialasing

Grd Size:

Adapive Settings.

Undersample:

= FOR RENDERING WITH BETTER QUALITY OR HIGHER RESOLUTION USE

PAGE - O5

LAMP). PUT THEM IN CORRECT POSITION

Render Globals

Gene_

Clear Al Lights
Amblent Color
Amblent ntensiy

Curert Light
Ughttpe
Light Color
Light rtensty
Intensty Falloff

Range/Nominal Distance

- X
G IR Gl
==t

2 2

007

foor_lamp
Spherical

25 21
120%

Inv Distance”2

im

Render Globals
Gene_  Rend_ ' Gioba_
Clar Al Lights
Amblent Color
Amblent ntensiy
Curent Light
Lighttype:
Light Color
Liht Itensty.

Intensty Faloff
Range/Nominal Distance

R ) (G

LIGHTS:! INVISIBLE

G IR Gl
==t

2 2

007

floor_lamp

‘Spherical

2 21

120%

Inv Distance"2

im

LIGHTS SOURCE.

FOR 800 PIX , PATH FOR SAVE IMAGE FILE IN KRAY AND PRESS RENDER FRAME IN KRAY

INFORMATION FROM PDF GUIDE FOR BEGINNERS.
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