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+ Postproduction in Photoshop

Stellwerk Building / Herzog & deMeuron
Design Review Tutorial




Content

1.

BT s

o)

Introduction /Why all this? (02)

Modeling (03-24)

Texturing (25-28)

Lighting & Rendering (29-47)
Postproduction (48-52)

References (53)



INntroduction /Why all this?

In this article, | tried to walks us through the most important chapters of the most popular software tools in the field
of architectural design. It covering all of the modeling, a bit of material creation, lighting, camera parameters,
rendering settings and the post-production technigues used.

All this could have been done in dozens of ways. Therefore, | would suggest not to look for mistakes, but to try to get
through the example and learn a new steps. So, we will try to use as many tools and find the simplest and the most

logical principles of modeling. The point is to learn something that will make much benefit to the profession!

Good luck! Enjoy working!



Modeling

The geometry is very simple — walls on all four sides. No curves. No intersection. Part that we wiill be doing is just the
front one (because it is repeated along the other side). We will use a simple box as a secondary form, which will be
(at the end of this story) completely covered with a facade that actually right now we design.



At the be

9

inning — Box.

_—

Parameters

Length: 1000,0cm

Width: 2000,0cm

Height: 1500,0cm
Length Segs:
Width Segs:
Height Segs:

v Generate Mapping Coords.

Real-World Map Size




Calculate the number of horizontal elements.

What we got here?

No need to agonize calculating, but since we're here, it is something like this... 75 horizontal elements of 18cm height
plus 75 spaces between the elements of 2cm. That's it. We got 1500cm.

(500cm is half the width of the facade front. Why 500cm? Will be explained later)

View Edit Help

(75 * 18) + (75 * 2)

1500

@ Degrees () Radians () Grads M+

Inv In




Make this element (Plane) to half the length of the facade.

Parameters
Lengin: 500,0cm

Widtn: 18, 0cm

Length Segs:
Width Seqgs:
Render Multipliers
Scale: 1,0
Density: 11,0

Total Faces : 2

v Generate Mapping Coords.

Real-World Map Size




Cibject

Instance

=
REeferance

Mumber of Copies:

MName:

miain box 001

Cancel




Hiding proces..

Viewport Lighting and Shadows
lzolate Selection

Unfreeze Al

Freeze Selechon

Unhide by Name

Unhsde A0

Hide Unselecied

Save Scene Stale...
Manage Scene Stales. .

Move

Hotate

Scale

select

Select Similar

Clone

Object Properties

Curve Editor...

Dope Sheel..

Wire Paramelers__.
Convert To:

V-Hay properties
V-Ray scene converier
V-Hay mesh exporl
V-Ray VFB

YrSCene exporier
VISCENE ANEMaton exporier




Rotate it 90 degrees and stick them to the main box at an arbitrary distance (eg 10cm). Add Edit Poly Modifier.

S AR @@
Plane00 1

Est Poly
Face Extrude
D 2x2x2
D 3x3x3
FrD $xdud
FrD(box)
FFD{(cyl)

Flex

HSDS

Lathce
Linked XForm
MapScaler
Material
MaterialByElement
Melt
MeshSmooth
MEror
Morpher
MuliiRes
Noise
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Copying (to the top) goes in three stages:
The first step of three - modeling of the lower elements. (Earlier, we done the basic geometry of horizontal element)

Then, we use a basic modifiers in the Modifiers Palette + Sub Modifiers Options (of Vertex, Polygon.,)
Select “horizontal elerment 001 “then Polygon/ExtrudeZ2cmy/OK.

L7 L ORIy

Plane001

Modifier List

b Edit Poly
Vertex
Edge
Border
Po s
Element
Plane

Preview Selection

* Off SubObj

Soft Selection
Edit Polygons

Insert Vertex




Extruding process..




Copy 'horizontal element 001 New element ‘horizontal elerent 002" set it to the beginning of the first.




Atach them (select the first horizontal element, then Atach button and then select a next horizontal element).




Copy and Move it (horizontal element 002) sornewhere to the top.
Turn off Edit Poly layer (Because we need a horizontal element without thickness. Why, again?’, later it will be clear)

Mumber of Copies:

Marme:

harizontal element 002




Array tooll With the selected element we will create a series of 18 new.

Array

Array Transformation: World Coordinates (Use Pivot Point Center)

Incremental

W

Move

Rotate legrees v Re-Orient

Scale [~ =7 e Uniform

Array Dimensions i :
lotal in Array:

Reference

Resat All Parameters




The second step of three - modeling of the midle elements (curved horizontal elements).
We will do again previous Array operation, but with 50 pieces.
How?

At first, bring to the position of the copy element (horizontal element 002) 2 cm above the rear below horizontal.




Repeat operation (instead of 18 make 50 new).




Select last one on top and use Modifier FFD 3x3x3 then select Control Point of that one, middle points.

s A H@EH»

horizontal element 051

Modifier List

24 FFD 3x3x3
Conftrol Points
Lathoe
Set Volume
& Edit Poly
Plane

I

|
]

FD Farameters

Display:

Ll

bhadaldl

W Lathce

Source Volume

Deform:
* Only In Volume

Al Verbces




Control Point selection of the highest element.
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Rotate it for 60 dee




Nowv, add Edit Poly Modificator and select Polygon/Extrude2cm/OK.




The third part..
Copy a couple of the lowest horizontal elements and take them to the top, to complete the facade line,




Finally, add two vertical elements at the edges of the facade as a frame.




MNote:

Copy — creates a stand-alone copy of an object; changes to the copy and its modifiers do not affect the original
object.

Instance — creates a mirror of the original object; changes to the instance and its maodifiers affect the original object
and all other instances, and vice versa.

Reference — creates an object based on the original; changes to the original will affect all its references, but changes
to a reference will not affect the original or any other references.
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Texturing / Material Editing

Scene that we do is very simple. Therefore, the texturing was brought to a minimum. No matter of all that, we will
open Material Editor and do a few things.



To be able to create V Ray Materials, we must first to activate the V Ray Render Setup.

mienta riy Renderer
Quicksitver Hardware Renderer
; 2 i 4 B

VLE Fle Renderer

Saipts

Assign Rendener




After that...

') Material/Map Broy

¥ Search by Name ... Modes Material N:

+ AS vray_vl_glass.mat
+ AS_vray_v2_metals.mat

+ AS wray_w1l_wall.mat

+ AS vray vl metals mat

- Matenals

+ Standard

-Ray Adv 1.50.5P5

VRay25ided Mt
VEayBlendMtl
W Rlﬁ'_d' I+l

VREayMtiWrapper
VRayOverridemt]
VEREaySimbionthitl

+ Maps

_# |01 - Default
+ Scene Materials

Shader Basic Parameters
+ Sample Slots

F e 1"'-.l|."'

Blinn Basic Parameters

Armtient

Extended Parameters

SuperSampling

Maps




Finally - selects all objects from the scene and insert material to them.

Modes Material Mavigation Options LUtilities
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Basic parameters
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Roughness 0,0
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Lighting & Rendering



Make a base with Plain,

Parameters




Make a Sphere and add a Shell Modifier from Modifier List (the surface will be visible from the inside).

Eﬂun'g?

# AL eZ 2

SpNere, sKy map

Shell

Dptimize

Patch Select

| w = PatchDeform
PathDeform
Physigue

Point Cache

Poly Select
Preserve
Projection
ProCptimizer
Push

Quadify Mesh
reactor Cloth
reactor SoftBody
Relax

Ripple

Select By Channel

'-_.\,:""

Skew
Skin
Skin Morph

Skin Wrap

Parameters




Then, we add one Edit Poly Modifier and delete the bottom half of the Sphere

After deleting bottom part, Copy the Sphere and increase by a few percent. So now, the scene has two spheres of
different sizes (they will be used for the Atmospheric Light).

e S S=—-_y
\ N e Z& @D A

\ \ sphere,. Sy map
Modifier List
™ Edit Poly

Vertex
Eoge

Sorder

Element
o Sheld
Sphere




Then, we goes to the Material Editor and make two Light Materials.

¥ Search by Name ... bodes  Material Mavigation Options  Utilities

+ A% vray_wl_glass.mat
+ AS vray_vZ_ metals.mat

+ AS vray vl weall.mat

+ A% wray_vwl_metalz.mak

B 94 |l
¥aterials

L andanrg

Advanced Lighting Override

Architectural
Blend
Compaosite
DirectX Shader
Double Sided

ink ‘n Paint

i @ v @n
Matte/Shadow B &4 T

SOIPheE, & |02 - Defauit
Multi/Sub-Object :

1 Raytrace . Shader Bamc Parameters

Chellac Face Map

=il

Standard
Binn Basic Parameters

| i
SEr=2iLming

Top/Botiom
VRayFasthhs
. VRayFastss52
@ VRayLightmt
VRayVectorDisplBake
XRef Material

+ V-Ray Adv 1.50.585 Specular Hignignis

Specular Level:
+ Maps .

+ Scane Materials Glossness:

+ Sample Slots

Extended Farameters

SuperSampiing

Maps




Select a smaller Sphere.
Bring sky map in the scene.

NG| Material/Map Bre

¥ Search by Name ... Modes Material Mavigation Options Utilities

+ AS wray_vl_glass.mat
|

+ A5 wray_v.! mefals.mat

+ A%S wray wil_wall.mat

& AS wray wl metals.mat

gitrmap

Camera Map Per Pixel
iﬁ Cellular
.. Checker

ColarCorrection

Combustion
Composite ) L
E e, . ..: I::I__. " I:—'I I-—-".__

o]

~w; Dent
. Falloff o light with sky map

Flat Mirror

i Gradient = Params
I Gradient Ramp
I_H Marble
. Mazk
Mix
MultiQutputChannel TexmapToTexmap
= Noise
Normal Bump
. Dutput
Particle Age
Particle MBlur - Direct Manager
Perlin Marble
Raytrace
R hore |
[ rcE Multiply
Il RGE Tint

Smoke mental ray Connecton




With Light Material we have now the atmospheric lighting.
Next is the V Ray Light Sphere (as an imitation of sunlight).

Make it with this distance from building..




.and these parameters,

Cast shadows

* 7 & © >

YRayLightD01

Double-sided
Invisible
Modifier List Ignore light normals

Mo decay

Skylight portal

Store with irradiance map

Affect diffuse

Affect specular

Affect reflections
sampling

Subdivs: 16

s

Shadow bias: 0.02cm

Cuterrt: 0.001

(ML
Parameters

General
W N

Type:

Intensity

Wyl Cefault (image) -

Multiplier: 15,0 -

Mode: [y
Colar:

lemperature:

Radius: 1200 0cm

0 D hons




Light no. 3 is Target Directional Light.
Again, we use this distance (as shown below),




..and these parameters.

=i
-I-' L

0. Ocm

0. 0cmn




Use V Ray Physical Camera.
Make it with this distance..




.and these parameters,

YENCIERS

VRayPhysicalCamerall 1

Modifier List chutter speed (5-1)....... F50.0

shather argle (deg). oo

shsther of taet (a0l o
RN (5] sannnnannsnnnnnans

150.0

Bokeh effects

s e o (1

Miscellaneous

Earget GRSt areo® . unnnasnanas




Last step is Render Setup (V Ray Render Parameters).
Phase I:

Al e T b
ECL BLUMiNa aon -

-l - | - .
Sattings Lender Elements

Email Motifications

Common Paramebers

#Area to Renoger

View

Aperture W :'J':r'.F'_.' 5.0

Displacement
Vigeo Loor Lheck

Render to Fields

ADOUT V-Hay
V-Ray:: Frame buffer
» Enabie built-n F
¥ Render to memory
Dutput resclution

W Get resolution from MAY

V-Ray:: Global swatches

V-Ray:: Image samoler [Antakasing)
Image samgper
T.-.:TL-

Adaptive DMC

| .

VRaySincFilber 2d VRay implementation of the Sinc filter

V-Ray:: Adaptive DMC image sampler

) e
FreEsen




Cormimon W-Ray Indirect ibumination

AR DAl aime i8S

Cettings Render Elements

V-Ray:: Indirect ibuming ton (GI)

-
I
FOST-proCESSNg nles

Pies

Detal enhancement

Confrast base 0.5

Light eache

V-Ray:: Irradance map
V-Ray:: Light cache

V-Ray:: Caustics




Phase 3:

Indlirect ibumination (GI)

V-Hay:: Iradsance map

dRay:: Light cache

/23 Caushics




Scene should look like this...




Bring camera in this position.
In the upper left corner of the Viewport you can find Show Safe Frames (or just Shift + F) (that is yellow frame on the
picture bellow). With this frame you can see how picture will look like when rendering starts.

Cameras

Lights

Perspective
Orthographic
Top

Bottom

Front

Back

Left

Right

Viewport Clipping
Show Safe Frames Shift+F

Undo View Change Shift+Z




Press Render Production Button (or F9) and see what is happening.
Also, the image is already modifhed with Color Corection Control (last marked icon on the left).

'
!_ NOOEE R ]

Curve color comection

T -rr.-.-._:--.w-\'u
R W A

] Rendering

T~ 6 A | S .
| D ArMmaOon:

BE 2 i[O WM

Liommon FParameters
Hendering Hrogress:

,: =




You should get a render like this.




Postproduction

We will try to do a few things that would improve the render. There is a two versions. With full color and without it.
(With second one, in black and white, we will try to highlight the shadow on the facade that is being made by
horizontal elements.)



Settings: Custom - i ]
(meometric Disbortion
Rt D borthon 0,00
(7] < = |
Chromakic Aberration
Fix Red/Cyan Fringe 0,00
o
Fix Gréan Magents Frings 0,00
-
Fix; Blue felow Frimge 0,00
>
Wignethe —
Amount k50
&
darken bghten i
Midpoint +50
rarfarm E

layer5: layer filed with white colour / Filter / Lens Corectign / Vignette -50 / Multiply

/
layer4: Adjustment layer / Gradient Map / Gradient Editor Black & White / Opacity50%

layer3: Adjustment layer / Black & White

layer2: Render Copy / Overlay / Opacity50%

layer1: Render inserted

Layers Bar / Photoshop




After we finished working in Photoshop, there is still one small thing that adds a very nice effect. First, reduce the
image size by 20% (Image/Image Size). Than Filter/Sharpen/Sharpen. Now, image is clearer.



Final product (Black & White): 5]




Final product (Color): 52

gy
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