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Peter Oldorf

a arman 30 artst Pater Oidort book two diys
io create “Tomezak Housa' for ichtachi, tha
30 content creation company whara ha
works. Housed 3ds Max 2012, V-Hay, Photoshop,
arnd & ot of third-party pugns, “Uisualh: progects
fior chants don't have beautifil architecture, and it's
often hard 1o find & good look, But in thes case 1 Rad
& vesaon of the pictune in my mand.” says Patar, “1
really enjoyed setting the fghts as well as displacing
ther wralls and the concrata on tha floor.”

Palir o :L.‘.la'.‘,u',":nl'g,nl'rg‘; o findl relar Wiy DO ridof i
renders ook mone reaksbc. *T search for new
sodubions to work mone efficiently, That's the mast
excibing part Ebout workeng a5 a 20 artst = it's all
about hearning, and wasking N new ways ey day,

“Moxt to chant projects I'm exparimenting with
LT P = hala gl ﬁl;ul;:ll.“:g_ I:r::n'rzln;] ANd EnerGiETEnAE
saftware such gs RealFlow, ZBrush, boujou and
Ozona. We're aleo working with augmented reality
techhiques to combirue 30 wath risal-time camers
footage of celiphones and tablet PCa.”
whww.ichtecht.de

= The making of ‘Tomezak House"
Fortfodio - In Focus, page 18
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Portfolio: In focus

(rerman 3D artist Peter Oldort reveals how he
modelled and rendered this modern villa

a Peter Obdorf
Tomczak hoyse
Jde Max, RailClone, MultiScatter,
PixPlant, V-Ray, Fhotoshop, Magic Bullet

1 wantnd to do 1t profe
WOk For the
I l=amt all ak
and arch
*This irm a job for To
DL RramaaT

D 2 Adding detail
Mext T built it up, bridged the windows
: and put them in, I also buslt additional datail
1 @0 erachamde map & E achs o such as the metal plates on the oot and the
the short renvder t ) ) wonden planks on soma of the walls.
case I had the ti

[3 RallClone made DB Making the glass railings

light work of the For tha glass raslings on the balcony

glags railings I used the very halpful and tHme-savdng plug-in,
RaifClone. I croated & spline, attached the
guametry and after some tests I had a
procedural mesh sverywhers [ wanted, It's
awesome for late changes by elients!

S0 Friy wiark an

the pond Placing the foliage
ond is just a plane with a noiss The Evesrmation and iCuba
T this “wate pants in the s
rdl and

0 One of the first jobs s to optimse
the vertices to provent the viewport
from slowang down boo much

IJ.IH FEAVORLD | March o, 3chworidmadp.com
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Partfolio

Stage 2

1 [ Set up the
Tl SELNE 15 it
samphe, st a dome hght
witth an HDR texture
fram TR,
alaal ghting,
wihach makes a good
ko, anvd hias
awesnme reflections

) texture maps
Th matorals ans mainhy quito sirmgha.
Insicla the b I trind to use
lowe-quality textures or just diffuse
colours: ta sawe on th render tima,
 high-resolution bestures 1

usid are fior the ground and the wall
= i ﬁrn;;u.l:l.:,' concrete and a bnck
map Irom whasw, Colextunes com

Bothi are deplaced wsang the 20
W-Ray displacement modifies, Hom 1
arbpcd iy b irestoncd of e t
map. This makes the edges softer soit
dpesn’t look too sharp, The quality of
thes moadder depends on the resolutbion
of the map and the factor resolut
on tha modifier, T think in this c
2048 = a good vakss, A
dpesn’t have & big effect. For the brick
map [ neadod good displacemant and
reflection maps, 20 I used PadPiant,
winch makes i aasy [0 create nommal
and reflection maps.

Lsasslhy, 1 try to use norrmal mags for
better rendler timas, bt in this case T

splacement maps to gat the

pp effect of Byiht and shadows
urder the ghts,

The water is basad on a plana with
i SEmpde nose maoadshar, The matenal
has & smple nose in the bump
channed and a bit of green fog. T never
st the refrachon to pune whibte to get
a better fog affect.

020 | soworto | mach 2013

L1 Thar sconis lighting
setup was kept simple

& A dome Bght with an HODR texture
was used for ghabal lighting

& Textures were displaced wsing the
20 V-Ray displacement modifier using
filter blwr for soft edoges

E The camera's wiite balancs
15 st to yallownsh white

D 7 V-Ray lighting

Thas rest of the Bghting is
sal using V-Ray hghts and tha
camer. The Bghts ane deep
orange and the comer white
balance s sat (o yellowish white,
Thiz ereates & good contrast of
blue and yeliow in the pure
rendering. Tha ‘thl: Cubsig’ are
sirmplis boxes with matky glass
material and a W-Ray Bght inside,

£ &n mperture af 1728 was used
fior & shallow depth of fiekd

e e

-]
=]

Gg Rendering with brute force

Usually, [ ronder with an iradiance map and light cache to save
tirmse, But in this case 1 had the time to rendar it with boute force. Fos
night shats brnute force = awesome. Everything looks good - clean
coimiers, soft shadows and of course no ugly sSpots. For thiz shot it took o
24-corg Mac over 17 hours to render, That's really long!

o, 3chwidmadp.com
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Refining the reflections

I used & bit of raw refloctscn for mone reflections on the giass. What
L rilly o 15 U @ffoct around tha kght cubes that stand amang the plants,
I painted the 'lr-ﬂu'l.:,' shadows path with a mask anund the cubes, using tha
Scroen blend modse. Mow it looks like tha light shenas throwgh the green isaves,
Thén 1 Ginad 1 SOMd MonE Contrast with 4 cunae and wsd Sobictred Color
COmecions 1o make e yedow more descrete and & b mone orangey.

S PER - i g e
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N [ [eremesam"m"
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T e
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& The V-Ray shadows path was used [ [ee——
to make the follage transhecent ' L

l Firing the
magic bullet
| Fenally, I used Magic
Y [ R Phataloaks to add
- §:= '-'_'_-_:__ — vignatting and intens
carefully, becase |
the edits too far 5

O The incloor lighting
veas refined with
Selective Calor

wrand Sttwridmag.com
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Stage 4

:Creating the right mood

This i tha sbep I most enjoy. It's great fun
working with passes 1o make s pectung mane
atrmospheric, In Photoshop I used the render
chanrsis o tune up the colours, contrast and
bghis, Mostly [ use the Screan biend mode on
lghting, raw refraction and reflection, but T atways
ecpenment with the diffesant modies for sach
cianmne (o get the el 1'm kooking for

¥ The Screen blend mode applied ta ighting,
refraction and reflaction brightens the image
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usisd to finalise the image
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