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Chuwong 8
Vat liéu va mau sac

A. Phan mé& dau

I. Gi&i thiéu tdng quan
Trong chuwong nay chung ta sé hoc cach tao ra cac hinh anh nhw hinh chup sau khi
cong trinh da hinh thanh (Photorealistic Image). Dé lam dugc diéu nay ching ta phai
di sau vao 2 linh vyc : Chat liéu bé mat cua vat liéu xay dwng va anh sang (ca tw
nhién va nhan tao)

Ngoai ra chung ta ciing nghién ctru vé béng dd (Shade) cla cong trinh dwéi anh
sang tw nhién véi ngay gi® va dia diém cu thé.

Il. Muc dich cua chwong
Gilp ngudi str dung biét dwoc

e Tao dung céc loai phdi canh

e Dién ta bong db cta cong trinh dwdi anh nang mat troi

e Hiéu rd vé hiéu qua thj giac khi cdng trinh dwoc Render (I&nh lam cho céng
trinh c6 hinh anh gibng nhw da xay xong) diroi sy tdc dong clia anh sang
(Raytrace)

e Tao lap cac Photorealistic Image dé gigi thiéu véi khach hang

B. NG6i dung

I. Cach tao lap cac phéi canh
Trong cac chuwong trudc, ching ta da biét cac thanh 1ap mét phbi canh, nhung chi &
murc tong quan. Trong chwong nay chung ta sé nghién ctru sau hon dé hiéu ro l1énh
phoi canh ctia Revit dwoc hoat ddng nhw thé nao.

Cilng nhuw hinr) hoc hoa hinh, Revit Architecture dwa Revit Architecture 2 loai phéi
canh chinh : dang trac (Isometric) va song song (parallel)

e Phéi canh dang trdc dwoc tao 1ap bang Icon 3D trén thanh cong cu. Trong
View/Orient trén thanh Menu, nguwoi str dung cé thé chon cac goc nhinh khac
nhau. Mot cau héi dat Revit Architecture la : ¢ nhirng goéc nhin da dwoc tao
lap trong Project Browser rdi, tai sao con can nhivng géc nhin nay niva ?

Cau tra 1i 14 : nhw chang ta da biét, cac 1énh cla Revit Architecture khoéng
phai luén luén hoat ddng trong tat ca cac tdm nhin. Néu chung ta kich hoat
cac méat dirng, hodc mat cét trong Project Browser thi cac Iénh dé tao hinh
Render khéng bao gi& hoat ddng. Vi vay, khi can Render nhirng hinh chiéu
nhw vay, ngwdi sl dung can dén nhirng géc nhin nay thi tdan bd cac Iénh
trong Rendering Bar m&i hoat déng.

e Phéi canh song song do Iénh Camera trong View Bar tao nén. Cac phdi canh

nay tay thudc vao diém nhin va diém ngdm ma sé xuét hién phdi canh 2 diém
tu hay 3 diém tu.
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Triroc tién ching ta tao mét phéi nhw da thirong lam
1.  M®& lai bai tap da hoan thanh trong chwong 7. Trén Drawing Area la mat

bang tang trét

Chuong 8 : Vat liéu va mau sac

2. Di chuyén chugt vé Phdi canh 1 trong thw muc 3D View cla Project
Browser, Click phai va chon Show Camera. Trén mat bang Camera sé hién
ra nhw hinh 8.B.1.1 dw¢i day.

ooy o 99

Hinh 8.B.1.1

3. Click vao nut Propeties sé c6 hdp thoai hién ra nhw hinh 8.B.1.2.
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FEamily:

Syztem Family: 30 Yiew

Tupe: 30 Yiew

Type Parameterz: Control all elements of this type

e

[v] Edit / New...

Parameter

Yalue |

Coarse Poche Material Poche

Instance Parameters - Control selected or to-be-created instance

Paramneker | Walug | [l

Ear Clip Ortive L]
Far Clip OFfset 5443524 J
Section Box ]
Camera k3
Eve Elevation 61239
FTarger Elevaton 7500
Render Scene MNone

Hinh 8.B.1.2

Mbt s0 tinh chat cé ¥ nghia nhw sau va y nghia

e SH61:

dd xa cha phéi canh. Nhirng vat thé gi nam trong khéang cach tw

Camera dén khoang cach nay sé hién ra trong hinh 3D. Nhitng gi nam xa
hon s& khéng xuat hjén
e Sb62:cao dd clia Camera. Revit dwa ra chiéu cao méc dinh la 1.750 (chiéu
cao thdng thwdng theo mat ngudi). Ching ta cé thé diéu chinh chinh xac
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Camera.
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gia tri nay. Tuy nhién, theo théi quen nghé nghiép, nhirng ngu®i lam thiét ké
kién tric diéu chinh truc tiép trong hinh 3D)

e Sb6 3 : cao dd cla diém nhin. Kha nang diéu khién va s dung ciing giéng

Ca hai thong sb Eye Elevation va Taget Elevation déu thay dbi khi chung ta st
dung Iénh Spin trong nhém 1énh Dynamic View (xem hinh 8.B.1.3

(2= W2

) ?Zm lech thiro'c cua hinh

HALED@D

\_—1Phoi canh

|

\

|Dynamic Yiew

Drag mouse to change view wja-xd

Secral

Zoam
[Ctrl)

Spin
[Shift]

Wheel zooms. Without dialog use mi
Examine | alkthrough | Field of Wiew | €4 E

e Dutton.

Hinh 8.B.1.3

4. Théng thirong sau khi dat mét Camera va mét Taget, Revit Architecture sé
san sinh Revit Architecture mét phdi canh. Tuy nhién, hinh anh d4u tién nay
thwérng chi nhin trong mét pham vi rat nhd. Chung ta Click trai vao khung
hinh phéi canh réi di chuyén cac nét xanh (di chuyén chuét dén, Click trai +
gitr phim trai, di chuyé&n chuét) dé cé hinh day dda. Xem hinh 8.B.1.4

Family: System Family: 30 View ~|
Type D View v Ecit / New
Type Parameters: Contral all elements of this tupe
Farameter Value ‘
Coarse Poche Material Poche
Instance Parameters - Contral selected ar to-be-created instance
Parametet ‘ Walue | ~
Default Yiew Template Mone
Extents
Crop Region Visible
Far Clip Active
Far Clip OFf set B7701.7
Section Box ]
Eve Elevation 1750.0
Target Elevation 1750.0

RN

Di chuyén cac ndy nay dé dinh lai khung hinh

"™\ Chiéu cao mac dinh

Hinh 8.B.1.4

Ké tiép dwdi day chung ta sé tao mdt mét cat phdi canh

5. Kich hoat {3D} trong 3D Views clia Project Browser. Di chuyén chudt vé
Drawing Area, Click phéi‘ chudt va chon View Properties. M6t hop thoai xuat
hién, chon Section Box roi OK (nhw hinh 8.B.1.5a), két qua nhw hinh 8.B.1.5b

Thiét ké kién trac véi Revit Architecture
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Extents ]
Crop View ]
Crop Reqgion Yisible ]
Annotation Crop [ ]
Section Box [Iv] |
Reender Scene Mone éni
Render Image Size [ Edit | i\‘g’
- :
L ak. ] I Cancel
Hinh 8.B.I1.5a Hinh 8.B.1.5b

6.  Click vao khung 1ap phwong mai xuat hién, di chuyén cac miii tén dé c6 cac
két qua nhw cac hinh trong hinh 8.B.1.6

Hinh 8.B.1.6
Chuy : @& y dén miii tén cong & goc cta khéi lap phwong. Ching ta cé thé click
vao mii tén nay va gi» phim trai rdi di chuyén chudt d& c6 cac mat cat véi cac
goc doé tuy y.

Il. Bng d6 cta céng trinh

Béng dd clia cong trinh dwéi tac dong chiéu sang cla mét trdi la mot qua trinh
tinh téan bang cac phép tinh dwa trén Iy thuyét ctia mén vat ly kién trac. Hai yéu
td co tac dong dén hinh dang bong dd la vi tri clia cdng trinh va thoi diém ldc
cong trinh dwoc chiéu sang. Qua trinh tinh téan kha phirc tap. D& don gian, khi
vé tay bong thtrong dwoc quy wédc la nghién 45 dd so véi duwdng thang dirng
hodc ngang. Khi dung Revit Architecture dé thiét ké céng trinh, quy wéc nay cé
thé dwoc ap dung hay khong tuy thudc vao ngwdi st dung. Hon niva, Revit
Architecture con cung cAp mét sb cong cu dé cong trinh cé bong db gibng nhw
trong thwc té, tai bat ky noi dau, tai bat ci thoi diém nao. Néu biét loi dung
nhirng cdng cu nay, ngudi st dung sé& cé nhirng két luan rat chinh xac khi thiét
ké khdi dang cong trinh, cac chi tiét che nang cling nhw noi thét.

Theo kinh nghiém, dé khao sat bong d6 cta cong trinh, ching ta nén chon 8 thoi

diém : luc 9 gi® va 15 gid cla 4 ngdy : Xuan phan, Ha chi, Thu phan va Déng
chi.
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Dwéi day chung ta tiép tuc dung bai thie hanh da dwoc tao lap dé nghién cru
bong do.

1. Click hoat phéi canh 1 va lam theo huwéng dan nhw hinh 8.B.11.8 dé c6 két qua

advanced Maodel Graphics...

Két qua sau khi dé béng
L | 0 chadnue OfF 2 /
5. o

Perspective @1

5 0n

Hinh 8.B.11.1

Revir cung cap cho nguoi sir dung mét cdng cu lam thay déi dwoc séc do cla
bong db.

2. Di chuyép v‘é, Drawing Area — Click phai va chon View Properties. Lam theo
hirong dan dé cé sac dé 30 nhw hinh 8.B.11.2

Identity Data
Wigw Mame

Title on Sheet

Default View Template

Archbectar al

Phéi canh ngdai 1

MNone

4

(o

' [ QK —n[ Cancel

Silhouette skyle:

Tupe: 0 View [~ Edit / Mew...
AdvancedModelGraphics 1
Type Parameters: Control all elements of this type
A
Parameter value / Skyle: <Hidden Line M
Shadows Properties
Coarse Poche Material Poche Cast Shadaws
Intensity
Sun:
. Shadaow: j 30 %
Instance Parameters - Control selected or to-be-created instange 2
| Parameter | Vallje Sun and Shadaws Settings
Detail Level Medium [ still Solar Study 1 - Sunlight: From Top Right E
Detail Mumber 2
Ratation on Shest Mone
wisibilityaraphics Overrides Edit Silhoustte Edges
CIRQE! LI aon " Hidden Line H [ override Sihouettes
Advanced Model Graphics [ Edit;
M=
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So sanh 2 hinh : 8.B.11.3a v&i sic do 20 va 8.B.11.3b véi sac do 80 dudi day

Hinh 8.B.11.3a Hinh 8.B.11.3b

3. Chuy la bong db 1én cong trinh la do mat trovi. Tuy thudc vao thdi gian va dia
diém xay dwng ma bdéng db sé& khac nhau. Néi cach khac tuy thudc vao vi tri
cla mat trdi & dau ma co bong dbé lén cong trinh twong (rng. Revit
Architecture c6 mét sb gia dinh vé vj tri mat tréi d& ngudi st dung tiy chon
nhw hinh 8.B.II.4

Sun and Shadows Settings

[ still Salar Study ] - Sunlight From Top Right /E

I CALLE S un and Shadows Settings

[ override sil Marme

Silhouette style Sill Single-Day | Multi-Day

Sunlight From Top Right
Sunlight Fram Tap Left
Summer Solstice
‘Winker Solstice:

Spring Equino:x

Fall Equino:

Hinh 8.B.11.4
Sunlight from Top Right : anh sang mat troi chiéu tir trén phai
Sunlight from Top Left : anh sang mat tr&i chiéu tir trén trai
Summer Solstice : dnh sang mat tr&i vao ngay ha chi
Winter Solstice : anh sang mat tréi vao ngay dong chi
Spring Equinox : anh sang mat tr&i vao ngay xuan phan
Fall Equinox : anh sang mat tr&i vao ngay thu phan

4. V& lai mé&t bang trét dé dé bong va so sanh 2 phan trong hinh dwéi day

- S e e e 7| = (U = Sl i It et s el B o
i
_H O sy o N < g/ BN
il ol T '.: |
T T 5 S A > L
Sunlight from Top Right Sunlight from Top Left

Hinh 8.B.11.5
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Site
Sanvud'n
Tang 1
Téng 2
Tangtré t
‘eiling Plans
Mai
San vdd'n
Tang1
Téng2
Tangté t
D Views
3D View 1
Phéi canh n
ey
leveations (Build

Fast

puntand'Shadows Settings

Mame

Sl | Single-Day | Multi Day

Settings

Cuplicate

I [ Rename ] [ Delete ]

() By Date, Time and Flace

Surlight from Top Right Place:
Sunlight From Top Left [:]
Summer Solstice
‘Wwinker Solstice Date and Time:
Spring Equinox
Fall Equinox (&) Directly

Azimuth: 135.00°

Altitude: 35.00°

Relative to Yiew
Ground Plane at Level |

( Tang trét M]

Bong tAng 1 d6 xudng cao d6 tang trét

nrandShadows Settings

. Chuong 8 : Vat liéu va mau sac
5. Khi d6 béng trén méat bang chung ta cé thé quy dinh cho béng in hinh trén cao
dbé nao. Xem hinh 8.B.11.6

Mame Settings

Stil | Single-Day | Multi-Day OBy Date, Time and Flace
Sunlight from Top Right Place:
Sunlight from Top Left - E]
Summer Solstice )
Winker Solstice Date and Time:
Spring Equinox
Fall Equino () Directhy

Agimuth; 135,007

Altitude: 35.00°

Relative to View
Ground Plane at Level ;
[ Duplicate ] [ Rename l [ Delete l ( Tang 1 M]

Bong tAng 1 d xubng cao d6 tAng mot

Hinh 8.B.1I.6

6. Ngoai ra ching ta c6 thé chon dia diém xay dwng cong trinh, thoi diém bong
do moét cach chinh xac theo kinh d6 va vi dé. Rgvit cung cap cho chung ta
cach chon dia diém cu thé moét dia phwong trén thé gi¢i nhw hinh 6..11.7

There is a single Place for each Revit project that defines where the project

is placed in the world,

City Boston, Ma, US4 @
;AR B
Longitude : H:LDJ HIEun S

Time Zone : (_ Hart AustraliaD -

FobarT, ORLT
Hobbs, NMO
Holloman AFE, MMO
Hollywood, CAO
Hollywood, FLO
Haolyoke, MaDO

Homeland, CAO
Hong Kong, Chinadl
Honolulu, HIO

Sect

Lege
Sches
Sheel
A0

Fall Equinas:

A0

Hood River, ORO

Skill Single-|Hopkinsvills, kK¥O

Haoquiam, Wao

Sunlight From T R Springs, ARO
Sunlight fram T)Houghton Lake, MIO
Summer Solstic) Houghtan, MIO
‘winker Solstice] Houstan, TXO

3pring Equings: Hudspeth, TXO

Hurnble, TXO
Humphreys, OKO
Hunter, GAO
Huntingburg, INO
Huntington Beach, CAO
Huntington, WyO
Huntsville, ALO

Manage Place and Cocations @

Locations| Place |

1 lace:

Date and Time:
() Directly
Azimuth:

Alkitude:

™

Hinh 8.B.1l.7

y Drate, Time and Place
Boston, MA, LS4

5(11

2

M wizam (=

Sau khi chon dia diém chung ta Nhan nat OK dé chon théi diém bong db

Thiét ké kién trac véi Revit Architecture

Nguyén Phwéc Thién



Chuong 8 : Vat liéu va mau sac

7. Chung ta chon thei diém dé béng nhw hwéng dan trong hinh 8.B.11.8

Marme: Settings

Stil Single-Day | Multi-Day () By Date, Time and Place

Sunlight From Top Right Place: Ho-Chi-Minh {Saigon), Vietna
Sunlight From Top Left ’ D

Surnmer Solstice

‘Winker Solstice Date and Time: 329 :
Spring Equinc
Fall Equina: (O Directly March, 2004
; Sun Mon Tue Wed Thu
Azimuth: 2 3 4 5 &
Alkitude: 78 9 10 11 1z 13

14 15 18 17 18 19 20
21 3 24 25 zb 27
= 0 31

Ground Plane at

Duplicate I I Rename I I Delete I

Hinh 8.B.11.8

8. Kich hoat lai ph6i canh 1 va xem hinh 8.B.11.9 dwéi day dé so sanh bong do
clia cdng trinh trong cung 1 ngay nhwng tai 2 thoi diém khac nhau.

Béng db luc 3 gior chiéu Béng db luc 9 gi®r sang
Hinh 8.B.11.9

Tw chwong 1 cho dén day, ching ta nghién ctru chd yéu la phan Vector. Tir day
cho dén hét chwong nay, ching ta s& nghién ctu phan Raster. Phan Raster
trong thiét ké kién tric cong trinh thwérng dwoc hiéu nhw 1a két qua clia “Render”
va thirong duwoc goi la “hinh Render”. Thwc ra trong Revit Architecture, Render la
mot 1énh dé tao ra cac hinh anh nhw trong thyc t& ma con nguwoi thwdng nhin
thdy sw vat chung quanh minh. Déi v&i cdng trinh kién tric, dé sau khi Render cé
dwoc mét hinh cdng trinh nhw dwoc chup bang may anh can phai chuan bij truéc
yéu tb :

e Hinh anh thuc (Photorealitic) clia chat cdm bé mét

e Su tac ddng clia anh sang lén chat cdm bé mat (Raytrace)

Hai yéu t6 nay ludn ludn phai di chung v&i nhau. Néu khong c6 anh sang thi mat
sé khong nhan dwgc hinh anh gi ca. Neu khéng c6 hinh anh chat liéu bé mat thi
dwdi anh sang mat trdi céng trinh chi la mét mau xam (theo quy wérc)

Thiét ké kién trdc véi Revit Architecture 8 Nguyén Phwéc Thién
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Tuy nhién néu da cé chat cdm bé mat va tac déng anh sang ma chwa dung Iénh
Render Scene thi Revit Architecture cling khdng san sinh duwgc cho ching ta mét
hinh anh nhw mong muén. Vi vay bwéc dau ching ta sé& nghién ctru vé Render,
ké tiép sé nghién cru vé anh sang (Raytrace) va cubi cung 1a chat cdm bé mat.

lll. Render

Trudc khi Render, chiing ta can phai thiét Iap mot méi canh (Scene) véi gia thiét
rang day sé la mdi cdnh ma cong trinh sé ton tai. Dé thiét 1ap modt Render Scene,
chung ta lam theo nhirng bwéc dudi day
1. Trong cét Iénh Setting, chon Render Scene, mot hop thoai xuét hién nhw sau:

cene Selection =

Select an existing scene or create a new scene to be uzed when
rendering the view,

1
( MName: _]
(G)New 2 Mame: | Scene 1 ]
Type: [Madifies the effect of sunlight |
O Interior () Exterior
P
3
4[ oK. nl Cancel I I Help 7

Hinh 8.B.III.1

Cac 6 co y nghia nhw sau :
e O th nhét : néu d3 co thiét 1ap mot hay nhiéu Scene réi thi sé duoc
liet ké & day. Vi du ta s€ lap ra hai Scene tén la Ngoai-Tay-Nam va
Ngoai-Déng-Béc. thi ltic qua trinh muén Render Scene nao thi ta chi
viéc goi Scene doé ra
e O th hai : lap mot Scene méi chua c6
o O tht ba : Scene ma ching ta mudn tao lap d& Render 1a noi that
(Interior) ngoai that (Exterior)

2. Click nut OK sé hién ra mét hép thoai nhw hinh 8.B.111.2 duwdi day

Thiét ké kién trac véi Revit Architecture

[Jise Sun and Shadow Settings fron:
iview : el

Name: Scene 1 » I Mew. I I Rename J I Delete J
Scene Seftings
Scene Type: [Modifies the effect of sunlight during raptrace.]
O Interior (& Exerior Flant Seasor:
{ Environment, I l Lighting... ] I Sun, J Early Spring ~

T Fo0e] FEomeny

These optiohs increase speed by rendering only a portion of the model. There may be undesirable
artifacts in the image

Use Vigw's Section Box:

<rendered view:> -

B ack Face Culing |grore opague sufaces facing away from the eyepoint

Wiews Culling |grore hidden objects and objects outside of the field of view.

Radiosity Settings
Quiality:

Good v| 25 % Steps 0.25

Solution Goal: Colar Bleeding:

Faytrace Settings

Quality: Reflection Baunces [ Soft Shadows
Medium v 3 |= [ Bluny Reflections
Transparency Bounces [ Blurry Transparency
EI [] Recale Radiosity Lights
[ Ok ] I Cancel J I Help

Hinh 8.B.III.2
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Trong hop thoai ching ta tim hiéu 2 phan quan trong :

Scene Settings
3. Environment : quy dinh cho mau phéng cta hinh (Background) hay hinh anh
clia bau troi (Automatic Sky). Néu Click vao 6 nay sé cé mot hop thoai khac
tiép tuc xuat hién dé& c6 chon lwa cu thé hon. Chung ta sé 1am diéu nay khi
Render cong trinh ma trong chwong truéc ching ta da thiét ké.

4. Lighting : diéu khién anh sang nhan tao gép phan nhw thé nao (bat, tat hay
m¢&) trong qua trinh Render.

5. Sun : Gidng nhw tredng hop Shading & trén, muc nay sé quy dinh vi tri cua
cong trinh thiét ké so v&i vi tri cia mat tréi va hinh Render tao ra sé vao thoi
diém nao trong nam.

6. Plant Season : tuy vao mua khac nhau trong nam, nhirtng cay duoc bd tri
trong tam nhin ctia phoi canh sé c6 nhirng thay dbi khac nhau (vi du cay mua
xuan sé nhiéu la va cay mua dong sé trui 1a)

RayTrace Settings
7. Quality : chat lwong hinh sau khi Render sé& dwoc tly chon theo mirc dd t
thap dén cao Draft, Medium, Good, Better va Best. Chat lwong hinh cang cao
doi héi thdi gian Render cang 1au. Xem hinh 8.B.111.3 dé nhan biét chéat lwong
gitra Medium va Best

Quality : Medium Quality : Best
Hinh 8.B.111.3

Chua y nhirng dy khac biét
» D¢ su si (Bump) cua tuong ]
e Bau tr&i dwgc phan chiéu trong cac 6 kiéng clia ctra sb

8. Reflection Bounces : trong méi truong thyc té, mot vat thé khong chi chiu tac
ddng anh sang truc tlep tr mét ngudn sang duy nhét 1a mat tréi ma con chiu
sy tac ddong phan chiéu anh sang tlr cac vat thé lan can. Sé lan phan chleu
nay xay ra tuy thudc vao ngudn nang lwong cta anh sang. V&i thong s nay
ching ta cé thé quy dinh s6 1an phan chiéu dé hinh Render cé dé trung thuc
cao hon. Xem hinh 8.B.lII.4

Thiét ké kién tric voi Revit Architecture 10 Nguy&n Phwéc Thién
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Reflectiion Bounces = 1 Reflectiion Bounces = 2
Hinh 8.B.11l.4

9. Transparency Bounces : cling gidng nhw trén, s6 Ian ma anh sang xuyén qua
nhirng vat thé trong subt dwoc xac dinh & day. Théng sb nay cling tac dong
dén th&i gian Render

10.Soft Shadow : vé&i hiéu &ng nay, cac canh vién clia béng sé khéng quéa séc
nét lam cho hinh anh Render tréng c6 vé thyc hon. Xem hinh 8.B.111.5

Khéng chon Soft Shadows Chon Soft Shadows

Hinh 8.B.IIl.5

11.Blurry Reflections : khi mot vat thé dé gan moét bé mat ¢ kha nang phan
chiéu thi hiéu (rng nay sé giup cho hinh anh Render thic hon.

12.Blurry Transparency : dbi vat thé trong subt, luén ludn ching ta nhin dwoc vat

thé ndm sau nd. Hiéu &ng nay gitp ché nhitng hinh &nh nam sau vat thé
trong subt cd vé thye hon

Hai hiéu &ng Blurry & trén thyc chét la lam cho cac hinh anh san sinh tw
Reflection va Transparency cé dd sac nét bi suy giam.

Thiét ké kién tric voi Revit Architecture 11 Nguy&n Phwéc Thién
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13.Recalc Radiosity Lights : hiéu (rng nay rat quan trong khi ching ta Render
mét ndi that. Cung ta sé tim hiéu sau.

Duwéi day chung ta bat dau di vao nghién clru chat cam bé mat (Texture) clia vat liéu
ma chung ta sé quy dinh cho cong trinh cla ching ta. MGt lan nira xin chd y la
Texture sé khéng dwoc nhin thay néu khéng c6 RayTrace va chwa Render

IV. Chat cam bé mat (texture) cua vat liéu xay dwng
1. V& lai hinh phéi canh. Chap nhan cac thong s6 nhw chung ta da tam thoi quy
woc trong phan Render phia trén. Click vao Raytrace trong phan Tab
Modeling cua Design Bar. Click tiép nut GO, Revit Architecture sé Render cho
chung ta va két qua sé nhw hinh 8.B.1V.1 du¢i day
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Hinh 8.B.1V.1

Chung ta c6 nhirng nhan xét sau :

Chét lvgng hinh chwa cao (co nhiéu rang cwa & dwong vién cla cac
bé mat). Nguyén nhén do ching ta quay udc Resolution (d0 phan giai
thap).

Revit Architecture cho ching ta 3 Iwa chon vé Resolution : Thudng —
Custom : 75 dpi; Trung binh — Medium : 150 dpi va Best — cao nhéat
300 dpi. Tuy thubéc vao giai doan nghién clru ma chung ta chon
Resolution thich ng. Resolution s& anh huéng dén 2 két qua.
Resolution cang cao hinh Render cang I&n va théi gian Render cang
l&u.

Cac vat liéu chwa dung. Nguyén nhan vi ta chwa quy woc Texture cho
cac bé mat do.

Trong qua trinh thiét ké vat liéu xay dung, ching ta can phan biét rd 2
thanh phan : phan bén trong vat liéu khéng thé thdy trén hinh phdi
canh (nhw lop gach xay) va phan thdy dwoc trén phdi canh (nhw 16p t6
hoac 16p &p. L&p bén trong chiing ta chi cin chu y dén phan hién hinh
Raster (khéng c6 vai trd gi trong hinh &nh thwc. Lép thdy dwoc phai
chl y cé Vector 1an Raster.
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2. Thay dbi Resolution cao hon, tw Draft 75 dpi sang Presentation 300dpi va
Click nat GO dé c6 két qua nhw hinh 8.B.IV.2 diroi day

Hinh 8.B.1V.2

Nhan xét chung ta thy chat lwong ctia hinh &nh cao hon rat nhiéu lan. Tuy nhién
thoi gian Render cling lau hon.

Mot thong tin dé chung ta tham khdo. Hinh 8.B.IV.2 la két qua Render sau 20
phat cia Revit Architecture véi théng s0 phan ciyng nhw sau : Laptop voi
Proceesor Due Core 2 (2x2.0), Graphic Card 256, bé nh¢ 2 GB

Cha y : néu ban khong thay dbi nhirng yéu t6 lam tang thém thoi gian trong
Render Scene thi day la thoi gian lau nhat dé c6 dwoc mot hinh Render. Nhirng
lan Raytrace ké tiép thtrong nhanh hon.

3. Chuang ta sé lwu hinh anh nay (d& so sanh sau nay) bang cach Click vao
Capture Render trong Tab Render cua Design Bar. Trong thw View cula
Design Bar sé& xuét hién 1 thw muc con tén la Render va hinh vira duoc
Render da duoc lwu lai trong thw muc nay.

Chon ché d6 Hide trong View bar dé thoat khai hinh Render.

Dwéi day ching ta sé gan vat liéu cho cac céu tao thdy dwoc trong thuc té.
Nguwoi st dung co thé tao Iap mot loai vat liéu méi voi cac chat cdm bé mat tay
chon (duoc lay tr trong phan mém, hodc tr mdt ngudn nao khac). Chat cdm bé
mat néu can thiét nhét thiét phai dwoc quy dinh hinh thirc Raster (néu khong sé
khéng co6 két qué Raytrace nhw y mudn). Con quy dinh vé Vector thi tuy thuéc
vao yéu cau cla hd so thiét ké ky thuat.

Vat lieu xay dwng ludn luén cé mau séac. Mau sdc mudn dwoc thé hién mot cach
trung thwc va phong phu thi chi c6 phuong tién Raster. P& tim hiéu mau séc
dwoc thanh 1ap nhw thé nao trong Revit Architecture, ching ta nghién cliru céc
yéu t6 c6 anh hwéng dén phan mau séc dwéi day trwde khi bat ddu nghién ciru
chat cdm bé mat.
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Anh sang
1. Cac mo hinh dd sang co ban
a. Nguén sang
Ngudn sang khéng can thiét khi ta khdng can nhin mét vat thé. Khi ta nhin thay
mot vat thé co nghia la anh sang chiéu vao vat thé, vat thé phan chiéu dén mat
chung ta.

Trong méi trwéng thue, moét vat thé dwoc chiéu bang nhiéu ngudn khac nhau,
nhwng co thé sap xép vao 2 loai co ban sau day :

e Cac nguén tw ban than cé kha nang phat sang, vi du : mat troi, cac
béng dén, ti vi, cac vat thé da quang . . .

e Cac ngudn sang phan chiéu tlr cac vat thé chung quanh vat thé ma
ching ta mudn nhin, vi du : quan sat mét ngudi drng gan mét blc
twong chung ta sé thy c6 2 ngubn sang, mét ti» anh sang maét troi,
mot tr anh sang mat troi chiéu vao blrc twdng rdéi phan xa ra con
nguoi

Khi kich thudc ctia ngudn sang rat nhd so véi kich thwdc cua vat dwoc chiéu
sang thi dwgc coi nhw la ngudn sang diém. Khac v&i ngudn sang dlem la ngudn
sang phan bb. Trong thlet ké kién truc, chung ta thwong xem ngudn sang tw
nhién (tir mat troi) la nguén sang phan bd, ngudn sang nhan tao (tr cac loai dén
chiéu sang) la nguén sang diém.

b. Cac phwong thirc chiéu sang.

Nhu da dé cap, mot vat thé dwoc chiéu sang tlr nhiéu nguon khac nhau. Mot
cong trinh kién truc trong méi trwéng ban ngay dwoc chiéu sang tw ngudn sang
phan bd 1a mét tréi. Ngoai ra do hinh kh0| ma c6 nhirng nguon sang phan xa qua
lai gitra cac khdi v&i nhau ciing 1a ngudn sang phan bé. Day 1a mé hinh co ban
nhat dwoc goi tén la Ambient Light.

Khi nhan dwoc anh sang tlr anh sang ngudn, trén bé& mat cla vat thé sé tao ra 2
hiéu ng phat sang la Diffuse Reflection va Specular Reflection dbi v&i méi
trwdng chung quanh. Dac diém cha Diffusion Reflection la d8ng huéng va yéu
hon &nh sang tir ngudn t&i vat thé dé co hiéu tng nay. Cudng d6 clia anh sang
phan xa t vat thé manh hay yéu tuy thudc vao chat lieu bé mat cua vat thé.
Diffusion ctia mat gach ceramic bao gi® ctia manh hon cta gach gébm do mat
gach ceramic nh&n hon mat gach gém. Khi cwéng d6 anh sang phan xa va anh
sang t¢i twong dwong ta cé Specular Light.

Déi vai vat thé trong subt, anh sang ngudn di dén né va gan nhw xuyén qua hoan
toan. Ta c6 anh sang khuc xa. (Refracted Light)

Céc phuong thirc chiéu sang trén la nhivng ly luan co sé& chung ta biét dwoc cac
lam viéc gﬂa Revit Architecture trong qua trinh tao nhirng hinh anh bipmap cho
nganh thiét ké kién truc.

2. Cuwdng dd anh sang

Trong qua trinh mé phdong mét thyc t& I&n man hinh, cac mdc do sang coi nhw
phan bd trong doan [0,1], trong d6 gia tri 0 twong dwong véi mire pixel khéng
dworc hién thi, gia tri 1 twong (ng va&i pixel sang nhat.
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DPé phong phu thém cuéng dd sang, trong hinh trdng den nguwdi ta sl dung
phwong phap Haftoning cho nhitng hinh anh den trang. Dbi v&i hinh &nh mau
dung thém ky thuat Dithering.

3. Céac mé hinh chiéu trong trng dung thuc té
Trong qué trinh mé phdng thuc té, véi 1 ngudn sang chiéu sang 1 mat phang voi
thi chi can 1 cwong do sang; doi voi mat khéng phang, ty vi tri ma cé nhirng
cwong do sang khac nhau mac du tuy trong thuc te chi cé 1 cwdng dd sang tw
ngudn sang. P& lam duwoc viéc nay, cac phan mém dd hoa thworng dung cac
phwong phap nhw sau :

e Phwong phap Constant-Intensity Shading

e Phuwong phap Gouraud Shading

e Phuwong phap Phong Shading

Tuy thudc vao yéu cau vé dd trung thwe cia hinh anh so véi thywe t& ma phan
mém cho cung &ng cho ngudi st dung chon phuwong phap ndo. Phuwong phap
Phong cho chat lwong cao nhét, Constant — Intensity cho chat lwong thap nhét.
Chu y rang, hinh &nh chat lwgng cang cao cang doi héi thoi gian x& ly va phan
cirng tét hon.

Mau sdc
1. Cac hé mau
DPé nghién clru mau sac can rat nhiéu hiéu biét vé cac linh vuc : quang hoc, sinh ly
hoc, tam Iy hoc ... Déi v&i nguwdi st dung phan mém dé hoa, mbi quan tam chi 1a sy
cdm nhan mau sac cta con ngiroi déi véi cac bd phan hién thi ctia may tinh.

Phan cirng dwa trén nhiéu yéu cau khac nhau dé dwa ra cac phwong phap phat sinh
mau trén man hién thi khac nhau. Co ban c6 2 loai nhw sau :
e Duya trén cac thuat toan phat sinh mau ctia may tinh ching ta co chuén
RGB
e Dua trén sy cdm nhan mau sac clia mat c6 chuan HSL

2. Chuan RGB ] ]

Dwa trén 3 mau so cap la Red — Green — Blue. Sy két hop dé co cac mau khac
nhau dwgc mé ta bang 1 khdi lap phwong véi cac truc chinh la ba mau so cap nay
R, G, B.

Mbi mau trong chudn RGB la duwoc biéu dién nhw la mét vector trong khdi 1ap
phuong. O 8 dinh trong hinh lap phuwong, ta c6 cac mau duwoc biéu dién véi toa do
nhw sau :
e Red-1,0,0 (truc X)
Green — 0,1,0 (truc 2)
Blue — 0,0,1 (trucY)
Black — 0,0,0 (gbc toa dd)
White — 1,1,1
Cyan-0,11
Yellow —1,1,0
Mangenta — 1,0,1

Chu y cac dinh di nhau (Red — Cyan, Green — Magenta, Blue — Yellow, Black —
White) dwoc goi la 2 mau bu nhau (khi két hop sé tao m?u Grey). Nhw vay truc doi
mau Black va White sé chira toan bé mau Grey véi cac sac dd khac nhau. Trong cac
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A A A X > R N N > by < « X
phan mém db hoa néu s dung chuan nay cho ngw&i st dung , mau sac dwgc biéu
dién bang vector tdng cua cac vector thanh phan.

Thuén lgi cta chudn RGB
e RGBIla chuén cong nghiép ma cac phan mém do hoa dwa vao dé moé phong
mau sic. Co nhleu chuan dé& md phéng mau sac, nhwng cudi cung ciing can
phai chuyén vé chuan nay dé hién thj cho nguoi str dung thay duorc.
e Co thé chuyén dbi qua lai gitra chudn RGB vé&i cac chuan khac nhv CMYK,
HLS, HLV ...
e Cac tinh toan trén RGB thwong don gian

Khé khén cua chuén RGB
e RGB phu thudc vao phan cirng, vi vay cing mét mau nhwng trén phan cing
nay mau sé khac véi phan cirng khac
e DO trung thwc mau clia méi truong &o theo chuidn RGB so v&i méi truong
thwe con nhiéu han ché do chudn nay khéng hoan toan phu hop véi mét
nguoi.

Bé sw mo phong dwogc trung thie hon, chuan RGB duoc chu trong hon hon vé si
cdm nhan cla mat ngwdi dé trd thanh chuan HSL

3. Chuén HSL o ) ‘
Thuwce ra chuan HSL [a mot phép bién doi cua RGB vi van phai phu thudc vao phan
cng d& mé phdng mau sac trén hién thj ctia phan cirng.

Ba yéu t6 c6 tac ddng dén cdm nhan mau sac clia mat ngroi la Hue — Saturation —
Lightness.

Hé HSL dwoc biéu dién trong hé toa do try (2 hinh nén Up nguoc vao nhau), trong
doé H twong ng v&i goc quay, S la toa dé goc, L la truc thang dirng.

Thuén lgi ctia chudn HSL
e Gan gii v&i sy cam nhan mau sac doi v&i mat nguoi
e Viéc kiém soat mau dé hon dbi véi nguoi st dung.

Khé khén ctia chudn HSL
e Viéc tinh toan mdt mau ma&i so v&i cac mau goéc sé phire tap hon khi tinh toan
lam cho phan cirng phai hoat ddng cham hon
e Can phai hiéu chinh dd sang hay d6 chéi (théng sb Gamma)

Clng dwa trén sy phat trién clia hé mau RGB, mét hé mau khac dwoc phat trién 1a
hé mau HSV. Tuy nhién dé st dung cac phan mém thiet ke kién truc theo khuynh
hwdng BIM, chung ta chi can chu y dén hai hé mau RGB va HSL la da.

Vat liéu

La mét trwong hop déc biét ciia mau sic. Néu trong phan mau séc, mét madng mau
chi c& mét mau duy nhét thi trong vat liéu cd nhiéu mau. Do cé nhiéu mau, nén co
nhirng thuat toan gitp cho mau cua vat liéu cé nhirng cach biéu hién khac nhau trén
moét mang mau.

Déi v&i chat liéu bé mat, cé nhiéu cach phan chia nhu :
e Theo muc dich sty dung chung ta c6 vat lieu hoan thién twong (nhw son nudrc,
da op ...), vat liéu tran (go, thach cao, nhwa ...) , vat liéu mai (ngoi, toén ...) v. v.
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e Theo chat liéu tao nén vat liéu nhw nhwa, kim loai, vai, ceramic. . .

Theo kinh nghiém thiét k& va s dung may tinh trong thiét k&, tac gid dé nghi phan
chia chét liéu bé mat ra 2 loai chinh nhw sau :
e Vatliéu co bé mat nhan
Trong loai nay ta chia ra 2 loai nhé
- Nhan ¢6 thé nhin xuyén qua (nhw kinh) dwoc phan ra béng kha ndng nhin
xuyé&n qua nhiéu hay it.
- Nh&n khong thé nhin xuyén qua (nhw gach lat nén) dwoc phan ra bang do
phan chiéu khi anh sang di dén

Lic s dung vat liéu nay, chiing ta khong can chu y dén hiéu trng Bump, ma
chu y nhiéu dén Shining, Reflection va Transparency.

e Vatliéu c6 bé mat khdng nhdn
Trong loai nay ta ciing cé thé chia ra 2 loai nhé
- D06 khéng nhan c¢é tinh quy luat
- D6 khong nhan co khéng co tinh quy luat

Trong trirong hop ndy, ching ta can chu y dén hiéu ng Bump. Déi véi loai vat
liéu nay, trong cac phan mém dd hoa kién truc |1a sy két hop nhiéu hinh Bipmap
chéng I&n nhau. Vi du : hinh bitmap gach |a két hop gitra mau nén (Base) va
mach vira (Joint)

Chuy rang sw phan chia trén chi tvong dbi dwa trén sw cdm nhan cla thj giac
doi vai mot céng trinh kién truc.
Tiép tuc bai thwe hanh
4. Chung ta gan Texture cho twéng day 300 &p da ngodai bang cach vao
Properties cua tirong nay (Click vao vao tén cua tirong nay). Chung ta sé tao

mot loai vat liéu méi co tén 1a “Da Granit mau dé bong” theo nhw hirong dan
trong hinh 8.B.1V.3 dw&i day
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5. Tiép tuc quy dinh Texture cho Da Granit mau do bong theo nhw hirong dan
trong hinh 8.B.1V.4 dw&i day
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Hinh 6.1V.B.4

6. Chung OK 4 lan dé tr& lai Drawing Area dé Render. Tuy nhién néu Render
nhw bwdc 2 trén day thi rat mat thdi gian. Revit Architecture cung cap cho

chung

ta mét cong cu tén la Region Raytrace. Khi dung Iénh ta chi Render

mét khu vire nhd can thiét dé xem két qua lam viéc ma théi. Lam theo hwong
dan trong hinh 6.1V.B.5 dw¢i day dé xem xét két qua

Chuy:

e Trong nhitng lan Region Raytrace ké tiép néu chung ta khéng chon
mot khung ctra sb khac thi Revit Architecture sé lam viéc theo khung
cu.

e Néu muon Raytrace toan bd ngay sau 1 Ian Region Raytrace, nguwoi
st dung ciling buéc phai dung Region Raytrace nhwng ma chon tdan
b6. Néu khéng Revit Architecture ciing chi lam viéc trén khung hinh cd.
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Néu chung ta thdy mau dé chwa vira y thi cling nén chwa thay ddi (chung ta sé
hoc cach thay di mau cla vat liéu trong nhirng budc ké tiép) vi chung ta chua
gan Texture cho tdan bd nén chwa thdy rdé sy twong tac anh sang cla céac
Texture khac. Khi Render nhw thé nay, chi mat khéang 1/10 thei gian

7. Twong tw chung ta gan Texture cho “twong day 300 t6 hai mat” véi cac thong
so duwgc hirong dan nhw trong hinh 8.B.IV.6 dw¢i day
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Hinh 8.B.IV.6

8. Click OK dé vé lai hop thoai Material. Trong hop thoai nay diéu chinh Surface
Pattern thanh No Pattern. Click Ok thém 3 lan nira dé vé lai Drawing Area.
Dung Region Raytrace dé cé két qua nhw hinh 8.B.1V.7 dw¢i day

i
!

Hinh 8.B.IV.7
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Chuong 8 : Vat liéu va mau sac

9. Tiép tuc gan Texture cho twéng 200 t6 hai méat véi Texture nhv trong 300 &
trén. Kiém tra lai chang ta da gan texture cho trong 200 Op gach ngoai
Raytrace toan b cong trinh dé cé két qua nhw hinh 8.B.1V.8 du¢i day

Hinh 8.B.IV.8

Chung ta lwu lai hinh nay. Néu ban muén xem kich thwoc that ctia hinh nay
khi in Revit Architecture, ban Click phai va chon Zoom Image 1.1 ban sé thay
chi tiét r6 hon nhw hinh 8.B.1V.9 du¢i day

Tupe: | Scene: Scene 1 v Image Size:
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Modeling =)~ Floor Plans Fl
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Rendering o Site
- S&n widn
Lo TENg
o TEng2
£ Raytrace... | rseeust |
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[ Radiate. ., o Mai
&) Display Madel - ?:”n;uf n
& Lighting. .. - Tang2
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B, Light
b SRS = 30 Views i
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{30}
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4= Adjust Tmage.. - Notth
South
|y Capturs Rende o est
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e L Section 1
#had 52vE Radiosity - Section 2
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* - Phii canh ngaai 1
.. Phi canh ngbai 2
Legends
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=-CF Sheets (I
4101 - MAT BANG TANG TRE
Sike | - 4102 - MAT BANG TANG 1
= 1 - AN - MAT RENG TANG 2 —| B

Hinh 8.B.IV.9
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Chuing ta s& bat dau lam quen vai viéc thay doi Texture clia mot vat liéu co san
trong Revit Architecture. Trong hinh 8.B.IV.9, chung ta thay cac mach & I6p gach
bp c6 mau sang, ching ta sé thay dbi thanh mau sam.

Chung ta vao Setting/Materials dé vao hop thoai Materials. Theo kinh nghiém,
chung ta khdng nén thay doi nhirng texture cua Revit Architecture ma nén tao
Revit Architecture mét loai m&i tir cai ci.

10. Highlight vat liéu Masonny — Brick trong phan Name cta hép thoai Materials.
Click nut Duplicate va dat tén 1a “gach gébm 6p twong”. Vat liéu méi xuét hién
trong phan Name va cac tinh chat biéu dién hinh hoc ctia né khéng khac gi
Masonny — Brick. Chung ta chi can thay ddi Texture trong phan AccuRender
bang cah Click vao nat bén canh sé& xuéat hién hdp thoai Material Library.
Trong hop thoai nay, ching ta thdy tén cta Texture d& dwoc Highlight. Click
phai vao Texture nay va chon Edit s& c6 mot hop thoai Material Editor xuét

hién nhw hinh 8.B.IV.10 dw¢i day
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Hinh 8.B.1V.10

11. Trong hop thoai Material Editor, Click vao Joint trong Tile cua phan
Procerdures sé thay hop thoai se thay doi nhw hinh 8.B.1V.11 duwéi day

( aterial Editor

X

Procedures Main | Transparency | Maps | Highlight
Tile
Base Base Caolar
i rlzs 2] B . REE2S5 ||
CEaL
1
(=]
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Reflective Finish
oo | ]
Matte Mirrar
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[ Mo Object Reflections
e Mew, ] Na Blurry Reflections
[
Self Luminance: | 2000 (%)
i oK I ’ Cancel ] i Help ] Cube Size: | 500mm [v]
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Chuong 8 : Vat liéu va mau sac
M6t Texture trong Revit Architecture thwdng c6 nhiéu thanh phan két hop
nhau dwoc trinh bay trong phan trén. Nhw trong truéng hop nay cé 2 thanh
phan : Base |a phdn mau nén, Joint 14 phan cac dwdng ké biéu dién céac Iop
vira. Mudn diéu chinh phan nao thi Highlight phan do Ién.

12. Pé thay d6i mau cta Joint, trong phan Base Color thay dbi cac gia tri R, G va
B theo nhw hinh 8.B.IV.12 dwéi day

&l

Material Editor

Procedures Main | Transparency | Maps | Highlight 500mm

Tils

Ease Color

| =) I |roost v
R ) []

i 5—-
G0 ) I
B S

Figflective Finish |

o0 | F——— 1l

Hinh 8.B.1V.12

Khi chung ta OK, sé& dwoc hdi Yes, No, Save As thi ta chon Save As va dat tén la
“Op Gach Ngang” va OK. Cé thé 1an dau Revit Architecture sé& khéng cho phép,
chung ta lam lai 1 1an niva va lwu tén nay vao trong phan User. Click Ok 3 lan dé
tré lai Drawing Area.

13. Thay ddi vat liéu trong tlrong day 200 op gach ngoal bang vat liéu méi va
Region Raytrace khu vwc cé twong dp gach nay dé cé két qua nhw hinh
6.1V.B.13 dw¢i day

ey

] Hinh 8.B.IV.13
Nhirng blroc tiep theo chung ta sé tao mét Texture khdng cé hat (nhw trong)
cho thanh Chéneau

14.Twong tw nhw trén, ching ta lam cho hép thoai xuéat hién. Trong hop thoai
Materials, chang ta chon Finishes-Exterior-Metal Panel, Click vao nut
Duplicate va dat tén la “Son nwéc mat ngoai”

Theo kinh nghiém t6 chirc di¥ liéu cho ban than cling nhw cho mét sé cong ty
khac, tac gid cé nhirng dé nghi sau :
e Trong phan Name cta hop thoai Materials chung ta chi nén dat tén vat
liéu theo cdng ndng ch khéng nén dat tén theo vat liéu. Vi du : “Iép 6p
da” thay vi “I&p 6p da hoa cuwong’.
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e Trong phan Texture clia Accurender sé& dat tén cu thé vé& mau sac va
vat liéu
e Trong hép thoai Material Library (theo tac gid nén hiéu la Texture
Library thi chinh xac hon) nén t6 chirc thw muc theo cach cta Revit
Architecture trong phan User thi d& quan ly va bao quan hon.

S& di ching ta chon vat liéu Metal Panel vi mac dinh thé hién hinh hoc hoan
tdan chwa c6. Chung ta kich hoat phan AccuRender dé hop thoai Material
Library xuét hién. Trong thw muc Solid Color ctia thw muc AccuRender chon
mau béat ky thw muc nao, chon tiép mét mau bat ky, Click phai va chon nhw
hinh 8.B.IV.14 nhw hinh dwoi day

Material Gibrary E
Library  Folder Material

_accurendertSolid Colorsyellow and GaldshYellow, GresnMatte

@ _accurender Al | Mame 500mm
-7 Capet Canamy,Glossy
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Concrete Gold,Dark,Glossy
. % Extetion Gold Dotk Matte -
4 ] Glase Gold Dark Reflective
Gold Light, Glossy
# £ Masony Gold Light Matts
- Metals Gald Light Reflective
#-7] Plastics Giold Medium Glossy
+-{£3] Roofing Gold Medium M atte
3 site _ ||| Gold Mediurn Reflective
= " )
= Solid Col A -
B F—L'él'ﬁll;:'s el niaite ]
Yellow, Green, Refle Use Current Material as Template. ..
s
rowns and Tans th & h T | =u| Uelaularay.,..
{3 Greens Vellow Matte Delete }
£ Purples “ellow Peflective
{3 Reds and Oranges Assign
- —
[C7] ellow and Golds)
£ Store
e NPT g |

Hinh 8.B.IV.14

Hiéu chinh R = 230, G = 140, B = 090 va Iwu trong thw muc User v&i ten “Son
nuoc vang 230 140 090”. OK 3 1an dé& vé lai Drawing Area. Kich hoat tang
mai, chon tat ca cac tong lam thanh méat dirng cia chéneau va chon
Propeties.

15.Trong Properties chon Edit dé& Duplicate thém mét trivong véi tén “Tuong day
100, to hai mat, cheneau”. Click nut Edit trong Structure d& gan vat liéu cho
I&p t6 mat ngodai la “Son nuoc mat ngoai 2”. Region Raytrace mét khu trén
hinh phdi canh cad trong mat dng va cheneau dé& cé két quéd nhuv hinh
8.B.IV.15 dwoi day

Hinh 8.B.IV.15
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Trong hinh trén, chung ta thay day cua chéneau chw dugc gan Texture, trong
nhirng budc két tiép ching ta sé gan vat liéu va Texture |&p cau tao & day.

Ciing giéng nhu tuwong, nguoi st dung co thé cau tao mét Floor bang nhiéu I6p
khac nhau. Cach tao lap cac |&p nay cling giong nhuw tao lap cac lop cho twdng.

16. Chon Chéneau va Click nut Properties. Trong hép thoai Element Properties,
Click nut Edit d& hop thoai Type Properties xuat hién. Trong hop thoai nay
Click vao nut Duplicate va dat tén “san BTCT Day 100 Chéneau”. Click nut
Edit trong Structure dé thém 1 1&p vira nhw hinh 8.B.1V.16 d&oi day

-
EditAssembly ]

| Family: Floar
(T_l,lpe: Generic 5an BTCT day 100 Cheneau -]
Total thickness: 115.0 [Default)
Lapers
Function | Material Thickness |Wraps | \[A
1 |Core Boundary Layers Above Wrap 0.0 =
2 |Structure [1] =By Category > 100.0 [
Core Boundary | ayers Below Wrapn on

( Z Finish 1 [4] Son nuoc mak ngoai £ 15.0 ] I
| (]
[<_| 11 | [i]
[ Inzert ] [ Delete l I Up l

Hinh 8.B.IV.16

Ok 3 lan dé vé lai Drawing Area. Region Raytrace dé& cé két qua nhw hinh
8.B.IV.17 dwroi day

Hinh 8.B.IV.17

17. Tao thém Teaxture mé&i t&n “Son nuoc mat ngoai mau trang” véi cac théng sb
R = 256, R= 256, B = 259, d& gan cho tat ca cac chi twong. Thay dbi Texture
clia cac tlrong namg trong khodng truc A va B + 2trong ké can. Region
Raytrace dé c6 két qua nhw hinh 8.B.IV.18
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Hinh 8.B.IV.18
Trong nhirng biroc ké tiép chung ta tao 1ap mot san ngoai troi cho toan bd cong
trinh. Sau d6 sé& gan Texture cho san nay dé thay tac dong cla Raytrace nhiéu
hon nira.

18.Twong tw nhw da hoc, chung ta vé drong bao va&i kich thuoc nhw trong hinh
8.B.1V.19 dw¢i day
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[=- Renderings
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Hinh 8.B.1V.19
Chuay : tao thém 1 Floor m&i tén la san vwon trroc khi vé

That ra trong muc Environment cla phan Render Scene, ciing c6 phan
Ground Plan d& nguoi st dung dién t& méat dat. Nhwng dé phuc vu cho viéc
hoc cac phan khac trong cac chwong sau, tac gid dé nghi ching ta st dung
cach nay.

Sau khi v& xong chon nut Finish Sketch. Vé lai Phbi canh va Shade dé co két
qua nhw hinh 8.B.1V.20 d&oi day
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[ |

|

TN RS

Hinh 8.B.1V.20

19. Tao mét vat liéu cho san vwon véi tén la “Nhua duong” véi Texture trong
AccuRender/Site/Asphalt Aggregate.

Theo kinh nghiém, chiing ta cho nhya dirong nay bong 1&n dé co thé phan chiéu
(Refletive Finish) hinh anh cong trinh mét chut (trong thic té dieu nay sé khong
xay Revit Architecture, nhwng & day muon lam thém dé hoc cach lam Texture)

Dé lam diéu nay, Click phai Asphalt va chon New/Use Curent Material as
Template. Trong hdp thoai m&i xuat hién chon Reflettive Finish gia tri 0.300,

Ay

va lwu lai trong User v&i tén”Nhua duong bong”

20. V& lai phéi canh, Gan vat liéu Nhua duong cho Floor san vuon. RayTrace
tdan bd hinh anh dé co6 két qua nhu hinh 8.B.IV.21 duéi day

Hinh 8.B.1V.23 (Thoi gian Raytrace = 10 phut)
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Trong hinh trén ching ta c6 nhirng nhan xét sau : ba birc twéng nam gitka 2 truc A
va B c¢6 mau sac khong théng nhat. Nguyén nhan nhw sau :
e Do Texture cta tirong vé tinh bj quy dinh d6 phan chiéu cao qua nén nhirng
vat thé gdm ké can bj phan chiéu vao
e Do mai ctia phan sanh vao phia truéc chwa dwoc gan vat liéu nén sw phan
chiéu clia mai nay 1én twong 1am hoa Ian 2 mau véi nhau.

DPé khac phuc diéu nay, ching ta sé kiém tra lai Texture ctia vat liéu “son nuoc mat
tien 2” c6 phai da bi quy dinh hé sb Reflective Finish cao qua hay khéng? Néu cao
qua thi chung ta nén thay di nhd lai thAm chi bang khéng. Béng thdi chung ta
cling s& quy dinh bau troi s& nhw thé nao ciing nhw b tri thém mot vai hinh ngiroi.

21. Trén hinh phdi canh chung ta chon ché dé Shading with Edges. Highlight btrc
twong nay 1én va Click vao nut Properties va cac biroc can thiét dé xem. Ban
sé thay gia tri ctia Reflective Finish gan 0.500. Ban diéu chinh vé 0.

22. Kich hoat mat béng cao do téng trét. Click vao nut Component trong
Modeling Tab cta Design Bar. Click vao nut Load trén thanh céng cu. H6p
thoai tén Open xuét hién. Click vao Entourage/RPC Beetle va click nut Open.
Dinh vi xe hoi gan dwong dbc. Trén cao dd san vuon tiép tuc chon thém
Planting/Shrub va b6 tri bén géc duéi trai ciia mat bang.

23. Click vao Setting/Render Scene trén cot Ién’h. Hép thoai xuét hién Click ve}o
nut Environment hop thoai Environment xuat hién. Chon Cloud trong phan
Advanced. M6t thoai khac xuat hién nhw hinh 8.B.1V.24 nhw dwéi day
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Hinh 8.B.1V.24

Sau khi chon Sheet Cloud va 3D Cloud OK 2 Ian. Kich hoat hinh phdi canh va
Raytrace dé két qua nhw hinh 8.B.IV.25 droi day
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Hinh 8.B.IV.25

24. Click vao Settings trén Render Tab. Trong hép thoai chon Winter duwdi
Planting Seasgn. Thoat khoi hop thoai. Tap lap mét vat liéu cho mai. Raytrace
mot 1an nira dé co két qua nhw hinh 8.B.1V.26 dwéi day

Hinh 8.B.1V.26

25. Chung ta chon mat ding htong nam (khdong phai chon trong Project
Browser ma chon trong View/Orient/South) dé thé hién mét mat drng duwdi
dang Raster nhw hinh 8.B.IV.27 dwéi day
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Hinh 8.B.IV.27

26. Tiép tuc gan vat liéu va Raytrace dé& hoan thanh hinh Render clia ban than

cbng trinh

Dé& c6 moét hinh Render dep con nhiéu yéu t6 khac nira. Tuy nhién, dirng & goc
do trung thwe thi Revit Architecture d& cung cap cho ngudi st dung nhiéu dung
cu tét dé thwe hién. Pén chwong nay ching ta chi méi tao Iap nhixng hinh phdi
canh ngodai. Trong nhirng chwong sau, ching ta s& hoc cach dé cé nhirng hinh
Render ndi that. Sau doé chung ta sé két hop ca 2 cach dé cé nhivng hinh Render

mang tinh thAm m§ cao hon nira.

Bén canh dd, Revit Architecture con giup ngwoi st¢r dung lam nhirng Video Clip

dé tang tinh h4p dan khi trinh dién dé an v&i khach hang

C.Bai Tap

l. Bai tap ly thuyét

STT CAU HOI TRA LOI
19) S
1 | Radisity rat quan trong dé nghién ctu tac dong cla anh sang
mat troi
2 Lénh Shading chi cho mét loai bong d6 nhat dinh, ngudi sty
dung khéng thé can thiép
3 | Mau sac cla Revit Architecture theo chuan CMYK
4 | Hinh Render thé hién hinh anh Bitmap cta vat liéu 16i 1an bé
mat
5 | Co thé diéu chinh mrc A& xuyén sang cta kiéng theo yéu cau
cla ngudi str dung
6 | Revit Architecture giup cho ngui str dung nghién ctru dwoc
tac dong cha anh sang mat troi dbi véi cong trinh
7 Revit Architecture cho phép dwa mét hinh Bitmap bat ky lam
Background
8 | Reflection Bounces quy dinh s6 lan xuyén sang ctia anh sang
mat trdi qua vat liéu trong subt
9 | Dung hinh chiéu dirng trong Project Browser dé Render sé& c6
hiéu qua tét hon nhiéu so v&i cac phwong phap khac
10 | C6 thé Raytrace mat bang dé trinh dién v&i khach hang
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Il. Thao luan
Tai sao khong dung Ground Plan dé mo ta mé&t dat ma phai dung Floor?

CHUC MUNG BAN DA HQOC XONG CHUONG 8
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