
                 
 

GI FOR EXTERIOR SCENES 
 

This demonstration covers the different options for setting up the Global Illumination for an exterior 

scene: 



                 
 

1. In the folder 05 06 07 The_Office open the scene named GI_Exterior.max 

2. Open the Render Setup and in the Render Elements tab note that we have added the 

VRayGlobalIllumination and VRayLighting render elements 

 

3. Open the V-Ray Quick Settings: 

 

4. Select the Exterior preset. Make sure that the GI is set to BF + BF (accurate) and the AA engine is 

set to bucket. Make sure all the sliders are to their left most position. 



                 
 

 

5. Hit Render and wait for the render to complete. 

6. In the V-Ray Frame Buffer open the VFB history window and Save the image into the history: 



                 
 

 

7. Right click on the thumbnail of the image and select Edit Comment: 

 



                 
 

8. Make a note about the settings used to render the image (i.e. GI 0% SQ 1% AA 4% / Brute Force + 

Brute Force) and click Save and Close: 

 

9. Set the Shading Quality to 50%, render again, save the image to the VFB History and note the 

settings used: 

 

 



                 
 

10. Set the Shading Quality to 100%, render again, save the image to the VFB History and note the 

settings used.  

 

 

11. Set the AA Quality to 32%, render again, save the image to the VFB History and note the settings 

used: 

 



                 
 

 

12. This is a production quality global illumination 

13. Use the A/B Comparison function of the VFB to compare the images you rendered.  



                 
 

 

14. In the Quick Setting switch the GI drop box to IM + BF (fast), set the Shading Quality to 1% and 

leave the AA Quality to 32% and the GI Quality to 0% 



                 
 

 

15. Render an image, save it to the VFB History and add a note about the settings: 

 



                 
 

 

 



                 
 

16. Use the A/B Comparison function of the VFB to compare the last two images you rendered. 

Compare the VRayGlobalIllumination and VRayLighting render elements of both images to better 

see where the difference is coming from: 

 



                 
 

 



                 
 

 

17.  Set the GI Quality to 34% 

 

18. Render an image and save it to the VFB History with a note about the render settings. 



                 
 

 

19.  Compare the last two images you rendered. To better see the difference, look at the 

VRayGlobalIllumination and VRayLighting render elements. 

20. Set the GI Quality to 90% 

 

21. Render an image and save it to the VFB History with a note about the render settings. 



                 
 

 

22. This is a production quality global illumination 

23. Compare this image with the one rendered in step 11 and note the difference in render time and 

quality.  Look at the VRayGlobalIllumination render element. Note that using Irradiance Map as a 

Primary Engine created a smoother GI and rendered a bit faster. On the other hand, using Brute 

Force as a primary engine created a sharper, more accurate result.  



                 
 

 

24. Switch the Global Illumination drop box to BF + LC (accurate) and set the GI Quality to 0% 

 

25. Render an image and save it to the VFB History with a note about the settings used 



                 
 

 

 



                 
 

26. Set the GI Quality to 34%. Render and save the image to the VFB History 

 

 

27. Compare the last two images you rendered and note the difference in the 

VRayGlobalIllumination render element 

28. Set the GI Quality to 75%. Render and save the image to the VFB History 



                 
 

 

 

29. Compare the last two images you rendered and note the difference in the 

VRayGlobalIllumination render element 

30. Set the Shading Quality to 50%. Render and save the image to the VFB History 



                 
 

 

 

31. Compare the last two images you rendered and note the difference in the RGB and the 

VRayGlobalIllumination render element. Why did the Shadow Quality affect the quality of the 

global illumination? 

32. For the final production quality set the Shading Quality to 100%. Render and save the image to 

the VFB History 



                 
 

 

 

33. Compare the three images that we noted to have production quality global illumination 

34. Open the Render Setup window and in the V-Ray tab, in the Global switches rollout disable the 

Override mtl check box: 



                 
 

  

35. Render the final image: 



                 
 

 


