Catia Advanced Rendering Story Board

Welcome to the Catia v5 Rendering Tutorial

We will start by opening Children’s Block Product.  In this file we have already set up a Product and applied an environment, lights, and basic materials to the parts.  We adjusted the light intensity of the lighting sources between the ranges of .45 to .6 really improves the lighting of the rendering. If you do not know how to add these applications, you can learn how to add environments, lights, and materials by watching the Rendering Basics on the MindWorks website.  
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To start this Rendering tutorial let’s do an initial quick rendering to see how our rendering looks and what all needs to be done.

As you can see from this initial rendering a lot needs to be done to make this children’s block look more realistic.

· The material scaling needs to be adjusted along with many of the material lighting properties.
· Finally some material shaders and texturing will make this look a lot better.
[image: ]
A quick rendering tip that substantially changes a rendering view is to change from parallel view to perspective view.  To do this Select the view toolbar, go to rendering style, and select perspective. 
    




 Now that we have the environment and lights done, let’s move on to changing the rendering options for a few of our other objects. 

[image: ]First let’s start with the blue marble circle.  If you go to the design tree open the part and right click on the Italian Marble, Italian Marble Object, and Definition.  The compass along with an orange box appears around the object.  By clicking and holding one of the boxes corners you can manual scale the size of the pattern. Also by clicking on any of the green compass lines you can move the starting location of the pattern on the object.     


[image: ]For more rendering options double click on the Italian Marble in the design tree.  Go to Rendering, there are two tabs to work under, Lighting and Texture. There are a few options you can select here using the scale and position options is another way to scale and move the pattern on the object.  However, we are going to be working with the bump option.  

The default value is zero; however, by increasing the coefficient scaler from zero to one Catia adds shaders around the object.  The larger your scaler number the darker the texture shaders will appear on the pattern causing a texture like appearance. 
You can see the differences in these two renderings.
[image: ]The rendering on the left has a zero coefficient for bumping while the picture on the right has 1 for a bumping coefficient.  You can see the difference in the shaders. 
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Now I am going to do the same thing to the green onyx marble and render again. [image: ]
After the marbles now we are going to play with the rendering options of the aluminum ellipse and the gold triangle.  

The aluminum ellipse is very reflective and the surface finish is perfectly smooth.  In order to make the aluminum look more realistic I am going to add a brushed finish to the aluminum and turn the reflectivity down. 

Lets add a texture image to the aluminum.  First, I went to the internet and looked up brushed aluminum textures.  Then I found a picture I like and saved it my catia folder as a jpeg.  Next double click aluminum go to rendering and then the textures tab.  There I loaded this file onto my aluminum block.  
· If it doesn’t look like anything changed on the screen go to lighting and change the reflectivity down to or below .2.
· However, when rendering the textured surface will appear no matter how high your reflectivity is set. 
· The rendering of the aluminum brushed finish was really grainy and looked terrible so I changed the increased the quality of the rendering with the create shooting button. 
[image: ]

Now I am going to change the Gold Triangle in the back.

From the rendering above the gold triangle is very dark.  Let’s play with the lighting properties in the renderings options for the material.  Also, I want to add a polished gold metal finish to the gold triangle. 
[image: ]

This was my final rendering of my gold triangle.  I add the polished gold texture file I downloaded again from the internet.  Also I lightened the gold triangle by changing the intensity of the ambient and diffuse options.  

· The ambient option is used to increase the amount of light diffused in any direction that is not directly being hit by a light source.  This makes the object appear brighter.  This option will lighten the entire object even the sides that are in the shadows.
·  The diffuse option is used to increase the amount of light diffused in any direction that is being directly shined on by a light source.  This makes the object appear brighter.  Like the ambient option this option will lighten the entire object even the sides that are in the shadows.
· 

 [image: ]

Now I am going to critic my values of all my properties to create my final rendering. 

[image: ]This is the Finish Catia v5 Rendering Image. 
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