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AGENDA TODAY

Creating 3D views
e  Understanding camera settings
e Introducing materials
e  Usingthe Autodesk library
e  Creating a new material
e  Applying materials
e  Creating a material with a BUMP texture.
e  Creating a material with a CUTOUT feature.



Creating 3D views by inserting S0 &
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e Thenyou can define the camera by two clicks: the camera position
and target position. Make sure to type in the “offset” heightin the
option bar which is simply the elevation of the camera and target
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Introducing materials
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Materials specify how model elements should displayin views and rendered
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images. They also provide descriptive and structural information. In Revit, you
apply materials to elements in a buildingmodel in a project. You can also apply
materials to elements when defining their families.
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The Material section in Revitis much the same as that in Autocad. It is devided

into 3 control boxes: Material Browser; Material Editor (now part of browser); and

texture editor.
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e The following materials will be needed for this lecture:
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Creating a new material in the document material list

You can add materials to your document material listin 2 ways:

A) Use a material from the Autodesk material Libraries. Drag and drop the material
into the project material list.

B) Use the Create a new material button at the bottom left corner of the material

browser. -@  This will create a blank material that you will have to set all the
properties for.



Editing the material “Appearance”
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Custom material

e Using other images other than those found in autocad.
e Choose ‘generic’ to create a material with a custom image.

e Under the Image box, select the no image selected text to choose an external
image file of your choice.

e Advise: images taken from photographsare not the best type due to there non
uniformal lighting.

e Goto Editimage- Texture editor to scale the pattern.
* You can also revise many different material properties.
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Applying material to Type- WALL

e Lets begin by assigning the wall a different material for
the interior walls

e Select the wall and in the properties palette > Edit Type.

Family: System Family: Basic Wall w Load...
Type: ACET Interior - 4 1/2" Partition W Duplicate. ..
Renami
Type Paramet ters
Parameter Val ~

Basic Wall

Type: ACET Interior - 4 1/2" Partition
Total thickness: o 412"

Resistance (R): 0.0000 (h-ft2-=F)/BTU
Thermal Mass: 0.0000 BTU/fF

Layers
EXTERIOR. SIDE
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2 |Core Boundary TS rap 0" 0"
3 |Structure [1] Wood - Stud Layer  i0' 31/2"
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5 |Finish 2 [5] I my paint ’ 0172




Applying material to Type- Families

Lets know change the materials on the counters and casework. Remember
these are families that were used.

Select each component and in the properties palette > Edit Type.
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Applying material to Faces
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Applying material to any Region of a Face

PY Revit's Split Face Tool a”ows ke Analyze S:llll* Ivlassi. Add-Ins = Medify | Split Face = CrElBoundar‘j' |_
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materials to each region
independently

e 3a) Using the Split Face Tool:
Modify > Geometry > Split
Face

e ¢ Within sketch mode, use the
draw tools to define a
boundaryin the shape
required

e o Pick to complete

e b) Use the Painttool to apply
the desired material to the
new region




Examples of bump and cut-out materials
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Bump features on material

e Abump map simulates a bumpy or irregular Y I A R € B s s
surfacé). P > : ',;'.’.,'. i
 You canselect animage file or procedural maps to £ .-’-""“’-‘“" ITI=TT
use for bump mapping. When you render an lagod T S AR
object with a bump-mapped material, lighter

(whiter) areas of the map appear to be raised and

darker (blacker) areas appear to be low. If the
image is in color, the gray-scale value of each
color is used. Bump mapping increases rendering T
time significantly but adds to the realism. o | Appearance |Information

W& Creste Material - Options +
e Bump mapping uses the intensity of the map to & " i
affect the surface of the material. In this case, the
intensity affects the apparent bumpiness of the
surface: white areas protrude, and black areas
recede. Name | Default Generic
e Use bump maps when you want to take the MU :
smoothness off a surface, or to create an image | 408 = .
embossed look. Keep in mind, however, that the b :
depth effect of a bump map is limited. If you want nge e [ AP
extreme depth in a surface, you should use Glossiness % -
modeling techniques instead. Highlights _ Non-Metallc ;
e The Bump map slider adjuststhe degree of : :E'::":q
bumpiness. Higher values render as higher relief > Cutouts
and negative values inverses the relief. b Self Humination
e You canalso use a generic color or image along | I .
with a bump image . E
= tiled bump.jpg
:} Amount [ 7 ] 790 ®




Appearance | Information

e Cutouts maps make the material _ |
G Create Material ~ Opticns =

partially transparent.

e You can select an image file to use for
cutouts mapping. Transparent areas are
fully transparent.

e When you render an object with a cutout R Default Generic
mapped material, lighter (whiter) areas of ¥ Generic

the map appear to be opaque and darker
(blacker) areas appear to be transparent.
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