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1. Make sure that Rhino is closed and begin 
the intallation process. Click Next. 

2. Click “ I accept the terms of the license 
agreement ”, then click next.

3. Choose complete setup type to install all 
program features, click next to continue. 

4. Click Install to begin the installation. If 
you want to change anything, click Back.

5. Install the program. 6. When the installation has successfully 
installed, click finish.



1. After installation,  open Rhino. Now the 
Product license dialogs will ask you to 
choose one of the three options.

1. Select “I have purchased a standalone 
license and would like to use that” and 
click “next”.

2. If you haven’t purchased V-Ray for 
Rhino, you can run a demo by selecting the 
option “I wish to demo this product”.

If you have already purchased V-Ray for Rhino, you can choose one of the two other 
options, floating license server or standalone license.

2. Enter your serial number, then click 
next. Activation usually takes a few 
seconds.

Sometimes, proxy servers or firewalls can block the online activation. You may receive 
this error during the installation process: “Failed to contact web service”. You can activate 
your license offline.  For instructions on how to do this, please see the “Offline 
IActivation” section.



1. Before you use the Floating License 
Server, you need to run the Floating 
License Manger on the computer you will 
use as the server. Click Start, then “All 
Programs”, under “ASGvis,LLC” folder 
select “Launch Floating License Manager”. 
Click “Add existing license”.

2. Select the appropiate product and click 
OK.

3. Enter the Serial Number, select the 
amount of seats that you have and click 
“Submit”. If you have more than one 
license you have to repeat step 1 thru 3.

4. After you have finished with your 
licenses, click “Start license Server”. You 
will see the icon in the desktop toolbar.

Setting up the License Server



1. After setting up the Floating License 
Manger, start Rhino and select “I have a 
floating license server and would like to 
use that”, click “Next”.

2. In the “primary license server” section 
enter the name of the computer that you 
have as the Floating License Server. If you 
have more than one server, enter the other 
names in the “Alternate license server 1 
and 2”. Then click “OK” to finish. Click 
“OK” again to update the settings.

Setting up a computer on the Network

1. Another method to setup the License 
Server is click the “Start” menu then 
select “All Programs”, click on 
“ASGvis,LLC” and choose “Set License 
Server”. Select the appropiate product and 
click OK.

2. In the “primary license server” section 
enter the name of the computer that you 
have as the Floating License Server. If you 
have more than one server, enter the other 
names in the “Alternate license server 1 
and 2”. Then click “OK” to finish. Click 
“OK” again to update the settings.

Alternate setup for a computer on the Network



1. If you have to activate your V-Ray for 
Rhino by “Offline Activation”, you will see 
this “Error” window. 

2. If you are connected to the internet you 
can try our “Web Activation”. Click on 
“Web Activation”. A box will appear. Click 
on “Activate now”.

If the proxies firewall, or not having access to Internet block your online activation. If you 
get this error: “Failed to contact web service”. You can activate your license offline.  See 
the “Offline Installat

Sometimes, proxy servers or firewalls can block the online activation. You may receive 
this error during the installation process: “Failed to contact web service”. You can activate 
your license offline.

Sometimes, proxy servers or firewalls can block the online activation. You may receive 
this error during the installation process: “Failed to contact web service”. You can activate 
your license offline.

Sometimes, proxy servers or firewalls can block the online activation. You may receive 
this error during the installation process: “Failed to contact web service”. You can activate 
your license offline.

3. A link to our web page will appear. Fill 
out the information. Click submit.

4. It will give you a “Response Code”, copy 
and paste the response code to the box in 
the “Web-page activation” and click “OK”

Paste the response code HERE



2. You will be prompted to save out a file. 
Save it to your desktop or somewhere easily 
remembered.

3. Send that file to support@asgvis.com. We 
will process your request and send your file 
back.

1. If you are not connected to the 
internet, you have to use the “Offline 
Activation” button. Click on it.

4. After receiving the new file you will 
need to save this file to your desktop, 
replacing the old file if it is there. Then 
choose “Import License”.

5. Select the file that was sent to you. You 
can then close the offline activation 
program.

6. Open the program you have just activated. 
If you encounter any problems please email 
us with a clear description of the error 
message and problem.
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85 and 88.
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 also

 "On"

 c ontrols

priority under the Render section so that it won't

Global Illumination, you can see the objects don't
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. Material Workplace shows all the selected materials. Right click to add, import, export, rename,Pack,

 w indow.

Click on Update preview button to update the preview  image  to c urrent  m ater ia l s .
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Color: used to apply color on material. The "m" box on the right is used to apply  pattern  and arrange 
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How to export material

extension is .vismat, the file is 1 KB. This file can be imported, packed or sent to other users later on.
Right click on the material you wish to export, and select export to export this material. The File

Right click on the scene material and select import new material, then you can select the material you want.
How to import new material

How to pack  material

Right click on the material you wish to pack and select pack, This feature is very usefull, because you can save
the textures and a preview of your material in a single file.

V-Ray for Rhino21



Another three selections:

 . Select Objects by materials:   Selects  the  objects  in  the  scene  with t h is  mater ia l.

 s cene.

"Browse"
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Cup_ Orange.

 V -Ray ' s  i s R-128 , G128 , B128

exit.

V-Ray automati ca lly update s th e ch ange s of mate ri als to th e object, is not necessary to apply materials again.
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. Apply this Cup_Green material to the bottom right cup.
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We haven't added any light to the scene so far. However, the render still looks good.
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Light Units

Intensity light unit allow you select diferent physical unit of the light. Usind the correct

intensit unit will help you to get the correct result when you are using the Physical Camera.

This take in consideration the units scale of the scene.

Values:

Scalar - means the final color of the light it is given by the color and multipler of the

l ight without any convertion.

does not depend on its size.

lm/m/m/sr - the light power calculated in lumens per square meter per steradias.

The light's intensity depend on its size.

Watts - the light power calculated in watts. The light's intensity does not depend on its

watts as visible light.

s ize. Does not work like a real light bulb. (Ex. real 100W light bulb emits between 2 and 3

w/m/m/sr - the total visible light power calculated in watts per square meter per

steradian. The light's intensity depend on its size.

Lumens - the total power of the visible light was mesured in lumens. The light's intensity
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light from above.

what will you get.
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So
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and Reflection Glossiness.
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same.
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see next pag

Unless you want to create some special effects, please have this option checked.

objec.
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extremely important.

2. Change the IOR to 1.

3. Decrease the Refraction Glossiness to a value below 1.
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cold light and lit screen.  However, emissive materials should not be used as the primary lighting for a scene.
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the light source.
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workflow.

surface, or within mappings).

Bitmap.
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under Bitmap to select a Bitmap file.
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Although we can use Bitmap for most materials of the objects, but some textures like wall

the  "m"  to open the Texture Editor.
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Alpha Contribution
With alpha contribution you have the capability to obtain the alpha channel of each material on the

Adding Alpha contribution
Open the material editor and click on the material option
option tab, then change the number of alpha contribution
for each material you want an alpha channel.

Working with a Alpha Contribution

You can find the alpha channel on the V-Ray frame buffer.

Here are examples of different Alpha Contribution settings.

RGB channel Alpha Contribution 0 Alpha Contribution 0.5

scene. This works by using the scale between 1 and 0, this means 1 no alpha (all White) and 0 full alpha.
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Cup_Decals .3dm.
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added under the Diffuse.
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render as the image on the right.

then become translucent.

color to red and will get the same result as above after rendered.
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Transparency mask; let the yellow color of Diffuse1 show up through the white area at the cup and create two 

some more examples often used to create a texture map.

The second example

gradient image, but they work exact the same. A rendered image on the right.

 The third

color gradient rendering effect for the cup. A rendered image is on the right.
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The forth example is to use gradient color in refractive material. Similar to previous examples, use a

The fifth Example is the same as the third example , with the difference being a refraction layer, and

changing  the t ransparency color of Diffuse2 to white. This will make the white area at the middle 

become transparent. A rendered image is on the right.

below

and you
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it's
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between two  material.   To determine the amount of blend between two material, it uses the angle

material.

Adding a V-Ray Angular Blend Material
Open the material editor and right-click on
Scene  material  go  to  Add  Material, then
click on Add Vray AngleBlendMtl.

Working with a V-Ray Angular Blend Material

The Angular material work alike Two-Side
material,  need  two  predifined  material.
Put  your dark  material in the fist slot and
your bright material in the second slot.   The

Star and stop Angle slot control de amount of
blend between those materials.

Samples of Angular Blend Material

V-Ray Angular Blend Material
You can create Agular Blend material in V-Ray for Rhino, giving you the option to create a blend

between the view direction and the surface normal. It is very useful to create materials such as velvet.
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light, or an environment

3. Do not change the GI value and change the

Brightness to Val127 under the Texture Editor.
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effect to the object. Or maybe some openings on the wall or windows allow part of environment light comes

any walls around it to block

other similar objects in the scene; an enclose s pace in which the environment light will not have the direct
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Before rendering a the scene,  try to finish all the modeling as this greatly smplifies the task of adjusting the

Basically, with you r environment color set to white

know.

V-Ray for Rhino68



V-Ray for Rhino69



Due to the fact that HDR images are usually provided by others, the lighting environment may not
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If the user does not have HDR image,

rendered with a different Bitmap.  If you compare them to image

rendered with HDR images, it is not as easy to determine the direction of the light and the shadows

 are not very clear.
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illumination.

objects like windows or doors. It is
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There are four o ptions f or P rimary Engine:    I rradiance M ap, P hoton M ap, Deterministic  M onte-Carlo a nd

Light Cache.  Default is set to Ir radiance Map.

There a re t hree o ptions f or S econdary E ngine:   P hoton M ap, Deterministic  M onte-Carlo a nd L ight C ache.

Default is set to Deterministic  Monte-Carlo or you can select None to not use this Engine.

disadvantages.

If GI was not enabled, or if

there wasn't any engin bounces, these rendered image would be the
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low. The image include  splotchiness and artifacts as well.

even though each has the same.

Although the quality might not be

good,  it should be acceptable for previews. After all settings are correct, then render with higher value to get

the best final quality image.

The Image

V-Ray for Rhino75



The image on the left is showing the last prepass of -4 and -3. The image on the right is the final result.

The image on the left is showing last prepass of -3 and -2. The image on the right is the final result.

The image
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yie ld

The image 
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Primary Engine: Deterministic  Monte-Ca rl

Deterministic M onte-Carlo i s the most a ccurate m ethod o f light c alculation i n V -Ray. I t  i s  m ost
useful for scenes with a lot of small details.  The downfall with this method is that takes significantly longer 
to render. There is also no prepass for this calculation as it is done as the image is rendered.

 D MC

DMC

 D MC.

 D MC

 D MC

DMC DMC

DMC

DMC  D MC

DMC

DMC

with the DMC calculation.

the Max Subdivisions to a higher number (such as 50).  This will help decrease the grain in the image. 
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right
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sample.  A smaller number will yield a more detail and a sharper image, where a larger number will lose some 

difference in sample size.
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Below are all light types details supported by V-Ray. Each light content is different. Other then 

off set
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Radius increased to 0.05.
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The Shadow Color

In order to change the shadow color, click the color picker under the shadow properties.
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Right click on the Perspective window title and select the Viewport Properties from below. See image

Use a 22~35mm lens for

The image on the left is perspective with 50 mm lens; The image on the right is 28 mm. Its angle looks

much wider.
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as show on 
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The image on the left is rendered without Depth of Field and the image on the right is rendered with its Aperture set

the same number unit of F1.4 F2.0 F11 as the normal camera does to control the amount of light comes into the

to 1.0.  The Depth of Field has already apparent in the image and the focus point is at the green cup.

camera. I t uses the system unit for its size. Smaller numbers have  less effect on Depth of Field. Larger numbers

takes a longer render, e specially

with a smaller 

make it closer to the red cup's opening edge. Render it and you will get the image on the left, when the green and red cups

The image
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In the real world, exposure is the act of light affecting the film or a sensor, and there are three
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Add to add a V-Ray

value.
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Morning   Mid-Day                                              Evening
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if
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Linear Multiply

Reinhard option.

Reinhard is a blend between Exponential Mapping and Linear
Mapping. The result is linear mapping when the Burn value is 1.0;
and when the is 0.0, the result is Exponential Mapping.

Exponential

Reinhard Burn value 1 Reinhard Burn value 0.0

Linear Multiply simply means that the color will not be changed from the generated value to the displayed value, like

The image on the left.

will become light, like the image on the right.
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Gamma Correction applied to the color a gamma curve. Dark Multiplier is a multiplier for the colors before they

Intensity GammalGamma Correction

Intensity ExponentialHSV Exponential

bottom right.

left

are like the image

Intensity Exponential can maintain the RGB ratio, and will only affect the color intensity, like the image on the

are gamma corrected.  The inverse of the gamma value is the Bright Multiplies  (gamma 2.2 should be 0.4545 in

Bright Multiplier). The image is shown on the bottom left.

saturation of the color. The image is shown on the bottom right.

Instead  of  applying a gamma curve to each channel (RGB) independently, Intensity Gamma is applied to the
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DMC DMC

DMC DMC

DMC

DMC

lines in the back.

Similar to the previous discussion about Min
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cours.

you
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example.
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rendering an image.

icon.
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In order for V-Ray to utilize these extra machines there are two things that need to be done.

The way in which V-Ray communicates with other computers ( know as the slave machines) is

the DR Spawner.
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the  f older  C:\Documents and Settings\All Users\Application Data\ASGvis you will find a folder called
DRSpawner. Open that folder and you will find the  DR Spawner.   Double clicking on the DR Spawner will
launch it, and once it has successfully loaded the Spawner it is ready to go.

servers. 
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Sculpture - White_Dot Lolipop
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