UNIVERZITET U BEOGRADU

ARHITEKTONSKI
FAKULTET

BULEVAR KRALIA ALEKSANDRA 7311, BEOSRAD

Arhitektonski fakultet Univerzitet u Beogradu
Zimski semestar 2013/2014
Kurs /f Integrisano modeliranje arhitektonskin objekata 01 - REVIT //
Zadatak /f Modeliranje projekta S //
Rukovodilac predmeta /f Doc. Marijana Devetakovic /f
Student // Uros Vukovic 29_201 //

AUTODESK

REVIT



Integrisano modeliranje arhiteklonskin objekata 01- REVIT

AUTODESK

REVIT

CONTENTS

Lesson 1: Modeling Building Elements
Exercise 111 Modeling Exterior and Interior walls
Exercise 112 Adding Doors and Windows
Exercise 113 Creating Floors and Roofs

Lesson 2: Building Envelope

Exercise 121 Modeling Wall Types, Structures, and Design Features

Exercise 122 Adding Doors, Windows, and Wall Openings
Exercise 123 Creating Roof Shapes

Lesson 3: Curtain Systems
Exercise 13t Creoting Curtain wWalls
Exercise 132 Adjusting Grid Lines
Exercise 133 Choosing and Creating Curtain Panel Types
Exercise 134 Placing Doors In Curtain walls

Lesson 4: Interiors and Circulation
Exercise 141 Creating a Stair and Ramp
Exercise 142 Modeling Custorn Stairg
Exercise 143 Creating a Floor Opening
Exercise 144: Creating on Elevator

Lesson 5: Families and Components
Exercise 151 Modeling In-Place Components
Exercise 152 Modifying a Farmily Definition
Exercise 153 Creating New Families

Lesson 6: Views and Visualization
Exercise 161 Creating Plan Views
Exercise 162 Creating Elevation and Section Views
Exercise 163 Creating 30 Views
Exercise 164 Adjusting the Appearance of Elements in a View

Lesson 7: Materials, Lighting, and Rendering
Exercise 17t Assigning Moterials 1o a Component
Exercise 172 Creating New Materials
Exercise 173 Exterior Renderings
Exercise 174 Interior Renderings

Exercise 01
Creating house for the family with three members

Studio project
Creating o project that is based on Studio Project 2



LESSON 1: MODELING BUILDING ELEMENTS

AUTODESK

REVIT

Modeling Exterior and
Interior walls

Many designers begin the bullding modeling process by
creating elements thot represent the exterior and interior
walis of the proposed builging

In Autodesk® Revit® software, you create walls by Using the
‘wiall tool 1o sketch lines thaot indicate where walls should be
placed. As you sketch these lines, 3D wall elements are
created in the model and appear in other model views.

The chaoracteristics of the walls created are determined by
the properties of the wall type thot you have selected, You
can specify the materiais and structure of the wails being
placeq, as well as wall height and many other physical proper-
ties

As you ploce or reposition walls in the building model, Revit
software automaticolly joins the walls that intersect

Adding Doors and
windows

After placing exterior and interior walls, o commaon next step
for many designers is to add doors and windows to the model|
Doors are typically placed on the exterior walls to facilitate
Jccess ond egress from the building os well os on the interior
walls to enable circuiation between the rocms. In Revit
software, doors are hosted by wall elements. You create a
door by using the Door (ool to choose a door component and
then place itin a wall that has already been modeled
windows are typically placed on exterior walls of a bullding to
provide ventilation, daylighting, ond emergency egress. In
Revit software, windows are also hosted by wall elements, So
the pattern for procedure for plocing window components is
similar to doors. You use the wWindow ool to choose a window
component ond then ploce it in a wall element.

The chargcteristics of the doors and windows placed are
determined by the properties of the door and windows types
that you have selected. You can specify the features, sizes,
and materiols by selecting different types as you place them,
You can also easily change the properties of a door or
window by selecting it and choosing @ new type.

Creating Floors and Roofs

Most buildings also include a floor underfoot and a roof
overhead 50 to complete the complete the building model,
designers will odd these elements.

The shope of many roofs is determined by the location of the
walis that support it For these roofs, o simple strategy for desi-
gning the roof is to troce the boundary of the exterior walls
(which is olso called the footprint), and then specify which
edges of the roof will be sloped. The shope of the roof is then
determined by the intersections between tha sloping roof
planes,

In Revit software, the Roof by Fooltprint (ool enabies you (o use
that simple strategy, sketching lines or picking walls that
indicate the boundaries of the roof and specifying which
edges should crecte sloped roof planes. The charaocteristics
of the roof created—including the matericls and structure, as
well as the slope—are determined by the properties of the
roof type that you have selected

The steps for creating floor elements in Revit is very similar to
creating rocfs. You open the Hoor tocl and then sketch lines
or pick walls 1o indicate the boundaries of the fioor. The
primary difference is that most floors are not sloped (although
they can be if that is appropriate for the model). The materials
and structure of a fioor are determined by choosing the floor
type.
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Modeling Walls Types,
Structures, and Design
Features

All walls placed in a building model have a wall type associa-
ted with them. The wall type includes a definition of the layers
and materiols that determine the thickness of the wall, so
cheoosing the correct type for every wall is very important for
creating accurate building models.

As you ploce new walls in your model, Autodesk® Revit®
software gutomaticolly choeses the same type as the last
wall created. You can accept this type or choose a different
wall type using the Type Selector You can also change the
wall type after walls have been ploced, but it is typically more
efficient and betller practice to choose the proper wall type as
you place new walls.

You can create new wall types to model materials and wall
assemblies that are needed for your design. And you can
specify settings that determine the height of the top and
bottom of the wall in the Properties palette.

Placing Doors, Windows,
and wall Openings

In Revit, doors, windows, and wall openings are modeied os
components that are hosted by walls. You place these
elements by cpening the Door tool Window tool or Wall
Opening tool, and then plocing the component in a wall that
has alrecdy been modeled.

while they are similar in many ways, the specific pieces contai-
ned in each type of component differ slightly because they
include unigue parts needed to perform their architectural
functions:

+ Door components cut an opening in a woll, which is filled
by a door frome and one or more swinging, sliding, or foiding
door penels. Many door types also include interior and
exterior trirm

«  Window components cut an opening in a wall, which is
filled by a window frome and one or more swinging or sliding
sash panels. Many window types also include interior and
exterior trim.

«  Wall openings cut an opening in a wall but include no
panels or other parts to fill the openings. Wall opening compao-
nents are also available In the Revit Library to crecte non-
rectangular shopes, and some components include trim.

You can change the sizes of doors and windows by choosing
different types in the Type Selector or duplicating an existing
type and changing its dimension properties (o create a new
size

Doors and windows can be ploced individually, or you can
use arroys 1o quickly place many components using an even
spacing. All of the elements in the orray will be identical to the
first and be spaced evenly along the length of the array

After placing a door, window, or opening, you can adjust its:

+ Horizontol plocement—by drogging the element along
the wall or adjusting the lemporary dimensions to precisely
place it

« Vertical ploacement—by adjusting the Header or Sill
height properties.

«  Orientation—by selecting the element and clicking its
control arrows to flip the exterior and interior sides.

«  Hinge side (for doors only) and swing—by selecting the
element and clicking its control arrows to change the location
of the hinge and the directicn that the ponels swing.

Creating Roof with Diffe-
rent Shapes and Slopes

The Roof by Footprint tool in Revit enables you 1o creale roofs
with many different shapes ond forms by sketching or picking
the roof boundary and specifying which edges of the roof
should creote sloping roof planes. Using this tool, you can
create moedel the common roof shopes typical of most archi-
tectural styles, for example

«  Hip roofs—all roofs edges are slope-defining.

«  Gable roofs—some roof edges are not slope-defining,
ond gable end walls oppear ot these edges.
shed roofs—one roof edge is slope-defining.

* FHat roofs—no roof edges are slope-defining.
You can also build up more complex roof shapes by creating
several independent roof elements to model gomorel roofs,
mansard roofs, clerestory roofs, ond dormer roofs. Where the
edge of one roof intersects the foce of another roof, you can
join them to automatically determine the geometry of the
intersection
Revit also provides o Roof by Extrusion tcol that enables you
to creote roof surfaces by extruding a surfoce froma
sketched roof profile. This tool provides great flexibility for
creating roofs thot cannot be defined using simple sloped
planes, for exampie o curving roof or barrel vault
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Curtain wall Elements

Curtain walls provide separation between spaces, but typically
do not support structural loads. They are often used to create
very sleek, modern exterior skins for buildings or to separate
interior spaces where high visibility is desired (for example,
between a lobby ond a conference room), Curtain walls are
composed of:

+ Panels—often made of glass, but a wide variety of materials
can be used

«  Grids—hornzontal and vertical divisions that subdivide the
wall

+  Mullions—members that frame the panels and provide
support for the weight of the panels as well as resistance to
wind and other lateral loads

Designing Curtain Grid
Patterns

Curtain waolls are created using Autodesk® Revit® softwares wall
tool and ploced using the same technigues as other wall types.
The key difference is that you must choose one of the special
curtain wall types (which are listed after the basic wall types)
from the Type Selector in the Properties palette

when creating a curtain wall, you con

«  Create a single woll panel that you will manually subdivide
by adding grids and mullions to it

+  Use o previously defined curtain wall type that specifies the
grid pattern and mullion types as part of the type adefinition
Regardless of which method you use (o create a curtamn wall,
you con easily modify (add, remove, or move) grids and change
the mullions as desired to accurately maodel your design
You specify a curtain wall's horizontal and vertical grid layout (as
well as the mullions to be placed at the panel and wall edges) by
editing its type and instance properties. You set the pattern for
each direction Independently, and the layout options include:

+ None—creates no grids.

« Fixed number—divides the wall into panels of equal size
The number of panels is set as an instonce property each wall

- Fixed distance—places grids at the fixed distonce specified
Smaller panels will be creoted at the beginning or end of the
pattern if the total length to be divided is not an even multiple of
the distance specified.

«  Maximum spacing—divides the wall into paneis of egual
size that are as big as possible without exceeding the maximum
specified,

Minimum spacing—divides the wall into panels of equal size that
are gs small as poessible but that are no smaller than the
minimum specified.

Adjusting Grids and
Mullions

You can edit the grid layout of existing curtain walls—adding.
rermaoving, or moving entire grids or selected segments—using
the Curtain Grid tool
‘with the Curtain Grid tool selected, you hover the curscer over the
horizontol or vertical edges of a ¢ ain panel, and Revit
suggests potential grid locations that would divide it into even
increments (for example, halves or thirds), You can also align
curtain grids to other elements in your mode| by snapping 1o
faces, reference planes, or levels.
when adding curtain grids to a wall, you can use plocement
options to:

«  Add grid lines across all segments (the entire face)

« Add grid lines to ane segment (a single panel).

« Add grid lines ocross all segments except ones that you
pick 1o exclude.
Use the Mullion tool to ploce mullions on any grid line segment.
on an entire grid lines, or on all of the curtain wall's grid lines and
boundaries

Creating and Using Curtain
Panel Types

when you create a curtain wall using o type-defined layout or
oadd grids using the Curtoin Grid tool, Revit subdivides the wall
into curtain panels with the same type properties

By default, curtain panels are set 1o a type named Glazed, which
specifies o transporent gloss material. You change a curtain
ponels type by selecting it and choosing cnother type from the
Type Selector

You can also create new curtain panel types to model panels
with differaent properties (for example, different colors, materials,
or transparencies) by duplicating an existing type and setting
the maoterial properties 1o create the desired effect

Placing Doors in Curtain Systems

Curtain wall systems behove like basic walis in many ways, but
one key difference is that they cannot host standard door
objects,

You odd doors to curtain walls in Revit by replacing curtain
panel elements (which are typically staticnary or fixed) with a
spenial panel type that provides door functionality.

Before replacing o fixed curtain panel with a door panel type,
you shouid adjust the curtain-grid lines by adding or removing
segments to create a panel with dimensions that match the size
of the desired door panel
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Creating Simple Stairs and
Ramps

Figure 141 Stair elements
As shown in Figure 141 sta
elements, Including:

«  Treads the the horizontal surfaces thot you step on.

«  Risers thevertical surfaces between the treods

« Stringers the supports for the treads and risers, which can
sated at the sides of the stair or in the center (underneath
= treads and risers)

«  Raoilings on one or both sides of the stair
Using Autodesk® Revit® software’s Stair tool, specify a few key
characteristics, and Revit automaticolly creates o stair with all of
these elements.
The simplest way to crecte a stair is to:

« Specify the essenticl propertles thot set the height and
iength of the stair the levels of the top and bottom of the stair.

« Sketch the run line an imaginary line that specifies the
direction and length of each stair section
Revit automatically calculates the number of risers reguired to
conneact the tlop and botiom levels and reports the number of
risers creoted as you sketch the run line
Romps are created ina similar way using the Romp tool which
also appears in the Circulation panel of the Home tab:

= Specify the top and bottom levels,

« Sketch the runline
Revit gutomatically calculates the length of the ramp required
using a slope of 112 for cccessibility, but you can customize this
slope as needed

2ads, risers, stringers, and railings
s are typically composed of many

Modeling Custom Stair
Shapes

You can change a stair in maony woys to fit your requirements
and the space available:

« Use the Move or Rotate tool to reposition or recrnient the
stair

« Alter the stair properties (for example, the number of risers,
tread length, or stair width) in the Properties paletie.

- Edil the sketch that defines the stair's layoul 1o change the
boundary shape or the placement and shape of the risers
You can also sketch curved run lines to create curved or spiral
stairs. When creating spiral stairs, keep in mind that o curved
stair run is limited to a rotation of 360° If you need to model a
stair with greater rotation, create several segments, then move
and join thermn 1o create a continuous run

Modeling Floor and Ceiling
Openings and Adding
Railings

while the Stoirs tool automatically creates all of the stair
elements needed to connect between two levels, it does not cut
openings in the floors or cellings that separate those levels, You
can create these openings in two ways:

« Use the Edit Boundary tool and adjust the flcor or ceiling
boundary sketch 10 include the layout of the opaning.

+ Place a vertical opening or shaft opening element
when creating stairs and romps, Revit autcmatically adds
railings to these circulation elements for safety, You can use the
Roilings tool to adjust these railings or add new ones in locations
where they are needed:

- Around floor openings

« At exposed edges of floors and bolconies

Modeling Elevators and
Shafts

Modeling an elevator in the Revit software reguires several steps

« Placing an elevator componeant

+ Creating a vertical shoft to cut openings in floors and
ceilings

*  Adding walls around the elevator shaft

«  Cutting openings in the shaft walls for the doors on each
floor
If an elevator component is not Included into your model, you
can iood one from an external library,
The Shaft Opening tool is especially useful for modeling eleva-
tors because it can cul a vertical opening through many floors,
ceilings, and rocfs. When you mave or modify the boundary of o
shaft opening, the changes are autcmatically updated on every
level

[/
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Using Component Families

Autodesk® Kevit® software enables you (0 use and create com-
ponent families thot can be easily moedified to help meet the
requirements of different proj . It Off greot flexiollity and to
help increcse your modeling productivity. You can easily change
the parometers delined for existing component and create new
types as needed with different dimensions, appearonces, visibi-
lity, and performance characteristics. By creatively working with
the porometers availoble, you con often adopt a single compo-
nent family to model a wide variety of elements in your project

Modeling In-Place Compo-
nents

You can use the Medel In-Place tool to cregte unique compo-
nents when a sulteble compon family does not exist The
Model In-Place tool affords the designer flexibllity and creativity in
designing and specifying custom, one-of-a-kind components for
use within a single project
Revit software offers five methods to create model geometry:

«  Extrusion—pushes or pulls a 2D Sketch Profile along z-axis of
work Plone thot the sketch was created in

+  Blend—3D shope extropoloted from two 20 Sketch Profil
one at bottom and another ot top of shape, with blend depth
determining transition between top and bottom shapes

+ Revolve—creates 3D shape by revolving a 20 Sketch Profile
about specified axis.

« Sweep—drives a 2D Sketch Profile along a planar 20 Sketch

«  Swept blend—3D interpolation of two different 2D Sketch
ach on located at opposite ends of a planar 20 Sketch

five methods can be combined to create almost any
geometry required.

Adapting Components to Fit
Your Needs

You can adapt existing component families 1o model objects
with similar geometries. This approach is especiclly effective
when components are available that have many common cha-
racteristics but are not exactly what you need. Rather than
starting from scrat tis often easier 1o edit an existing compo-
nent family and change only the parts that are different
You can open an existing component family in Revit software’s
family editor in two ways:

= Open the Revit family file using the Open command in the
Revit menw, then choose Family in the submenuy

« Select an existing component placed in your proje
opening the Edit Family tool,
Either method opens the Revit family editor, where you can
explore the existing forms (extrusions, blends, revolves, and
sweeps) defined in the component and edit their properties as
desired to create your component
Be sure to save the adapted compaonent using a new family with
a new filename to avoid ac tally overwriting the existing
version

oL then

Creating New Families

You can also creale new component families from scratch to
model cbjects that cannot be easily odopted from an existing
component
You create new components by opening the Revit family file
using the New command in the Revit menu, aond then choose
Family in the submenu. Choose a template from the library that
determines the category and hosting conditions for your compo-
nent, and then define the component using tools in the Revit
fomily editor:

« Reference planes to establish the key boundaries

+  Dimensions ond parometers 1o dynamically set their
iocation

+  Solid ond void forms (extrusions, blends, revolves, and
sweeps) 1o define the parts of the components

+  Matenals ond parameters to dynamically assign them
As you define new pcrametric components, plan the critical
dimensions that will drive the gecmetry carefully. Be ¢ ful not
to over-constrain the forms by locking too many dimensions or
adding too many parametric constraints. This Is a common
pitfall, and Revit will warn you when all the const
cannet be met When this happens, examine the const
have been added carefully, determine which constraints are in
conflict, and remaove the constraints that are not truly needed.
well-designed parametric compoenents greatly improve your
modeling eficiency, because they enable easy maodification ana
repurposing by simply creating new types and adjusting the
type ond instonce properties. While mastering the skills required
to cre new pararmetric campoen amilies can be challen-
ging, the time is well invested and yields remendous returns
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Creating Plan Views and Setting View Properties

When you create a new project, the Revit software automatically
creates two types of pion views for each of the levels defined in the
project template:

- Floor plans, which ook down on a level from a cutting plane
above

- Reflected celling plans, which look up to a level from a cutting
plane below
Wwhile this initial set of views is typlcally suficlent to get started with
your modeling, your views can gel crowded and confusing as you
add more elements and detail 1o the bullding model Rather than
trying to view all of the model information In a single view, it is typically
a better practice (o create many views of your model, each focusing
on the types of information needed for a particular aspect of the
design process
You add new plan views oy

- Using the Plan View tool to create a new floor plan, reflected
celling plan, or area plan for any of the project levels

- Duplicating an existing plan view and adjusting the properties of
the new view
Creating additional views and custamizing the information displayed
does not change the underlying buillding model. All of the elements
are stil available in the model (regardless of visibility) and will be
affected by changes made in any view.

You can set the properties of any view (o precisely control how the
elements In your bullding model will be displayed. You choose (hese
setlings by selecting a view in the Project Browser, then adjusting the
view properties in the Properties paletie

The view properties vary slightly depending on the type of view, but
the options avallable typically allow you 1o set:

- View range—the location of cutling plane (the Imaginary plone
that cuts through your building maodel to create the 2D view) as well
as the depth beyond and in front of the cutting place 1o display in the
view,

- Cropping—the crop region that limits the portion of the model
that will be visible Elements outside of the crop region are hidden in
the view

+  Scale—the relationship between the size at which elements
appear in printed views and their actuol size. The scale also affects
relative size of text annotations and dimensions that appear in the
VIEW.

- Level of detall—the amount of detail to show for the model
elements. This setting ranges from Coarse (which displays simpiified
representations) 1o Fine (which displays the full detoil)

- Underlay—another level t can be displayed 1o assist with
tracing or ahgning elements between levels
You can use plan regions to adjust the view range settings used for
specifiic areas in a plan view. This is useful when elements are not
being displayed, because they are localad culside the view range
(for example, clerestory windows, which are located high on a wall
above the cutting plane of a view) or on slightly offset levels (for
example, fioors in a split-level house)

Creating Elevation and Section Views

when you create a new project, the Revit software creates four eleva-
tion views named North, Fast, South, and wWestl These names describe
the crientation of the elevation view reiotive 10 project north,

As you progress with your design and modeling, you will typically
need [0 create additional elevation views and section views 1o focus
on specific aspects of the project. You do this by

- Using the Elevation tool 1o place an elevation tag that establi-
shes the location and direction of the new elevation views

- Using the Section tool to place a section line that determines
the location of the cut plane and direction of the new seclion view.

- Duplicating an existing elevation or Saclions view.

Like plan view, you can set visibilily graphics overrides and adjust the
view properties to set the crop boundaries, view scaie level of detail,
and visibility of model elements

Creating 30 Views

You can create two types of 3D views in Revit

- Default 3D views, which are orthogonal projections of the
bullding model elerments. In these views, the appearance ]
model elements is not affected by their distance from your viewooint
Orthogonal views are used when accuralely representing the size of
objects Is Important. They can depict views from the ground level, but
they are typically used (o present bird's-eye views

- Perspective views, which use a camera metaphor to create a
perspective projection. [n these views, the appearance of the model
elements is affected by distance. Objects that are near the viewpaint
appear largear, while objects in the distance oppear smaller. Per-
spective views are used when having a realistic understanding of
how the design will be perceived by nearby viewers is important. They
are often used (o create interior or exterior renderings
You create new 3D views in three ways:

- Using the 30 View tool (which appears on the View 1ab In the
ribbon panel) and choosing the Default 3D View option. If this view
has already been created, [ will be opened Instead

= Duplicatir he Defaull 3D View, which appears as {30} In the
Project Browser. The view properties and settings will be copied and
used o create o new view, which will appear in the 2D View section of
the Project Browser

- Using the 3D View ool and choosing the Camera option, which
allows you 1o specify the location and elevotion of a camera object
and a larget for the camera view
You can also add seclion boxes @ your 3D views 1o cul away portions
of the bullding model so that you can see inside. Each face of the
seclion box acls as a cutling plane, 80 you can use the section Dox
to create a wide variety of views to share your design and show the
detalls of how it will be constructed—for example, 3D plons, 3D
sections, and 30 detall views,

Adjust the Appearance of Elements in a View

You can change the appearance of the elements that cppear in any
view by adjusting the View Properties that control how objects are
displayed
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Assigning Materials to Model Elements
You can assign materials 1o the elemeants in a bullding model 1o accurately
display their appearance in shaded and rendered views. All elements in a
bullding model have o material—either a I material based on the object
category or a specific material thatl has ssigned through the element’s
Iype or r nce properties. Mc llt"ml‘ are mel,nr‘t‘l o elements using this hie
rarchy

- Defaulis—using default materic

- Object style
category.
+  Type propertes—using the mate
me type In the family's type propert
» Instance properte using the
through lts Instance properties
If an element has proper that assign a material at a hlu'u" level In this hie:
rarchy, lower-lev ngs will be cht"-ncu:c". For example, a furniture element
lh:ll has : type properties will use those mate-

e default material assigned to the furniture cat

ay and Render Appearanc

s, which typicaily display a salid gray
using the materials assigned 10 an object category or sub-

signed to all elements of the

aternals ass

gned to a single element

egory.

and you con @ H & existing materials or
creale new ones as needed for your de
Use the Material tool in the Manage tab 1o edit existing materials
ones, and specily how the matericls will be displayed in views. You ¢
these np ions for hidden line, shade slent color views
shading co
- Transparency
Surface patterns (for cut and uncut surfaces
You can also assign a render appearance 1o [‘(JL‘I“ of the materials
displayed

= Views > the realistic visual style.

= Pholc lISUC views rated u‘,lr‘(_J Rewvit software's rendering tools (which
we will learn about in the next lesson)
chonge @ material’s render o opean the Materials gialog box, then
switch to the Render Appearan Yyou can browse the library of
render appearances by material type or search to find specific tems. You con

+ Replace the current ren appearan by choosing o new one from the

prary.

- Adjust the settings 1o change or fine-tune the current render appearance
Creating Exterior Rendered Views
Autodesk Re software n render photorealistic views that accurately
portray the materials selected as well as the effect of lighting and shadows
Rendered views are useful for presenting your design (o ¢ and other
reviewers who want (o p ew the appearance of the fin tj building.
You can render any 3D orthogonal or perspective view 1o create a photareall
mage

that will be

(}K)(‘ 1 the Rendening diciog box by clicking the Show Bendering Dialog button in
the View Control Bar, where you can specify these settings
Quality—the overall guality of the rendered irr ranging from Draflt to

quality, Higher-guality images are mc )'r‘ reglhstic, but take mu
onger 1o produce

- Qutput resolution—the number of dots per inch (DPL) 1o produce in the
rendered image. Higher-resolution images are useful when they will be blown
up or printed at high quality, but ciso [oke longer 10 produce becouse more
data Is computed

- Lighting scheme—the sources of light that will provide illumination. For
exterior renderings, the sun is typically the primary light source

- Bockground—the appearance of the sky. If you prefer, you can specify a
background image rather than using Revit software's automatically generated
34
The rendering setlings chosen has a very dramatic effect on the amount of
time required (o render a view For this reason, It is typically wise to:

- Start by testing your renderings at draft quality [0 see the re 5 qQuickly

Use these draft renderings to identfy any elements that need to be
ed or corrected (for exam matericls that are not assigned pro
eate ancther rendering at draft or low guality to confirm the adjus
You can limit the jion rendered to focus on the 1 where tr u‘.s;l.‘
glements appear, rather than rendering the entire view.

- when all the changes are confirmed and you are confident aboul the ren
dering results, create a fingl rendering using mediurn, high, or presentation
quality.

Creating Interior and Nighttime Rendered Views

You can also create photorealistic renderings of interior 30 views 1o see mate
rials selected ond explore lighting effects. Interior views be rendered 1o
show the effect of daylight transmitted through openings, windows, and curtain
walis. But, depending on the su ion and time of ¢ you will often need
o supplement the sunlight with ar ial ight sources (for example, lamps,
surface fixtures, and recessed lights)

You can > artificial lights to

+ Exp '(J" the effects of using different lighting schemes and fixiuras 1o illumi

il

Iy

artificial \_]h !ng
lo use artificial lighting, place lighting fixture components In your bullding
maodel Then us e artifici ahting controls in the Rendering dialog box 1o
fy the light s used In eac W

rings that use artificial lights can take a long time to run (up to several
ng on your T‘FJ[JI"r ‘s hardware and the rendering setlings
use the e s of the light produced by each fixture t 15

sl be colculated. When using artificial lights, choose your rende
tings very carafully

3 [0 get guick results and ide

turned on mu
ring ¢

- Use draft renderir
elements.

ity any problema

3t the effect

egion rendered o focus on specilic areas as you (e

not needed o provide light for this

fjust the expost
image and the highlight

= Reserve the higher-guality
fident aboul the expected results

overall brightne

renderings, when you are con

o




EXERCISE O1 :CREATING HOUSE FOR THE FAMILY WITH THREE MEMBERS

AUTODESK

REVIT

Exercise 01:.Creating house
for the family with three
members

Create a model of a simple house for a family (two adults and o kid).
The velume of the house should not excead 10x10x10m

o ]
> ?ng
el
A wer

i

300 m
[ovel T

000 m
evel 1
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