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Render Scene: VRay Adv 1.49.03 .
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i+ WRap:: Global switches Ji
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T+ WRay: Environment Ji
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i+ YR aw: System i
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Vray :: Global Switches
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Vray :Irradiance map
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Vray ::Light cache
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Vray ::Global photon map
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Vray ::Caustics
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Vray ::Environment
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Vray ::G-buffer
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Vray ::Camera
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Vray ::Default displacement
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Vray ::System
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