
Enhancing Architectural Presentations with 3D Renderings 

Part 1: Dialogue 

Scenario: An Architectural Drafter is assisting an architect in developing 
presentation drawings and 3D renderings. 

Satoshi: I just finished setting up the model, but I’m still working on the 
photorealistic rendering. The materials need more refinement to look 
realistic. 
Mia: That’s a good start. Have you applied texture mapping to all surfaces? 
Sometimes the scale or resolution of textures can make the render look 
unnatural. 
Satoshi: I did, but I might need to adjust the scaling on some materials. Also, 
I’m testing different lighting simulations to find the best balance between 
natural and artificial light. 
Mia: That’s crucial. Proper lighting will make the scene feel more realistic. Are 
you using ray tracing technology to get better reflections and shadows? 
Satoshi: Yes, but it’s increasing the render time a lot. I might need to tweak the 
settings so it doesn’t take too long. 

Mia: Good call. We also need to prepare a walkthrough animation for the 
client. A static rendering is great, but an animated tour really sells the design. 
Satoshi: I agree. I can set up the camera paths today. Do you think we should 
focus on the main areas first or do a full walkthrough of the entire space? 
Mia: Let’s prioritize the key spaces first—lobby, main hall, and office areas. If 
time permits, we can add secondary spaces later. 
Satoshi: That makes sense. I’ll also refine the materials and adjust the lighting 
before finalizing the animation. 
Mia: Sounds like a plan! Once we have everything polished, the client will get a 
much clearer vision of the design. 

 

Part 2: Comprehension Questions 



1. Why is Satoshi working on photorealistic rendering? 
(A) To create abstract artistic effects in the design 
(B) To make the materials and lighting look more realistic 
(C) To simplify the building structure for easier editing 
(D) To generate technical drawings for construction 

2. What does Mia suggest about texture mapping? 
(A) It helps create realistic surface details in 3D renderings 
(B) It speeds up rendering time significantly 
(C) It is only necessary for exterior views 
(D) It automatically adjusts the lighting settings 

3. Why does Satoshi mention ray tracing technology? 
(A) To enhance shadows and reflections for more realism 
(B) To change the shape of the building elements 
(C) To convert 2D drawings into 3D models 
(D) To create colorful artistic effects in the rendering 

4. What does Mia mean by preparing a walkthrough animation? 
(A) Generating a slideshow of static images 
(B) Animating a sequence that guides viewers through the design 
(C) Simplifying the floor plan layout 
(D) Creating a spreadsheet of material costs 

 

Part 3: Vocabulary List 

• Photorealistic rendering (フォトリアリスティック・レンダリング): 実

際の写真のように見える 3Dイメージを作成する技術。質感や光の反

射をリアルに再現することが目的。 



• Ray tracing technology (レイトレーシング技術): 光線の挙動をシミュ

レーションし、影や反射をリアルに描写するレンダリング技術。高品

質だが計算負荷が大きい。 

• Walkthrough animation (ウォークスルーアニメーション): 3D空間をカ

メラ視点で移動するアニメーション。建築プレゼンテーションで空間

の雰囲気を伝えるために使用される。 

• Texture mapping (テクスチャマッピング): 3Dモデルの表面に画像を適

用し、質感を表現する技法。スケールや解像度の調整が重要。 

• Lighting simulation (ライティングシミュレーション): 光の当たり方や

影の表現を計算し、現実に近い照明環境を作り出す技術。自然光と人

工照明のバランスを考慮する必要がある。 

 

Part 4: Answer Key 

1. Why is Satoshi working on photorealistic rendering? 
(B) To make the materials and lighting look more realistic 

2. What does Mia suggest about texture mapping? 
(A) It helps create realistic surface details in 3D renderings 

3. Why does Satoshi mention ray tracing technology? 
(A) To enhance shadows and reflections for more realism 

4. What does Mia mean by preparing a walkthrough animation? 
(B) Animating a sequence that guides viewers through the design 

 


