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Uvod
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Uvod 2: Prezeracie obmedzenia
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A Médium na ktorom prehliadame obrazpk
A Kvalita obrazku

A Prostredie v ktorom prehliadame obrazok
A{ OK2 LIy 2a&aU gt OK2 Y21 :



Uvod 3: Globalne vplyvy

A Farba svetla
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material objektu

A Radiosity
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A Svetla v scéne

A buffer shadows

A ray tracing
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Operacie
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Operacie 2
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A Farba svetla

A Pozicia a smer svetla

A Energia alrop off

A Shader materialu



Nastavenia Lamp a Spot
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Nastavenia; Lamp a Spot 2

A Sphere
A Lamp Falloff




Lamp

A Smerové bodové svetlo
A Smer svetla dopadajuci na objekt
A Intenzitd energia svetla




Spot
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Area

A Dist

A Gamma
A Square
A Rect
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Hemi

A Dobra cesta pre povnomerne osetlentl scénu
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vytvaraneho na polguli
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traceovanych alebo bufrovanych.



Area
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Efekty
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Caligari True Space 6.5
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vyspelosti funkcii, pohybuje sa niekde v stredne;
triede.


http://www.caligari.com/

Svetla

A Osvetlenie méa obrovsky dopad na finalne
renderovanie.
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variant a typov.

A 8 zakladnych svetiel, s vlastnymi unikatnymi
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SCRELE

Z0znam svetiel:

wArea Light
wGoniometric
wlmage Based
w Skylight
wProjector

w Infinite
wLocal
wSpotlight



Nastavenia
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aktivuje panel nastavenia svetiel
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A "Intensity" - intenzita svetla

A "Falloff distancéic klesanie intenzity
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— No Falloff with distancebez klesania
Intenzity

s Linear Falloff with distancelinedrne
klesanie intenzity

"=l Squared Falloff with distanekvadratické
klesanie intenzity
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wvytvorili sme si jednoduchu scénu
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"Lokal Light - bodové svetlo

A svieti z jedného bodu do réznych smerov
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"Infinite Lighto- smerove svetlo
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