Global Illlumination Lighting Techniques Usiriggast
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Overview : This document is intended to provide some insight into how Beast lighting
can be usewvith the Unreal 3 engine to produce high quality results with reasonable
performance. Several examples are given which demonstrate the purpose and
effectiveness of many of the parameters associated with Béast.information can be
found in the Beastocumentation.Send comments jasonkey@mindspring.com

Below we see the effect of standard Unreal lighting, wité directional light onlylLight
Brightnessis 6. Note the black shadowed are&gpically with Unreal lighting, we
would need to added extra |lights here to il/]l

Render Time: approx. 2 min. dncomputer

[note that throughout this documénh e 6 Render Timed is the time to fully
purposes, a Beast O0camera renderé can be gelnerated fr
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Global lllumination with Beast

Still only one directional light, howeveiow Aobal lllumination effects are included

This produces some subtle, but noticeable bounced light eflétdbal Beast settings

are set ta’rimary Gl > Hemispherical Sampliny . Additionally, on the
properties]ndirect Light Scaleis set ta2 (this boosts the bounced light intensity).
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Render time: approx. 4.5 min on 12 computers




Same as above, except increasingiaérect Light Scaleto 5. Notice the amplification
of the bounced lightln this case we are bdogy the bounced light by adjusg the light

properties, but you should also be aware there are some global Beast settings for

adjusting ALL bounced light propertiegovered in a separaggamplée

Render Time : approx. 6 minutes on 12 computers




Using Beast environment lighting

This example uses environment lighting, which emits light from an infinitely large
sphere. Here we will use a single color for the environment, however an HDR image can
also be used.To enable environment lighting, und@eastSettings select Environment >

Environment > Use Colar Then choose a color undenvironment Color
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It is important to know that when usiagskydome, you need to omit the dome from the
rendering calculations, otherwise it will block the incoglight. To do this, disable the

Export Objectin the Beast settings for the dome object (see below).
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In this example we are using the environment lightinty. There are no active unreal
lights. . Notice the ambient blue being emitted into tberse from all directions. In this
case we are using a blaavironmento represent the light from a blue sky on a clear
day. We could also use grey here to represent a cloudydathich case we would

need no direct sunlight either).



Render Time: prox. 2.5 min on 12 computers




