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2.1, ERFINARI S HEE-Diffuse BRDF
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f(1,v) = Sdiff (1)
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XECAiff@MERIERSZE (diffuse albedo) o
UE4.21A9La1SEI, 152 EBRFD.usfX 4,

C++

1 float3 Diffuse_Lambert( float3 DiffuseColor ) {
2 return DiffuseColor x (1 / PI);
3 }

2.2, HRERERE MRS EKER-Microfacet Specular BRDF
E#BYCook-Torrance[5,6] MR ERHE R HERIREZE:

D(h) F(v,h) G(Lv.h)

flv) = im-)(n-v) (2)
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2.2.1, $REIRFID-SpecularD

NFEZED BRI (NDF) , Bi1AIELEIEEFENGGX/Trowbridge-ReitzRI A2 EFH. #8EL
FBlinn-Phongt AR, ESMYEFEMREZER/N, HFEREERTEFHN “KERER , XTKERENR
MRS TNV ZEARR, HEIMEXATEIEEHREXHNEEa=Roughness 2,

QE

m((n-h)?(a® — 1)+ 1)
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C++

1 float D_GGX( float Roughness, float NoH )

2 {

3 float a = Roughness * Roughness;

4 float a2 = a * aj;

5 float d = ( NoH * @2 - NoH ) * NoH + 1; // 2 mad

6 return a2 / ( PIxdxd ); // 4 mul, 1 rcp
7}

FUE4RR, BRI PMXFRIMEMNGCCXE, FEMLIBRITEXM. YA m o5
171t &roughness, Anisotropic GGX, Burley 2012, "Physically-Based Shading at Disney"

C++

1 float D_GGXaniso( float RoughnessX, float RoughnessY, float NoH, float3 H,
float3 X, float3 Y )

2 {

3 float ax = RoughnessX * RoughnessX;

4 float ay = RoughnessY * RoughnessY;

5 float XoH = dot( X, H );

6 float YoH = dot( Y, H );

7 float d = XoH*XoH / (ax*ax) + YoHxYoH / (ayxay) + NoH*NoH;
8 return 1 / ( PI * axxay * dxd );

S

2.2.2, $REKRIIG-Specular G
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a=0.1 a=0>5 a=09

E2: #EHAk=0/289SchlickIEEIZaSmithITAD

_ (Roughness +1)?
B 8
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n-v

Glew) = n-v)(1—k)+k

G(la v, h) = Gl(l) Gi (V) 4

F: EETYEAESRS, JLAIKRE (Geometry Function) 28— 1N0EI1ZB)fRE, R THF
EEMRENEYE, R TEEFREZEZNHFER (microfacet) #, BTN S ENRI SR
B0 CRERERE) BILtbHl, BENREDERAIM= hiERENE DL, JUEEER (Geometry
Function) BI@X38ENRFSERRT LRI NG 543 B B9 F E B R H 1T AR BV R K

shadowing masking

* PAR (Shadowing) RFFFEMNASLENES, —RAXMNKFELELAE.
« E# (masking) RTEMTFEI HHLOES, —RANURT VIS,
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A BERTSENMTENRE, BERRHTEARKER
FUE4AER LI AEEF, UEAFG(l,v)IA

4(nol)(now)
aHAVis(l,v), Schlick#&EERILIALEIENT
C++

float Vis_Schlick( float Roughness, float NoV, float NolL )

{
float k = Square( Roughness ) * 0.5;

1

2

3

4 float Vis_SchlickV = NoV *x (1 - k) + k;

5 float Vis_SchlickL = NoL * (1 - k) + Kk;

6 return 0.25 / ( Vis_SchlickV x Vis_SchlickL );
-

B2, FUE4.2189M85 5, SERRRSEIIRENXRETHE, TR, INFEXFAESMIithAISLI
BT T IHE

C++
1
2 float Vis_Schlick( float a2, float NoV, float NoL )
3 {
4 float k = sqrt(a2) * 0.5;
5 float Vis_SchlickV = NoV * (1 - k) + k;
6 float Vis_SchlickL = NoL * (1 - k) + Kk;
7 return 0.25 / ( Vis_SchlickV x Vis_SchlickL );
8 }

2.2.3. $REIRFIF-SpecularF

NFIERR, FINMEEERSchlickizApYZ %R [19], BRE—RE, HIMER TIKESHT
Spherical GaussianitfAA[10]5R X & poweritE, XERIES TIHHERE, HFEERNATE, 2
A

F(v, h} = Fy+ {1 . HD) 9 (—5.55473(v-h)—6.98316)(v-h) [5)

Fschiick(v,n) = Fo + (1 — Fp)(1 — dot(v,n))>



Schlickif AR AT

KAKESHBNEMARAEPowertNiERE, EERZEAEGPULIEREINMEREE,

Lel's focws on the second part

pow(l = dotEH,

Which ks a SUB, LOG2, MUL, EXP2

We will apply the SG approximation o this expression with the added constant from the first section. In this case, we
hawve a know the SpecularPower value in order to not add any additional instructions. We can also choose a constant x

as the best fit solution for SpecularPower 5 which is x = 0.788 (see Mathematica file at end of the post for details of

this result).

pow(l = dotEH; 5] = exp2((5 + 0.78B)/Log(2) * ((l=-dotEH) = 1)) = exp2(=8.35 * dotEH)

Which ks MUL, EXPZ. We save 50% instructions.
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C++

float3 F_Schlick( float3 SpecularColor, float VoH )

{
float Fc = Pow5( 1 - VoH ); //

1 sub, 3 mul

4 // Anything less than 2% is physically impossible and is instead
considered to be shadowing

5 return saturate( 50.0 * SpecularColor.g ) * Fc + (1 - Fc) *
SpecularColor;

6 }

FEE TEHNSBINENMZIBLY, EE, MBRDFRVEBRMEAERI, EIRKT —NIFIRICRY
BRATERD, ATILRER - ETENIEMR, RXEIFEREBMEKNTE T,
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N, HARETYENEEAR.
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C++

1 void SH_Coefficients()

2 {

3 double weight =4.0 * PI;

4 //ERNF A LEHATTRIF

5 for(int i=0; i<n_samples; ++1i)

6 {

7 //ERFHBIBI T IRIFTE (0, d)

8 for(int n=0; n<n_coeff; ++n)

<) {

10 //XIFR—Tlight probe, ERIETKERAZR K c_iBEINERER [RAR_LAY
irradiance * X1 F[al_LSHER#1E]

11 result[n] += light(0,)* samples[i].SH_basis_coeff[n];

12 }

13 }

14 /) BRFFERTHNERTFRLE (IEERRERE, SREFLH)

15 double factor = weight / n_samples;

16 for(i=0; i<n_coeff; ++1)

17 {

18 result[i] = result[i] * factor;

19 }

20 }

FEEresulti[mBRE N R EXIROHRIKERBET” K™ ZER[EINIKERE. BAIRILA
BAFUTERNARL, Eruntime@d X LIRERI D T INEN H RIS R,

FEEIREMSY (Irradiance Environment Map )

’

BT EEB RS, FEBRMRENEE, HEAEERRE, MMATIETHZIEE

2.2.4, ETE%RRFEEE-Image-Based Lighting

NTHEETEGIARERAXMNERRE, FERRAMERNERD, XBEERAEZREREHRTH.
CF: XTESNEXBOABTHEIAFENESR, XERFERT ., REATUEEREFENEXX
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Li(1; )f , V) cos b,
V)

fLi{l]f(l, v) cos idl =~ % (6)
k

H =

SEMFRE (mportance Sample) ENEIIMEN—LEMEZH (9HERE) , BhEEDRTFIR
QR DA R RSN XN (EENXIR) #1TRE, HEmA ettt EERINGE SR —#
B,

TERHLSLABRER 7 EERINE R AL
(U FERXEER—2, EAT4.210EER)

C++
1 float4 ImportanceSampleGGX( float2 E, float Roughness )
2 {
3 float m = Roughness * Roughness;
4 float m2 = m * m;
5
6 float Phi = 2 x PI * E.X;
7 float CosTheta = sqrt( (1 - E.y) / (1 + (m2 - 1) x E.y ) );
8 float SinTheta = sqrt( 1 - CosTheta * CosTheta );
9
10 float3 H;
11 H.x = SinTheta * cos( Phi );
12 H.y = SinTheta x sin( Phi );
13 H.z = CosTheta;
14
15 float d = ( CosTheta * m2 - CosTheta ) * CosTheta + 1;
16 float D = m2 / ( PIxdxd );
17 float PDF = D * CosTheta;
18
19 return float4( H, PDF );



C++

1 float4 ImportanceSampleGGX( float2 E, float Roughness )

2 {

3 float m = Roughness * Roughness;

4 float m2 = m x m;

5

6 float Phi = 2 * PI * E.x;

7 float CosTheta = sqrt( (1L - E.y) / (1 + (m2 - 1) x E.y ) );
8 float SinTheta = sqrt( 1 - CosTheta * CosTheta );

S

10 float3 H;

11 H.x = SinTheta x cos( Phi );

12 H.y = SinTheta * sin( Phi );

13 H.z = CosTheta;

14

15 float d = ( CosTheta * m2 - CosTheta ) * CosTheta + 1;
16 float D = m2 / ( PI*xd*xd );

17 float PDF = D * CosTheta;

18

19 return float4( H, PDF );
20 }

BMEREEMXREF, WEHERDATERRE. FAHETLIEImip maps2ERIHLD, BEH
ENMATERTILUAERBHNEE (F: FYmMm*ﬁ,4mhﬂw*ﬁ)olt%MﬁTﬁ
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HIT—REERE, (OF: EXEXEER/ANFRE, HE, BRENSERNR: PR, BI1ES
BEAMINE, )

2.2.4.1. SRRIEMW-Split Sum Approximation

AT FRIXA, Bl @I LER A6 AR N RMNE D RKITINKEE, F—1 708 HHKAIKA
ANIVAT LRI TIR AT B, WF—1TERK

L;(1)
XMEMEERN, HEXNFEMAFIERE, AW HEINER,

N

15~ L) f (g, v) costy, [ 1 N flkvmqﬁlk

2.2.4.2. FfA9HIRNLE-Pre-Filtered Environment Map

BN FARREEEE, FtESE—PRNTHBRERRFRFECubeMapiImip-mapEHF. X
eEER T EREREFIN1,9], —MBINXFIZ, BIVERTEZEREFNERINERRE



PRIGCX D XS RGBS T ERRT Ho
ENXBHARERE, DHEIACRRERHSTERE LHMRAE, FIUERIMREZXTAERZ0, I

M, n=v=ro

ZRFEYNRIEEEUHNE KR, FEEFAEMERERNAERFTAREEKNIR T,
EbiEen BRFLEML, KPR EX B TIBLEER A RPEANEIRKE, [ENTEALBERRN, &NE
ZEIER

cosBy;.

A LASEME(ERER,
THEAARE, EBUE4.21kR78

C++
1 float3 PrefilterEnvMap( uint2 Random, float Roughness, float3 R )
2 {
3 float3 FilteredColor = 0;
4 float Weight = 0;
5
6 const uint NumSamples = 64;
7 for( uint i = 0; i < NumSamples; i++ )
8 {
9 float2 E = Hammersley( i, NumSamples, Random );
10 float3 H = TangentToWorld( ImportanceSampleGGX( E,
Pow4 (Roughness) ).xyz, R );
11 float3 L = 2 *x dot( R, H) * H - R;
12
13 float NoL = saturate( dot( R, L ) );
14 if( NoL > 0 )
15 {
16 FilteredColor += AmbientCubemap.SamplelLevel(
AmbientCubemapSampler, L, 0 ).rgb * NoL;
17 Weight += NolL;
18 }
19 }
20
21 return FilteredColor / max( Weight, 0.001 );
22 }

FEE: MBLEE, MBEEEERINEL, — N EBERRNRBR#HITT 1024%%KEE,
BRMEIAIEH, FHITTOAREE, FNTL, HUREHITHREHTTY —MRIP, /B
max( Weight, 0.001 ) &R T RRHIWeight,

— "



FFR D I RN,

FEPHTRDFELE, 2B PrefilterEvnMapR#tfTEEITEHERN. BAERELER
By, FRLA, fER1024RFKEE, BR64XKME, BAR LRTARKNERE, EFTAFAUENEHN
B, BRTXRENRE, FRMASMAT

EXMAINNBEH, E— 1 RoughnessIBE, XMIMEAMTARFERSEKBIMipmapBEE.
EEHI AR roughness, S MARBEIMipmapR#THRE, XEBLMRE T FARNERERS
Eo

WNET, XER—MEREHITHEEBERBE R THTH—MEMELI, BEMBICubemapfLia
BEER, BREERNMipMaplENTRERoughnessiViERILE, XFhAREEE £ T LAESR
MR, WE—ERE LFRIETXMERNESL 4,

2.2.4.3. FIEWERITSHEE-Environment BRDF

FINRMMEE T HEMAENED . X5R— MR SRR RE &SR &5 2 HREHTITIR
DRER—1FR, B4,

Li(I;) =1
o WBESchlickBIFER/RAE: F(v,h)=FO+(1-FO)(1-v-h)A5, RAITZIFORTLUERSAREITRDIM,

f,v)
F(v,h)
H

/f(l, v) cos )dl = Fy Flv.h)
H

(1 —(1=v- h)5) cos 6ydl + / fLv) (1—v-h)’cosfdl (8)
H

ERTTHEMAN (BAEERoughnessfllcosBy) , MM Mad (FORZEMRMMREE) , FREBEERE
[0,1]8EREIR. FEMFAHBEXMRHHLER, HEFREFI—M2DHNERERT (AANBEHERIFREE
2HY, FrL, EXEFERARI6GI6HIEIN) o

EXBTTENEAN (Roughness #1 cos Bv) M Mai (48m#1aF0RYRZE (a scale and bias
toF0) ) , EMEERAIZFMEF0 * Scale + OffsetlIfizxe BT BN RENERHIEEHE
EE2DEIHSIE (LUT, look-up texture) A,



Ruughness

cos @,

El3: 2D83BERER

XKL ERERINLE], HAroughness. cosO, HitHIFIEBRDFEEEIRETIIRE, XTMEXTF
roughness. cos853F1EBRDF{RE R STEREREG IR KX R, XNFRILIHITELMITE,

B{ARVE AU

1 &9 f(lg, v)cosb,
= e v)eosthy,  orr v iy + LUT.e
N k=1

P(Ekvﬂ)

BNUE4 R @338 Fresnel ATAIFOIRE 3, 4BRLFO * Scale +Offsetfy AT, BEIEScalef10ffsetIz=
5|77 2|—5K2D LUT L. Seroughness#l NdotVi#{T&EH. TEZMUE4. 2140 F#EI IS FX 5K
LUTNEEIRV R %L, BFRTEREH, FHXTA, BBV N T E2MIHE,

C++
1 float3 IntegrateBRDF( uint2 Random, float Roughness, float NoV )
2 {
3 float3 V;
4 V.x = sqrt( 1.0f = NoV * NoV ); // sin
5 V.y = 0;
6 V.z = NoV; // cos
-
8 float A = 0;
9 float B = 0;
10 float C = 0;
11

12 const int NumSamnles = 64:
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35
36
37

38
39
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41
42
43
44
45
46
47
48
49
50
51
52
53

) -XyZ;

)5

for( uint i = 0; i < NumSamples; i++ )
{

float2 E = Hammersley( i, NumSamples, Random );

float3 H = ImportanceSampleGGX( E, Pow4(Roughness)

float3 L = 2 x dot( V, H) * H - V;
float NoL = saturate( L.z );
float NoH = saturate( H.z );
float VoH = saturate( dot( V, H ) );

if( NoL > 0 )
{
float a = Square( Roughness );
float a2 = ax*a;
float Vis = Vis_SmithJointApprox( a2, NoV, NoL

float Vis_SmithV NoL * sqgrt( NoV * (NoV -

NoV * a2) + a2 );

float Vis_SmithL

NoV * sqgrt( NoL x (NoL -

NoL * a2) + a2 );

NoH) ;

float NoL_Vis_PDF = NoL * Vis * (4 x VoH /

float Fc = pow( 1 - VoH, 5 );
A += (1 - Fc) * NolL_Vis_PDF;
B += Fc x NolL_Vis_PDF;

float3 L = CosineSampleHemisphere( E ).xyz;
float3 H = normalize(V + L);

float NoL = saturate( L.z );
float NoH = saturate( H.z );
float VoH = saturate( dot( V, H ) );

float FD90 = ( 0.5 + 2 x VoH * VoH ) * Roughness;



54 tloat FdV = 1 + (FD9® - 1) * pow( 1 - NoV, 5 );
55 float FdL = 1 + (FD9O0 - 1) * pow( 1 - NoL, 5 );
56 C += FdV * FdL * ( 1 - 0.3333 * Roughness );
57 }

58 }

59

60 return float3( A, B, C ) / NumSamples;

61 1}

EERXMITEZE, HRITANB RN #HTHMRR, JIFEEHBEMEIT—HIER. Whilst
GotandafEF T3DE%K[8], Drobotfitbk EEI2DMIEIRK([7], MM IFFAMEIEEE. S, ER
XMEHAN—R—LazarovX @#FIE#ET —F[11], BRTHEURSHN—XIEma (XN ARF
fFR 7T AEHBIDFIGEEL) -

o, ATIEMEEMRIFNSIA, HITPEXMANIHRRRMHITHETRERE,

C++

1 float3 ApproximateSpecularIBL( uint2 Random, float3 SpecularColor, float
Roughness, float3 N, float3 V )

2 {

3

4 float3 R = 2 x dot( V, N ) x N - V;

5 float3 PrefilteredColor = PrefilterEnvMap( Random, Roughness, R );
6

7

8

9 float NoV = saturate( dot( N, V ) );

10 float2 AB = IntegrateBRDF( Random, Roughness, NoV ).xy;

11

12 return PrefilteredColor * ( SpecularColor * AB.x + AB.y );
13 }

A XPEER, RARNRATEANRIEME, EEEXHTIHTENIE, BEASIKAXNAERN, M
B, EEEBHITHYMROMERENEZ, W TEREFAR.



C++

a A W N

10
11
12
13
14
15

16
17

18

19
20

void MainPS(in noperspective float4 UVAndScreenPos : TEXCOORDO, float4
SvPosition : SV_POSITION, out float4 OutColor : SV_TargetO)

float Mip = ComputeCubemapMipFromRoughness( GBuffer.Roughness,
AmbientCubemapMipAdjust.w );

float3 SampleColor = TextureCubeSamplelLevel( AmbientCubemap,
AmbientCubemapSampler, R, Mip ).rgb;

SpecularContribution += SampleColor * EnvBRDF(
GBuffer.SpecularColor, GBuffer.Roughness, NoV );

//SpecularContribution += ApproximateSpecularIBL( Random,

GBuffer.SpecularColor, GBuffer.Roughness, GBuffer.WorldNormal, -ScreenVector

)3

half3 EnvBRDF( half3 SpecularColor, half Roughness, half NoV )
{

// Importance sampled preintegrated G * F

float2 AB = Texture2DSamplelLevel( PreIntegratedGF,
PreIntegratedGFSampler, float2( NoV, Roughness ), 0 ).rg;

// Anything less than 2% is physically impossible and is instead
considered to be shadowing

float3 GF = SpecularColor * AB.x + saturate( 50.0 x SpecularColor.g )
* AB.y;

return GF;

AF @58



Bl4: REFNEE (EEUXRERR) , SBRAEM (Split sum approxmation) fiiFHial, &
&n=v{RigAIComplete ApproximationTER/EAL. RAMNFMRIZSINTIRERK, BEAHSEMMK
AMBE+ 38BN

¥ @28

El5: BABRINLE (YEEHSE44ER)

2.3. #MEIEE-Material Mode
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B, (F&EFE TERENAET -TAXANERERE, §—L2HH, B— 1 FHREFRFEDisneyhy
M2 VEMRY, i, o o SMNEABRESERE, )

- R&EmSubsurface FAFNEEFIRIERE

- ZEEMAnisotropy EEE ZHIBLEE
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BHEE, MEBEENERELDE. EafNBERT, JRIEAEZHNEK, RARTEEHREN
pARER, FATRIUERNERKRERLRF EREMREY, BR, RINHNZARKIERE XMRSHIRHRY



. (FEFE XBEERTRZMEK, ERXPEFrequency, BiFERE-, B, BFEX
BEXNEEENT AR, TMUAKHEEFNIERE, AIUTERET. )

ML _Hydratlic_Metal

Matlayerglend. Smple

FreviewNateris

El6: TTUEAMEi4miEes PR EMBE DR

—MERXENMEE, EHFNEARKEBEIRKE—TRBIEINS N E7 KD T in-shader? EHY
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. YEBRIERY-|ighting Model
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ERR=RMIEEFHASIE (non-punctual sources of emission) —BE T2 AR
(Area Lights) »

2.4.1, HNEERR

RACRRANMEZEIEREN. RIRATYIERHRNR FAREH TR EFHICRENS
BB, EREXTRAERE, RNFEHR—MNEH: IMRERICLEINEERLELTS T
RFeHREEA BERAEIORRE, HTFUERNEE—LIERENHBEERBAUTE—HIMKAFTE
ATIRGINT IR, BIFZHIA VA LASLIN[4], BRIENNERX SRV THEIMRIFENFARE

MY A NEEAR T AR, FRE—ZNTERI0R G SR —Atbixili‘E’J M BB B EUAT ¢
NFERHAFIHZENEREE, SABEZAENINEN, XTBHERIFEERR, BRENELE
HRELTCEER AT ERE,

saturate(1 — (distance/light Radius)?)?

falloff =
ato distance? + 1

(9)

DEPNLEA T LR BESEECRRNES L ERIELS ANE, ERUEARERTERIY)
EBEWMERIERT, LZEARKAUHITRENSH.

XMEBNABAERNREER, FIREERZBEMNRENIZTERREERRN, ©RAERMEE
MURITFNREFR. (FEE FoOXOEIFEHER, REAFTIFENA. BEBEHR, &8
R ZLocal LightAyRdfx, AILUBE XN BRVEE, RIFBIFAEIMATSEE, Mﬁ'ﬁk?ﬁ_ﬁx‘ﬁl
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Old falloff Inverse square %U? O;;E
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KRR B EEENE R, TEAETYIEMERN, EMTEHEIEE, HKIMLW, URSE
Efl, ZRFNEFEER LSERELIFBEREEEE, RAXSET TRIBNEERST, i
FRABA. MARB LY, ilXEERKEERICRIXIEIRARR,
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- SROAREEN, FIRARE AL EeREREEA— T EREAXTE
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2.4.2.1Billboard = 5%

Billboard R 53[13]2—MA] B FEEICRAYIBLIZ TN, FMEAST IR —EE RIS B = 4 =8 AT
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- HRAARSTFEAERZE, SMEERFLightinghyEkiE.
- REEIRARAN, HERKNRTAE.

“Billboard reflections”

* Many textured quads (billboards)
Placement like any other static object

* Can move/rotate/scale dynamically

* No limitations on the reflecting surface

ST @AE

[13]XNPPTHXFBillboard Reflection®5 43

EEE: X Billboard R SR UE3FRIRHER—Meature, M[I3]FRILUFELR, (FEEXEZH
R, RER, WFEKEAX N TANEMARMKREER, UREEFEN— M EREENSE L
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2.4.2.2, ##{F+E3Z-Cone Intersection
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XMEMERShadingtB BYFR AT,
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[T]RB—1 %A, PILIE R E MR ConeRIZM— 1R ERZ IR

FEFE: [T]RGuerrilla Games AT #1THY (Lighting Killzone : Shadow Fall) Eiff, XMNEFER
EGuerrilla Games A X EF¥IERILightingflArea LightingfIIREAR R, EXPPTH, 3¢

Area Light, fti{'J&8@XFCone InteractionBAILRLIERN, A, MEXBNAEELE, FFIA
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https://link.zhihu.com/?target=https://baike.baidu.com/item/%E6%9D%80%E6%88%AE%E5%9C%B0%E5%B8%A6/8813674
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(KillZone-REjtthH) AIEE

2.4.2.3. $RERIIDIEEX-Specular D Modification

AN EFREB—M5 A4 2 RIESCRSKOARERTEE . XERNEIERINANRIID
S5HENNE#EAD(h)ER. BF—MaHm55— M 0m#HTEREE, AILUEIRR T REEABMNSE
— P HBRE . At BHEIFRBERAENER, M EXFENAE, BRERX, REAXT

a' Ko, HfR TEAZMERSKEIX B/,

(10)

p sourceRadius
o = saturate | o +

3 * distance

BAVERS, EEENE, XMERHAREHBERINNE—ITEKR, BAYAKREIRITERS
B, IEEEXFNMESBEREEMR, XITRERTERPE, EHEENDFREEN, FlanBlinn-
Phong, X RMMREFEE, NMEFHITELRNDF. FTFRHIIFTERENShadingiZE!
(BFGGX) , XHFRAIT,

Area Light Specular

= Soft Sphere Area Light

| LightAreafngle = atan(ArealightFraction / LightDistance)
| ACos = acos(CosAngle)
| CosAngle = cos(ACos + LightAreaAngle)

= Energy conserving (approximation) difterent radii



Specularughtmg /= pow{ACos + LightAreaAngle, 2) * ‘ID

. ISIGGRAPH 17>
Specular Comparison P @
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2.4.2.4, 7R =-Representative Point
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FPhongnmkKin, XEIXREESREELEKARNHR.
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MAEXMIBIN T RIK AR, ELEHMETIINEEE, AECRUKOABHMER—L, ENEE
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[PDF] One-Shot Approximate Local Shading | Semantic

Scholarwww.semanticscholar.org/paper/One-Shot-Approximate-Local-Shading-Wang-
Lin/5ffleed023f9f9c77d787a00d10a5d443f1525a0
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(a) Ours (b) Mental Ray:

E: ERMental Ray#1TX3tb, XERIFIRE— 1 DiskAZKAY,

(a) Ours (b) Ray Tracing.
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2.4.2.5, EkAz5E-Sphere Lights

MRIREMT L2 b, KEZANBRESTSL[18],. REREX, NREIHERIRE, XEKEY
BRI T2 TRIBYR, HIVVXEBLERE SR, @I FREENAR/ N RITME
W5 RS EZERNAENR. NF—MIKX /LA TH:

centerToRay =L — (L-r)r

’ Rad
closestPoint = L + centerToRay * saturate ( Ce e )

11
|centerToRay| (11)

1 = llelacect Paintll
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Figure 10.10. Karis representative point approximation for spheres. First, the point on the reflection
ray closest to the sphere center 1 is computed: pcr = (1-r)r — 1. The point on the sphere surface

closest to per is then pes =14 per - min(1, fﬁ;ﬁ“lsl ).
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n-L n-L
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Picott[16] &% M S rix/NARItAI(E :
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