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I, Preliminaries

1. Related works

1.1 World LightMass Setting
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Fig. 2. DiffuseBoost — 2|10
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Fig. 3. Color Bleeding [1]
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1.2 LightMass Importance Volume
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Fig. 5. World Map Near

1.2 Reflection Capture
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I, Implementation
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Fig. 9. Lighting Example 01

Fig. 10, Lighting Example 02
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Fig. 11, Lightmass Importance Example
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Fig. 12, Reflection Capture Example
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IV. Conclusions

=R S Pl vise] /s elolEnls IR
25 o

b 0 el <57 S155 2 ARe] 284t AR
Bol Assteich
et 2 %I vl 219] 91715} ohie] e Tl

AT eholuh WALE 7] Sl F7HEel et Baska
FrE o] g 7 e ey o apder,

161



SR FEIEESS| SASEUs| == H262 H15 (2018, 1)

REFERENCES

[1] https://docs.unrealengine.com/latest/INT/Engine/Rendering
/LightingAndShadows/Lightmass/index.html

[2] https://docs.unrealengine.com/latest/INT/Resources/
Showcases/Reflections/index.html

[3] https://docs.unrealengine.com/latest/INT/Engine/Rendering
/LightingAndShadows/Lightmass/Basics/index.html

[4] https://wiki.unrealengine.comy/LightingTroubleshooting
Guide

[5] https://docs.unrealengine.com/latest/INT/Engine/Rendering
/LightingAndShadows/ReflectionEnvironment/index.html

162



