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(Efficient application method for materials in Lightscape)

Xoj*- ®EF" - Forn*
38 MARY - =M BUS e HEZEN 2F)
Pa )

(M B3Uysin A s}
rk - Jun—Ho Chang - An-Seop Choi

(Ji-A

Zh =

Abstract

Lightscape is a visual rendering software enabling higher dimensional 3D image production using
rendering as well. However, direct light simulation showed that more realistic feature of
material-specific texture or color could be achieved by adjusting options. Accordingly, this study is to
generate optimal values of options and achieve more realistic images by varying such values according
to individual materials in order to create better quality simulation images using Lightscape.
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Table 1. Simulation Condition
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Table 2. Simulation Image
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Table 3. Result of Comparison
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Table 4. Case of Application
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