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The study on using Maya Mental Ray Linear Work Flow
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Decay Rate Quadratic Quadratic Quadratic

Intensity 250 150 120
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Ray Trace

Hadew On Off Off
Color(RGB) 255,255,255 | 255,255,255 | 255,255,255
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[1] http://en.wikipedia. org/wiki/Gamma_correction

[2] http://www.cambridgeincolour, com/tutorials/gamm
a-correction. htm





