Blender3D




Transparent Shadow (mpo3pauHbie TeHN)

[aHHbIE TlapaMeTp yKa3biBaeT TUN TeHel, KOTopble CO3Jal0TCsi TMPO3PauHbIMU
noBepxHocTsiMu. EEVEE He noaiep>xuBaeT 1[JBeTHbIE KapThl TEHEM.

[Tonyrnpo3pauHble TeHW MOTYT ObITh MOJIyuYeHbl C WCIOAb30BAHKWEM X3IIHMPOBAHHBIX
MpO3pauHbIX TeHel U ¢ MoMoIlbio TapameTpa Soft Shadows fi/ist TeHeBoOM KapThI.

3amverka: JTa OMLUs He MeHsieT TIoBe/leHHe KOHTAaKTHBIX TeHel, KOTOpble TPaCCUPYHOTCS C
rcrosib3oBaHuemM Oydepa riybunbl. Ecnu marepuan 3amnuchkiBaetcs B Oydep riyOuHBI
(IpyrumMu C/ioBaMH, eC/Id PEXXUM CMelIMBaHWsl ycTaHoBjeH Ha Opaque, Alpha Clip unu
Alpha Hashed), koHTakTHble TeHU OyAyT OTOpachiBaTbCs MaTepuUaaoM TTOBEPXHOCTH,
He3aBUCUMO OT TUIa NPO3payHoi TeHHU.

None
[ToBepxHOCTh He Oy1eT OTOpachIBaTh TEHH.

Opaque
[ToBepxHOoCTh OyzeT oTOpachiBaTh TeHW, Kak eciu Obl OHa Obula Hempo3pauHOM
TOBEPXHOCTHIO.

Clip
[ToBepxHOCTh OyZeT oTOpachiBaTb TeHW Kak Herpo3pauHasi TTIOBEPXHOCTb, HO TOJIBKO B
obnacty, rae anbha-3HaueHWe HaXOAWTCS BhIIIe yCTaHOBIeHHOTOo ropora (clip threshold).

Hashed
[ToBepxHOCTh OyzeT oTOpachkiBaThb TeHW KaK Herpo3payHasl MOBEPXHOCTb, HO TO/BKO B

obsacTh, rae anb(a-3HaueHHe Bhillie cyTydaiHoro ropora (random threshold).

Puc 2.x) IlpoyedypHas mekcmypa Wave ucnosnb3yemcs 8 kayecmae (pakmopa CMewugaHus
Nnpo3payHo20 U Henpo3pauHoz2o wetioepos.



Screen Space Refraction (nmpe/siom/ieHusi B 3KpaHHOM
NMPOCTPAHCTBe)

BxkmtoueHre SSR o3HauaeT, uto pedpakiioHHbie BSDF OyayT BBITIO/HATH TPAaCCHPOBKY B
HaripaBjieHuH Oydepa 1/1yOMHBI, YTOOBI HaWTU Hanbosiee TOUHBINA TPEIOMJIEHHBLIM IIBET.
Jto TpebyeT 3HAUUTENHHOW TIPOM3BOAUTENHLHOCTH, €CAU TIOBEPXHOCTb TOKpBIBaeT
OosblI0e KOJTMUeCTBO MUKCesIei.

Screen Space Reflection He coBmectuMo co Screen Space Refraction. TToBepxHocCTH,
ucrosb3yromie Screen Space Refraction, He OyayTr orobpakaTtbcsi B Screen Space
Reflection.

Ecmu 3TOT mMapaMeTp OTK/IIOUEH WM eC/M TpacCcMpoBKa Screen Space Refraction He
BO3MOJKHa, TIPe/IOMJ/IEHHBIH Jyd OyIeT UCII0/Ib30BaTh IBET O/irKaiiiiero 30Ha (probe).

Screen Space Refraction
AxtuBupyet Screen Space Refraction.

Refraction Depth

Ecnu rnybuna pedpakuuu He paBHa 0.0, Bce pedpakimonHsie BSDF B wielizepe OyayT
JleficTBOBaTh TakK, KakK ecau Obl 00BeKT ObUT yKa3aHHOW TOJIIMHBI TPeIOMJISIOIIEro
MaTepuasna. JTO TMO3BOJIUT CO3/aTh BTOPOM OTCKOK pepaKLMOHHOTO Jjyya, UTO Y/JBOUT
1[BeT TIOTJIOIIEeHHs ¥ CO3/]acT pedpaKI[MOHHBIM JTyU TI0C/Ie 3TOT0 BTOPOT'O OTCKOKA.

OJTa OonuuyAg 3HAUYMUTE/IbHO IMOBBIIIAET KAaU€CTBO TOHKHX CTEKJ/IAHHBIX IMPEAMETOB.

Puc 2.x) Pezynbmam pabombl onyuu Refraction Depth.

Subsurface Translucency (moanoBepxHocTHas
MOJ/IyIIPO3PAaYHOCTh)

Anroputm Subsurface Scattering B EEVEE paboTaer myTem pa3mbITHSI OCBEIlleHHOCTH B
MPOCTPAHCTBe 3KpaHa. JTO O03HayuaeT, UTO ec/Jd BUJUMasi 4acTb TIOBEPXHOCTU He
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ocBellleHa, 3 (eKT rpomnazaert.

O[HaKO WMCTUHHOE TO/NOBEPXHOCTHOE pacCerMBaHWe MPOXOAUT TOJ TMOBEPXHOCTBIO U
MOYKeT TiepeMelliaTbCsi Ha Oosiblliie paccTosiHus. BOT ToueMy desioBeueckoe yXo,
OCBell[eHHOe C3a/I1, KayKeTCs1 KPACHBIM Ha JILIeBOI CTOPOHe.

VIMeHHO 3TO U TIbITaeTCS UMMUTUPOBATh AaHHbIN 3ddekT. DPdekT paboTaeT TONBKO C
JlaMIlaMH, KOTOpble UMEIOT KapThl TeHeU, U TOIbKO Ha moAnoBepxHOCTHbIX BSDF (a He Ha
nipo3paunbix BSDF). OH He paboTaeT c HerpsiMbIM OCBellleHHeM. [lapaMeTp TeHeBbIX KapT
(Soft Shadows) Takke BivsieT Ha 3TOT 3G DeEKT.

Subsurface Translucency: OFF Subsurface Translucency: ON

Puc 2.x) Pesyabmam pabombi onyuu Subsurface Translucency. Mecdy yuwetll 3aliuuxka
pacnonodiceHa aamna (mun Point). Kpome Hee Opy2ux ucCmoyHUKo8 ceema 8 CyeHe Hem.

Pass Index (MHAeKC MaTepua/ia)

Onuusa 3afaeT WHAEKC /g Marepuajsa. B mociefCcTBUM 3TOT MaTepuan MOKHO
WCTI0/Tb30BaTh KaK MacKy BO BpeMsi OCT-00paboTKu, ¢ momoiisio Hozga ID Mask.



	Материалы
	Ограничения и производительность
	Ноды
	Shader to RGB
	Specular BSDF

	Поддержка нодов
	Ноды из категории Shader
	Ноды из категории Input
	Другие ноды

	Настройки материала
	Backface Culling (отсечение обратной стороны грани)
	Blend Mode (режим смешивания)
	Проблема сортировки

	Transparent Shadow (прозрачные тени)
	Screen Space Refraction (преломления в экранном пространстве)
	Subsurface Translucency (подповерхностная полупрозрачность)
	Pass Index (индекс материала)


