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Angle of Incidence, incident and reflected rays

Figure 01
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Thickness map used with Subsurface Scattering within Substance Painter

Figure 02
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Smoother surfaces will keep specular reflections focused Rougher surfaces have a larger, dimmer highlight
which can appear to look brighter or more intense but the intensity remains the same
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A light ray Lraveling lrom one medium Lo anolher, scallering inside Lhe objecl

Figure 04
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Physically-Based BRDF bas

Figure 05
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Microscopic view
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Blurred reflections are due to scattered light rays

Figure 06
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Red wavelengths are reflected back to the eye

Figure 07
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GGX provides one of the better solutions in terms of specular distribution

Figure 08
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FO = 2-5%

Common dielectric materials
ex. plastic, wood, concrete, brick

100%
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For a smooth dielectric surface, FO will reflect between 2% and 5% of light and 100% at grazing angles

Figure 09
FO (Fresnel Reflectance at 0 Degrees)
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vity of a surfz etermined by t

Figure 10

Plastic

common dielectrics fall in this range 55 - 64 sRGB
ex. wood, stone, brick, concrete, fabric

Rusted Metal

RGB (52.52,52) sRGB (252,250,245)
S| (52,562,562

Water Aluminium

SRGB (43,43,43) SRGB (245,246,246)

Ice Iron

SRGB (41,41,41) SRGE (196,199.199)

common dielectrics ranges don'’t drastically deviate in value

Glass Copper

sRGB (57,57,57) sHGB (250,208,192)

“values from DONTNOD Physically based rendering chart for Unreal Engine 4: - Available in Substance PBR Base Material and Mstal FO nodes
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FO rar both metal and non-metal materials

Figure 11
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The reflectance value for metal is around 70

Figure 12
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material i
................................. » Raw metal

Rust FO Value

Iron FO Value
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Corrosive areas are treated as a dielectric

Figure 13
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Values for common dielectric materials are around 2-5% (0.02 - 0.05 linear values)

Figure 14
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