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Rendering Tools For Simulation Scenario Depictions

• Blender Animation Frame by Frame (Non-real-time) recording – Chris Raymond
1. 1 meter Shape From Shading (SFS) terrain from VIPER site
2. 1 meter SFS terrain from VIPER site plus enhanced 20 cm data with craters and rocks added
• F-stop of 11 for aperture settings of view
• xINFO suit lights (on at approaching boulder)
• Global or reflective illumination 

• Unity desktop real-time recording (comparable to VR real-time view) – Bill Young & Tanner Hunt
• 1 meter SFS terrain from VIPER site plus enhanced 20 cm data with craters (no rocks)
• F-stop of 11 for aperture settings of view
• xINFO suit lights (on at approaching boulder)
• No refection

• Unreal5 desktop real-time recording (Not all features not available in VR) – Jack Kincaid & Ben Weno
• 1 meter SFS terrain from VIPER site plus enhanced 20 cm data with craters and rocks added
• F-stop of 5.6 for aperture settings of view
• xINFO suit lights (on at approaching boulder)
• Global or reflective illumination 
• Ray casting for sharper shadows
• Virtual Shadow mapping with ray tracing for “soft shadows”
• Double Precision capable for planetary data
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Blender 1m SFS terrain
Global  Illuminations/Reflections

Default aperture is F11



Blender 1m SFS terrain plus added craters & rocks (20 cm)
Global  Illuminations/Reflections

Default aperture is F11



Unity 1m SFS terrain plus added craters (20 cm)
No Reflections

Default aperture is F11



Unreal5 1m SFS terrain plus added craters & rocks (20 cm)
Global  Illuminations/Reflections

Default aperture is F5.6



Questions?


