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Object Properties

General  Adv. Lighting User Defined

Object Information

Name: |mtt_BG_(reflection only)002

Interactivity

Hide

Freeze
Display Properties

See-Through
Display as Box
¥ Backface Cul
¥ Edges Only
Vertex Ticks
Motion Patl
Ignore Extents

Rendering Control

Visbiity: 1.0 * | gy object

¥ Renderable
Inherit Visiblity
Visible to Camera

i By Object ¥ Visible to Reflection/Refraction

Receive Shadows
Cast Shadows

¥ Apply Atmospherics
Render Ocduded Objects

G-Buffer
Object D: 0 -

¥ Show Frozen in Gray

Mever Degrade

Mation Blur

Frl ; --I |— Vertex Channel Display

& I, " _ :
Vertex Color  * | Shaded Multiplier: 1 * | By Object

¥ Enabled
® None Object Image

/7 IVINGREFLECTION south v  CoronaLightMt
* Corona Light Material
Emission color ftexmap
Color: | Intensity: 5.5 B
v Map #2138626975 ( Color Correction )
Opadty
v INo Map
Light emission
Emit Light Directionality:
£
& * = v Pre
o £ Vigibdity
. J yom Visible directly Visile to alpha channel
i v visible in reflection visble in masking elements
pr - o o - "":SH'E : ::'ﬁ::ﬁmsi G-ma:;: caushi.:mn
= 3| I L—.,!. E]‘ |§| [+][25 Pool ] [User Defined ] [Flak Color + Edged Faces ] Viewport display
¥ Glass. sShower Screen_1 = CoronaMtl — T Show wireframe in viewpord
i) Shapaiss
* Basic options t10,900,108 12 THIS BILLBOARD IS USED & Buffer ID override (-1 = of: i
iffu yertg: 11,43 2
e Color: TO CREATE A REFLECTION .

IF I TURN THIS ON, THE BILLEOARD

Translucency e o e OF THE BACKPLATE \\""--.______ IMAGE WILL PASS THROUGH THE

Fracton: 0.0 % Color: |
GLASS AND APPEAR ON WATER
: REFLECTION... BUT THE IMAGE
Reflection CAN BE SEEN IN THE GLASS
Level: RS Color: |
Glossiness: 1.0 = Fresnel IOR: 1.8 =
Anisotropy
Amount: 0.0 = Rotation: 3 deg
Refraction
Lewel: TS Coler: |
Glossiness: 1.0 % IOR: 16 =
Dispersian
Enabled Abbe number;
Thin {no refraction) Caustics (slow)
Dpadty
Level: R Cin Color: |
Displacement
Min level: 0.0mm  * Texture:
Max level: 1.0mm % Water vl [

* Volumetrics and 555

* Advanced options
Self-llumination
Multiplier: 0.0 = Color: |
NOTE: Do MOT use this feature as the main light source in
your scene - use Coronalightt instead.
Anisotropy orientation 23 i L g
® Local axis s x o S DO | ALLOW THE BILLBOARD IMAGE TO PASS THROUGH
AR Q‘\\\%\\"\?‘}.‘lﬁ:\i\\ : : i
GBuffer ID override (-1 = disabled): -1 _ : \\ﬁ‘m - ONTO THE WATER WITHOUT THE IMAGE BEING BURNT
e :\\\\ .\\ e b5 - i i
Alpha mode:  Default v egacy mode . INTO THE GLASS e
¥ PBR mode SRR o } o %‘2%%@;/
P te masks: » o -
ropagate ma MNever %\%
-
4 B
Maps H;?
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REFLECTION IS CORRECT ON THE WATER'S SURFACE,
BUT BILLBOARD IMAGE IS EMBEDDED IN THE GLASS

i
THIS IS HOW GLASS5 SHOULD LOOK,

e

BILLBOARD IMAGE CAN'T PENETRATE GLASS
AND PROJECTS BLACK ONTO WATER.

GLASS ABSORBS THE REFRACTION OVERRIDE COLOUR






