
Subject: Re: Vertex solve question
Posted by Mauler on Tue, 10 Feb 2015 07:42:24 GMT
View Forum Message <> Reply to Message

I'm no expert but it seems to affect the way the level lighting is processed on the mesh.. Having no
occlusion can result in odd lighting and light bleeding.. Having occulsion renders the lighting and
is more uniform and mostly fixes up the issues I stated above...

 Again I'm no expert and if anyone else has more info please correct me...besides that I always
build my level lighting with occlusion enabled..

Page 1 of 1 ---- Generated from Command and Conquer: Renegade Official Forums

http://renegadeforums.com/index.php?t=usrinfo&id=825
http://renegadeforums.com/index.php?t=rview&th=40936&goto=490477#msg_490477
http://renegadeforums.com/index.php?t=post&reply_to=490477
http://renegadeforums.com/index.php

