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Scene Settings

Start Lightwave with a clear scene (60 or more frames).
First create an emitter-object, but ignore the new settings window
Add a camera-position at frame 60:

X:-1.7m | Y:2.8m | Z: Im

“{5f| Motion Options for Camera (m)

Target Item:  Emitter
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| FX Emitter Settings

~i5| Generator-Tab
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Volumetrics Settings

£~ Effects Add HyperVoxels under the Volumetrics-Tab (“F6) and open it with doubleclick.

Yolumetrics Activate the Emitter with doubleclick.

Open the viper window (F7) to see a realtime preview

5 Hyper¥oxels 3.0 - 0] x|
Emitter : 50 FParticlesz

-+ VIPER : HyperYoxels * g |_

Feometmy

Object Marme
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_{50x] Object Type: Volume

Emnitter : 50 Particlez
li |7 Particle Size: 500 mm
» | Size Variation: 33.0 %
JlaTE | 00 O
 HunerT esture Align To Path: deactivate

500 mm |_ |_ |_
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_{50x] HyperTexture:

Texture: Turbulence

Amplitude: 30.0 %
Effect: Turbulence
Speed: 55.0 %
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LightWave Tutorial Christoph Troitzsch



_{5]x] Shading-Advanced:

Render Quality: Low
Volumetric Shadows: deactivate

T ety | o perfeue
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Shading-Basic:

Color: Texture Editor (T)
Luminosity: 250.0 % + T
-+ ¥IPER : Hyper¥oxels Opacity: 200.0 %

320240 - Geometry HyperTe:-cture .
R Thickness: 15.0 %
-
| ObjectPrevien ¥ Smoothness: 200.0 %

Add Preset
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5 Texture Editor - Hyper¥oxels - Color Layer Type: Gradient
| Blending Mode: ~ Additve (only Luminosity)
| Input Parameter:  Local Density

Layer N Opac B - .
aper Name pac 100.0 % Parameter Color Luminosty Value

0.0 % 2451230175 85.0 %
20.0 % 2001090 | 020 40.0 %

+#0 Texture Editor - Hyper¥oxels - Luminosity

| |
| |
J Layer Marne Opac B 100.0 % |_ |_
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‘ Camera Settings

Add Motion Blur for better results:

ﬁ Camera Properties ;IE'EI

Curen Canors [T~ |

Fiesolution | YGA (540 « 450] |
Fiesolution Multiplier | 100 % |
wioh [T |

Height [0 [¢]

Pixel Azpect Ratio IE

| Limited Region Off - | | Seqgrent b ermary Limit |

Antialiazing | Clazzic, Enhanced Low |

Recanstruction Filker | Clazzic - |

| | Saft Filter | | ' | Adaptive Sampling |

== O

| kation Effects\]\Steren and DDF\I\Mask I:Iptiu:-ns\

-) katian B lur | Marmal - |

| |F'artin::|eEIur |
Blur Length [ 1

Shutter &ngle: 237 6 E=pozure Time:

Field Rendering | OFf |

Motion Blur:
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Additional Information

Avoid unwanted shadows and reduce your rendering time:
1. global deactivation of shadows inside Render Options (no object cast shadows, barely practicable),
2. deactivate ,,Cast Shadow* inside Object Properties (makes only sense with a few objects like in the picture above)
3. create extra lightsources with deactivated shadows for the hypervoxels (best solution)
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