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S9949: Aew PBR Material
serving Mobile, Web, Rew
Engines and Raytracing
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MarcEllens (3Ritg
Pierre Mahewllegorithnjic
Jan Jordan (NVIDIA)
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GGX PBR

u Differenproposals
w DisneyrincipleBRDF
w Unreal 4 PBRaterial
wé

u Wideladopted

u Veryperformant

u Not all relevasffectsovered

Physically-Based Shading at Disney

by Brent Burley, Walt Disney Animation Studios

Posviced Aun 91 2019 [, tod marmalizati

Real Shading in Unreal Eng;ne o

by Brian Karis, Epic Games

Figure 1: UE4: Infiltrator demo
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u Design Goals
w Expressivenessnodemostcommomaterials
w PerformandeAR / VR / mobile
w Easeofusei fewintuitivgparameters
w FitnesgorGlobal Illumination
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Enterprise PBFBase Layer

Albedo *
Metalli¢
Roughness
Anisotropy
NormaMap*
Transparency
CutouOpacity
Sheen *
Specular
Specularint*
Not SheerTint
* SupportethpopulatGGX PBR
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Enterprise PBRCoatind ayer

u Clearcoat
u ClearcodRoughness

u Not:
w ClearcodOR
w Tinting
w ThinFilm

* SupportethpopulaGGX PBR




