1. RENDERING

Mg file dé bat dau thuc hanh START SCENE. Néu ban dinh tu lam canh nay thi ban can nhé dé
anh sang dung dé lam anh sang khdi & ché dé shadow map.
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Ban cb thé thdy thong s8 cua dén Direct01. D& thém va tao hiéu (’ng dnh sang khdi, trong
muc Atmosphere section an nat Add... , trong muc Volume Light Parameters an vao nut Pick
Light va chon den can dat anh sang khai.
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