Camera360v3 - camera system for VR180 , 360, Fulldome, Cilindrical and Spherical Mirror
- Mono and 3D Stereo version)

This product contains a set of popular projections for visualization of various directions,
including working in Editor and Runtime mode, which can be useful in everyday work.

This product is designed as an optimized solution that uses rendering with a single
camera, which means that it will be enough for you to work even on a weak machine.

Attention: This product does not contain Camera 360v1 and Camera 360v2.



Features:

The plugin is still in production and it will be gradually updated with functionality.

Raytracing, PathTracing , Lumen working;

VR180, 360, Cylindrical, FullDome, Spherical Mirror - Mono and 3D Stereo;
Works as a render pass for Movie Render;

DLSS, Bloom, AA, Pathtracing, Stereo.

Mega Highresolution for Mono projection ~ 60k maybe more, for stereo 20k
This plugin is focused on ease of operation.

Support JPG, PNG, EXR (Compassion support), BMP

Known issues:
1. To render layers,stencil layer, Alpha use EXR.

2. Support working with rendering layers, stencil layer, Alpha in EXR, but at the
moment I'm working on optimizing the solution to speed up the processing processes.

Rendering layers in stereo mode for other formats (JPG,PNG,BMP) is still in
production. For now, you can work in Mono mode.

Objectld is not available yet, but I have plans to address this issue.

At the moment, the plugin only works in image rendering mode. I will add the
possibility of video conversion later.



First Start:

1. Open your Sequence and Movie Render Queue:
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3. Add Anti-Aliasing (for working rendering)
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Try Using Temporal Sample Count or Spatial Sample Count.

When the Temporal Sample Count is used, we use the history for Lumen, and this
reduces the seams of global illumination.
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Update 05.02.2025.
Anti-Aliasing faster methods (TSR and DLSS).

Video Tutorial: https://voutu.be/4Sev6GBEPVU

For synchronous rendering and all types of anti-aliasing, you can use Mono
Projection, but for Stereo and Use Mask Seams, you need to activate One Task
Solution.


https://youtu.be/4Sgv6GBEPVU

For synchronous Mono projection:
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For DLSS
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For the rest of the rendering options (Stereo or Use Mask), use the One Task
Solution.
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Attention:
If using Temporal you see Save History for Lumen
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If using Spatial Count
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You can combine two methods Spatial and Temporal.



4. Select Projection and Output Size final image
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5. Select Output Folder (Attention: please select not project folder or not rendering)
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When Finish, you see Message from Movie Pipeline

example:

Too many temporal samples for the given shutter angle/tick rate combination.
Temporal Samples: 8 Shutter Angle: 0.500000 TicksPerOutputFrame: Frame: 1000
Subframe: 0.000000 TicksPerSample: Frame: 62 Subframe: 0.500000. Consider
converting to Spatial Samples instead!

£ Message Log

This not Error, This does not affect the rendering. This error occurs because a lot of
ticks and a lot of frame captures are used for rendering in one frame.

This happens if you use Synchronous Rendering.

If you using OneTaskSolution you not see error.
O X

-+ Setting B Unsaved Config =~
Exports Rendering Solution One Task Solution

.png Sequence [8bit] Lr=T

Renderin g from Task

® Camera360v3_PASS_MRI Projection Settings

Settings
Anti-aliasing
Camera

Accelerated Rendering

Output
F Alle Hi Per Pane

A folder “Tempory” for temporary files is also created for rendering. There will be
several unused files left in it.

Also, 1-3 frames are not used during rendering. For this reason, it is
recommended to take into account the size of the sequence 3 frames more than
necessary. For example, if you need 7 frames, take 10 frames.



7. Result

I RenderCamera +

ap torkomnbtotep > 990Pro (H:) > RenderCamera >

E:) Cospate * N Copiuposats * O Mpocmorpers

) Masras
& ranepes
MBaH — flnuHoe
Tempory Mono_SequenceMas = Mono_SequenceMas Mono_SequenceMas Monc enceMas
ter.0190.png ter.0191.png ter.0192.png

I PaGouni cron

4 Downlo

B foyment

& Viso6paxenns
®v

¥ Bugeo

W 3707 KOMNLIOTED
B RenderCamera

for UE54-HIGHRESOLUTION30_Num
B Preview

& Dropbox
iCloud Drive
®oro iCloud
2 Anaexcduck
W 3107 KOMNLIOTEP

D WIN

Projection Settings

equence [8bit]

Rendering

® Camera360v3_PASS_MRQ

Stereo Settings




Result

> OSrorkomnetotep > 990Pro(H) > RenderCamera »

Tl Coprmposats ~ O MNpocMoTpets ~

Tempory Stereo.SeguenceMa
ster.0190.png

PathTracing:

1. You need select Menu Camera360v3 -> Select PathTracing

,\ix

Apply Settings.

Select Projection



Widget Path Tr... X
PathTracing Solution:
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Open Movie Render and add Deffered Render
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select size for projection
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Attention:

Stereo and EXR layers.
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After experimenting, I found out. If you need to render individual layers of actors with alpha,
you need to activate Include Alpha. All working good.

But if you activate alpha and try to add Additional Post Process in the same way, then the
mask will not work in them.

Please deactivate Alpha Include when using other Additional Post Process Pass.




