Hi Lyne,

Sorry about that...here is the information you requested

Daz Studio 4.9.1.30 64bit
Reality 4.2.1.16017
LuxRender 1.5.1 Build 1582
Windows 10 64 bit
I'm using Dubious Hallway and a Sun (from the Reality Lights)
The log file is below
[2016-03-19 12:55:33 Info: 0] Freeing resources.
[2016-03-19 12:55:33 Info: 0] Freeing resources.
[2016-03-19 12:55:33 Info: 0] Server requests interval: 180 seconds
[2016-03-19 12:55:33 Info: 0] Loading scene file: 'C:/Users/Dan Butler/Desktop/Test/Test.lxs'...
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_col.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_col.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_col.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_col.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_floor.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_floor.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_floor.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_floor.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_ceiling.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_ceiling.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_ceiling.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_ceiling.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_1.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_1.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_1.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_1.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_6.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_6.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_6.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_6.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_2.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_2.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_2.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_2.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_2.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_2.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_2.png'...
[2016-03-19 12:55:33 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:33 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_2.png': 3072KBytes
[2016-03-19 12:55:33 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_1.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_1.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_1.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_1.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_4.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_4.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_4.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_4.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_4.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_4.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_4.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_4.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_light.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_light.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_light.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_light.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_3.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_3.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_3.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_3.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_3.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_3.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_3.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_3.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_5.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_5.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_door_5.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_door_5.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_5.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_5.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_5.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_5.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_corner.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_corner.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_wall_corner.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_wall_corner.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2_T.png'...
[2016-03-19 12:55:34 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:34 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2_T.png': 3072KBytes
[2016-03-19 12:55:34 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2.png'...
[2016-03-19 12:55:35 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:35 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_2.png': 3072KBytes
[2016-03-19 12:55:35 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1.png'...
[2016-03-19 12:55:35 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:35 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1.png': 3072KBytes
[2016-03-19 12:55:35 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1_T.png'...
[2016-03-19 12:55:35 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:35 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1_T.png': 3072KBytes
[2016-03-19 12:55:35 Info: 0] Loading texture: 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1.png'...
[2016-03-19 12:55:35 Debug: 0] Defining a mipmap with 3 channels of type 0
[2016-03-19 12:55:35 Info: 0] Memory used for imagemap 'Test-Resources/textures/Dubious_Hallway/dh_curtain_1.png': 3072KBytes
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-2808': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-2808-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-1898': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-1898-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-35021': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-35021-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_6_9515-5169': Loading PLY mesh file: 'Test-Resources/objects/dh_door_6_9515-5169-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_6_9515-5169': Loading PLY mesh file: 'Test-Resources/objects/dh_door_6_9515-5169-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_6_9515-5169': Loading PLY mesh file: 'Test-Resources/objects/dh_door_6_9515-5169-wall_6.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_6_9515-5169': Loading PLY mesh file: 'Test-Resources/objects/dh_door_6_9515-5169-wall_6_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-40135': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-40135-door_2_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-40135': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-40135-door_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-40135': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-40135-wall_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-49462': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-49462-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-49462': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-49462-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-49462': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-49462-wall_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-24655': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-24655-door_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-24655': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-24655-door_4_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-24655': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-24655-wall_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-41134': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-41134-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-14117': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-14117-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-14117': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-14117-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-28369': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-28369-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-48088': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-48088-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-48088': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-48088-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-60020': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-60020-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-20425': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-20425-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-51749': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-51749-door_3_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-51749': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-51749-door_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-51749': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-51749-wall_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-34548': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-34548-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-23532': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-23532-door_3_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-23532': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-23532-door_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-23532': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-23532-wall_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-56940': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-56940-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-32579': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-32579-door_3_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-32579': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-32579-door_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-32579': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-32579-wall_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-59956': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-59956-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-59956': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-59956-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-39276': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-39276-door_2_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-39276': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-39276-door_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-39276': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-39276-wall_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-8854': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-8854-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-8854': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-8854-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-7135': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-7135-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-7135': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-7135-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-49169': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-49169-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-49169': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-49169-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-60498': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-60498-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-11547': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-11547-door_2_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-11547': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-11547-door_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-11547': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-11547-wall_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-18912': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-18912-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-3538': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-3538-wall_5.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-3538': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-3538-door_5_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-3538': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-3538-door_5.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-21634': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-21634-door_2_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-21634': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-21634-door_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_2_7499-21634': Loading PLY mesh file: 'Test-Resources/objects/dh_door_2_7499-21634-wall_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-28739': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-28739-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-28739': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-28739-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_corner_312-51337': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_corner_312-51337-wall_corner.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-65532': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-65532-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-65532': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-65532-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-33318': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-33318-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_curtain_2_11454-19177': Loading PLY mesh file: 'Test-Resources/objects/dh_curtain_2_11454-19177-curtain_2.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-46741': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-46741-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-46741': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-46741-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-20537': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-20537-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-14430': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-14430-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-19689': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-19689-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-19689': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-19689-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-14300': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-14300-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-14300': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-14300-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-18760': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-18760-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-18760': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-18760-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-8836': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-8836-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-8836': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-8836-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-49399': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-49399-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-29973': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-29973-door_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-29973': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-29973-door_4_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-29973': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-29973-wall_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18113': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18113-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18113': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18113-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18113': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18113-wall_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-32263': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-32263-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-41656': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-41656-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-41656': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-41656-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-6332': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-6332-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-6332': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-6332-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-26887': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-26887-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-26887': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-26887-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-26887': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-26887-wall_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-52198': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-52198-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-43706': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-43706-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-37043': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-37043-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-13775': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-13775-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-13775': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-13775-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-65268': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-65268-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-27019': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-27019-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-47844': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-47844-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-47844': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-47844-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-28628': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-28628-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-28628': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-28628-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-4647': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-4647-door_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-4647': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-4647-door_4_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-4647': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-4647-wall_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-65354': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-65354-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-65354': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-65354-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-4180': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-4180-door_5_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-4180': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-4180-door_5.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-4180': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-4180-wall_5.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18518': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18518-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18518': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18518-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-18518': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-18518-wall_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-8917': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-8917-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-50438': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-50438-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-53690': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-53690-door_3_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-53690': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-53690-door_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_3_8574-53690': Loading PLY mesh file: 'Test-Resources/objects/dh_door_3_8574-53690-wall_3.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_col_896-14360': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_col_896-14360-wall_col.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-43327': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-43327-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-7575': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-7575-door_1_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-7575': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-7575-door_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_1_5649-7575': Loading PLY mesh file: 'Test-Resources/objects/dh_door_1_5649-7575-wall_1.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-54437': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-54437-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-54437': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-54437-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_ceiling_4-61557': Loading PLY mesh file: 'Test-Resources/objects/dh_ceiling_4-61557-ceiling.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_floor_8-51759': Loading PLY mesh file: 'Test-Resources/objects/dh_floor_8-51759-floor.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-40691': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-40691-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-40691': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-40691-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-42657': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-42657-wall_light.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_wall_light_2941-42657': Loading PLY mesh file: 'Test-Resources/objects/dh_wall_light_2941-42657-wall_light_can.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-35513': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-35513-door_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-35513': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-35513-door_4_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_4_7246-35513': Loading PLY mesh file: 'Test-Resources/objects/dh_door_4_7246-35513-wall_4.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-48584': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-48584-door_5_metal.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-48584': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-48584-door_5.ply'...
[2016-03-19 12:55:35 Info: 0] Shape 'dh_door_5_11067-48584': Loading PLY mesh file: 'Test-Resources/objects/dh_door_5_11067-48584-wall_5.ply'...
[2016-03-19 12:55:35 Debug: 0] Requested film tile count: 16
[2016-03-19 12:55:35 Debug: 0] Actual film tile count: 16
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-2808': Inconsistent shading normals in 20 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-2808': Mesh: accel = none (global), triangles = 1332 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-1898': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-35021': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_6_9515-5169': Mesh: accel = none (global), triangles = 3532 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_6_9515-5169': Mesh: accel = none (global), triangles = 1600 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_6_9515-5169': Mesh: accel = none (global), triangles = 1100 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_6_9515-5169': Mesh: accel = none (global), triangles = 2940 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-40135': Mesh: accel = none (global), triangles = 5460 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-40135': Mesh: accel = none (global), triangles = 1180 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-40135': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-49462': Mesh: accel = none (global), triangles = 3148 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-49462': Mesh: accel = none (global), triangles = 1496 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-49462': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-24655': Mesh: accel = none (global), triangles = 2200 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-24655': Mesh: accel = none (global), triangles = 3532 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-24655': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-41134': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-14117': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-14117': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-28369': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-48088': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-48088': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-60020': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-20425': Inconsistent shading normals in 20 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-20425': Mesh: accel = none (global), triangles = 1332 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-51749': Mesh: accel = none (global), triangles = 5604 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-51749': Mesh: accel = none (global), triangles = 2265 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-51749': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-34548': Inconsistent shading normals in 20 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-34548': Mesh: accel = none (global), triangles = 1332 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-23532': Mesh: accel = none (global), triangles = 5604 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-23532': Mesh: accel = none (global), triangles = 2265 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-23532': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-56940': Inconsistent shading normals in 20 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-56940': Mesh: accel = none (global), triangles = 1332 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-32579': Mesh: accel = none (global), triangles = 5604 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-32579': Mesh: accel = none (global), triangles = 2265 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-32579': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-59956': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-59956': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-39276': Mesh: accel = none (global), triangles = 5460 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-39276': Mesh: accel = none (global), triangles = 1180 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-39276': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-8854': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-8854': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-7135': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-7135': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-49169': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-49169': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-60498': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-11547': Mesh: accel = none (global), triangles = 5460 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-11547': Mesh: accel = none (global), triangles = 1180 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-11547': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-18912': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-3538': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-3538': Mesh: accel = none (global), triangles = 5912 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-3538': Mesh: accel = none (global), triangles = 2734 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-21634': Mesh: accel = none (global), triangles = 5460 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-21634': Mesh: accel = none (global), triangles = 1180 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_2_7499-21634': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-28739': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-28739': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_corner_312-51337': Inconsistent shading normals in 30 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_corner_312-51337': Mesh: accel = none (global), triangles = 408 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-65532': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-65532': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-33318': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_curtain_2_11454-19177': Inconsistent shading normals in 435 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_curtain_2_11454-19177': Mesh: accel = none (global), triangles = 22464 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-46741': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-46741': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-20537': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-14430': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-19689': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-19689': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-14300': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-14300': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-18760': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-18760': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-8836': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-8836': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-49399': Inconsistent shading normals in 10 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-49399': Mesh: accel = none (global), triangles = 666 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-29973': Mesh: accel = none (global), triangles = 2200 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-29973': Mesh: accel = none (global), triangles = 3532 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-29973': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18113': Mesh: accel = none (global), triangles = 3148 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18113': Mesh: accel = none (global), triangles = 1496 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18113': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-32263': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-41656': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-41656': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-6332': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-6332': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-26887': Mesh: accel = none (global), triangles = 3148 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-26887': Mesh: accel = none (global), triangles = 1496 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-26887': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-52198': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-43706': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-37043': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-13775': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-13775': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-65268': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-27019': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-47844': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-47844': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-28628': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-28628': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-4647': Mesh: accel = none (global), triangles = 2200 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-4647': Mesh: accel = none (global), triangles = 3532 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-4647': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-65354': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-65354': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-4180': Mesh: accel = none (global), triangles = 5912 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-4180': Mesh: accel = none (global), triangles = 2734 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-4180': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18518': Mesh: accel = none (global), triangles = 3148 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18518': Mesh: accel = none (global), triangles = 1496 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-18518': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-8917': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-50438': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-53690': Mesh: accel = none (global), triangles = 5604 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-53690': Mesh: accel = none (global), triangles = 2265 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_3_8574-53690': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 43] Shape 'dh_wall_col_896-14360': Inconsistent shading normals in 10 triangles
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_col_896-14360': Mesh: accel = none (global), triangles = 666 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-43327': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-7575': Mesh: accel = none (global), triangles = 3148 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-7575': Mesh: accel = none (global), triangles = 1496 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_1_5649-7575': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-54437': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-54437': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_ceiling_4-61557': Mesh: accel = none (global), triangles = 2 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_floor_8-51759': Mesh: accel = none (global), triangles = 6 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-40691': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-40691': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-42657': Mesh: accel = none (global), triangles = 3280 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_wall_light_2941-42657': Mesh: accel = none (global), triangles = 376 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-35513': Mesh: accel = none (global), triangles = 2200 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-35513': Mesh: accel = none (global), triangles = 3532 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_4_7246-35513': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-48584': Mesh: accel = none (global), triangles = 5912 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-48584': Mesh: accel = none (global), triangles = 2734 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Shape 'dh_door_5_11067-48584': Mesh: accel = none (global), triangles = 682 wald, quads = 0 quadrilateral
[2016-03-19 12:55:35 Debug: 0] Building QBVH, primitives: 262984, initial nodes: 21922
[2016-03-19 12:55:36 Debug: 0] QBVH completed with 39063/43844 nodes
[2016-03-19 12:55:36 Debug: 0] QBVH SAH total cost: 27.0232
[2016-03-19 12:55:36 Debug: 0] QBVH max. depth: 13
[2016-03-19 12:55:36 Debug: 0] QBVH node count: 39063
[2016-03-19 12:55:36 Debug: 0] QBVH empty leaf count: 39276
[2016-03-19 12:55:36 Debug: 0] QBVH not empty leaf count: 77914
[2016-03-19 12:55:36 Debug: 0] QBVH avg. primitive references per leaf: 4
[2016-03-19 12:55:36 Debug: 0] QBVH primitive references: 311656/262984
[2016-03-19 12:55:36 Debug: 0] Preprocess thread uses seed: 2712814750
[2016-03-19 12:55:36 Debug: 0] Accelerator type: class lux::QBVHAccel
[2016-03-19 12:55:36 Debug: 0] Surface integrator type: class lux::PathIntegrator
[2016-03-19 12:55:36 Debug: 0] Sampler type: class lux::SobolSampler
[2016-03-19 12:55:36 Debug: 0] LuxCore configuration: [
opencl.platform.index = -1
opencl.cpu.use = 1
opencl.gpu.use = 1
scene.epsilon.min = 9.99999975e-006
scene.epsilon.max = 0.100000001
renderengine.type = "PATHOCL"
path.maxdepth = 16
film.width = 1920
film.height = 1080
film.outputs.LuxCoreRenderer_0.type = "ALPHA"
film.outputs.LuxCoreRenderer_0.filename = "image.exr"
film.outputs.LuxCoreRenderer_1.type = "DEPTH"
film.outputs.LuxCoreRenderer_1.filename = "image.exr"
sampler.type = "SOBOL"
film.filter.type = "MITCHELL_SS"
film.filter.mitchellss.b = 0.333299994
film.filter.mitchellss.c = 0.333299994
film.filter.xwidth = 1.25
film.filter.ywidth = 1.25
]
[2016-03-19 12:55:36 Debug: 0] Camera type: class lux::PerspectiveCamera
[2016-03-19 12:55:36 Debug: 0] Creating camera: [
scene.camera.screenwindow = -1.77778006 1.77778006 -1 1
scene.camera.fieldofview = 30.9572983
scene.camera.lensradius = 0.0116071003
scene.camera.focaldistance = 4.08543015
scene.camera.cliphither = 0.00100000005
scene.camera.clipyon = 1.00000002e+030
scene.camera.shutteropen = 0
scene.camera.shutterclose = 1
scene.camera.autofocus.enable = 0
scene.camera.lookat.orig = 0.679822087 -4.07595015 1.48793995
scene.camera.lookat.target = 0.418274462 -3.12378407 1.32991326
scene.camera.up = -0.0418418422 0.152386665 0.987434864
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Camera type: perspective
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Camera position: Point[0.679822, -4.07595, 1.48794]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Camera target: Point[0.418274, -3.12378, 1.32991]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Camera clipping plane disabled
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Material definition: mat_default
[2016-03-19 12:55:36 Debug: 0] Creating sunlight: [
scene.lights.sunlight_0.type = "sun"
scene.lights.sunlight_0.dir = 0 -0.707107008 0.707105994
scene.lights.sunlight_0.turbidity = 2.20000005
scene.lights.sunlight_0.relsize = 1
scene.lights.sunlight_0.gain = 1 1 1
scene.lights.sunlight_0.transformation = 1 0 0 0 0 1 0 0 0 0 1 0 0 0 0 1
scene.lights.sunlight_0.importance = 1
scene.lights.sunlight_0.id = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Light definition: sunlight_0
[2016-03-19 12:55:36 Debug: 0] Creating skylight: [
scene.lights.skylight_1.type = "sky"
scene.lights.skylight_1.dir = 0 -0.707107008 0.707105994
scene.lights.skylight_1.turbidity = 2.20000005
scene.lights.skylight_1.gain = 1 1 1
scene.lights.skylight_1.transformation = 1 0 0 0 0 1 0 0 0 0 1 0 0 0 0 1
scene.lights.skylight_1.importance = 1
scene.lights.skylight_1.id = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.031] Light definition: skylight_1
[2016-03-19 12:55:36 Info: 0] Tessellating 137 primitives
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.062] Define ImageMap: MIPMapFastImpl-0000019F98260B40_FLOAT_4
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageFloatTexture-0000019F9805B820: [
scene.textures.ImageFloatTexture-0000019F9805B820.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F9805B820.file = "MIPMapFastImpl-0000019F98260B40_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F9805B820.gamma = 1
scene.textures.ImageFloatTexture-0000019F9805B820.gain = 1
scene.textures.ImageFloatTexture-0000019F9805B820.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F9805B820.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F9805B820.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.062] Texture definition: ImageFloatTexture-0000019F9805B820
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270380: [
scene.textures.ConstantFloatTexture-0000019F98270380.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270380.value = -0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.078] Texture definition: ConstantFloatTexture-0000019F98270380
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270650: [
scene.textures.ConstantFloatTexture-0000019F98270650.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270650.value = 0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.078] Texture definition: ConstantFloatTexture-0000019F98270650
[2016-03-19 12:55:36 Debug: 0] Defining texture MixTexture-0000019F983C4B10: [
scene.textures.MixTexture-0000019F983C4B10.type = "mix"
scene.textures.MixTexture-0000019F983C4B10.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F983C4B10.texture1 = "ConstantFloatTexture-0000019F98270380"
scene.textures.MixTexture-0000019F983C4B10.texture2 = "ConstantFloatTexture-0000019F98270650"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.078] Texture definition: MixTexture-0000019F983C4B10
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F600: [
scene.textures.ConstantFloatTexture-0000019F9826F600.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F600.value = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.078] Texture definition: ConstantFloatTexture-0000019F9826F600
[2016-03-19 12:55:36 Debug: 0] Defining texture ScaleTexture-0000019F98400B20: [
scene.textures.ScaleTexture-0000019F98400B20.type = "scale"
scene.textures.ScaleTexture-0000019F98400B20.texture1 = "MixTexture-0000019F983C4B10"
scene.textures.ScaleTexture-0000019F98400B20.texture2 = "ConstantFloatTexture-0000019F9826F600"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.078] Texture definition: ScaleTexture-0000019F98400B20
[2016-03-19 12:55:36 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.156] Define ImageMap: MIPMapFastImpl-0000019F98261E80
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageSpectrumTexture-0000019F9805BDC0: [
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.file = "MIPMapFastImpl-0000019F98261E80"
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F9805BDC0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.156] Texture definition: ImageSpectrumTexture-0000019F9805BDC0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56230: [
scene.textures.ConstantRGBColorTexture-0000019F97F56230.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56230.value = 0.000167999999 0.000167999999 0.000167999999
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantRGBColorTexture-0000019F97F56230
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56FF0: [
scene.textures.ConstantRGBColorTexture-0000019F97F56FF0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56FF0.value = 0 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantRGBColorTexture-0000019F97F56FF0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270800: [
scene.textures.ConstantFloatTexture-0000019F98270800.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270800.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantFloatTexture-0000019F98270800
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F840: [
scene.textures.ConstantFloatTexture-0000019F9826F840.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F840.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantFloatTexture-0000019F9826F840
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270140: [
scene.textures.ConstantFloatTexture-0000019F98270140.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270140.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantFloatTexture-0000019F98270140
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826EEB0: [
scene.textures.ConstantFloatTexture-0000019F9826EEB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826EEB0.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Texture definition: ConstantFloatTexture-0000019F9826EEB0
[2016-03-19 12:55:36 Debug: 0] Defining material Glossy2-0000019F98283E50: [
scene.materials.Glossy2-0000019F98283E50.type = "glossy2"
scene.materials.Glossy2-0000019F98283E50.bumptex = "ScaleTexture-0000019F98400B20"
scene.materials.Glossy2-0000019F98283E50.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F98283E50.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98283E50.ka = "ConstantRGBColorTexture-0000019F97F56FF0"
scene.materials.Glossy2-0000019F98283E50.uroughness = "ConstantFloatTexture-0000019F98270800"
scene.materials.Glossy2-0000019F98283E50.vroughness = "ConstantFloatTexture-0000019F9826F840"
scene.materials.Glossy2-0000019F98283E50.d = "ConstantFloatTexture-0000019F98270140"
scene.materials.Glossy2-0000019F98283E50.index = "ConstantFloatTexture-0000019F9826EEB0"
scene.materials.Glossy2-0000019F98283E50.multibounce = "0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Material definition: Glossy2-0000019F98283E50
[2016-03-19 12:55:36 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807E050-0000019F9848E3B0.ply = "Mesh-0000019F9848E3B0"
scene.objects.Object-0000019F9807E050-0000019F9848E3B0.material = "Glossy2-0000019F98283E50"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.172] Scene objects count: 1
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.203] Define ImageMap: MIPMapFastImpl-0000019F98262400_FLOAT_4
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageFloatTexture-0000019F983C6C10: [
scene.textures.ImageFloatTexture-0000019F983C6C10.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C6C10.file = "MIPMapFastImpl-0000019F98262400_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C6C10.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C6C10.gain = 1
scene.textures.ImageFloatTexture-0000019F983C6C10.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C6C10.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C6C10.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.203] Texture definition: ImageFloatTexture-0000019F983C6C10
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F2A0: [
scene.textures.ConstantFloatTexture-0000019F9826F2A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F2A0.value = -0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.219] Texture definition: ConstantFloatTexture-0000019F9826F2A0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F982709B0: [
scene.textures.ConstantFloatTexture-0000019F982709B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F982709B0.value = 0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.219] Texture definition: ConstantFloatTexture-0000019F982709B0
[2016-03-19 12:55:36 Debug: 0] Defining texture MixTexture-0000019F983C5A10: [
scene.textures.MixTexture-0000019F983C5A10.type = "mix"
scene.textures.MixTexture-0000019F983C5A10.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F983C5A10.texture1 = "ConstantFloatTexture-0000019F9826F2A0"
scene.textures.MixTexture-0000019F983C5A10.texture2 = "ConstantFloatTexture-0000019F982709B0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.219] Texture definition: MixTexture-0000019F983C5A10
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826EF40: [
scene.textures.ConstantFloatTexture-0000019F9826EF40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826EF40.value = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.219] Texture definition: ConstantFloatTexture-0000019F9826EF40
[2016-03-19 12:55:36 Debug: 0] Defining texture ScaleTexture-0000019F98401200: [
scene.textures.ScaleTexture-0000019F98401200.type = "scale"
scene.textures.ScaleTexture-0000019F98401200.texture1 = "MixTexture-0000019F983C5A10"
scene.textures.ScaleTexture-0000019F98401200.texture2 = "ConstantFloatTexture-0000019F9826EF40"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.219] Texture definition: ScaleTexture-0000019F98401200
[2016-03-19 12:55:36 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.312] Define ImageMap: MIPMapFastImpl-0000019F983CF0E0
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7B10: [
scene.textures.ImageSpectrumTexture-0000019F983C7B10.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7B10.file = "MIPMapFastImpl-0000019F983CF0E0"
scene.textures.ImageSpectrumTexture-0000019F983C7B10.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7B10.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7B10.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7B10.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7B10.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.312] Texture definition: ImageSpectrumTexture-0000019F983C7B10
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55970: [
scene.textures.ConstantRGBColorTexture-0000019F97F55970.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55970.value = 0 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Texture definition: ConstantRGBColorTexture-0000019F97F55970
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826EFD0: [
scene.textures.ConstantFloatTexture-0000019F9826EFD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826EFD0.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Texture definition: ConstantFloatTexture-0000019F9826EFD0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826FBA0: [
scene.textures.ConstantFloatTexture-0000019F9826FBA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826FBA0.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Texture definition: ConstantFloatTexture-0000019F9826FBA0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F3C0: [
scene.textures.ConstantFloatTexture-0000019F9826F3C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F3C0.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Texture definition: ConstantFloatTexture-0000019F9826F3C0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270410: [
scene.textures.ConstantFloatTexture-0000019F98270410.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270410.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Texture definition: ConstantFloatTexture-0000019F98270410
[2016-03-19 12:55:36 Debug: 0] Defining material Glossy2-0000019F982834D0: [
scene.materials.Glossy2-0000019F982834D0.type = "glossy2"
scene.materials.Glossy2-0000019F982834D0.bumptex = "ScaleTexture-0000019F98401200"
scene.materials.Glossy2-0000019F982834D0.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F982834D0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F982834D0.ka = "ConstantRGBColorTexture-0000019F97F55970"
scene.materials.Glossy2-0000019F982834D0.uroughness = "ConstantFloatTexture-0000019F9826EFD0"
scene.materials.Glossy2-0000019F982834D0.vroughness = "ConstantFloatTexture-0000019F9826FBA0"
scene.materials.Glossy2-0000019F982834D0.d = "ConstantFloatTexture-0000019F9826F3C0"
scene.materials.Glossy2-0000019F982834D0.index = "ConstantFloatTexture-0000019F98270410"
scene.materials.Glossy2-0000019F982834D0.multibounce = "0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Material definition: Glossy2-0000019F982834D0
[2016-03-19 12:55:36 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807E4D0-0000019F9848EF90.ply = "Mesh-0000019F9848EF90"
scene.objects.Object-0000019F9807E4D0-0000019F9848EF90.material = "Glossy2-0000019F982834D0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.328] Scene objects count: 1
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.359] Define ImageMap: MIPMapFastImpl-0000019F983CF190_FLOAT_4
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageFloatTexture-0000019F983C6D00: [
scene.textures.ImageFloatTexture-0000019F983C6D00.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C6D00.file = "MIPMapFastImpl-0000019F983CF190_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C6D00.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C6D00.gain = 1
scene.textures.ImageFloatTexture-0000019F983C6D00.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C6D00.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C6D00.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.359] Texture definition: ImageFloatTexture-0000019F983C6D00
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826FE70: [
scene.textures.ConstantFloatTexture-0000019F9826FE70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826FE70.value = -0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.375] Texture definition: ConstantFloatTexture-0000019F9826FE70
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F450: [
scene.textures.ConstantFloatTexture-0000019F9826F450.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F450.value = 0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.375] Texture definition: ConstantFloatTexture-0000019F9826F450
[2016-03-19 12:55:36 Debug: 0] Defining texture MixTexture-0000019F983C54D0: [
scene.textures.MixTexture-0000019F983C54D0.type = "mix"
scene.textures.MixTexture-0000019F983C54D0.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F983C54D0.texture1 = "ConstantFloatTexture-0000019F9826FE70"
scene.textures.MixTexture-0000019F983C54D0.texture2 = "ConstantFloatTexture-0000019F9826F450"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.375] Texture definition: MixTexture-0000019F983C54D0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270890: [
scene.textures.ConstantFloatTexture-0000019F98270890.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270890.value = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.375] Texture definition: ConstantFloatTexture-0000019F98270890
[2016-03-19 12:55:36 Debug: 0] Defining texture ScaleTexture-0000019F984005A0: [
scene.textures.ScaleTexture-0000019F984005A0.type = "scale"
scene.textures.ScaleTexture-0000019F984005A0.texture1 = "MixTexture-0000019F983C54D0"
scene.textures.ScaleTexture-0000019F984005A0.texture2 = "ConstantFloatTexture-0000019F98270890"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.375] Texture definition: ScaleTexture-0000019F984005A0
[2016-03-19 12:55:36 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.469] Define ImageMap: MIPMapFastImpl-0000019F983CF7C0
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7CF0: [
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.file = "MIPMapFastImpl-0000019F983CF7C0"
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7CF0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.469] Texture definition: ImageSpectrumTexture-0000019F983C7CF0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55F10: [
scene.textures.ConstantRGBColorTexture-0000019F97F55F10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55F10.value = 1.49999996e-005 0.000564999995 0.000564999995
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantRGBColorTexture-0000019F97F55F10
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54C50: [
scene.textures.ConstantRGBColorTexture-0000019F97F54C50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54C50.value = 0 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantRGBColorTexture-0000019F97F54C50
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F8D0: [
scene.textures.ConstantFloatTexture-0000019F9826F8D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F8D0.value = 0.474999994
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantFloatTexture-0000019F9826F8D0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F982706E0: [
scene.textures.ConstantFloatTexture-0000019F982706E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F982706E0.value = 0.474999994
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantFloatTexture-0000019F982706E0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270530: [
scene.textures.ConstantFloatTexture-0000019F98270530.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270530.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantFloatTexture-0000019F98270530
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F982704A0: [
scene.textures.ConstantFloatTexture-0000019F982704A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F982704A0.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Texture definition: ConstantFloatTexture-0000019F982704A0
[2016-03-19 12:55:36 Debug: 0] Defining material Glossy2-0000019F98283600: [
scene.materials.Glossy2-0000019F98283600.type = "glossy2"
scene.materials.Glossy2-0000019F98283600.bumptex = "ScaleTexture-0000019F984005A0"
scene.materials.Glossy2-0000019F98283600.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F98283600.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F98283600.ka = "ConstantRGBColorTexture-0000019F97F54C50"
scene.materials.Glossy2-0000019F98283600.uroughness = "ConstantFloatTexture-0000019F9826F8D0"
scene.materials.Glossy2-0000019F98283600.vroughness = "ConstantFloatTexture-0000019F982706E0"
scene.materials.Glossy2-0000019F98283600.d = "ConstantFloatTexture-0000019F98270530"
scene.materials.Glossy2-0000019F98283600.index = "ConstantFloatTexture-0000019F982704A0"
scene.materials.Glossy2-0000019F98283600.multibounce = "0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Material definition: Glossy2-0000019F98283600
[2016-03-19 12:55:36 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807E7D0-0000019F9848D4B0.ply = "Mesh-0000019F9848D4B0"
scene.objects.Object-0000019F9807E7D0-0000019F9848D4B0.material = "Glossy2-0000019F98283600"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.500] Scene objects count: 1
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.531] Define ImageMap: MIPMapFastImpl-0000019F983CE8A0_FLOAT_4
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageFloatTexture-0000019F983C6DF0: [
scene.textures.ImageFloatTexture-0000019F983C6DF0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C6DF0.file = "MIPMapFastImpl-0000019F983CE8A0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C6DF0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C6DF0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C6DF0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C6DF0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C6DF0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.531] Texture definition: ImageFloatTexture-0000019F983C6DF0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F960: [
scene.textures.ConstantFloatTexture-0000019F9826F960.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F960.value = -0.0299999993
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.547] Texture definition: ConstantFloatTexture-0000019F9826F960
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270AD0: [
scene.textures.ConstantFloatTexture-0000019F98270AD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270AD0.value = 0.0299999993
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.547] Texture definition: ConstantFloatTexture-0000019F98270AD0
[2016-03-19 12:55:36 Debug: 0] Defining texture MixTexture-0000019F983DE5F0: [
scene.textures.MixTexture-0000019F983DE5F0.type = "mix"
scene.textures.MixTexture-0000019F983DE5F0.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F983DE5F0.texture1 = "ConstantFloatTexture-0000019F9826F960"
scene.textures.MixTexture-0000019F983DE5F0.texture2 = "ConstantFloatTexture-0000019F98270AD0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.547] Texture definition: MixTexture-0000019F983DE5F0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE28B0: [
scene.textures.ConstantFloatTexture-0000019F97DE28B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE28B0.value = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.547] Texture definition: ConstantFloatTexture-0000019F97DE28B0
[2016-03-19 12:55:36 Debug: 0] Defining texture ScaleTexture-0000019F98400700: [
scene.textures.ScaleTexture-0000019F98400700.type = "scale"
scene.textures.ScaleTexture-0000019F98400700.texture1 = "MixTexture-0000019F983DE5F0"
scene.textures.ScaleTexture-0000019F98400700.texture2 = "ConstantFloatTexture-0000019F97DE28B0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.547] Texture definition: ScaleTexture-0000019F98400700
[2016-03-19 12:55:36 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:36 Debug: 0] [SDL][0.640] Define ImageMap: MIPMapFastImpl-0000019F983CEED0
[2016-03-19 12:55:36 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7DE0: [
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.file = "MIPMapFastImpl-0000019F983CEED0"
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7DE0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.640] Texture definition: ImageSpectrumTexture-0000019F983C7DE0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55AB0: [
scene.textures.ConstantRGBColorTexture-0000019F97F55AB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55AB0.value = 0.0208129995 0.0216070004 0.014099
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantRGBColorTexture-0000019F97F55AB0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56410: [
scene.textures.ConstantRGBColorTexture-0000019F97F56410.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56410.value = 0 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantRGBColorTexture-0000019F97F56410
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2040: [
scene.textures.ConstantFloatTexture-0000019F97DE2040.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2040.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F97DE2040
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3BD0: [
scene.textures.ConstantFloatTexture-0000019F97DE3BD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3BD0.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F97DE3BD0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3090: [
scene.textures.ConstantFloatTexture-0000019F97DE3090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3090.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F97DE3090
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3750: [
scene.textures.ConstantFloatTexture-0000019F97DE3750.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3750.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F97DE3750
[2016-03-19 12:55:36 Debug: 0] Defining material Glossy2-0000019F98283730: [
scene.materials.Glossy2-0000019F98283730.type = "glossy2"
scene.materials.Glossy2-0000019F98283730.bumptex = "ScaleTexture-0000019F98400700"
scene.materials.Glossy2-0000019F98283730.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F98283730.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98283730.ka = "ConstantRGBColorTexture-0000019F97F56410"
scene.materials.Glossy2-0000019F98283730.uroughness = "ConstantFloatTexture-0000019F97DE2040"
scene.materials.Glossy2-0000019F98283730.vroughness = "ConstantFloatTexture-0000019F97DE3BD0"
scene.materials.Glossy2-0000019F98283730.d = "ConstantFloatTexture-0000019F97DE3090"
scene.materials.Glossy2-0000019F98283730.index = "ConstantFloatTexture-0000019F97DE3750"
scene.materials.Glossy2-0000019F98283730.multibounce = "0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Material definition: Glossy2-0000019F98283730
[2016-03-19 12:55:36 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807E950-0000019F9848DD70.ply = "Mesh-0000019F9848DD70"
scene.objects.Object-0000019F9807E950-0000019F9848DD70.material = "Glossy2-0000019F98283730"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Scene objects count: 1
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F0F0: [
scene.textures.ConstantFloatTexture-0000019F9826F0F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F0F0.value = -0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F0F0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F4E0: [
scene.textures.ConstantFloatTexture-0000019F9826F4E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F4E0.value = 0.0500000007
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F4E0
[2016-03-19 12:55:36 Debug: 0] Defining texture MixTexture-0000019F983DD7B0: [
scene.textures.MixTexture-0000019F983DD7B0.type = "mix"
scene.textures.MixTexture-0000019F983DD7B0.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F983DD7B0.texture1 = "ConstantFloatTexture-0000019F9826F0F0"
scene.textures.MixTexture-0000019F983DD7B0.texture2 = "ConstantFloatTexture-0000019F9826F4E0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: MixTexture-0000019F983DD7B0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F570: [
scene.textures.ConstantFloatTexture-0000019F9826F570.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F570.value = 1
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F570
[2016-03-19 12:55:36 Debug: 0] Defining texture ScaleTexture-0000019F98400390: [
scene.textures.ScaleTexture-0000019F98400390.type = "scale"
scene.textures.ScaleTexture-0000019F98400390.texture1 = "MixTexture-0000019F983DD7B0"
scene.textures.ScaleTexture-0000019F98400390.texture2 = "ConstantFloatTexture-0000019F9826F570"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ScaleTexture-0000019F98400390
[2016-03-19 12:55:36 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54930: [
scene.textures.ConstantRGBColorTexture-0000019F97F54930.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54930.value = 0 0 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantRGBColorTexture-0000019F97F54930
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F720: [
scene.textures.ConstantFloatTexture-0000019F9826F720.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F720.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F720
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F982701D0: [
scene.textures.ConstantFloatTexture-0000019F982701D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F982701D0.value = 0.300000012
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F982701D0
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F690: [
scene.textures.ConstantFloatTexture-0000019F9826F690.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F690.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F690
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:36 Debug: 0] Defining texture ConstantFloatTexture-0000019F9826F210: [
scene.textures.ConstantFloatTexture-0000019F9826F210.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9826F210.value = 0
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Texture definition: ConstantFloatTexture-0000019F9826F210
[2016-03-19 12:55:36 Debug: 0] Defining material Glossy2-0000019F982841E0: [
scene.materials.Glossy2-0000019F982841E0.type = "glossy2"
scene.materials.Glossy2-0000019F982841E0.bumptex = "ScaleTexture-0000019F98400390"
scene.materials.Glossy2-0000019F982841E0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F982841E0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F982841E0.ka = "ConstantRGBColorTexture-0000019F97F54930"
scene.materials.Glossy2-0000019F982841E0.uroughness = "ConstantFloatTexture-0000019F9826F720"
scene.materials.Glossy2-0000019F982841E0.vroughness = "ConstantFloatTexture-0000019F982701D0"
scene.materials.Glossy2-0000019F982841E0.d = "ConstantFloatTexture-0000019F9826F690"
scene.materials.Glossy2-0000019F982841E0.index = "ConstantFloatTexture-0000019F9826F210"
scene.materials.Glossy2-0000019F982841E0.multibounce = "0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.656] Material definition: Glossy2-0000019F982841E0
[2016-03-19 12:55:36 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807E650-0000019F9848E8B0.ply = "Mesh-0000019F9848E8B0"
scene.objects.Object-0000019F9807E650-0000019F9848E8B0.material = "Glossy2-0000019F982841E0"
]
[2016-03-19 12:55:36 Debug: 0] [SDL][0.672] Scene objects count: 1
[2016-03-19 12:55:36 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:36 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:36 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Define ImageMap: MIPMapFastImpl-0000019F983D0420_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C81A0: [
scene.textures.ImageFloatTexture-0000019F983C81A0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C81A0.file = "MIPMapFastImpl-0000019F983D0420_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C81A0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C81A0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C81A0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C81A0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C81A0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: ImageFloatTexture-0000019F983C81A0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3630: [
scene.textures.ConstantFloatTexture-0000019F97DE3630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3630.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: ConstantFloatTexture-0000019F97DE3630
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3C60: [
scene.textures.ConstantFloatTexture-0000019F97DE3C60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3C60.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: ConstantFloatTexture-0000019F97DE3C60
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983DD4B0: [
scene.textures.MixTexture-0000019F983DD4B0.type = "mix"
scene.textures.MixTexture-0000019F983DD4B0.amount = "ImageFloatTexture-0000019F983C81A0"
scene.textures.MixTexture-0000019F983DD4B0.texture1 = "ConstantFloatTexture-0000019F97DE3630"
scene.textures.MixTexture-0000019F983DD4B0.texture2 = "ConstantFloatTexture-0000019F97DE3C60"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: MixTexture-0000019F983DD4B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE20D0: [
scene.textures.ConstantFloatTexture-0000019F97DE20D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE20D0.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: ConstantFloatTexture-0000019F97DE20D0
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400440: [
scene.textures.ScaleTexture-0000019F98400440.type = "scale"
scene.textures.ScaleTexture-0000019F98400440.texture1 = "MixTexture-0000019F983DD4B0"
scene.textures.ScaleTexture-0000019F98400440.texture2 = "ConstantFloatTexture-0000019F97DE20D0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.703] Texture definition: ScaleTexture-0000019F98400440
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][0.797] Define ImageMap: MIPMapFastImpl-0000019F983CF660
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7660: [
scene.textures.ImageSpectrumTexture-0000019F983C7660.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7660.file = "MIPMapFastImpl-0000019F983CF660"
scene.textures.ImageSpectrumTexture-0000019F983C7660.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7660.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7660.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7660.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7660.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.797] Texture definition: ImageSpectrumTexture-0000019F983C7660
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55790: [
scene.textures.ConstantRGBColorTexture-0000019F97F55790.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55790.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantRGBColorTexture-0000019F97F55790
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE21F0: [
scene.textures.ConstantFloatTexture-0000019F97DE21F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE21F0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE21F0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2790: [
scene.textures.ConstantFloatTexture-0000019F97DE2790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2790.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2790
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2160: [
scene.textures.ConstantFloatTexture-0000019F97DE2160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2160.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2160
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2A60: [
scene.textures.ConstantFloatTexture-0000019F97DE2A60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2A60.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2A60
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98282B50: [
scene.materials.Glossy2-0000019F98282B50.type = "glossy2"
scene.materials.Glossy2-0000019F98282B50.bumptex = "ScaleTexture-0000019F98400440"
scene.materials.Glossy2-0000019F98282B50.kd = "ImageSpectrumTexture-0000019F983C7660"
scene.materials.Glossy2-0000019F98282B50.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98282B50.ka = "ConstantRGBColorTexture-0000019F97F55790"
scene.materials.Glossy2-0000019F98282B50.uroughness = "ConstantFloatTexture-0000019F97DE21F0"
scene.materials.Glossy2-0000019F98282B50.vroughness = "ConstantFloatTexture-0000019F97DE2790"
scene.materials.Glossy2-0000019F98282B50.d = "ConstantFloatTexture-0000019F97DE2160"
scene.materials.Glossy2-0000019F98282B50.index = "ConstantFloatTexture-0000019F97DE2A60"
scene.materials.Glossy2-0000019F98282B50.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Material definition: Glossy2-0000019F98282B50
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807EC50-0000019F9848D5F0.ply = "Mesh-0000019F9848D5F0"
scene.objects.Object-0000019F9807EC50-0000019F9848D5F0.material = "Glossy2-0000019F98282B50"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2280: [
scene.textures.ConstantFloatTexture-0000019F97DE2280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2280.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2280
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2430: [
scene.textures.ConstantFloatTexture-0000019F97DE2430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2430.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2430
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983D8960: [
scene.textures.MixTexture-0000019F983D8960.type = "mix"
scene.textures.MixTexture-0000019F983D8960.amount = "ImageFloatTexture-0000019F983C81A0"
scene.textures.MixTexture-0000019F983D8960.texture1 = "ConstantFloatTexture-0000019F97DE2280"
scene.textures.MixTexture-0000019F983D8960.texture2 = "ConstantFloatTexture-0000019F97DE2430"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: MixTexture-0000019F983D8960
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE24C0: [
scene.textures.ConstantFloatTexture-0000019F97DE24C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE24C0.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE24C0
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400910: [
scene.textures.ScaleTexture-0000019F98400910.type = "scale"
scene.textures.ScaleTexture-0000019F98400910.texture1 = "MixTexture-0000019F983D8960"
scene.textures.ScaleTexture-0000019F98400910.texture2 = "ConstantFloatTexture-0000019F97DE24C0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ScaleTexture-0000019F98400910
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F564B0: [
scene.textures.ConstantRGBColorTexture-0000019F97F564B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F564B0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantRGBColorTexture-0000019F97F564B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2AF0: [
scene.textures.ConstantFloatTexture-0000019F97DE2AF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2AF0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2AF0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2EE0: [
scene.textures.ConstantFloatTexture-0000019F97DE2EE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2EE0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2EE0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE25E0: [
scene.textures.ConstantFloatTexture-0000019F97DE25E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE25E0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE25E0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2550: [
scene.textures.ConstantFloatTexture-0000019F97DE2550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2550.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Texture definition: ConstantFloatTexture-0000019F97DE2550
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98282EE0: [
scene.materials.Glossy2-0000019F98282EE0.type = "glossy2"
scene.materials.Glossy2-0000019F98282EE0.bumptex = "ScaleTexture-0000019F98400910"
scene.materials.Glossy2-0000019F98282EE0.kd = "ImageSpectrumTexture-0000019F983C7660"
scene.materials.Glossy2-0000019F98282EE0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98282EE0.ka = "ConstantRGBColorTexture-0000019F97F564B0"
scene.materials.Glossy2-0000019F98282EE0.uroughness = "ConstantFloatTexture-0000019F97DE2AF0"
scene.materials.Glossy2-0000019F98282EE0.vroughness = "ConstantFloatTexture-0000019F97DE2EE0"
scene.materials.Glossy2-0000019F98282EE0.d = "ConstantFloatTexture-0000019F97DE25E0"
scene.materials.Glossy2-0000019F98282EE0.index = "ConstantFloatTexture-0000019F97DE2550"
scene.materials.Glossy2-0000019F98282EE0.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Material definition: Glossy2-0000019F98282EE0
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807EAD0-0000019F9848E310.ply = "Mesh-0000019F9848E310"
scene.objects.Object-0000019F9807EAD0-0000019F9848E310.material = "Glossy2-0000019F98282EE0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.828] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][0.859] Define ImageMap: MIPMapFastImpl-0000019F983CF870_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C8830: [
scene.textures.ImageFloatTexture-0000019F983C8830.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C8830.file = "MIPMapFastImpl-0000019F983CF870_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C8830.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C8830.gain = 1
scene.textures.ImageFloatTexture-0000019F983C8830.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C8830.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C8830.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.859] Texture definition: ImageFloatTexture-0000019F983C8830
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F686B0: [
scene.textures.ConstantFloatTexture-0000019F97F686B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F686B0.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.875] Texture definition: ConstantFloatTexture-0000019F97F686B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F68D70: [
scene.textures.ConstantFloatTexture-0000019F97F68D70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F68D70.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.875] Texture definition: ConstantFloatTexture-0000019F97F68D70
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983D85A0: [
scene.textures.MixTexture-0000019F983D85A0.type = "mix"
scene.textures.MixTexture-0000019F983D85A0.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F983D85A0.texture1 = "ConstantFloatTexture-0000019F97F686B0"
scene.textures.MixTexture-0000019F983D85A0.texture2 = "ConstantFloatTexture-0000019F97F68D70"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.875] Texture definition: MixTexture-0000019F983D85A0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F68E00: [
scene.textures.ConstantFloatTexture-0000019F97F68E00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F68E00.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.875] Texture definition: ConstantFloatTexture-0000019F97F68E00
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400650: [
scene.textures.ScaleTexture-0000019F98400650.type = "scale"
scene.textures.ScaleTexture-0000019F98400650.texture1 = "MixTexture-0000019F983D85A0"
scene.textures.ScaleTexture-0000019F98400650.texture2 = "ConstantFloatTexture-0000019F97F68E00"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.875] Texture definition: ScaleTexture-0000019F98400650
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][0.969] Define ImageMap: MIPMapFastImpl-0000019F983CF450
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C6FD0: [
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.file = "MIPMapFastImpl-0000019F983CF450"
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C6FD0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.969] Texture definition: ImageSpectrumTexture-0000019F983C6FD0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56690: [
scene.textures.ConstantRGBColorTexture-0000019F97F56690.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56690.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantRGBColorTexture-0000019F97F56690
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F69700: [
scene.textures.ConstantFloatTexture-0000019F97F69700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F69700.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97F69700
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F69790: [
scene.textures.ConstantFloatTexture-0000019F97F69790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F69790.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97F69790
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F690D0: [
scene.textures.ConstantFloatTexture-0000019F97F690D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F690D0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97F690D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F68F20: [
scene.textures.ConstantFloatTexture-0000019F97F68F20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F68F20.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97F68F20
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98283F80: [
scene.materials.Glossy2-0000019F98283F80.type = "glossy2"
scene.materials.Glossy2-0000019F98283F80.bumptex = "ScaleTexture-0000019F98400650"
scene.materials.Glossy2-0000019F98283F80.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F98283F80.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98283F80.ka = "ConstantRGBColorTexture-0000019F97F56690"
scene.materials.Glossy2-0000019F98283F80.uroughness = "ConstantFloatTexture-0000019F97F69700"
scene.materials.Glossy2-0000019F98283F80.vroughness = "ConstantFloatTexture-0000019F97F69790"
scene.materials.Glossy2-0000019F98283F80.d = "ConstantFloatTexture-0000019F97F690D0"
scene.materials.Glossy2-0000019F98283F80.index = "ConstantFloatTexture-0000019F97F68F20"
scene.materials.Glossy2-0000019F98283F80.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Material definition: Glossy2-0000019F98283F80
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9807EDD0-0000019F9848D690.ply = "Mesh-0000019F9848D690"
scene.objects.Object-0000019F9807EDD0-0000019F9848D690.material = "Glossy2-0000019F98283F80"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD3F50: [
scene.textures.ConstantFloatTexture-0000019F97DD3F50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD3F50.value = -0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD3F50
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD5270: [
scene.textures.ConstantFloatTexture-0000019F97DD5270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD5270.value = 0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD5270
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983D9B60: [
scene.textures.MixTexture-0000019F983D9B60.type = "mix"
scene.textures.MixTexture-0000019F983D9B60.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F983D9B60.texture1 = "ConstantFloatTexture-0000019F97DD3F50"
scene.textures.MixTexture-0000019F983D9B60.texture2 = "ConstantFloatTexture-0000019F97DD5270"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: MixTexture-0000019F983D9B60
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD5390: [
scene.textures.ConstantFloatTexture-0000019F97DD5390.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD5390.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD5390
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98401F10: [
scene.textures.ScaleTexture-0000019F98401F10.type = "scale"
scene.textures.ScaleTexture-0000019F98401F10.texture1 = "MixTexture-0000019F983D9B60"
scene.textures.ScaleTexture-0000019F98401F10.texture2 = "ConstantFloatTexture-0000019F97DD5390"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ScaleTexture-0000019F98401F10
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F569B0: [
scene.textures.ConstantRGBColorTexture-0000019F97F569B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F569B0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantRGBColorTexture-0000019F97F569B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD54B0: [
scene.textures.ConstantFloatTexture-0000019F97DD54B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD54B0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD54B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD3B60: [
scene.textures.ConstantFloatTexture-0000019F97DD3B60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD3B60.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD3B60
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD5420: [
scene.textures.ConstantFloatTexture-0000019F97DD5420.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD5420.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD5420
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD3A40: [
scene.textures.ConstantFloatTexture-0000019F97DD3A40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD3A40.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Texture definition: ConstantFloatTexture-0000019F97DD3A40
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98283D20: [
scene.materials.Glossy2-0000019F98283D20.type = "glossy2"
scene.materials.Glossy2-0000019F98283D20.bumptex = "ScaleTexture-0000019F98401F10"
scene.materials.Glossy2-0000019F98283D20.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F98283D20.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98283D20.ka = "ConstantRGBColorTexture-0000019F97F569B0"
scene.materials.Glossy2-0000019F98283D20.uroughness = "ConstantFloatTexture-0000019F97DD54B0"
scene.materials.Glossy2-0000019F98283D20.vroughness = "ConstantFloatTexture-0000019F97DD3B60"
scene.materials.Glossy2-0000019F98283D20.d = "ConstantFloatTexture-0000019F97DD5420"
scene.materials.Glossy2-0000019F98283D20.index = "ConstantFloatTexture-0000019F97DD3A40"
scene.materials.Glossy2-0000019F98283D20.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Material definition: Glossy2-0000019F98283D20
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854AED0-0000019F9848D870.ply = "Mesh-0000019F9848D870"
scene.objects.Object-0000019F9854AED0-0000019F9848D870.material = "Glossy2-0000019F98283D20"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][0.984] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Define ImageMap: MIPMapFastImpl-0000019F983CEAB0_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C6EE0: [
scene.textures.ImageFloatTexture-0000019F983C6EE0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C6EE0.file = "MIPMapFastImpl-0000019F983CEAB0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C6EE0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C6EE0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C6EE0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C6EE0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C6EE0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: ImageFloatTexture-0000019F983C6EE0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE33F0: [
scene.textures.ConstantFloatTexture-0000019F97DE33F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE33F0.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: ConstantFloatTexture-0000019F97DE33F0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE2D30: [
scene.textures.ConstantFloatTexture-0000019F97DE2D30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE2D30.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: ConstantFloatTexture-0000019F97DE2D30
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983D90E0: [
scene.textures.MixTexture-0000019F983D90E0.type = "mix"
scene.textures.MixTexture-0000019F983D90E0.amount = "ImageFloatTexture-0000019F983C6EE0"
scene.textures.MixTexture-0000019F983D90E0.texture1 = "ConstantFloatTexture-0000019F97DE33F0"
scene.textures.MixTexture-0000019F983D90E0.texture2 = "ConstantFloatTexture-0000019F97DE2D30"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: MixTexture-0000019F983D90E0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3120: [
scene.textures.ConstantFloatTexture-0000019F97DE3120.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3120.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: ConstantFloatTexture-0000019F97DE3120
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F984004F0: [
scene.textures.ScaleTexture-0000019F984004F0.type = "scale"
scene.textures.ScaleTexture-0000019F984004F0.texture1 = "MixTexture-0000019F983D90E0"
scene.textures.ScaleTexture-0000019F984004F0.texture2 = "ConstantFloatTexture-0000019F97DE3120"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.031] Texture definition: ScaleTexture-0000019F984004F0
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.109] Define ImageMap: MIPMapFastImpl-0000019F983CF9D0
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7ED0: [
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.file = "MIPMapFastImpl-0000019F983CF9D0"
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7ED0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.109] Texture definition: ImageSpectrumTexture-0000019F983C7ED0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F549D0: [
scene.textures.ConstantRGBColorTexture-0000019F97F549D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F549D0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantRGBColorTexture-0000019F97F549D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3360: [
scene.textures.ConstantFloatTexture-0000019F97DE3360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3360.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97DE3360
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DD47C0: [
scene.textures.ConstantFloatTexture-0000019F97DD47C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DD47C0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97DD47C0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE3240: [
scene.textures.ConstantFloatTexture-0000019F97DE3240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE3240.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97DE3240
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97DE31B0: [
scene.textures.ConstantFloatTexture-0000019F97DE31B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97DE31B0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97DE31B0
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98283860: [
scene.materials.Glossy2-0000019F98283860.type = "glossy2"
scene.materials.Glossy2-0000019F98283860.bumptex = "ScaleTexture-0000019F984004F0"
scene.materials.Glossy2-0000019F98283860.kd = "ImageSpectrumTexture-0000019F983C7ED0"
scene.materials.Glossy2-0000019F98283860.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98283860.ka = "ConstantRGBColorTexture-0000019F97F549D0"
scene.materials.Glossy2-0000019F98283860.uroughness = "ConstantFloatTexture-0000019F97DE3360"
scene.materials.Glossy2-0000019F98283860.vroughness = "ConstantFloatTexture-0000019F97DD47C0"
scene.materials.Glossy2-0000019F98283860.d = "ConstantFloatTexture-0000019F97DE3240"
scene.materials.Glossy2-0000019F98283860.index = "ConstantFloatTexture-0000019F97DE31B0"
scene.materials.Glossy2-0000019F98283860.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Material definition: Glossy2-0000019F98283860
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549550-0000019F9848E4F0.ply = "Mesh-0000019F9848E4F0"
scene.objects.Object-0000019F98549550-0000019F9848E4F0.material = "Glossy2-0000019F98283860"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CCE0: [
scene.textures.ConstantFloatTexture-0000019F9840CCE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CCE0.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840CCE0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EC60: [
scene.textures.ConstantFloatTexture-0000019F9840EC60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EC60.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840EC60
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983DAC70: [
scene.textures.MixTexture-0000019F983DAC70.type = "mix"
scene.textures.MixTexture-0000019F983DAC70.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F983DAC70.texture1 = "ConstantFloatTexture-0000019F9840CCE0"
scene.textures.MixTexture-0000019F983DAC70.texture2 = "ConstantFloatTexture-0000019F9840EC60"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: MixTexture-0000019F983DAC70
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DDC0: [
scene.textures.ConstantFloatTexture-0000019F9840DDC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DDC0.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840DDC0
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98401E60: [
scene.textures.ScaleTexture-0000019F98401E60.type = "scale"
scene.textures.ScaleTexture-0000019F98401E60.texture1 = "MixTexture-0000019F983DAC70"
scene.textures.ScaleTexture-0000019F98401E60.texture2 = "ConstantFloatTexture-0000019F9840DDC0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ScaleTexture-0000019F98401E60
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56A50: [
scene.textures.ConstantRGBColorTexture-0000019F97F56A50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56A50.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantRGBColorTexture-0000019F97F56A50
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CFB0: [
scene.textures.ConstantFloatTexture-0000019F9840CFB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CFB0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840CFB0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DEE0: [
scene.textures.ConstantFloatTexture-0000019F9840DEE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DEE0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840DEE0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D5E0: [
scene.textures.ConstantFloatTexture-0000019F9840D5E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D5E0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840D5E0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EEA0: [
scene.textures.ConstantFloatTexture-0000019F9840EEA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EEA0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840EEA0
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98283BF0: [
scene.materials.Glossy2-0000019F98283BF0.type = "glossy2"
scene.materials.Glossy2-0000019F98283BF0.bumptex = "ScaleTexture-0000019F98401E60"
scene.materials.Glossy2-0000019F98283BF0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F98283BF0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98283BF0.ka = "ConstantRGBColorTexture-0000019F97F56A50"
scene.materials.Glossy2-0000019F98283BF0.uroughness = "ConstantFloatTexture-0000019F9840CFB0"
scene.materials.Glossy2-0000019F98283BF0.vroughness = "ConstantFloatTexture-0000019F9840DEE0"
scene.materials.Glossy2-0000019F98283BF0.d = "ConstantFloatTexture-0000019F9840D5E0"
scene.materials.Glossy2-0000019F98283BF0.index = "ConstantFloatTexture-0000019F9840EEA0"
scene.materials.Glossy2-0000019F98283BF0.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Material definition: Glossy2-0000019F98283BF0
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549E50-0000019F9848D730.ply = "Mesh-0000019F9848D730"
scene.objects.Object-0000019F98549E50-0000019F9848D730.material = "Glossy2-0000019F98283BF0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F681A0: [
scene.textures.ConstantFloatTexture-0000019F97F681A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F681A0.value = -0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97F681A0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97F67AE0: [
scene.textures.ConstantFloatTexture-0000019F97F67AE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97F67AE0.value = 0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97F67AE0
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983DBB70: [
scene.textures.MixTexture-0000019F983DBB70.type = "mix"
scene.textures.MixTexture-0000019F983DBB70.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F983DBB70.texture1 = "ConstantFloatTexture-0000019F97F681A0"
scene.textures.MixTexture-0000019F983DBB70.texture2 = "ConstantFloatTexture-0000019F97F67AE0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: MixTexture-0000019F983DBB70
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F95FBA460: [
scene.textures.ConstantFloatTexture-0000019F95FBA460.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F95FBA460.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F95FBA460
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98401C50: [
scene.textures.ScaleTexture-0000019F98401C50.type = "scale"
scene.textures.ScaleTexture-0000019F98401C50.texture1 = "MixTexture-0000019F983DBB70"
scene.textures.ScaleTexture-0000019F98401C50.texture2 = "ConstantFloatTexture-0000019F95FBA460"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ScaleTexture-0000019F98401C50
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F560F0: [
scene.textures.ConstantRGBColorTexture-0000019F97F560F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F560F0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantRGBColorTexture-0000019F97F560F0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DD30: [
scene.textures.ConstantFloatTexture-0000019F9840DD30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DD30.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840DD30
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D9D0: [
scene.textures.ConstantFloatTexture-0000019F9840D9D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D9D0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F9840D9D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F979E70D0: [
scene.textures.ConstantFloatTexture-0000019F979E70D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F979E70D0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F979E70D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F97D65C90: [
scene.textures.ConstantFloatTexture-0000019F97D65C90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F97D65C90.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Texture definition: ConstantFloatTexture-0000019F97D65C90
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98282560: [
scene.materials.Glossy2-0000019F98282560.type = "glossy2"
scene.materials.Glossy2-0000019F98282560.bumptex = "ScaleTexture-0000019F98401C50"
scene.materials.Glossy2-0000019F98282560.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F98282560.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98282560.ka = "ConstantRGBColorTexture-0000019F97F560F0"
scene.materials.Glossy2-0000019F98282560.uroughness = "ConstantFloatTexture-0000019F9840DD30"
scene.materials.Glossy2-0000019F98282560.vroughness = "ConstantFloatTexture-0000019F9840D9D0"
scene.materials.Glossy2-0000019F98282560.d = "ConstantFloatTexture-0000019F979E70D0"
scene.materials.Glossy2-0000019F98282560.index = "ConstantFloatTexture-0000019F97D65C90"
scene.materials.Glossy2-0000019F98282560.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Material definition: Glossy2-0000019F98282560
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F985499D0-0000019F9848F210.ply = "Mesh-0000019F9848F210"
scene.objects.Object-0000019F985499D0-0000019F9848F210.material = "Glossy2-0000019F98282560"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.140] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.172] Define ImageMap: MIPMapFastImpl-0000019F983CFC90_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C7FC0: [
scene.textures.ImageFloatTexture-0000019F983C7FC0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C7FC0.file = "MIPMapFastImpl-0000019F983CFC90_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C7FC0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C7FC0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C7FC0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C7FC0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C7FC0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.172] Texture definition: ImageFloatTexture-0000019F983C7FC0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F98060090: [
scene.textures.ConstantFloatTexture-0000019F98060090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98060090.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.187] Texture definition: ConstantFloatTexture-0000019F98060090
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F980601B0: [
scene.textures.ConstantFloatTexture-0000019F980601B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F980601B0.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.187] Texture definition: ConstantFloatTexture-0000019F980601B0
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F983DA2B0: [
scene.textures.MixTexture-0000019F983DA2B0.type = "mix"
scene.textures.MixTexture-0000019F983DA2B0.amount = "ImageFloatTexture-0000019F983C7FC0"
scene.textures.MixTexture-0000019F983DA2B0.texture1 = "ConstantFloatTexture-0000019F98060090"
scene.textures.MixTexture-0000019F983DA2B0.texture2 = "ConstantFloatTexture-0000019F980601B0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.187] Texture definition: MixTexture-0000019F983DA2B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F98060360: [
scene.textures.ConstantFloatTexture-0000019F98060360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98060360.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.187] Texture definition: ConstantFloatTexture-0000019F98060360
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400E90: [
scene.textures.ScaleTexture-0000019F98400E90.type = "scale"
scene.textures.ScaleTexture-0000019F98400E90.texture1 = "MixTexture-0000019F983DA2B0"
scene.textures.ScaleTexture-0000019F98400E90.texture2 = "ConstantFloatTexture-0000019F98060360"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.187] Texture definition: ScaleTexture-0000019F98400E90
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.265] Define ImageMap: MIPMapFastImpl-0000019F983FF980
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C80B0: [
scene.textures.ImageSpectrumTexture-0000019F983C80B0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C80B0.file = "MIPMapFastImpl-0000019F983FF980"
scene.textures.ImageSpectrumTexture-0000019F983C80B0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C80B0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C80B0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C80B0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C80B0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.265] Texture definition: ImageSpectrumTexture-0000019F983C80B0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54B10: [
scene.textures.ConstantRGBColorTexture-0000019F97F54B10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54B10.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Texture definition: ConstantRGBColorTexture-0000019F97F54B10
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9805D270: [
scene.textures.ConstantFloatTexture-0000019F9805D270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9805D270.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Texture definition: ConstantFloatTexture-0000019F9805D270
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9805D300: [
scene.textures.ConstantFloatTexture-0000019F9805D300.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9805D300.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Texture definition: ConstantFloatTexture-0000019F9805D300
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270C80: [
scene.textures.ConstantFloatTexture-0000019F98270C80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270C80.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Texture definition: ConstantFloatTexture-0000019F98270C80
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F98270BF0: [
scene.textures.ConstantFloatTexture-0000019F98270BF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98270BF0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Texture definition: ConstantFloatTexture-0000019F98270BF0
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98283990: [
scene.materials.Glossy2-0000019F98283990.type = "glossy2"
scene.materials.Glossy2-0000019F98283990.bumptex = "ScaleTexture-0000019F98400E90"
scene.materials.Glossy2-0000019F98283990.kd = "ImageSpectrumTexture-0000019F983C80B0"
scene.materials.Glossy2-0000019F98283990.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98283990.ka = "ConstantRGBColorTexture-0000019F97F54B10"
scene.materials.Glossy2-0000019F98283990.uroughness = "ConstantFloatTexture-0000019F9805D270"
scene.materials.Glossy2-0000019F98283990.vroughness = "ConstantFloatTexture-0000019F9805D300"
scene.materials.Glossy2-0000019F98283990.d = "ConstantFloatTexture-0000019F98270C80"
scene.materials.Glossy2-0000019F98283990.index = "ConstantFloatTexture-0000019F98270BF0"
scene.materials.Glossy2-0000019F98283990.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Material definition: Glossy2-0000019F98283990
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549B50-0000019F9848CF10.ply = "Mesh-0000019F9848CF10"
scene.objects.Object-0000019F98549B50-0000019F9848CF10.material = "Glossy2-0000019F98283990"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.281] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Define ImageMap: MIPMapFastImpl-0000019F983FFCF0_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C8920: [
scene.textures.ImageFloatTexture-0000019F983C8920.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C8920.file = "MIPMapFastImpl-0000019F983FFCF0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C8920.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C8920.gain = 1
scene.textures.ImageFloatTexture-0000019F983C8920.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C8920.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C8920.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: ImageFloatTexture-0000019F983C8920
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E750: [
scene.textures.ConstantFloatTexture-0000019F9840E750.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E750.value = -0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: ConstantFloatTexture-0000019F9840E750
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D550: [
scene.textures.ConstantFloatTexture-0000019F9840D550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D550.value = 0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: ConstantFloatTexture-0000019F9840D550
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F984110D0: [
scene.textures.MixTexture-0000019F984110D0.type = "mix"
scene.textures.MixTexture-0000019F984110D0.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F984110D0.texture1 = "ConstantFloatTexture-0000019F9840E750"
scene.textures.MixTexture-0000019F984110D0.texture2 = "ConstantFloatTexture-0000019F9840D550"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: MixTexture-0000019F984110D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DF70: [
scene.textures.ConstantFloatTexture-0000019F9840DF70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DF70.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: ConstantFloatTexture-0000019F9840DF70
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98401410: [
scene.textures.ScaleTexture-0000019F98401410.type = "scale"
scene.textures.ScaleTexture-0000019F98401410.texture1 = "MixTexture-0000019F984110D0"
scene.textures.ScaleTexture-0000019F98401410.texture2 = "ConstantFloatTexture-0000019F9840DF70"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.328] Texture definition: ScaleTexture-0000019F98401410
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.422] Define ImageMap: MIPMapFastImpl-0000019F983FFDA0
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C6B20: [
scene.textures.ImageSpectrumTexture-0000019F983C6B20.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C6B20.file = "MIPMapFastImpl-0000019F983FFDA0"
scene.textures.ImageSpectrumTexture-0000019F983C6B20.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C6B20.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C6B20.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C6B20.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C6B20.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.422] Texture definition: ImageSpectrumTexture-0000019F983C6B20
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54E30: [
scene.textures.ConstantRGBColorTexture-0000019F97F54E30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54E30.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantRGBColorTexture-0000019F97F54E30
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D670: [
scene.textures.ConstantFloatTexture-0000019F9840D670.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D670.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840D670
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D820: [
scene.textures.ConstantFloatTexture-0000019F9840D820.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D820.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840D820
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D790: [
scene.textures.ConstantFloatTexture-0000019F9840D790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D790.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840D790
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DA60: [
scene.textures.ConstantFloatTexture-0000019F9840DA60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DA60.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840DA60
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98282690: [
scene.materials.Glossy2-0000019F98282690.type = "glossy2"
scene.materials.Glossy2-0000019F98282690.bumptex = "ScaleTexture-0000019F98401410"
scene.materials.Glossy2-0000019F98282690.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F98282690.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98282690.ka = "ConstantRGBColorTexture-0000019F97F54E30"
scene.materials.Glossy2-0000019F98282690.uroughness = "ConstantFloatTexture-0000019F9840D670"
scene.materials.Glossy2-0000019F98282690.vroughness = "ConstantFloatTexture-0000019F9840D820"
scene.materials.Glossy2-0000019F98282690.d = "ConstantFloatTexture-0000019F9840D790"
scene.materials.Glossy2-0000019F98282690.index = "ConstantFloatTexture-0000019F9840DA60"
scene.materials.Glossy2-0000019F98282690.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Material definition: Glossy2-0000019F98282690
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A8D0-0000019F9848D9B0.ply = "Mesh-0000019F9848D9B0"
scene.objects.Object-0000019F9854A8D0-0000019F9848D9B0.material = "Glossy2-0000019F98282690"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CE00: [
scene.textures.ConstantFloatTexture-0000019F9840CE00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CE00.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840CE00
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DE50: [
scene.textures.ConstantFloatTexture-0000019F9840DE50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DE50.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840DE50
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F98411CD0: [
scene.textures.MixTexture-0000019F98411CD0.type = "mix"
scene.textures.MixTexture-0000019F98411CD0.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F98411CD0.texture1 = "ConstantFloatTexture-0000019F9840CE00"
scene.textures.MixTexture-0000019F98411CD0.texture2 = "ConstantFloatTexture-0000019F9840DE50"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: MixTexture-0000019F98411CD0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D700: [
scene.textures.ConstantFloatTexture-0000019F9840D700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D700.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840D700
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400F40: [
scene.textures.ScaleTexture-0000019F98400F40.type = "scale"
scene.textures.ScaleTexture-0000019F98400F40.texture1 = "MixTexture-0000019F98411CD0"
scene.textures.ScaleTexture-0000019F98400F40.texture2 = "ConstantFloatTexture-0000019F9840D700"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ScaleTexture-0000019F98400F40
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54BB0: [
scene.textures.ConstantRGBColorTexture-0000019F97F54BB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54BB0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantRGBColorTexture-0000019F97F54BB0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D1F0: [
scene.textures.ConstantFloatTexture-0000019F9840D1F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D1F0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840D1F0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E3F0: [
scene.textures.ConstantFloatTexture-0000019F9840E3F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E3F0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840E3F0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DCA0: [
scene.textures.ConstantFloatTexture-0000019F9840DCA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DCA0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840DCA0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E1B0: [
scene.textures.ConstantFloatTexture-0000019F9840E1B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E1B0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Texture definition: ConstantFloatTexture-0000019F9840E1B0
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F98284310: [
scene.materials.Glossy2-0000019F98284310.type = "glossy2"
scene.materials.Glossy2-0000019F98284310.bumptex = "ScaleTexture-0000019F98400F40"
scene.materials.Glossy2-0000019F98284310.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F98284310.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98284310.ka = "ConstantRGBColorTexture-0000019F97F54BB0"
scene.materials.Glossy2-0000019F98284310.uroughness = "ConstantFloatTexture-0000019F9840D1F0"
scene.materials.Glossy2-0000019F98284310.vroughness = "ConstantFloatTexture-0000019F9840E3F0"
scene.materials.Glossy2-0000019F98284310.d = "ConstantFloatTexture-0000019F9840DCA0"
scene.materials.Glossy2-0000019F98284310.index = "ConstantFloatTexture-0000019F9840E1B0"
scene.materials.Glossy2-0000019F98284310.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Material definition: Glossy2-0000019F98284310
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549CD0-0000019F9848E590.ply = "Mesh-0000019F9848E590"
scene.objects.Object-0000019F98549CD0-0000019F9848E590.material = "Glossy2-0000019F98284310"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.437] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.469] Define ImageMap: MIPMapFastImpl-0000019F983FEFE0_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C7930: [
scene.textures.ImageFloatTexture-0000019F983C7930.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C7930.file = "MIPMapFastImpl-0000019F983FEFE0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C7930.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C7930.gain = 1
scene.textures.ImageFloatTexture-0000019F983C7930.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C7930.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C7930.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.469] Texture definition: ImageFloatTexture-0000019F983C7930
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D430: [
scene.textures.ConstantFloatTexture-0000019F9840D430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D430.value = -0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.484] Texture definition: ConstantFloatTexture-0000019F9840D430
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EB40: [
scene.textures.ConstantFloatTexture-0000019F9840EB40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EB40.value = 0.0299999993
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.484] Texture definition: ConstantFloatTexture-0000019F9840EB40
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F98412390: [
scene.textures.MixTexture-0000019F98412390.type = "mix"
scene.textures.MixTexture-0000019F98412390.amount = "ImageFloatTexture-0000019F983C7930"
scene.textures.MixTexture-0000019F98412390.texture1 = "ConstantFloatTexture-0000019F9840D430"
scene.textures.MixTexture-0000019F98412390.texture2 = "ConstantFloatTexture-0000019F9840EB40"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.484] Texture definition: MixTexture-0000019F98412390
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EE10: [
scene.textures.ConstantFloatTexture-0000019F9840EE10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EE10.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.484] Texture definition: ConstantFloatTexture-0000019F9840EE10
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F984007B0: [
scene.textures.ScaleTexture-0000019F984007B0.type = "scale"
scene.textures.ScaleTexture-0000019F984007B0.texture1 = "MixTexture-0000019F98412390"
scene.textures.ScaleTexture-0000019F984007B0.texture2 = "ConstantFloatTexture-0000019F9840EE10"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.484] Texture definition: ScaleTexture-0000019F984007B0
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.562] Define ImageMap: MIPMapFastImpl-0000019F983FFE50
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C8290: [
scene.textures.ImageSpectrumTexture-0000019F983C8290.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C8290.file = "MIPMapFastImpl-0000019F983FFE50"
scene.textures.ImageSpectrumTexture-0000019F983C8290.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C8290.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C8290.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C8290.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C8290.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.562] Texture definition: ImageSpectrumTexture-0000019F983C8290
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F562D0: [
scene.textures.ConstantRGBColorTexture-0000019F97F562D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F562D0.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantRGBColorTexture-0000019F97F562D0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E630: [
scene.textures.ConstantFloatTexture-0000019F9840E630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E630.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840E630
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EBD0: [
scene.textures.ConstantFloatTexture-0000019F9840EBD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EBD0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840EBD0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DC10: [
scene.textures.ConstantFloatTexture-0000019F9840DC10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DC10.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840DC10
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CD70: [
scene.textures.ConstantFloatTexture-0000019F9840CD70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CD70.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840CD70
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F982840B0: [
scene.materials.Glossy2-0000019F982840B0.type = "glossy2"
scene.materials.Glossy2-0000019F982840B0.bumptex = "ScaleTexture-0000019F984007B0"
scene.materials.Glossy2-0000019F982840B0.kd = "ImageSpectrumTexture-0000019F983C8290"
scene.materials.Glossy2-0000019F982840B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F982840B0.ka = "ConstantRGBColorTexture-0000019F97F562D0"
scene.materials.Glossy2-0000019F982840B0.uroughness = "ConstantFloatTexture-0000019F9840E630"
scene.materials.Glossy2-0000019F982840B0.vroughness = "ConstantFloatTexture-0000019F9840EBD0"
scene.materials.Glossy2-0000019F982840B0.d = "ConstantFloatTexture-0000019F9840DC10"
scene.materials.Glossy2-0000019F982840B0.index = "ConstantFloatTexture-0000019F9840CD70"
scene.materials.Glossy2-0000019F982840B0.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Material definition: Glossy2-0000019F982840B0
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854AA50-0000019F9848DB90.ply = "Mesh-0000019F9848DB90"
scene.objects.Object-0000019F9854AA50-0000019F9848DB90.material = "Glossy2-0000019F982840B0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EFC0: [
scene.textures.ConstantFloatTexture-0000019F9840EFC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EFC0.value = -0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840EFC0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840DAF0: [
scene.textures.ConstantFloatTexture-0000019F9840DAF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840DAF0.value = 0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840DAF0
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F98411910: [
scene.textures.MixTexture-0000019F98411910.type = "mix"
scene.textures.MixTexture-0000019F98411910.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F98411910.texture1 = "ConstantFloatTexture-0000019F9840EFC0"
scene.textures.MixTexture-0000019F98411910.texture2 = "ConstantFloatTexture-0000019F9840DAF0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: MixTexture-0000019F98411910
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840ED80: [
scene.textures.ConstantFloatTexture-0000019F9840ED80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840ED80.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840ED80
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F98400860: [
scene.textures.ScaleTexture-0000019F98400860.type = "scale"
scene.textures.ScaleTexture-0000019F98400860.texture1 = "MixTexture-0000019F98411910"
scene.textures.ScaleTexture-0000019F98400860.texture2 = "ConstantFloatTexture-0000019F9840ED80"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ScaleTexture-0000019F98400860
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56B90: [
scene.textures.ConstantRGBColorTexture-0000019F97F56B90.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56B90.value = 0 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantRGBColorTexture-0000019F97F56B90
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E6C0: [
scene.textures.ConstantFloatTexture-0000019F9840E6C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E6C0.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840E6C0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E000: [
scene.textures.ConstantFloatTexture-0000019F9840E000.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E000.value = 0.300000012
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840E000
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E240: [
scene.textures.ConstantFloatTexture-0000019F9840E240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E240.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840E240
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840ECF0: [
scene.textures.ConstantFloatTexture-0000019F9840ECF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840ECF0.value = 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Texture definition: ConstantFloatTexture-0000019F9840ECF0
[2016-03-19 12:55:37 Debug: 0] Defining material Glossy2-0000019F97F52D30: [
scene.materials.Glossy2-0000019F97F52D30.type = "glossy2"
scene.materials.Glossy2-0000019F97F52D30.bumptex = "ScaleTexture-0000019F98400860"
scene.materials.Glossy2-0000019F97F52D30.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F97F52D30.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F97F52D30.ka = "ConstantRGBColorTexture-0000019F97F56B90"
scene.materials.Glossy2-0000019F97F52D30.uroughness = "ConstantFloatTexture-0000019F9840E6C0"
scene.materials.Glossy2-0000019F97F52D30.vroughness = "ConstantFloatTexture-0000019F9840E000"
scene.materials.Glossy2-0000019F97F52D30.d = "ConstantFloatTexture-0000019F9840E240"
scene.materials.Glossy2-0000019F97F52D30.index = "ConstantFloatTexture-0000019F9840ECF0"
scene.materials.Glossy2-0000019F97F52D30.multibounce = "0"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Material definition: Glossy2-0000019F97F52D30
[2016-03-19 12:55:37 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854ABD0-0000019F9848DC30.ply = "Mesh-0000019F9848DC30"
scene.objects.Object-0000019F9854ABD0-0000019F9848DC30.material = "Glossy2-0000019F97F52D30"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.578] Scene objects count: 1
[2016-03-19 12:55:37 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:37 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:37 Debug: 0] [SDL][1.609] Define ImageMap: MIPMapFastImpl-0000019F983FF770_FLOAT_4
[2016-03-19 12:55:37 Debug: 0] Defining texture ImageFloatTexture-0000019F983C70C0: [
scene.textures.ImageFloatTexture-0000019F983C70C0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C70C0.file = "MIPMapFastImpl-0000019F983FF770_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C70C0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C70C0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C70C0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C70C0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C70C0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.609] Texture definition: ImageFloatTexture-0000019F983C70C0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D280: [
scene.textures.ConstantFloatTexture-0000019F9840D280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D280.value = 0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.625] Texture definition: ConstantFloatTexture-0000019F9840D280
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E090: [
scene.textures.ConstantFloatTexture-0000019F9840E090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E090.value = -0.0500000007
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.625] Texture definition: ConstantFloatTexture-0000019F9840E090
[2016-03-19 12:55:37 Debug: 0] Defining texture MixTexture-0000019F98434FB0: [
scene.textures.MixTexture-0000019F98434FB0.type = "mix"
scene.textures.MixTexture-0000019F98434FB0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98434FB0.texture1 = "ConstantFloatTexture-0000019F9840D280"
scene.textures.MixTexture-0000019F98434FB0.texture2 = "ConstantFloatTexture-0000019F9840E090"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.625] Texture definition: MixTexture-0000019F98434FB0
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:37 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840EA20: [
scene.textures.ConstantFloatTexture-0000019F9840EA20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840EA20.value = 1
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.625] Texture definition: ConstantFloatTexture-0000019F9840EA20
[2016-03-19 12:55:37 Debug: 0] Defining texture ScaleTexture-0000019F984016D0: [
scene.textures.ScaleTexture-0000019F984016D0.type = "scale"
scene.textures.ScaleTexture-0000019F984016D0.texture1 = "MixTexture-0000019F98434FB0"
scene.textures.ScaleTexture-0000019F984016D0.texture2 = "ConstantFloatTexture-0000019F9840EA20"
]
[2016-03-19 12:55:37 Debug: 0] [SDL][1.625] Texture definition: ScaleTexture-0000019F984016D0
[2016-03-19 12:55:37 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:37 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][1.703] Define ImageMap: MIPMapFastImpl-0000019F983FF1F0
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7A20: [
scene.textures.ImageSpectrumTexture-0000019F983C7A20.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7A20.file = "MIPMapFastImpl-0000019F983FF1F0"
scene.textures.ImageSpectrumTexture-0000019F983C7A20.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7A20.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7A20.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7A20.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7A20.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.703] Texture definition: ImageSpectrumTexture-0000019F983C7A20
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56F50: [
scene.textures.ConstantRGBColorTexture-0000019F97F56F50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56F50.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F56F50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CE90: [
scene.textures.ConstantFloatTexture-0000019F9840CE90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CE90.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840CE90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D8B0: [
scene.textures.ConstantFloatTexture-0000019F9840D8B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D8B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D8B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E480: [
scene.textures.ConstantFloatTexture-0000019F9840E480.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E480.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E480
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E510: [
scene.textures.ConstantFloatTexture-0000019F9840E510.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E510.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E510
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F97F52E60: [
scene.materials.Glossy2-0000019F97F52E60.type = "glossy2"
scene.materials.Glossy2-0000019F97F52E60.bumptex = "ScaleTexture-0000019F984016D0"
scene.materials.Glossy2-0000019F97F52E60.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F97F52E60.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F97F52E60.ka = "ConstantRGBColorTexture-0000019F97F56F50"
scene.materials.Glossy2-0000019F97F52E60.uroughness = "ConstantFloatTexture-0000019F9840CE90"
scene.materials.Glossy2-0000019F97F52E60.vroughness = "ConstantFloatTexture-0000019F9840D8B0"
scene.materials.Glossy2-0000019F97F52E60.d = "ConstantFloatTexture-0000019F9840E480"
scene.materials.Glossy2-0000019F97F52E60.index = "ConstantFloatTexture-0000019F9840E510"
scene.materials.Glossy2-0000019F97F52E60.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F97F52E60
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F985493D0-0000019F9848DCD0.ply = "Mesh-0000019F9848DCD0"
scene.objects.Object-0000019F985493D0-0000019F9848DCD0.material = "Glossy2-0000019F97F52E60"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E2D0: [
scene.textures.ConstantFloatTexture-0000019F9840E2D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E2D0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E2D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E900: [
scene.textures.ConstantFloatTexture-0000019F9840E900.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E900.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E900
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98434EF0: [
scene.textures.MixTexture-0000019F98434EF0.type = "mix"
scene.textures.MixTexture-0000019F98434EF0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98434EF0.texture1 = "ConstantFloatTexture-0000019F9840E2D0"
scene.textures.MixTexture-0000019F98434EF0.texture2 = "ConstantFloatTexture-0000019F9840E900"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F98434EF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E360: [
scene.textures.ConstantFloatTexture-0000019F9840E360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E360.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E360
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401AF0: [
scene.textures.ScaleTexture-0000019F98401AF0.type = "scale"
scene.textures.ScaleTexture-0000019F98401AF0.texture1 = "MixTexture-0000019F98434EF0"
scene.textures.ScaleTexture-0000019F98401AF0.texture2 = "ConstantFloatTexture-0000019F9840E360"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F98401AF0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56C30: [
scene.textures.ConstantRGBColorTexture-0000019F97F56C30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56C30.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F56C30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D040: [
scene.textures.ConstantFloatTexture-0000019F9840D040.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D040.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D040
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D940: [
scene.textures.ConstantFloatTexture-0000019F9840D940.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D940.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D940
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CC50: [
scene.textures.ConstantFloatTexture-0000019F9840CC50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CC50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840CC50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840CF20: [
scene.textures.ConstantFloatTexture-0000019F9840CF20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840CF20.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840CF20
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F97F53B70: [
scene.materials.Glossy2-0000019F97F53B70.type = "glossy2"
scene.materials.Glossy2-0000019F97F53B70.bumptex = "ScaleTexture-0000019F98401AF0"
scene.materials.Glossy2-0000019F97F53B70.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F97F53B70.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F97F53B70.ka = "ConstantRGBColorTexture-0000019F97F56C30"
scene.materials.Glossy2-0000019F97F53B70.uroughness = "ConstantFloatTexture-0000019F9840D040"
scene.materials.Glossy2-0000019F97F53B70.vroughness = "ConstantFloatTexture-0000019F9840D940"
scene.materials.Glossy2-0000019F97F53B70.d = "ConstantFloatTexture-0000019F9840CC50"
scene.materials.Glossy2-0000019F97F53B70.index = "ConstantFloatTexture-0000019F9840CF20"
scene.materials.Glossy2-0000019F97F53B70.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F97F53B70
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549850-0000019F9848DEB0.ply = "Mesh-0000019F9848DEB0"
scene.objects.Object-0000019F98549850-0000019F9848DEB0.material = "Glossy2-0000019F97F53B70"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840E990: [
scene.textures.ConstantFloatTexture-0000019F9840E990.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840E990.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840E990
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D3A0: [
scene.textures.ConstantFloatTexture-0000019F9840D3A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D3A0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D3A0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98436630: [
scene.textures.MixTexture-0000019F98436630.type = "mix"
scene.textures.MixTexture-0000019F98436630.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F98436630.texture1 = "ConstantFloatTexture-0000019F9840E990"
scene.textures.MixTexture-0000019F98436630.texture2 = "ConstantFloatTexture-0000019F9840D3A0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F98436630
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D310: [
scene.textures.ConstantFloatTexture-0000019F9840D310.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D310.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D310
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401FC0: [
scene.textures.ScaleTexture-0000019F98401FC0.type = "scale"
scene.textures.ScaleTexture-0000019F98401FC0.texture1 = "MixTexture-0000019F98436630"
scene.textures.ScaleTexture-0000019F98401FC0.texture2 = "ConstantFloatTexture-0000019F9840D310"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F98401FC0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56CD0: [
scene.textures.ConstantRGBColorTexture-0000019F97F56CD0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56CD0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F56CD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F200: [
scene.textures.ConstantFloatTexture-0000019F9840F200.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F200.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F200
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FB00: [
scene.textures.ConstantFloatTexture-0000019F9840FB00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FB00.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FB00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D160: [
scene.textures.ConstantFloatTexture-0000019F9840D160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D160.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D160
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840D0D0: [
scene.textures.ConstantFloatTexture-0000019F9840D0D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840D0D0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840D0D0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B290: [
scene.materials.Glossy2-0000019F9844B290.type = "glossy2"
scene.materials.Glossy2-0000019F9844B290.bumptex = "ScaleTexture-0000019F98401FC0"
scene.materials.Glossy2-0000019F9844B290.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F9844B290.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F9844B290.ka = "ConstantRGBColorTexture-0000019F97F56CD0"
scene.materials.Glossy2-0000019F9844B290.uroughness = "ConstantFloatTexture-0000019F9840F200"
scene.materials.Glossy2-0000019F9844B290.vroughness = "ConstantFloatTexture-0000019F9840FB00"
scene.materials.Glossy2-0000019F9844B290.d = "ConstantFloatTexture-0000019F9840D160"
scene.materials.Glossy2-0000019F9844B290.index = "ConstantFloatTexture-0000019F9840D0D0"
scene.materials.Glossy2-0000019F9844B290.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F9844B290
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F985496D0-0000019F9848D050.ply = "Mesh-0000019F9848D050"
scene.objects.Object-0000019F985496D0-0000019F9848D050.material = "Glossy2-0000019F9844B290"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410760: [
scene.textures.ConstantFloatTexture-0000019F98410760.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410760.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410760
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984101C0: [
scene.textures.ConstantFloatTexture-0000019F984101C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984101C0.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984101C0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984490A0: [
scene.textures.MixTexture-0000019F984490A0.type = "mix"
scene.textures.MixTexture-0000019F984490A0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984490A0.texture1 = "ConstantFloatTexture-0000019F98410760"
scene.textures.MixTexture-0000019F984490A0.texture2 = "ConstantFloatTexture-0000019F984101C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F984490A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410130: [
scene.textures.ConstantFloatTexture-0000019F98410130.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410130.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410130
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984009C0: [
scene.textures.ScaleTexture-0000019F984009C0.type = "scale"
scene.textures.ScaleTexture-0000019F984009C0.texture1 = "MixTexture-0000019F984490A0"
scene.textures.ScaleTexture-0000019F984009C0.texture2 = "ConstantFloatTexture-0000019F98410130"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F984009C0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54ED0: [
scene.textures.ConstantRGBColorTexture-0000019F97F54ED0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54ED0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F54ED0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410250: [
scene.textures.ConstantFloatTexture-0000019F98410250.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410250.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410250
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984109A0: [
scene.textures.ConstantFloatTexture-0000019F984109A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984109A0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984109A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FEF0: [
scene.textures.ConstantFloatTexture-0000019F9840FEF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FEF0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FEF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410B50: [
scene.textures.ConstantFloatTexture-0000019F98410B50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410B50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410B50
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844BC10: [
scene.materials.Glossy2-0000019F9844BC10.type = "glossy2"
scene.materials.Glossy2-0000019F9844BC10.bumptex = "ScaleTexture-0000019F984009C0"
scene.materials.Glossy2-0000019F9844BC10.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844BC10.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844BC10.ka = "ConstantRGBColorTexture-0000019F97F54ED0"
scene.materials.Glossy2-0000019F9844BC10.uroughness = "ConstantFloatTexture-0000019F98410250"
scene.materials.Glossy2-0000019F9844BC10.vroughness = "ConstantFloatTexture-0000019F984109A0"
scene.materials.Glossy2-0000019F9844BC10.d = "ConstantFloatTexture-0000019F9840FEF0"
scene.materials.Glossy2-0000019F9844BC10.index = "ConstantFloatTexture-0000019F98410B50"
scene.materials.Glossy2-0000019F9844BC10.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F9844BC10
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A150-0000019F9848EB30.ply = "Mesh-0000019F9848EB30"
scene.objects.Object-0000019F9854A150-0000019F9848EB30.material = "Glossy2-0000019F9844BC10"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410910: [
scene.textures.ConstantFloatTexture-0000019F98410910.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410910.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410910
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FC20: [
scene.textures.ConstantFloatTexture-0000019F9840FC20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FC20.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FC20
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F9844A120: [
scene.textures.MixTexture-0000019F9844A120.type = "mix"
scene.textures.MixTexture-0000019F9844A120.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F9844A120.texture1 = "ConstantFloatTexture-0000019F98410910"
scene.textures.MixTexture-0000019F9844A120.texture2 = "ConstantFloatTexture-0000019F9840FC20"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F9844A120
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984107F0: [
scene.textures.ConstantFloatTexture-0000019F984107F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984107F0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984107F0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98402070: [
scene.textures.ScaleTexture-0000019F98402070.type = "scale"
scene.textures.ScaleTexture-0000019F98402070.texture1 = "MixTexture-0000019F9844A120"
scene.textures.ScaleTexture-0000019F98402070.texture2 = "ConstantFloatTexture-0000019F984107F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F98402070
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56D70: [
scene.textures.ConstantRGBColorTexture-0000019F97F56D70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56D70.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F56D70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984106D0: [
scene.textures.ConstantFloatTexture-0000019F984106D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984106D0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984106D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410A30: [
scene.textures.ConstantFloatTexture-0000019F98410A30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410A30.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410A30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410400: [
scene.textures.ConstantFloatTexture-0000019F98410400.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410400.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410400
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F050: [
scene.textures.ConstantFloatTexture-0000019F9840F050.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F050.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F050
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844BFA0: [
scene.materials.Glossy2-0000019F9844BFA0.type = "glossy2"
scene.materials.Glossy2-0000019F9844BFA0.bumptex = "ScaleTexture-0000019F98402070"
scene.materials.Glossy2-0000019F9844BFA0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844BFA0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844BFA0.ka = "ConstantRGBColorTexture-0000019F97F56D70"
scene.materials.Glossy2-0000019F9844BFA0.uroughness = "ConstantFloatTexture-0000019F984106D0"
scene.materials.Glossy2-0000019F9844BFA0.vroughness = "ConstantFloatTexture-0000019F98410A30"
scene.materials.Glossy2-0000019F9844BFA0.d = "ConstantFloatTexture-0000019F98410400"
scene.materials.Glossy2-0000019F9844BFA0.index = "ConstantFloatTexture-0000019F9840F050"
scene.materials.Glossy2-0000019F9844BFA0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F9844BFA0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549FD0-0000019F9848E6D0.ply = "Mesh-0000019F9848E6D0"
scene.objects.Object-0000019F98549FD0-0000019F9848E6D0.material = "Glossy2-0000019F9844BFA0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F0E0: [
scene.textures.ConstantFloatTexture-0000019F9840F0E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F0E0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F0E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410880: [
scene.textures.ConstantFloatTexture-0000019F98410880.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410880.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410880
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F9844A660: [
scene.textures.MixTexture-0000019F9844A660.type = "mix"
scene.textures.MixTexture-0000019F9844A660.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F9844A660.texture1 = "ConstantFloatTexture-0000019F9840F0E0"
scene.textures.MixTexture-0000019F9844A660.texture2 = "ConstantFloatTexture-0000019F98410880"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F9844A660
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F7A0: [
scene.textures.ConstantFloatTexture-0000019F9840F7A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F7A0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F7A0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400A70: [
scene.textures.ScaleTexture-0000019F98400A70.type = "scale"
scene.textures.ScaleTexture-0000019F98400A70.texture1 = "MixTexture-0000019F9844A660"
scene.textures.ScaleTexture-0000019F98400A70.texture2 = "ConstantFloatTexture-0000019F9840F7A0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F98400A70
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56E10: [
scene.textures.ConstantRGBColorTexture-0000019F97F56E10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56E10.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F56E10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F440: [
scene.textures.ConstantFloatTexture-0000019F9840F440.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F440.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F440
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984102E0: [
scene.textures.ConstantFloatTexture-0000019F984102E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984102E0.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984102E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FF80: [
scene.textures.ConstantFloatTexture-0000019F9840FF80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FF80.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FF80
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F8C0: [
scene.textures.ConstantFloatTexture-0000019F9840F8C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F8C0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F8C0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C7F0: [
scene.materials.Glossy2-0000019F9844C7F0.type = "glossy2"
scene.materials.Glossy2-0000019F9844C7F0.bumptex = "ScaleTexture-0000019F98400A70"
scene.materials.Glossy2-0000019F9844C7F0.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F9844C7F0.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F9844C7F0.ka = "ConstantRGBColorTexture-0000019F97F56E10"
scene.materials.Glossy2-0000019F9844C7F0.uroughness = "ConstantFloatTexture-0000019F9840F440"
scene.materials.Glossy2-0000019F9844C7F0.vroughness = "ConstantFloatTexture-0000019F984102E0"
scene.materials.Glossy2-0000019F9844C7F0.d = "ConstantFloatTexture-0000019F9840FF80"
scene.materials.Glossy2-0000019F9844C7F0.index = "ConstantFloatTexture-0000019F9840F8C0"
scene.materials.Glossy2-0000019F9844C7F0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F9844C7F0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A2D0-0000019F9848E770.ply = "Mesh-0000019F9848E770"
scene.objects.Object-0000019F9854A2D0-0000019F9848E770.material = "Glossy2-0000019F9844C7F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984105B0: [
scene.textures.ConstantFloatTexture-0000019F984105B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984105B0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F984105B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FD40: [
scene.textures.ConstantFloatTexture-0000019F9840FD40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FD40.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FD40
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F9844A960: [
scene.textures.MixTexture-0000019F9844A960.type = "mix"
scene.textures.MixTexture-0000019F9844A960.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F9844A960.texture1 = "ConstantFloatTexture-0000019F984105B0"
scene.textures.MixTexture-0000019F9844A960.texture2 = "ConstantFloatTexture-0000019F9840FD40"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: MixTexture-0000019F9844A960
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F4D0: [
scene.textures.ConstantFloatTexture-0000019F9840F4D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F4D0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840F4D0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984010A0: [
scene.textures.ScaleTexture-0000019F984010A0.type = "scale"
scene.textures.ScaleTexture-0000019F984010A0.texture1 = "MixTexture-0000019F9844A960"
scene.textures.ScaleTexture-0000019F984010A0.texture2 = "ConstantFloatTexture-0000019F9840F4D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ScaleTexture-0000019F984010A0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F54F70: [
scene.textures.ConstantRGBColorTexture-0000019F97F54F70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F54F70.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantRGBColorTexture-0000019F97F54F70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410370: [
scene.textures.ConstantFloatTexture-0000019F98410370.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410370.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410370
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FDD0: [
scene.textures.ConstantFloatTexture-0000019F9840FDD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FDD0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FDD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FA70: [
scene.textures.ConstantFloatTexture-0000019F9840FA70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FA70.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F9840FA70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410490: [
scene.textures.ConstantFloatTexture-0000019F98410490.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410490.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Texture definition: ConstantFloatTexture-0000019F98410490
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B750: [
scene.materials.Glossy2-0000019F9844B750.type = "glossy2"
scene.materials.Glossy2-0000019F9844B750.bumptex = "ScaleTexture-0000019F984010A0"
scene.materials.Glossy2-0000019F9844B750.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F9844B750.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B750.ka = "ConstantRGBColorTexture-0000019F97F54F70"
scene.materials.Glossy2-0000019F9844B750.uroughness = "ConstantFloatTexture-0000019F98410370"
scene.materials.Glossy2-0000019F9844B750.vroughness = "ConstantFloatTexture-0000019F9840FDD0"
scene.materials.Glossy2-0000019F9844B750.d = "ConstantFloatTexture-0000019F9840FA70"
scene.materials.Glossy2-0000019F9844B750.index = "ConstantFloatTexture-0000019F98410490"
scene.materials.Glossy2-0000019F9844B750.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Material definition: Glossy2-0000019F9844B750
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854AD50-0000019F9848E950.ply = "Mesh-0000019F9848E950"
scene.objects.Object-0000019F9854AD50-0000019F9848E950.material = "Glossy2-0000019F9844B750"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.734] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][1.765] Define ImageMap: MIPMapFastImpl-0000019F983FE4E0_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C8380: [
scene.textures.ImageFloatTexture-0000019F983C8380.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C8380.file = "MIPMapFastImpl-0000019F983FE4E0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C8380.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C8380.gain = 1
scene.textures.ImageFloatTexture-0000019F983C8380.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C8380.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C8380.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.765] Texture definition: ImageFloatTexture-0000019F983C8380
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F970: [
scene.textures.ConstantFloatTexture-0000019F9845F970.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F970.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.781] Texture definition: ConstantFloatTexture-0000019F9845F970
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460780: [
scene.textures.ConstantFloatTexture-0000019F98460780.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460780.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.781] Texture definition: ConstantFloatTexture-0000019F98460780
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98457650: [
scene.textures.MixTexture-0000019F98457650.type = "mix"
scene.textures.MixTexture-0000019F98457650.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F98457650.texture1 = "ConstantFloatTexture-0000019F9845F970"
scene.textures.MixTexture-0000019F98457650.texture2 = "ConstantFloatTexture-0000019F98460780"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.781] Texture definition: MixTexture-0000019F98457650
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460150: [
scene.textures.ConstantFloatTexture-0000019F98460150.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460150.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.781] Texture definition: ConstantFloatTexture-0000019F98460150
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401DB0: [
scene.textures.ScaleTexture-0000019F98401DB0.type = "scale"
scene.textures.ScaleTexture-0000019F98401DB0.texture1 = "MixTexture-0000019F98457650"
scene.textures.ScaleTexture-0000019F98401DB0.texture2 = "ConstantFloatTexture-0000019F98460150"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.781] Texture definition: ScaleTexture-0000019F98401DB0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][1.875] Define ImageMap: MIPMapFastImpl-0000019F983FEA60
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7390: [
scene.textures.ImageSpectrumTexture-0000019F983C7390.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7390.file = "MIPMapFastImpl-0000019F983FEA60"
scene.textures.ImageSpectrumTexture-0000019F983C7390.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7390.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7390.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7390.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7390.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.875] Texture definition: ImageSpectrumTexture-0000019F983C7390
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55290: [
scene.textures.ConstantRGBColorTexture-0000019F97F55290.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55290.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantRGBColorTexture-0000019F97F55290
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FD60: [
scene.textures.ConstantFloatTexture-0000019F9845FD60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FD60.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F9845FD60
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FC40: [
scene.textures.ConstantFloatTexture-0000019F9845FC40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FC40.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F9845FC40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460390: [
scene.textures.ConstantFloatTexture-0000019F98460390.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460390.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F98460390
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460810: [
scene.textures.ConstantFloatTexture-0000019F98460810.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460810.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F98460810
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844ACA0: [
scene.materials.Glossy2-0000019F9844ACA0.type = "glossy2"
scene.materials.Glossy2-0000019F9844ACA0.bumptex = "ScaleTexture-0000019F98401DB0"
scene.materials.Glossy2-0000019F9844ACA0.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844ACA0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844ACA0.ka = "ConstantRGBColorTexture-0000019F97F55290"
scene.materials.Glossy2-0000019F9844ACA0.uroughness = "ConstantFloatTexture-0000019F9845FD60"
scene.materials.Glossy2-0000019F9844ACA0.vroughness = "ConstantFloatTexture-0000019F9845FC40"
scene.materials.Glossy2-0000019F9844ACA0.d = "ConstantFloatTexture-0000019F98460390"
scene.materials.Glossy2-0000019F9844ACA0.index = "ConstantFloatTexture-0000019F98460810"
scene.materials.Glossy2-0000019F9844ACA0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Material definition: Glossy2-0000019F9844ACA0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A450-0000019F9848D7D0.ply = "Mesh-0000019F9848D7D0"
scene.objects.Object-0000019F9854A450-0000019F9848D7D0.material = "Glossy2-0000019F9844ACA0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F9E0: [
scene.textures.ConstantFloatTexture-0000019F9840F9E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F9E0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F9840F9E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FE60: [
scene.textures.ConstantFloatTexture-0000019F9840FE60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FE60.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F9840FE60
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98457AD0: [
scene.textures.MixTexture-0000019F98457AD0.type = "mix"
scene.textures.MixTexture-0000019F98457AD0.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F98457AD0.texture1 = "ConstantFloatTexture-0000019F9840F9E0"
scene.textures.MixTexture-0000019F98457AD0.texture2 = "ConstantFloatTexture-0000019F9840FE60"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: MixTexture-0000019F98457AD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410520: [
scene.textures.ConstantFloatTexture-0000019F98410520.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410520.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F98410520
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400BD0: [
scene.textures.ScaleTexture-0000019F98400BD0.type = "scale"
scene.textures.ScaleTexture-0000019F98400BD0.texture1 = "MixTexture-0000019F98457AD0"
scene.textures.ScaleTexture-0000019F98400BD0.texture2 = "ConstantFloatTexture-0000019F98410520"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ScaleTexture-0000019F98400BD0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F558D0: [
scene.textures.ConstantRGBColorTexture-0000019F97F558D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F558D0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantRGBColorTexture-0000019F97F558D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984100A0: [
scene.textures.ConstantFloatTexture-0000019F984100A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984100A0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F984100A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F7C0: [
scene.textures.ConstantFloatTexture-0000019F9845F7C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F7C0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F9845F7C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410640: [
scene.textures.ConstantFloatTexture-0000019F98410640.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410640.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F98410640
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98410010: [
scene.textures.ConstantFloatTexture-0000019F98410010.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98410010.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Texture definition: ConstantFloatTexture-0000019F98410010
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844BAE0: [
scene.materials.Glossy2-0000019F9844BAE0.type = "glossy2"
scene.materials.Glossy2-0000019F9844BAE0.bumptex = "ScaleTexture-0000019F98400BD0"
scene.materials.Glossy2-0000019F9844BAE0.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844BAE0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844BAE0.ka = "ConstantRGBColorTexture-0000019F97F558D0"
scene.materials.Glossy2-0000019F9844BAE0.uroughness = "ConstantFloatTexture-0000019F984100A0"
scene.materials.Glossy2-0000019F9844BAE0.vroughness = "ConstantFloatTexture-0000019F9845F7C0"
scene.materials.Glossy2-0000019F9844BAE0.d = "ConstantFloatTexture-0000019F98410640"
scene.materials.Glossy2-0000019F9844BAE0.index = "ConstantFloatTexture-0000019F98410010"
scene.materials.Glossy2-0000019F9844BAE0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Material definition: Glossy2-0000019F9844BAE0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A5D0-0000019F9848E9F0.ply = "Mesh-0000019F9848E9F0"
scene.objects.Object-0000019F9854A5D0-0000019F9848E9F0.material = "Glossy2-0000019F9844BAE0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.890] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][1.922] Define ImageMap: MIPMapFastImpl-0000019F983FF400_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C71B0: [
scene.textures.ImageFloatTexture-0000019F983C71B0.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C71B0.file = "MIPMapFastImpl-0000019F983FF400_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C71B0.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C71B0.gain = 1
scene.textures.ImageFloatTexture-0000019F983C71B0.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C71B0.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C71B0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.922] Texture definition: ImageFloatTexture-0000019F983C71B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F290: [
scene.textures.ConstantFloatTexture-0000019F9840F290.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F290.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.937] Texture definition: ConstantFloatTexture-0000019F9840F290
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FB90: [
scene.textures.ConstantFloatTexture-0000019F9840FB90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FB90.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.937] Texture definition: ConstantFloatTexture-0000019F9840FB90
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98455250: [
scene.textures.MixTexture-0000019F98455250.type = "mix"
scene.textures.MixTexture-0000019F98455250.amount = "ImageFloatTexture-0000019F983C71B0"
scene.textures.MixTexture-0000019F98455250.texture1 = "ConstantFloatTexture-0000019F9840F290"
scene.textures.MixTexture-0000019F98455250.texture2 = "ConstantFloatTexture-0000019F9840FB90"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.937] Texture definition: MixTexture-0000019F98455250
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F320: [
scene.textures.ConstantFloatTexture-0000019F9840F320.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F320.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.937] Texture definition: ConstantFloatTexture-0000019F9840F320
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401A40: [
scene.textures.ScaleTexture-0000019F98401A40.type = "scale"
scene.textures.ScaleTexture-0000019F98401A40.texture1 = "MixTexture-0000019F98455250"
scene.textures.ScaleTexture-0000019F98401A40.texture2 = "ConstantFloatTexture-0000019F9840F320"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][1.937] Texture definition: ScaleTexture-0000019F98401A40
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.015] Define ImageMap: MIPMapFastImpl-0000019F983FE380
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C72A0: [
scene.textures.ImageSpectrumTexture-0000019F983C72A0.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C72A0.file = "MIPMapFastImpl-0000019F983FE380"
scene.textures.ImageSpectrumTexture-0000019F983C72A0.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C72A0.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C72A0.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C72A0.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C72A0.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.015] Texture definition: ImageSpectrumTexture-0000019F983C72A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F55B50: [
scene.textures.ConstantRGBColorTexture-0000019F97F55B50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F55B50.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F55B50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840FCB0: [
scene.textures.ConstantFloatTexture-0000019F9840FCB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840FCB0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9840FCB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F950: [
scene.textures.ConstantFloatTexture-0000019F9840F950.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F950.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9840F950
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F680: [
scene.textures.ConstantFloatTexture-0000019F9840F680.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F680.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9840F680
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9840F3B0: [
scene.textures.ConstantFloatTexture-0000019F9840F3B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9840F3B0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9840F3B0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C590: [
scene.materials.Glossy2-0000019F9844C590.type = "glossy2"
scene.materials.Glossy2-0000019F9844C590.bumptex = "ScaleTexture-0000019F98401A40"
scene.materials.Glossy2-0000019F9844C590.kd = "ImageSpectrumTexture-0000019F983C72A0"
scene.materials.Glossy2-0000019F9844C590.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844C590.ka = "ConstantRGBColorTexture-0000019F97F55B50"
scene.materials.Glossy2-0000019F9844C590.uroughness = "ConstantFloatTexture-0000019F9840FCB0"
scene.materials.Glossy2-0000019F9844C590.vroughness = "ConstantFloatTexture-0000019F9840F950"
scene.materials.Glossy2-0000019F9844C590.d = "ConstantFloatTexture-0000019F9840F680"
scene.materials.Glossy2-0000019F9844C590.index = "ConstantFloatTexture-0000019F9840F3B0"
scene.materials.Glossy2-0000019F9844C590.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844C590
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F9854A750-0000019F9848EBD0.ply = "Mesh-0000019F9848EBD0"
scene.objects.Object-0000019F9854A750-0000019F9848EBD0.material = "Glossy2-0000019F9844C590"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FA90: [
scene.textures.ConstantFloatTexture-0000019F9845FA90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FA90.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FA90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460300: [
scene.textures.ConstantFloatTexture-0000019F98460300.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460300.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460300
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98456C90: [
scene.textures.MixTexture-0000019F98456C90.type = "mix"
scene.textures.MixTexture-0000019F98456C90.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F98456C90.texture1 = "ConstantFloatTexture-0000019F9845FA90"
scene.textures.MixTexture-0000019F98456C90.texture2 = "ConstantFloatTexture-0000019F98460300"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F98456C90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FCD0: [
scene.textures.ConstantFloatTexture-0000019F9845FCD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FCD0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FCD0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400FF0: [
scene.textures.ScaleTexture-0000019F98400FF0.type = "scale"
scene.textures.ScaleTexture-0000019F98400FF0.texture1 = "MixTexture-0000019F98456C90"
scene.textures.ScaleTexture-0000019F98400FF0.texture2 = "ConstantFloatTexture-0000019F9845FCD0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98400FF0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56050: [
scene.textures.ConstantRGBColorTexture-0000019F97F56050.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56050.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F56050
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984608A0: [
scene.textures.ConstantFloatTexture-0000019F984608A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984608A0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984608A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460660: [
scene.textures.ConstantFloatTexture-0000019F98460660.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460660.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460660
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FDF0: [
scene.textures.ConstantFloatTexture-0000019F9845FDF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FDF0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FDF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FA00: [
scene.textures.ConstantFloatTexture-0000019F9845FA00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FA00.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FA00
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844BE70: [
scene.materials.Glossy2-0000019F9844BE70.type = "glossy2"
scene.materials.Glossy2-0000019F9844BE70.bumptex = "ScaleTexture-0000019F98400FF0"
scene.materials.Glossy2-0000019F9844BE70.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F9844BE70.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844BE70.ka = "ConstantRGBColorTexture-0000019F97F56050"
scene.materials.Glossy2-0000019F9844BE70.uroughness = "ConstantFloatTexture-0000019F984608A0"
scene.materials.Glossy2-0000019F9844BE70.vroughness = "ConstantFloatTexture-0000019F98460660"
scene.materials.Glossy2-0000019F9844BE70.d = "ConstantFloatTexture-0000019F9845FDF0"
scene.materials.Glossy2-0000019F9844BE70.index = "ConstantFloatTexture-0000019F9845FA00"
scene.materials.Glossy2-0000019F9844BE70.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844BE70
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F985490D0-0000019F9848F350.ply = "Mesh-0000019F9848F350"
scene.objects.Object-0000019F985490D0-0000019F9848F350.material = "Glossy2-0000019F9844BE70"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459430: [
scene.textures.ConstantFloatTexture-0000019F98459430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459430.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459430
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AE10: [
scene.textures.ConstantFloatTexture-0000019F9845AE10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AE10.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845AE10
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984586D0: [
scene.textures.MixTexture-0000019F984586D0.type = "mix"
scene.textures.MixTexture-0000019F984586D0.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F984586D0.texture1 = "ConstantFloatTexture-0000019F98459430"
scene.textures.MixTexture-0000019F984586D0.texture2 = "ConstantFloatTexture-0000019F9845AE10"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F984586D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459C10: [
scene.textures.ConstantFloatTexture-0000019F98459C10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459C10.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459C10
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400D30: [
scene.textures.ScaleTexture-0000019F98400D30.type = "scale"
scene.textures.ScaleTexture-0000019F98400D30.texture1 = "MixTexture-0000019F984586D0"
scene.textures.ScaleTexture-0000019F98400D30.texture2 = "ConstantFloatTexture-0000019F98459C10"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98400D30
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F75A10: [
scene.textures.ConstantRGBColorTexture-0000019F97F75A10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F75A10.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F75A10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458CE0: [
scene.textures.ConstantFloatTexture-0000019F98458CE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458CE0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98458CE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459CA0: [
scene.textures.ConstantFloatTexture-0000019F98459CA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459CA0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459CA0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A000: [
scene.textures.ConstantFloatTexture-0000019F9845A000.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A000.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A000
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A3F0: [
scene.textures.ConstantFloatTexture-0000019F9845A3F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A3F0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A3F0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C330: [
scene.materials.Glossy2-0000019F9844C330.type = "glossy2"
scene.materials.Glossy2-0000019F9844C330.bumptex = "ScaleTexture-0000019F98400D30"
scene.materials.Glossy2-0000019F9844C330.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844C330.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844C330.ka = "ConstantRGBColorTexture-0000019F97F75A10"
scene.materials.Glossy2-0000019F9844C330.uroughness = "ConstantFloatTexture-0000019F98458CE0"
scene.materials.Glossy2-0000019F9844C330.vroughness = "ConstantFloatTexture-0000019F98459CA0"
scene.materials.Glossy2-0000019F9844C330.d = "ConstantFloatTexture-0000019F9845A000"
scene.materials.Glossy2-0000019F9844C330.index = "ConstantFloatTexture-0000019F9845A3F0"
scene.materials.Glossy2-0000019F9844C330.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844C330
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F98549250-0000019F9848F3F0.ply = "Mesh-0000019F9848F3F0"
scene.objects.Object-0000019F98549250-0000019F9848F3F0.material = "Glossy2-0000019F9844C330"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460270: [
scene.textures.ConstantFloatTexture-0000019F98460270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460270.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460270
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984606F0: [
scene.textures.ConstantFloatTexture-0000019F984606F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984606F0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984606F0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984580D0: [
scene.textures.MixTexture-0000019F984580D0.type = "mix"
scene.textures.MixTexture-0000019F984580D0.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F984580D0.texture1 = "ConstantFloatTexture-0000019F98460270"
scene.textures.MixTexture-0000019F984580D0.texture2 = "ConstantFloatTexture-0000019F984606F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F984580D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FB20: [
scene.textures.ConstantFloatTexture-0000019F9845FB20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FB20.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FB20
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400C80: [
scene.textures.ScaleTexture-0000019F98400C80.type = "scale"
scene.textures.ScaleTexture-0000019F98400C80.texture1 = "MixTexture-0000019F984580D0"
scene.textures.ScaleTexture-0000019F98400C80.texture2 = "ConstantFloatTexture-0000019F9845FB20"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98400C80
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F74E30: [
scene.textures.ConstantRGBColorTexture-0000019F97F74E30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F74E30.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F74E30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460030: [
scene.textures.ConstantFloatTexture-0000019F98460030.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460030.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460030
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984604B0: [
scene.textures.ConstantFloatTexture-0000019F984604B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984604B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984604B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FFA0: [
scene.textures.ConstantFloatTexture-0000019F9845FFA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FFA0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FFA0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FF10: [
scene.textures.ConstantFloatTexture-0000019F9845FF10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FF10.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FF10
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B880: [
scene.materials.Glossy2-0000019F9844B880.type = "glossy2"
scene.materials.Glossy2-0000019F9844B880.bumptex = "ScaleTexture-0000019F98400C80"
scene.materials.Glossy2-0000019F9844B880.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844B880.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B880.ka = "ConstantRGBColorTexture-0000019F97F74E30"
scene.materials.Glossy2-0000019F9844B880.uroughness = "ConstantFloatTexture-0000019F98460030"
scene.materials.Glossy2-0000019F9844B880.vroughness = "ConstantFloatTexture-0000019F984604B0"
scene.materials.Glossy2-0000019F9844B880.d = "ConstantFloatTexture-0000019F9845FFA0"
scene.materials.Glossy2-0000019F9844B880.index = "ConstantFloatTexture-0000019F9845FF10"
scene.materials.Glossy2-0000019F9844B880.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844B880
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0F50-0000019F9848F490.ply = "Mesh-0000019F9848F490"
scene.objects.Object-0000019F987E0F50-0000019F9848F490.material = "Glossy2-0000019F9844B880"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F850: [
scene.textures.ConstantFloatTexture-0000019F9845F850.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F850.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845F850
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460A50: [
scene.textures.ConstantFloatTexture-0000019F98460A50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460A50.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460A50
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98456390: [
scene.textures.MixTexture-0000019F98456390.type = "mix"
scene.textures.MixTexture-0000019F98456390.amount = "ImageFloatTexture-0000019F983C71B0"
scene.textures.MixTexture-0000019F98456390.texture1 = "ConstantFloatTexture-0000019F9845F850"
scene.textures.MixTexture-0000019F98456390.texture2 = "ConstantFloatTexture-0000019F98460A50"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F98456390
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460930: [
scene.textures.ConstantFloatTexture-0000019F98460930.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460930.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460930
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401830: [
scene.textures.ScaleTexture-0000019F98401830.type = "scale"
scene.textures.ScaleTexture-0000019F98401830.texture1 = "MixTexture-0000019F98456390"
scene.textures.ScaleTexture-0000019F98401830.texture2 = "ConstantFloatTexture-0000019F98460930"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98401830
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F74BB0: [
scene.textures.ConstantRGBColorTexture-0000019F97F74BB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F74BB0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F74BB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984601E0: [
scene.textures.ConstantFloatTexture-0000019F984601E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984601E0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984601E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984605D0: [
scene.textures.ConstantFloatTexture-0000019F984605D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984605D0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984605D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845FE80: [
scene.textures.ConstantFloatTexture-0000019F9845FE80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845FE80.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845FE80
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98460420: [
scene.textures.ConstantFloatTexture-0000019F98460420.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98460420.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98460420
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C200: [
scene.materials.Glossy2-0000019F9844C200.type = "glossy2"
scene.materials.Glossy2-0000019F9844C200.bumptex = "ScaleTexture-0000019F98401830"
scene.materials.Glossy2-0000019F9844C200.kd = "ImageSpectrumTexture-0000019F983C72A0"
scene.materials.Glossy2-0000019F9844C200.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844C200.ka = "ConstantRGBColorTexture-0000019F97F74BB0"
scene.materials.Glossy2-0000019F9844C200.uroughness = "ConstantFloatTexture-0000019F984601E0"
scene.materials.Glossy2-0000019F9844C200.vroughness = "ConstantFloatTexture-0000019F984605D0"
scene.materials.Glossy2-0000019F9844C200.d = "ConstantFloatTexture-0000019F9845FE80"
scene.materials.Glossy2-0000019F9844C200.index = "ConstantFloatTexture-0000019F98460420"
scene.materials.Glossy2-0000019F9844C200.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844C200
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0950-0000019F9848DA50.ply = "Mesh-0000019F9848DA50"
scene.objects.Object-0000019F987E0950-0000019F9848DA50.material = "Glossy2-0000019F9844C200"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A7E0: [
scene.textures.ConstantFloatTexture-0000019F9845A7E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A7E0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A7E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AEA0: [
scene.textures.ConstantFloatTexture-0000019F9845AEA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AEA0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845AEA0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98423690: [
scene.textures.MixTexture-0000019F98423690.type = "mix"
scene.textures.MixTexture-0000019F98423690.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F98423690.texture1 = "ConstantFloatTexture-0000019F9845A7E0"
scene.textures.MixTexture-0000019F98423690.texture2 = "ConstantFloatTexture-0000019F9845AEA0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F98423690
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459160: [
scene.textures.ConstantFloatTexture-0000019F98459160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459160.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459160
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98400DE0: [
scene.textures.ScaleTexture-0000019F98400DE0.type = "scale"
scene.textures.ScaleTexture-0000019F98400DE0.texture1 = "MixTexture-0000019F98423690"
scene.textures.ScaleTexture-0000019F98400DE0.texture2 = "ConstantFloatTexture-0000019F98459160"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98400DE0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F74930: [
scene.textures.ConstantRGBColorTexture-0000019F97F74930.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F74930.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F74930
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A240: [
scene.textures.ConstantFloatTexture-0000019F9845A240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A240.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A240
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A360: [
scene.textures.ConstantFloatTexture-0000019F9845A360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A360.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A360
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A900: [
scene.textures.ConstantFloatTexture-0000019F9845A900.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A900.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A900
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A630: [
scene.textures.ConstantFloatTexture-0000019F9845A630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A630.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A630
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844BD40: [
scene.materials.Glossy2-0000019F9844BD40.type = "glossy2"
scene.materials.Glossy2-0000019F9844BD40.bumptex = "ScaleTexture-0000019F98400DE0"
scene.materials.Glossy2-0000019F9844BD40.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F9844BD40.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844BD40.ka = "ConstantRGBColorTexture-0000019F97F74930"
scene.materials.Glossy2-0000019F9844BD40.uroughness = "ConstantFloatTexture-0000019F9845A240"
scene.materials.Glossy2-0000019F9844BD40.vroughness = "ConstantFloatTexture-0000019F9845A360"
scene.materials.Glossy2-0000019F9844BD40.d = "ConstantFloatTexture-0000019F9845A900"
scene.materials.Glossy2-0000019F9844BD40.index = "ConstantFloatTexture-0000019F9845A630"
scene.materials.Glossy2-0000019F9844BD40.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844BD40
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E10D0-0000019F9848D910.ply = "Mesh-0000019F9848D910"
scene.objects.Object-0000019F987E10D0-0000019F9848D910.material = "Glossy2-0000019F9844BD40"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AB40: [
scene.textures.ConstantFloatTexture-0000019F9845AB40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AB40.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845AB40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AF30: [
scene.textures.ConstantFloatTexture-0000019F9845AF30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AF30.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845AF30
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98422190: [
scene.textures.MixTexture-0000019F98422190.type = "mix"
scene.textures.MixTexture-0000019F98422190.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F98422190.texture1 = "ConstantFloatTexture-0000019F9845AB40"
scene.textures.MixTexture-0000019F98422190.texture2 = "ConstantFloatTexture-0000019F9845AF30"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F98422190
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AD80: [
scene.textures.ConstantFloatTexture-0000019F9845AD80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AD80.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845AD80
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984012B0: [
scene.textures.ScaleTexture-0000019F984012B0.type = "scale"
scene.textures.ScaleTexture-0000019F984012B0.texture1 = "MixTexture-0000019F98422190"
scene.textures.ScaleTexture-0000019F984012B0.texture2 = "ConstantFloatTexture-0000019F9845AD80"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F984012B0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F758D0: [
scene.textures.ConstantRGBColorTexture-0000019F97F758D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F758D0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F758D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459E50: [
scene.textures.ConstantFloatTexture-0000019F98459E50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459E50.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459E50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459B80: [
scene.textures.ConstantFloatTexture-0000019F98459B80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459B80.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459B80
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984593A0: [
scene.textures.ConstantFloatTexture-0000019F984593A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984593A0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984593A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458D70: [
scene.textures.ConstantFloatTexture-0000019F98458D70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458D70.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98458D70
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C460: [
scene.materials.Glossy2-0000019F9844C460.type = "glossy2"
scene.materials.Glossy2-0000019F9844C460.bumptex = "ScaleTexture-0000019F984012B0"
scene.materials.Glossy2-0000019F9844C460.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844C460.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844C460.ka = "ConstantRGBColorTexture-0000019F97F758D0"
scene.materials.Glossy2-0000019F9844C460.uroughness = "ConstantFloatTexture-0000019F98459E50"
scene.materials.Glossy2-0000019F9844C460.vroughness = "ConstantFloatTexture-0000019F98459B80"
scene.materials.Glossy2-0000019F9844C460.d = "ConstantFloatTexture-0000019F984593A0"
scene.materials.Glossy2-0000019F9844C460.index = "ConstantFloatTexture-0000019F98458D70"
scene.materials.Glossy2-0000019F9844C460.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844C460
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987DFED0-0000019F9848DAF0.ply = "Mesh-0000019F9848DAF0"
scene.objects.Object-0000019F987DFED0-0000019F9848DAF0.material = "Glossy2-0000019F9844C460"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459820: [
scene.textures.ConstantFloatTexture-0000019F98459820.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459820.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98459820
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A510: [
scene.textures.ConstantFloatTexture-0000019F9845A510.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A510.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A510
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98421AD0: [
scene.textures.MixTexture-0000019F98421AD0.type = "mix"
scene.textures.MixTexture-0000019F98421AD0.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F98421AD0.texture1 = "ConstantFloatTexture-0000019F98459820"
scene.textures.MixTexture-0000019F98421AD0.texture2 = "ConstantFloatTexture-0000019F9845A510"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: MixTexture-0000019F98421AD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A5A0: [
scene.textures.ConstantFloatTexture-0000019F9845A5A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A5A0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F9845A5A0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401150: [
scene.textures.ScaleTexture-0000019F98401150.type = "scale"
scene.textures.ScaleTexture-0000019F98401150.texture1 = "MixTexture-0000019F98421AD0"
scene.textures.ScaleTexture-0000019F98401150.texture2 = "ConstantFloatTexture-0000019F9845A5A0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ScaleTexture-0000019F98401150
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F749D0: [
scene.textures.ConstantRGBColorTexture-0000019F97F749D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F749D0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantRGBColorTexture-0000019F97F749D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984598B0: [
scene.textures.ConstantFloatTexture-0000019F984598B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984598B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984598B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458F20: [
scene.textures.ConstantFloatTexture-0000019F98458F20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458F20.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98458F20
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984590D0: [
scene.textures.ConstantFloatTexture-0000019F984590D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984590D0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984590D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458C50: [
scene.textures.ConstantFloatTexture-0000019F98458C50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458C50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F98458C50
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C0D0: [
scene.materials.Glossy2-0000019F9844C0D0.type = "glossy2"
scene.materials.Glossy2-0000019F9844C0D0.bumptex = "ScaleTexture-0000019F98401150"
scene.materials.Glossy2-0000019F9844C0D0.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F9844C0D0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844C0D0.ka = "ConstantRGBColorTexture-0000019F97F749D0"
scene.materials.Glossy2-0000019F9844C0D0.uroughness = "ConstantFloatTexture-0000019F984598B0"
scene.materials.Glossy2-0000019F9844C0D0.vroughness = "ConstantFloatTexture-0000019F98458F20"
scene.materials.Glossy2-0000019F9844C0D0.d = "ConstantFloatTexture-0000019F984590D0"
scene.materials.Glossy2-0000019F9844C0D0.index = "ConstantFloatTexture-0000019F98458C50"
scene.materials.Glossy2-0000019F9844C0D0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Material definition: Glossy2-0000019F9844C0D0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E1250-0000019F9848DFF0.ply = "Mesh-0000019F9848DFF0"
scene.objects.Object-0000019F987E1250-0000019F9848DFF0.material = "Glossy2-0000019F9844C0D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984594C0: [
scene.textures.ConstantFloatTexture-0000019F984594C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984594C0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.031] Texture definition: ConstantFloatTexture-0000019F984594C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459550: [
scene.textures.ConstantFloatTexture-0000019F98459550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459550.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459550
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984226D0: [
scene.textures.MixTexture-0000019F984226D0.type = "mix"
scene.textures.MixTexture-0000019F984226D0.amount = "ImageFloatTexture-0000019F983C71B0"
scene.textures.MixTexture-0000019F984226D0.texture1 = "ConstantFloatTexture-0000019F984594C0"
scene.textures.MixTexture-0000019F984226D0.texture2 = "ConstantFloatTexture-0000019F98459550"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F984226D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458BC0: [
scene.textures.ConstantFloatTexture-0000019F98458BC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458BC0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98458BC0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401780: [
scene.textures.ScaleTexture-0000019F98401780.type = "scale"
scene.textures.ScaleTexture-0000019F98401780.texture1 = "MixTexture-0000019F984226D0"
scene.textures.ScaleTexture-0000019F98401780.texture2 = "ConstantFloatTexture-0000019F98458BC0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401780
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F75B50: [
scene.textures.ConstantRGBColorTexture-0000019F97F75B50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F75B50.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F75B50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459DC0: [
scene.textures.ConstantFloatTexture-0000019F98459DC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459DC0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459DC0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459310: [
scene.textures.ConstantFloatTexture-0000019F98459310.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459310.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459310
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459280: [
scene.textures.ConstantFloatTexture-0000019F98459280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459280.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459280
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459D30: [
scene.textures.ConstantFloatTexture-0000019F98459D30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459D30.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459D30
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B9B0: [
scene.materials.Glossy2-0000019F9844B9B0.type = "glossy2"
scene.materials.Glossy2-0000019F9844B9B0.bumptex = "ScaleTexture-0000019F98401780"
scene.materials.Glossy2-0000019F9844B9B0.kd = "ImageSpectrumTexture-0000019F983C72A0"
scene.materials.Glossy2-0000019F9844B9B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B9B0.ka = "ConstantRGBColorTexture-0000019F97F75B50"
scene.materials.Glossy2-0000019F9844B9B0.uroughness = "ConstantFloatTexture-0000019F98459DC0"
scene.materials.Glossy2-0000019F9844B9B0.vroughness = "ConstantFloatTexture-0000019F98459310"
scene.materials.Glossy2-0000019F9844B9B0.d = "ConstantFloatTexture-0000019F98459280"
scene.materials.Glossy2-0000019F9844B9B0.index = "ConstantFloatTexture-0000019F98459D30"
scene.materials.Glossy2-0000019F9844B9B0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B9B0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0650-0000019F9848CD30.ply = "Mesh-0000019F9848CD30"
scene.objects.Object-0000019F987E0650-0000019F9848CD30.material = "Glossy2-0000019F9844B9B0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A750: [
scene.textures.ConstantFloatTexture-0000019F9845A750.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A750.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845A750
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A870: [
scene.textures.ConstantFloatTexture-0000019F9845A870.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A870.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845A870
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98421DD0: [
scene.textures.MixTexture-0000019F98421DD0.type = "mix"
scene.textures.MixTexture-0000019F98421DD0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98421DD0.texture1 = "ConstantFloatTexture-0000019F9845A750"
scene.textures.MixTexture-0000019F98421DD0.texture2 = "ConstantFloatTexture-0000019F9845A870"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98421DD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AA20: [
scene.textures.ConstantFloatTexture-0000019F9845AA20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AA20.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845AA20
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401D00: [
scene.textures.ScaleTexture-0000019F98401D00.type = "scale"
scene.textures.ScaleTexture-0000019F98401D00.texture1 = "MixTexture-0000019F98421DD0"
scene.textures.ScaleTexture-0000019F98401D00.texture2 = "ConstantFloatTexture-0000019F9845AA20"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401D00
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F75AB0: [
scene.textures.ConstantRGBColorTexture-0000019F97F75AB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F75AB0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F75AB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AC60: [
scene.textures.ConstantFloatTexture-0000019F9845AC60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AC60.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845AC60
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845ACF0: [
scene.textures.ConstantFloatTexture-0000019F9845ACF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845ACF0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845ACF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845ABD0: [
scene.textures.ConstantFloatTexture-0000019F9845ABD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845ABD0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845ABD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AAB0: [
scene.textures.ConstantFloatTexture-0000019F9845AAB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AAB0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845AAB0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B4F0: [
scene.materials.Glossy2-0000019F9844B4F0.type = "glossy2"
scene.materials.Glossy2-0000019F9844B4F0.bumptex = "ScaleTexture-0000019F98401D00"
scene.materials.Glossy2-0000019F9844B4F0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844B4F0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844B4F0.ka = "ConstantRGBColorTexture-0000019F97F75AB0"
scene.materials.Glossy2-0000019F9844B4F0.uroughness = "ConstantFloatTexture-0000019F9845AC60"
scene.materials.Glossy2-0000019F9844B4F0.vroughness = "ConstantFloatTexture-0000019F9845ACF0"
scene.materials.Glossy2-0000019F9844B4F0.d = "ConstantFloatTexture-0000019F9845ABD0"
scene.materials.Glossy2-0000019F9844B4F0.index = "ConstantFloatTexture-0000019F9845AAB0"
scene.materials.Glossy2-0000019F9844B4F0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B4F0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E01D0-0000019F9848CDD0.ply = "Mesh-0000019F9848CDD0"
scene.objects.Object-0000019F987E01D0-0000019F9848CDD0.material = "Glossy2-0000019F9844B4F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F984595E0: [
scene.textures.ConstantFloatTexture-0000019F984595E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984595E0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F984595E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A6C0: [
scene.textures.ConstantFloatTexture-0000019F9845A6C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A6C0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845A6C0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98422010: [
scene.textures.MixTexture-0000019F98422010.type = "mix"
scene.textures.MixTexture-0000019F98422010.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98422010.texture1 = "ConstantFloatTexture-0000019F984595E0"
scene.textures.MixTexture-0000019F98422010.texture2 = "ConstantFloatTexture-0000019F9845A6C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98422010
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A2D0: [
scene.textures.ConstantFloatTexture-0000019F9845A2D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A2D0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845A2D0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98402120: [
scene.textures.ScaleTexture-0000019F98402120.type = "scale"
scene.textures.ScaleTexture-0000019F98402120.texture1 = "MixTexture-0000019F98422010"
scene.textures.ScaleTexture-0000019F98402120.texture2 = "ConstantFloatTexture-0000019F9845A2D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98402120
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F74B10: [
scene.textures.ConstantRGBColorTexture-0000019F97F74B10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F74B10.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F74B10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459F70: [
scene.textures.ConstantFloatTexture-0000019F98459F70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459F70.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459F70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845A120: [
scene.textures.ConstantFloatTexture-0000019F9845A120.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845A120.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845A120
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459EE0: [
scene.textures.ConstantFloatTexture-0000019F98459EE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459EE0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459EE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459A60: [
scene.textures.ConstantFloatTexture-0000019F98459A60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459A60.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459A60
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B030: [
scene.materials.Glossy2-0000019F9844B030.type = "glossy2"
scene.materials.Glossy2-0000019F9844B030.bumptex = "ScaleTexture-0000019F98402120"
scene.materials.Glossy2-0000019F9844B030.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844B030.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B030.ka = "ConstantRGBColorTexture-0000019F97F74B10"
scene.materials.Glossy2-0000019F9844B030.uroughness = "ConstantFloatTexture-0000019F98459F70"
scene.materials.Glossy2-0000019F9844B030.vroughness = "ConstantFloatTexture-0000019F9845A120"
scene.materials.Glossy2-0000019F9844B030.d = "ConstantFloatTexture-0000019F98459EE0"
scene.materials.Glossy2-0000019F9844B030.index = "ConstantFloatTexture-0000019F98459A60"
scene.materials.Glossy2-0000019F9844B030.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B030
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0C50-0000019F9848FC10.ply = "Mesh-0000019F9848FC10"
scene.objects.Object-0000019F987E0C50-0000019F9848FC10.material = "Glossy2-0000019F9844B030"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B290: [
scene.textures.ConstantFloatTexture-0000019F9845B290.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B290.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B290
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D180: [
scene.textures.ConstantFloatTexture-0000019F9845D180.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D180.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D180
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98425BA0: [
scene.textures.MixTexture-0000019F98425BA0.type = "mix"
scene.textures.MixTexture-0000019F98425BA0.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F98425BA0.texture1 = "ConstantFloatTexture-0000019F9845B290"
scene.textures.MixTexture-0000019F98425BA0.texture2 = "ConstantFloatTexture-0000019F9845D180"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98425BA0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B680: [
scene.textures.ConstantFloatTexture-0000019F9845B680.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B680.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B680
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401570: [
scene.textures.ScaleTexture-0000019F98401570.type = "scale"
scene.textures.ScaleTexture-0000019F98401570.texture1 = "MixTexture-0000019F98425BA0"
scene.textures.ScaleTexture-0000019F98401570.texture2 = "ConstantFloatTexture-0000019F9845B680"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401570
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F750B0: [
scene.textures.ConstantRGBColorTexture-0000019F97F750B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F750B0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F750B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C7F0: [
scene.textures.ConstantFloatTexture-0000019F9845C7F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C7F0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C7F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CAC0: [
scene.textures.ConstantFloatTexture-0000019F9845CAC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CAC0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CAC0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B050: [
scene.textures.ConstantFloatTexture-0000019F9845B050.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B050.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B050
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B0E0: [
scene.textures.ConstantFloatTexture-0000019F9845B0E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B0E0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B0E0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844ADD0: [
scene.materials.Glossy2-0000019F9844ADD0.type = "glossy2"
scene.materials.Glossy2-0000019F9844ADD0.bumptex = "ScaleTexture-0000019F98401570"
scene.materials.Glossy2-0000019F9844ADD0.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F9844ADD0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844ADD0.ka = "ConstantRGBColorTexture-0000019F97F750B0"
scene.materials.Glossy2-0000019F9844ADD0.uroughness = "ConstantFloatTexture-0000019F9845C7F0"
scene.materials.Glossy2-0000019F9844ADD0.vroughness = "ConstantFloatTexture-0000019F9845CAC0"
scene.materials.Glossy2-0000019F9844ADD0.d = "ConstantFloatTexture-0000019F9845B050"
scene.materials.Glossy2-0000019F9844ADD0.index = "ConstantFloatTexture-0000019F9845B0E0"
scene.materials.Glossy2-0000019F9844ADD0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844ADD0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E07D0-0000019F984904D0.ply = "Mesh-0000019F984904D0"
scene.objects.Object-0000019F987E07D0-0000019F984904D0.material = "Glossy2-0000019F9844ADD0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B7A0: [
scene.textures.ConstantFloatTexture-0000019F9845B7A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B7A0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B7A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B200: [
scene.textures.ConstantFloatTexture-0000019F9845B200.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B200.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B200
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98425A20: [
scene.textures.MixTexture-0000019F98425A20.type = "mix"
scene.textures.MixTexture-0000019F98425A20.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F98425A20.texture1 = "ConstantFloatTexture-0000019F9845B7A0"
scene.textures.MixTexture-0000019F98425A20.texture2 = "ConstantFloatTexture-0000019F9845B200"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98425A20
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845AFC0: [
scene.textures.ConstantFloatTexture-0000019F9845AFC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845AFC0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845AFC0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401360: [
scene.textures.ScaleTexture-0000019F98401360.type = "scale"
scene.textures.ScaleTexture-0000019F98401360.texture1 = "MixTexture-0000019F98425A20"
scene.textures.ScaleTexture-0000019F98401360.texture2 = "ConstantFloatTexture-0000019F9845AFC0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401360
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F74F70: [
scene.textures.ConstantRGBColorTexture-0000019F97F74F70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F74F70.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F74F70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CF40: [
scene.textures.ConstantFloatTexture-0000019F9845CF40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CF40.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CF40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C760: [
scene.textures.ConstantFloatTexture-0000019F9845C760.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C760.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C760
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C010: [
scene.textures.ConstantFloatTexture-0000019F9845C010.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C010.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C010
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D210: [
scene.textures.ConstantFloatTexture-0000019F9845D210.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D210.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D210
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C920: [
scene.materials.Glossy2-0000019F9844C920.type = "glossy2"
scene.materials.Glossy2-0000019F9844C920.bumptex = "ScaleTexture-0000019F98401360"
scene.materials.Glossy2-0000019F9844C920.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F9844C920.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844C920.ka = "ConstantRGBColorTexture-0000019F97F74F70"
scene.materials.Glossy2-0000019F9844C920.uroughness = "ConstantFloatTexture-0000019F9845CF40"
scene.materials.Glossy2-0000019F9844C920.vroughness = "ConstantFloatTexture-0000019F9845C760"
scene.materials.Glossy2-0000019F9844C920.d = "ConstantFloatTexture-0000019F9845C010"
scene.materials.Glossy2-0000019F9844C920.index = "ConstantFloatTexture-0000019F9845D210"
scene.materials.Glossy2-0000019F9844C920.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844C920
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987DFBD0-0000019F9848FDF0.ply = "Mesh-0000019F9848FDF0"
scene.objects.Object-0000019F987DFBD0-0000019F9848FDF0.material = "Glossy2-0000019F9844C920"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459AF0: [
scene.textures.ConstantFloatTexture-0000019F98459AF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459AF0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459AF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458E90: [
scene.textures.ConstantFloatTexture-0000019F98458E90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458E90.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98458E90
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98421950: [
scene.textures.MixTexture-0000019F98421950.type = "mix"
scene.textures.MixTexture-0000019F98421950.amount = "ImageFloatTexture-0000019F983C6EE0"
scene.textures.MixTexture-0000019F98421950.texture1 = "ConstantFloatTexture-0000019F98459AF0"
scene.textures.MixTexture-0000019F98421950.texture2 = "ConstantFloatTexture-0000019F98458E90"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98421950
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98458FB0: [
scene.textures.ConstantFloatTexture-0000019F98458FB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98458FB0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98458FB0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984014C0: [
scene.textures.ScaleTexture-0000019F984014C0.type = "scale"
scene.textures.ScaleTexture-0000019F984014C0.texture1 = "MixTexture-0000019F98421950"
scene.textures.ScaleTexture-0000019F984014C0.texture2 = "ConstantFloatTexture-0000019F98458FB0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984014C0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F75470: [
scene.textures.ConstantRGBColorTexture-0000019F97F75470.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F75470.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F75470
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459700: [
scene.textures.ConstantFloatTexture-0000019F98459700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459700.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459700
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459790: [
scene.textures.ConstantFloatTexture-0000019F98459790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459790.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459790
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459670: [
scene.textures.ConstantFloatTexture-0000019F98459670.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459670.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459670
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F98459040: [
scene.textures.ConstantFloatTexture-0000019F98459040.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98459040.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F98459040
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844C6C0: [
scene.materials.Glossy2-0000019F9844C6C0.type = "glossy2"
scene.materials.Glossy2-0000019F9844C6C0.bumptex = "ScaleTexture-0000019F984014C0"
scene.materials.Glossy2-0000019F9844C6C0.kd = "ImageSpectrumTexture-0000019F983C7ED0"
scene.materials.Glossy2-0000019F9844C6C0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844C6C0.ka = "ConstantRGBColorTexture-0000019F97F75470"
scene.materials.Glossy2-0000019F9844C6C0.uroughness = "ConstantFloatTexture-0000019F98459700"
scene.materials.Glossy2-0000019F9844C6C0.vroughness = "ConstantFloatTexture-0000019F98459790"
scene.materials.Glossy2-0000019F9844C6C0.d = "ConstantFloatTexture-0000019F98459670"
scene.materials.Glossy2-0000019F9844C6C0.index = "ConstantFloatTexture-0000019F98459040"
scene.materials.Glossy2-0000019F9844C6C0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844C6C0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0DD0-0000019F9848FE90.ply = "Mesh-0000019F9848FE90"
scene.objects.Object-0000019F987E0DD0-0000019F9848FE90.material = "Glossy2-0000019F9844C6C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BD40: [
scene.textures.ConstantFloatTexture-0000019F9845BD40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BD40.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BD40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B560: [
scene.textures.ConstantFloatTexture-0000019F9845B560.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B560.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B560
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98426560: [
scene.textures.MixTexture-0000019F98426560.type = "mix"
scene.textures.MixTexture-0000019F98426560.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98426560.texture1 = "ConstantFloatTexture-0000019F9845BD40"
scene.textures.MixTexture-0000019F98426560.texture2 = "ConstantFloatTexture-0000019F9845B560"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98426560
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B710: [
scene.textures.ConstantFloatTexture-0000019F9845B710.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B710.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B710
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401620: [
scene.textures.ScaleTexture-0000019F98401620.type = "scale"
scene.textures.ScaleTexture-0000019F98401620.texture1 = "MixTexture-0000019F98426560"
scene.textures.ScaleTexture-0000019F98401620.texture2 = "ConstantFloatTexture-0000019F9845B710"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401620
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F75510: [
scene.textures.ConstantRGBColorTexture-0000019F97F75510.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F75510.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F75510
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BDD0: [
scene.textures.ConstantFloatTexture-0000019F9845BDD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BDD0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BDD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CEB0: [
scene.textures.ConstantFloatTexture-0000019F9845CEB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CEB0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CEB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B5F0: [
scene.textures.ConstantFloatTexture-0000019F9845B5F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B5F0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B5F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BCB0: [
scene.textures.ConstantFloatTexture-0000019F9845BCB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BCB0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BCB0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844AF00: [
scene.materials.Glossy2-0000019F9844AF00.type = "glossy2"
scene.materials.Glossy2-0000019F9844AF00.bumptex = "ScaleTexture-0000019F98401620"
scene.materials.Glossy2-0000019F9844AF00.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844AF00.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844AF00.ka = "ConstantRGBColorTexture-0000019F97F75510"
scene.materials.Glossy2-0000019F9844AF00.uroughness = "ConstantFloatTexture-0000019F9845BDD0"
scene.materials.Glossy2-0000019F9844AF00.vroughness = "ConstantFloatTexture-0000019F9845CEB0"
scene.materials.Glossy2-0000019F9844AF00.d = "ConstantFloatTexture-0000019F9845B5F0"
scene.materials.Glossy2-0000019F9844AF00.index = "ConstantFloatTexture-0000019F9845BCB0"
scene.materials.Glossy2-0000019F9844AF00.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844AF00
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0050-0000019F984909D0.ply = "Mesh-0000019F984909D0"
scene.objects.Object-0000019F987E0050-0000019F984909D0.material = "Glossy2-0000019F9844AF00"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C520: [
scene.textures.ConstantFloatTexture-0000019F9845C520.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C520.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C520
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BE60: [
scene.textures.ConstantFloatTexture-0000019F9845BE60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BE60.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BE60
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98424760: [
scene.textures.MixTexture-0000019F98424760.type = "mix"
scene.textures.MixTexture-0000019F98424760.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98424760.texture1 = "ConstantFloatTexture-0000019F9845C520"
scene.textures.MixTexture-0000019F98424760.texture2 = "ConstantFloatTexture-0000019F9845BE60"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98424760
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CB50: [
scene.textures.ConstantFloatTexture-0000019F9845CB50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CB50.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CB50
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401990: [
scene.textures.ScaleTexture-0000019F98401990.type = "scale"
scene.textures.ScaleTexture-0000019F98401990.texture1 = "MixTexture-0000019F98424760"
scene.textures.ScaleTexture-0000019F98401990.texture2 = "ConstantFloatTexture-0000019F9845CB50"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401990
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56550: [
scene.textures.ConstantRGBColorTexture-0000019F97F56550.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56550.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F56550
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B170: [
scene.textures.ConstantFloatTexture-0000019F9845B170.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B170.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B170
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C130: [
scene.textures.ConstantFloatTexture-0000019F9845C130.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C130.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C130
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BEF0: [
scene.textures.ConstantFloatTexture-0000019F9845BEF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BEF0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BEF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C0A0: [
scene.textures.ConstantFloatTexture-0000019F9845C0A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C0A0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C0A0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844AB70: [
scene.materials.Glossy2-0000019F9844AB70.type = "glossy2"
scene.materials.Glossy2-0000019F9844AB70.bumptex = "ScaleTexture-0000019F98401990"
scene.materials.Glossy2-0000019F9844AB70.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844AB70.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844AB70.ka = "ConstantRGBColorTexture-0000019F97F56550"
scene.materials.Glossy2-0000019F9844AB70.uroughness = "ConstantFloatTexture-0000019F9845B170"
scene.materials.Glossy2-0000019F9844AB70.vroughness = "ConstantFloatTexture-0000019F9845C130"
scene.materials.Glossy2-0000019F9844AB70.d = "ConstantFloatTexture-0000019F9845BEF0"
scene.materials.Glossy2-0000019F9844AB70.index = "ConstantFloatTexture-0000019F9845C0A0"
scene.materials.Glossy2-0000019F9844AB70.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844AB70
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987DFD50-0000019F98490750.ply = "Mesh-0000019F98490750"
scene.objects.Object-0000019F987DFD50-0000019F98490750.material = "Glossy2-0000019F9844AB70"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D060: [
scene.textures.ConstantFloatTexture-0000019F9845D060.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D060.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D060
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C370: [
scene.textures.ConstantFloatTexture-0000019F9845C370.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C370.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C370
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98426320: [
scene.textures.MixTexture-0000019F98426320.type = "mix"
scene.textures.MixTexture-0000019F98426320.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98426320.texture1 = "ConstantFloatTexture-0000019F9845D060"
scene.textures.MixTexture-0000019F98426320.texture2 = "ConstantFloatTexture-0000019F9845C370"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98426320
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CBE0: [
scene.textures.ConstantFloatTexture-0000019F9845CBE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CBE0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CBE0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F98401BA0: [
scene.textures.ScaleTexture-0000019F98401BA0.type = "scale"
scene.textures.ScaleTexture-0000019F98401BA0.texture1 = "MixTexture-0000019F98426320"
scene.textures.ScaleTexture-0000019F98401BA0.texture2 = "ConstantFloatTexture-0000019F9845CBE0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F98401BA0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F56910: [
scene.textures.ConstantRGBColorTexture-0000019F97F56910.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F56910.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F56910
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CFD0: [
scene.textures.ConstantFloatTexture-0000019F9845CFD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CFD0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CFD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D2A0: [
scene.textures.ConstantFloatTexture-0000019F9845D2A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D2A0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D2A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C5B0: [
scene.textures.ConstantFloatTexture-0000019F9845C5B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C5B0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C5B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B320: [
scene.textures.ConstantFloatTexture-0000019F9845B320.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B320.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B320
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B160: [
scene.materials.Glossy2-0000019F9844B160.type = "glossy2"
scene.materials.Glossy2-0000019F9844B160.bumptex = "ScaleTexture-0000019F98401BA0"
scene.materials.Glossy2-0000019F9844B160.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844B160.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B160.ka = "ConstantRGBColorTexture-0000019F97F56910"
scene.materials.Glossy2-0000019F9844B160.uroughness = "ConstantFloatTexture-0000019F9845CFD0"
scene.materials.Glossy2-0000019F9844B160.vroughness = "ConstantFloatTexture-0000019F9845D2A0"
scene.materials.Glossy2-0000019F9844B160.d = "ConstantFloatTexture-0000019F9845C5B0"
scene.materials.Glossy2-0000019F9844B160.index = "ConstantFloatTexture-0000019F9845B320"
scene.materials.Glossy2-0000019F9844B160.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B160
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0350-0000019F98490B10.ply = "Mesh-0000019F98490B10"
scene.objects.Object-0000019F987E0350-0000019F98490B10.material = "Glossy2-0000019F9844B160"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D0F0: [
scene.textures.ConstantFloatTexture-0000019F9845D0F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D0F0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D0F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B8C0: [
scene.textures.ConstantFloatTexture-0000019F9845B8C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B8C0.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B8C0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98426FE0: [
scene.textures.MixTexture-0000019F98426FE0.type = "mix"
scene.textures.MixTexture-0000019F98426FE0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98426FE0.texture1 = "ConstantFloatTexture-0000019F9845D0F0"
scene.textures.MixTexture-0000019F98426FE0.texture2 = "ConstantFloatTexture-0000019F9845B8C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98426FE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CC70: [
scene.textures.ConstantFloatTexture-0000019F9845CC70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CC70.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CC70
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D7760: [
scene.textures.ScaleTexture-0000019F984D7760.type = "scale"
scene.textures.ScaleTexture-0000019F984D7760.texture1 = "MixTexture-0000019F98426FE0"
scene.textures.ScaleTexture-0000019F984D7760.texture2 = "ConstantFloatTexture-0000019F9845CC70"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984D7760
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F755B0: [
scene.textures.ConstantRGBColorTexture-0000019F97F755B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F755B0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F97F755B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B3B0: [
scene.textures.ConstantFloatTexture-0000019F9845B3B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B3B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B3B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C640: [
scene.textures.ConstantFloatTexture-0000019F9845C640.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C640.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C640
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CD00: [
scene.textures.ConstantFloatTexture-0000019F9845CD00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CD00.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CD00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C1C0: [
scene.textures.ConstantFloatTexture-0000019F9845C1C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C1C0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C1C0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B3C0: [
scene.materials.Glossy2-0000019F9844B3C0.type = "glossy2"
scene.materials.Glossy2-0000019F9844B3C0.bumptex = "ScaleTexture-0000019F984D7760"
scene.materials.Glossy2-0000019F9844B3C0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844B3C0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9844B3C0.ka = "ConstantRGBColorTexture-0000019F97F755B0"
scene.materials.Glossy2-0000019F9844B3C0.uroughness = "ConstantFloatTexture-0000019F9845B3B0"
scene.materials.Glossy2-0000019F9844B3C0.vroughness = "ConstantFloatTexture-0000019F9845C640"
scene.materials.Glossy2-0000019F9844B3C0.d = "ConstantFloatTexture-0000019F9845CD00"
scene.materials.Glossy2-0000019F9844B3C0.index = "ConstantFloatTexture-0000019F9845C1C0"
scene.materials.Glossy2-0000019F9844B3C0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B3C0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E04D0-0000019F9848FF30.ply = "Mesh-0000019F9848FF30"
scene.objects.Object-0000019F987E04D0-0000019F9848FF30.material = "Glossy2-0000019F9844B3C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BA70: [
scene.textures.ConstantFloatTexture-0000019F9845BA70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BA70.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BA70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BB00: [
scene.textures.ConstantFloatTexture-0000019F9845BB00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BB00.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BB00
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98495FF0: [
scene.textures.MixTexture-0000019F98495FF0.type = "mix"
scene.textures.MixTexture-0000019F98495FF0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98495FF0.texture1 = "ConstantFloatTexture-0000019F9845BA70"
scene.textures.MixTexture-0000019F98495FF0.texture2 = "ConstantFloatTexture-0000019F9845BB00"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98495FF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CA30: [
scene.textures.ConstantFloatTexture-0000019F9845CA30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CA30.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CA30
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D6420: [
scene.textures.ScaleTexture-0000019F984D6420.type = "scale"
scene.textures.ScaleTexture-0000019F984D6420.texture1 = "MixTexture-0000019F98495FF0"
scene.textures.ScaleTexture-0000019F984D6420.texture2 = "ConstantFloatTexture-0000019F9845CA30"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984D6420
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493F90: [
scene.textures.ConstantRGBColorTexture-0000019F98493F90.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493F90.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F98493F90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BC20: [
scene.textures.ConstantFloatTexture-0000019F9845BC20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BC20.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BC20
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845CE20: [
scene.textures.ConstantFloatTexture-0000019F9845CE20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845CE20.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845CE20
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845BB90: [
scene.textures.ConstantFloatTexture-0000019F9845BB90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845BB90.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845BB90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C2E0: [
scene.textures.ConstantFloatTexture-0000019F9845C2E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C2E0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C2E0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98429230: [
scene.materials.Glossy2-0000019F98429230.type = "glossy2"
scene.materials.Glossy2-0000019F98429230.bumptex = "ScaleTexture-0000019F984D6420"
scene.materials.Glossy2-0000019F98429230.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429230.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98429230.ka = "ConstantRGBColorTexture-0000019F98493F90"
scene.materials.Glossy2-0000019F98429230.uroughness = "ConstantFloatTexture-0000019F9845BC20"
scene.materials.Glossy2-0000019F98429230.vroughness = "ConstantFloatTexture-0000019F9845CE20"
scene.materials.Glossy2-0000019F98429230.d = "ConstantFloatTexture-0000019F9845BB90"
scene.materials.Glossy2-0000019F98429230.index = "ConstantFloatTexture-0000019F9845C2E0"
scene.materials.Glossy2-0000019F98429230.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F98429230
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E0AD0-0000019F984906B0.ply = "Mesh-0000019F984906B0"
scene.objects.Object-0000019F987E0AD0-0000019F984906B0.material = "Glossy2-0000019F98429230"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C6D0: [
scene.textures.ConstantFloatTexture-0000019F9845C6D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C6D0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C6D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B440: [
scene.textures.ConstantFloatTexture-0000019F9845B440.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B440.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B440
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984279A0: [
scene.textures.MixTexture-0000019F984279A0.type = "mix"
scene.textures.MixTexture-0000019F984279A0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984279A0.texture1 = "ConstantFloatTexture-0000019F9845C6D0"
scene.textures.MixTexture-0000019F984279A0.texture2 = "ConstantFloatTexture-0000019F9845B440"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F984279A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B4D0: [
scene.textures.ConstantFloatTexture-0000019F9845B4D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B4D0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B4D0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D5C90: [
scene.textures.ScaleTexture-0000019F984D5C90.type = "scale"
scene.textures.ScaleTexture-0000019F984D5C90.texture1 = "MixTexture-0000019F984279A0"
scene.textures.ScaleTexture-0000019F984D5C90.texture2 = "ConstantFloatTexture-0000019F9845B4D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984D5C90
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98491D30: [
scene.textures.ConstantRGBColorTexture-0000019F98491D30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98491D30.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F98491D30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B9E0: [
scene.textures.ConstantFloatTexture-0000019F9845B9E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B9E0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B9E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C250: [
scene.textures.ConstantFloatTexture-0000019F9845C250.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C250.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C250
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845B950: [
scene.textures.ConstantFloatTexture-0000019F9845B950.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845B950.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845B950
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845C880: [
scene.textures.ConstantFloatTexture-0000019F9845C880.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845C880.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845C880
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F9844B620: [
scene.materials.Glossy2-0000019F9844B620.type = "glossy2"
scene.materials.Glossy2-0000019F9844B620.bumptex = "ScaleTexture-0000019F984D5C90"
scene.materials.Glossy2-0000019F9844B620.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9844B620.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9844B620.ka = "ConstantRGBColorTexture-0000019F98491D30"
scene.materials.Glossy2-0000019F9844B620.uroughness = "ConstantFloatTexture-0000019F9845B9E0"
scene.materials.Glossy2-0000019F9844B620.vroughness = "ConstantFloatTexture-0000019F9845C250"
scene.materials.Glossy2-0000019F9844B620.d = "ConstantFloatTexture-0000019F9845B950"
scene.materials.Glossy2-0000019F9844B620.index = "ConstantFloatTexture-0000019F9845C880"
scene.materials.Glossy2-0000019F9844B620.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F9844B620
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E13D0-0000019F9848FAD0.ply = "Mesh-0000019F9848FAD0"
scene.objects.Object-0000019F987E13D0-0000019F9848FAD0.material = "Glossy2-0000019F9844B620"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E380: [
scene.textures.ConstantFloatTexture-0000019F9845E380.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E380.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845E380
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D8D0: [
scene.textures.ConstantFloatTexture-0000019F9845D8D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D8D0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D8D0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98496EF0: [
scene.textures.MixTexture-0000019F98496EF0.type = "mix"
scene.textures.MixTexture-0000019F98496EF0.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F98496EF0.texture1 = "ConstantFloatTexture-0000019F9845E380"
scene.textures.MixTexture-0000019F98496EF0.texture2 = "ConstantFloatTexture-0000019F9845D8D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F98496EF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DDE0: [
scene.textures.ConstantFloatTexture-0000019F9845DDE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DDE0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845DDE0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D68F0: [
scene.textures.ScaleTexture-0000019F984D68F0.type = "scale"
scene.textures.ScaleTexture-0000019F984D68F0.texture1 = "MixTexture-0000019F98496EF0"
scene.textures.ScaleTexture-0000019F984D68F0.texture2 = "ConstantFloatTexture-0000019F9845DDE0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984D68F0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984943F0: [
scene.textures.ConstantRGBColorTexture-0000019F984943F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984943F0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F984943F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E890: [
scene.textures.ConstantFloatTexture-0000019F9845E890.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E890.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845E890
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DCC0: [
scene.textures.ConstantFloatTexture-0000019F9845DCC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DCC0.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845DCC0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F2B0: [
scene.textures.ConstantFloatTexture-0000019F9845F2B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F2B0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845F2B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F100: [
scene.textures.ConstantFloatTexture-0000019F9845F100.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F100.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845F100
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984282C0: [
scene.materials.Glossy2-0000019F984282C0.type = "glossy2"
scene.materials.Glossy2-0000019F984282C0.bumptex = "ScaleTexture-0000019F984D68F0"
scene.materials.Glossy2-0000019F984282C0.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F984282C0.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F984282C0.ka = "ConstantRGBColorTexture-0000019F984943F0"
scene.materials.Glossy2-0000019F984282C0.uroughness = "ConstantFloatTexture-0000019F9845E890"
scene.materials.Glossy2-0000019F984282C0.vroughness = "ConstantFloatTexture-0000019F9845DCC0"
scene.materials.Glossy2-0000019F984282C0.d = "ConstantFloatTexture-0000019F9845F2B0"
scene.materials.Glossy2-0000019F984282C0.index = "ConstantFloatTexture-0000019F9845F100"
scene.materials.Glossy2-0000019F984282C0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F984282C0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E1550-0000019F98490570.ply = "Mesh-0000019F98490570"
scene.objects.Object-0000019F987E1550-0000019F98490570.material = "Glossy2-0000019F984282C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F4F0: [
scene.textures.ConstantFloatTexture-0000019F9845F4F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F4F0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845F4F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E1D0: [
scene.textures.ConstantFloatTexture-0000019F9845E1D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E1D0.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845E1D0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984972B0: [
scene.textures.MixTexture-0000019F984972B0.type = "mix"
scene.textures.MixTexture-0000019F984972B0.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F984972B0.texture1 = "ConstantFloatTexture-0000019F9845F4F0"
scene.textures.MixTexture-0000019F984972B0.texture2 = "ConstantFloatTexture-0000019F9845E1D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: MixTexture-0000019F984972B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E920: [
scene.textures.ConstantFloatTexture-0000019F9845E920.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E920.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845E920
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D7130: [
scene.textures.ScaleTexture-0000019F984D7130.type = "scale"
scene.textures.ScaleTexture-0000019F984D7130.texture1 = "MixTexture-0000019F984972B0"
scene.textures.ScaleTexture-0000019F984D7130.texture2 = "ConstantFloatTexture-0000019F9845E920"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ScaleTexture-0000019F984D7130
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984939F0: [
scene.textures.ConstantRGBColorTexture-0000019F984939F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984939F0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantRGBColorTexture-0000019F984939F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F730: [
scene.textures.ConstantFloatTexture-0000019F9845F730.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F730.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845F730
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D9F0: [
scene.textures.ConstantFloatTexture-0000019F9845D9F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D9F0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D9F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EF50: [
scene.textures.ConstantFloatTexture-0000019F9845EF50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EF50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845EF50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D960: [
scene.textures.ConstantFloatTexture-0000019F9845D960.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D960.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Texture definition: ConstantFloatTexture-0000019F9845D960
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428780: [
scene.materials.Glossy2-0000019F98428780.type = "glossy2"
scene.materials.Glossy2-0000019F98428780.bumptex = "ScaleTexture-0000019F984D7130"
scene.materials.Glossy2-0000019F98428780.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F98428780.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98428780.ka = "ConstantRGBColorTexture-0000019F984939F0"
scene.materials.Glossy2-0000019F98428780.uroughness = "ConstantFloatTexture-0000019F9845F730"
scene.materials.Glossy2-0000019F98428780.vroughness = "ConstantFloatTexture-0000019F9845D9F0"
scene.materials.Glossy2-0000019F98428780.d = "ConstantFloatTexture-0000019F9845EF50"
scene.materials.Glossy2-0000019F98428780.index = "ConstantFloatTexture-0000019F9845D960"
scene.materials.Glossy2-0000019F98428780.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Material definition: Glossy2-0000019F98428780
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987E16D0-0000019F9848FB70.ply = "Mesh-0000019F9848FB70"
scene.objects.Object-0000019F987E16D0-0000019F9848FB70.material = "Glossy2-0000019F98428780"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.047] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F460: [
scene.textures.ConstantFloatTexture-0000019F9845F460.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F460.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F460
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F580: [
scene.textures.ConstantFloatTexture-0000019F9845F580.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F580.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F580
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98496D70: [
scene.textures.MixTexture-0000019F98496D70.type = "mix"
scene.textures.MixTexture-0000019F98496D70.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F98496D70.texture1 = "ConstantFloatTexture-0000019F9845F460"
scene.textures.MixTexture-0000019F98496D70.texture2 = "ConstantFloatTexture-0000019F9845F580"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: MixTexture-0000019F98496D70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EDA0: [
scene.textures.ConstantFloatTexture-0000019F9845EDA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EDA0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845EDA0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D7810: [
scene.textures.ScaleTexture-0000019F984D7810.type = "scale"
scene.textures.ScaleTexture-0000019F984D7810.texture1 = "MixTexture-0000019F98496D70"
scene.textures.ScaleTexture-0000019F984D7810.texture2 = "ConstantFloatTexture-0000019F9845EDA0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ScaleTexture-0000019F984D7810
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493590: [
scene.textures.ConstantRGBColorTexture-0000019F98493590.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493590.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantRGBColorTexture-0000019F98493590
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F340: [
scene.textures.ConstantFloatTexture-0000019F9845F340.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F340.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F340
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F3D0: [
scene.textures.ConstantFloatTexture-0000019F9845F3D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F3D0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F3D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E410: [
scene.textures.ConstantFloatTexture-0000019F9845E410.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E410.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845E410
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DF00: [
scene.textures.ConstantFloatTexture-0000019F9845DF00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DF00.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845DF00
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428060: [
scene.materials.Glossy2-0000019F98428060.type = "glossy2"
scene.materials.Glossy2-0000019F98428060.bumptex = "ScaleTexture-0000019F984D7810"
scene.materials.Glossy2-0000019F98428060.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F98428060.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98428060.ka = "ConstantRGBColorTexture-0000019F98493590"
scene.materials.Glossy2-0000019F98428060.uroughness = "ConstantFloatTexture-0000019F9845F340"
scene.materials.Glossy2-0000019F98428060.vroughness = "ConstantFloatTexture-0000019F9845F3D0"
scene.materials.Glossy2-0000019F98428060.d = "ConstantFloatTexture-0000019F9845E410"
scene.materials.Glossy2-0000019F98428060.index = "ConstantFloatTexture-0000019F9845DF00"
scene.materials.Glossy2-0000019F98428060.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Material definition: Glossy2-0000019F98428060
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987DF8D0-0000019F98490F70.ply = "Mesh-0000019F98490F70"
scene.objects.Object-0000019F987DF8D0-0000019F98490F70.material = "Glossy2-0000019F98428060"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D450: [
scene.textures.ConstantFloatTexture-0000019F9845D450.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D450.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845D450
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EBF0: [
scene.textures.ConstantFloatTexture-0000019F9845EBF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EBF0.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845EBF0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98497130: [
scene.textures.MixTexture-0000019F98497130.type = "mix"
scene.textures.MixTexture-0000019F98497130.amount = "ImageFloatTexture-0000019F983C6EE0"
scene.textures.MixTexture-0000019F98497130.texture1 = "ConstantFloatTexture-0000019F9845D450"
scene.textures.MixTexture-0000019F98497130.texture2 = "ConstantFloatTexture-0000019F9845EBF0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: MixTexture-0000019F98497130
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F610: [
scene.textures.ConstantFloatTexture-0000019F9845F610.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F610.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F610
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D5710: [
scene.textures.ScaleTexture-0000019F984D5710.type = "scale"
scene.textures.ScaleTexture-0000019F984D5710.texture1 = "MixTexture-0000019F98497130"
scene.textures.ScaleTexture-0000019F984D5710.texture2 = "ConstantFloatTexture-0000019F9845F610"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ScaleTexture-0000019F984D5710
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984933B0: [
scene.textures.ConstantRGBColorTexture-0000019F984933B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984933B0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantRGBColorTexture-0000019F984933B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EE30: [
scene.textures.ConstantFloatTexture-0000019F9845EE30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EE30.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845EE30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E020: [
scene.textures.ConstantFloatTexture-0000019F9845E020.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E020.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845E020
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E770: [
scene.textures.ConstantFloatTexture-0000019F9845E770.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E770.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845E770
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DD50: [
scene.textures.ConstantFloatTexture-0000019F9845DD50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DD50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845DD50
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984295C0: [
scene.materials.Glossy2-0000019F984295C0.type = "glossy2"
scene.materials.Glossy2-0000019F984295C0.bumptex = "ScaleTexture-0000019F984D5710"
scene.materials.Glossy2-0000019F984295C0.kd = "ImageSpectrumTexture-0000019F983C7ED0"
scene.materials.Glossy2-0000019F984295C0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984295C0.ka = "ConstantRGBColorTexture-0000019F984933B0"
scene.materials.Glossy2-0000019F984295C0.uroughness = "ConstantFloatTexture-0000019F9845EE30"
scene.materials.Glossy2-0000019F984295C0.vroughness = "ConstantFloatTexture-0000019F9845E020"
scene.materials.Glossy2-0000019F984295C0.d = "ConstantFloatTexture-0000019F9845E770"
scene.materials.Glossy2-0000019F984295C0.index = "ConstantFloatTexture-0000019F9845DD50"
scene.materials.Glossy2-0000019F984295C0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Material definition: Glossy2-0000019F984295C0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019F987DFA50-0000019F98491010.ply = "Mesh-0000019F98491010"
scene.objects.Object-0000019F987DFA50-0000019F98491010.material = "Glossy2-0000019F984295C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EFE0: [
scene.textures.ConstantFloatTexture-0000019F9845EFE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EFE0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845EFE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F070: [
scene.textures.ConstantFloatTexture-0000019F9845F070.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F070.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F070
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98497D30: [
scene.textures.MixTexture-0000019F98497D30.type = "mix"
scene.textures.MixTexture-0000019F98497D30.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F98497D30.texture1 = "ConstantFloatTexture-0000019F9845EFE0"
scene.textures.MixTexture-0000019F98497D30.texture2 = "ConstantFloatTexture-0000019F9845F070"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: MixTexture-0000019F98497D30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F6A0: [
scene.textures.ConstantFloatTexture-0000019F9845F6A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F6A0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845F6A0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D52F0: [
scene.textures.ScaleTexture-0000019F984D52F0.type = "scale"
scene.textures.ScaleTexture-0000019F984D52F0.texture1 = "MixTexture-0000019F98497D30"
scene.textures.ScaleTexture-0000019F984D52F0.texture2 = "ConstantFloatTexture-0000019F9845F6A0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ScaleTexture-0000019F984D52F0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493DB0: [
scene.textures.ConstantRGBColorTexture-0000019F98493DB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493DB0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantRGBColorTexture-0000019F98493DB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DF90: [
scene.textures.ConstantFloatTexture-0000019F9845DF90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DF90.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845DF90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E260: [
scene.textures.ConstantFloatTexture-0000019F9845E260.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E260.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845E260
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DB10: [
scene.textures.ConstantFloatTexture-0000019F9845DB10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DB10.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845DB10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E800: [
scene.textures.ConstantFloatTexture-0000019F9845E800.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E800.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Texture definition: ConstantFloatTexture-0000019F9845E800
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98427F30: [
scene.materials.Glossy2-0000019F98427F30.type = "glossy2"
scene.materials.Glossy2-0000019F98427F30.bumptex = "ScaleTexture-0000019F984D52F0"
scene.materials.Glossy2-0000019F98427F30.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F98427F30.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98427F30.ka = "ConstantRGBColorTexture-0000019F98493DB0"
scene.materials.Glossy2-0000019F98427F30.uroughness = "ConstantFloatTexture-0000019F9845DF90"
scene.materials.Glossy2-0000019F98427F30.vroughness = "ConstantFloatTexture-0000019F9845E260"
scene.materials.Glossy2-0000019F98427F30.d = "ConstantFloatTexture-0000019F9845DB10"
scene.materials.Glossy2-0000019F98427F30.index = "ConstantFloatTexture-0000019F9845E800"
scene.materials.Glossy2-0000019F98427F30.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Material definition: Glossy2-0000019F98427F30
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA600-0000019F984910B0.ply = "Mesh-0000019F984910B0"
scene.objects.Object-0000019FA0AAA600-0000019F984910B0.material = "Glossy2-0000019F98427F30"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.062] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Define ImageMap: MIPMapFastImpl-0000019F983F1940_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C8470: [
scene.textures.ImageFloatTexture-0000019F983C8470.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C8470.file = "MIPMapFastImpl-0000019F983F1940_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C8470.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C8470.gain = 1
scene.textures.ImageFloatTexture-0000019F983C8470.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C8470.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C8470.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: ImageFloatTexture-0000019F983C8470
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EC80: [
scene.textures.ConstantFloatTexture-0000019F9845EC80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EC80.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: ConstantFloatTexture-0000019F9845EC80
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D600: [
scene.textures.ConstantFloatTexture-0000019F9845D600.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D600.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: ConstantFloatTexture-0000019F9845D600
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98462CC0: [
scene.textures.MixTexture-0000019F98462CC0.type = "mix"
scene.textures.MixTexture-0000019F98462CC0.amount = "ImageFloatTexture-0000019F983C8470"
scene.textures.MixTexture-0000019F98462CC0.texture1 = "ConstantFloatTexture-0000019F9845EC80"
scene.textures.MixTexture-0000019F98462CC0.texture2 = "ConstantFloatTexture-0000019F9845D600"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: MixTexture-0000019F98462CC0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E0B0: [
scene.textures.ConstantFloatTexture-0000019F9845E0B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E0B0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: ConstantFloatTexture-0000019F9845E0B0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D4D70: [
scene.textures.ScaleTexture-0000019F984D4D70.type = "scale"
scene.textures.ScaleTexture-0000019F984D4D70.texture1 = "MixTexture-0000019F98462CC0"
scene.textures.ScaleTexture-0000019F984D4D70.texture2 = "ConstantFloatTexture-0000019F9845E0B0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.094] Texture definition: ScaleTexture-0000019F984D4D70
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.172] Define ImageMap: MIPMapFastImpl-0000019F983F1CB0
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C8740: [
scene.textures.ImageSpectrumTexture-0000019F983C8740.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C8740.file = "MIPMapFastImpl-0000019F983F1CB0"
scene.textures.ImageSpectrumTexture-0000019F983C8740.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C8740.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C8740.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C8740.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C8740.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.172] Texture definition: ImageSpectrumTexture-0000019F983C8740
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494170: [
scene.textures.ConstantRGBColorTexture-0000019F98494170.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494170.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Texture definition: ConstantRGBColorTexture-0000019F98494170
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E2F0: [
scene.textures.ConstantFloatTexture-0000019F9845E2F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E2F0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Texture definition: ConstantFloatTexture-0000019F9845E2F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E4A0: [
scene.textures.ConstantFloatTexture-0000019F9845E4A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E4A0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Texture definition: ConstantFloatTexture-0000019F9845E4A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E140: [
scene.textures.ConstantFloatTexture-0000019F9845E140.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E140.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Texture definition: ConstantFloatTexture-0000019F9845E140
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845DC30: [
scene.textures.ConstantFloatTexture-0000019F9845DC30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845DC30.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Texture definition: ConstantFloatTexture-0000019F9845DC30
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984296F0: [
scene.materials.Glossy2-0000019F984296F0.type = "glossy2"
scene.materials.Glossy2-0000019F984296F0.bumptex = "ScaleTexture-0000019F984D4D70"
scene.materials.Glossy2-0000019F984296F0.kd = "ImageSpectrumTexture-0000019F983C8740"
scene.materials.Glossy2-0000019F984296F0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984296F0.ka = "ConstantRGBColorTexture-0000019F98494170"
scene.materials.Glossy2-0000019F984296F0.uroughness = "ConstantFloatTexture-0000019F9845E2F0"
scene.materials.Glossy2-0000019F984296F0.vroughness = "ConstantFloatTexture-0000019F9845E4A0"
scene.materials.Glossy2-0000019F984296F0.d = "ConstantFloatTexture-0000019F9845E140"
scene.materials.Glossy2-0000019F984296F0.index = "ConstantFloatTexture-0000019F9845DC30"
scene.materials.Glossy2-0000019F984296F0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Material definition: Glossy2-0000019F984296F0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAB380-0000019F98490110.ply = "Mesh-0000019F98490110"
scene.objects.Object-0000019FA0AAB380-0000019F98490110.material = "Glossy2-0000019F984296F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.203] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.234] Define ImageMap: MIPMapFastImpl-0000019F983F2A70_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C8650: [
scene.textures.ImageFloatTexture-0000019F983C8650.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C8650.file = "MIPMapFastImpl-0000019F983F2A70_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C8650.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C8650.gain = 1
scene.textures.ImageFloatTexture-0000019F983C8650.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C8650.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C8650.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.234] Texture definition: ImageFloatTexture-0000019F983C8650
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E530: [
scene.textures.ConstantFloatTexture-0000019F9845E530.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E530.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.250] Texture definition: ConstantFloatTexture-0000019F9845E530
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D690: [
scene.textures.ConstantFloatTexture-0000019F9845D690.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D690.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.250] Texture definition: ConstantFloatTexture-0000019F9845D690
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98498630: [
scene.textures.MixTexture-0000019F98498630.type = "mix"
scene.textures.MixTexture-0000019F98498630.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F98498630.texture1 = "ConstantFloatTexture-0000019F9845E530"
scene.textures.MixTexture-0000019F98498630.texture2 = "ConstantFloatTexture-0000019F9845D690"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.250] Texture definition: MixTexture-0000019F98498630
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EAD0: [
scene.textures.ConstantFloatTexture-0000019F9845EAD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EAD0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.250] Texture definition: ConstantFloatTexture-0000019F9845EAD0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D6000: [
scene.textures.ScaleTexture-0000019F984D6000.type = "scale"
scene.textures.ScaleTexture-0000019F984D6000.texture1 = "MixTexture-0000019F98498630"
scene.textures.ScaleTexture-0000019F984D6000.texture2 = "ConstantFloatTexture-0000019F9845EAD0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.250] Texture definition: ScaleTexture-0000019F984D6000
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.328] Define ImageMap: MIPMapFastImpl-0000019F983F15D0
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7480: [
scene.textures.ImageSpectrumTexture-0000019F983C7480.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7480.file = "MIPMapFastImpl-0000019F983F15D0"
scene.textures.ImageSpectrumTexture-0000019F983C7480.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7480.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7480.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7480.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7480.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.328] Texture definition: ImageSpectrumTexture-0000019F983C7480
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984934F0: [
scene.textures.ConstantRGBColorTexture-0000019F984934F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984934F0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantRGBColorTexture-0000019F984934F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D3C0: [
scene.textures.ConstantFloatTexture-0000019F9845D3C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D3C0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845D3C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845EB60: [
scene.textures.ConstantFloatTexture-0000019F9845EB60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845EB60.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845EB60
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F190: [
scene.textures.ConstantFloatTexture-0000019F9845F190.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F190.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845F190
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D4E0: [
scene.textures.ConstantFloatTexture-0000019F9845D4E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D4E0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845D4E0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984283F0: [
scene.materials.Glossy2-0000019F984283F0.type = "glossy2"
scene.materials.Glossy2-0000019F984283F0.bumptex = "ScaleTexture-0000019F984D6000"
scene.materials.Glossy2-0000019F984283F0.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F984283F0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984283F0.ka = "ConstantRGBColorTexture-0000019F984934F0"
scene.materials.Glossy2-0000019F984283F0.uroughness = "ConstantFloatTexture-0000019F9845D3C0"
scene.materials.Glossy2-0000019F984283F0.vroughness = "ConstantFloatTexture-0000019F9845EB60"
scene.materials.Glossy2-0000019F984283F0.d = "ConstantFloatTexture-0000019F9845F190"
scene.materials.Glossy2-0000019F984283F0.index = "ConstantFloatTexture-0000019F9845D4E0"
scene.materials.Glossy2-0000019F984283F0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Material definition: Glossy2-0000019F984283F0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA900-0000019F98491150.ply = "Mesh-0000019F98491150"
scene.objects.Object-0000019FA0AAA900-0000019F98491150.material = "Glossy2-0000019F984283F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D720: [
scene.textures.ConstantFloatTexture-0000019F9845D720.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D720.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845D720
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E650: [
scene.textures.ConstantFloatTexture-0000019F9845E650.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E650.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845E650
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98461D00: [
scene.textures.MixTexture-0000019F98461D00.type = "mix"
scene.textures.MixTexture-0000019F98461D00.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F98461D00.texture1 = "ConstantFloatTexture-0000019F9845D720"
scene.textures.MixTexture-0000019F98461D00.texture2 = "ConstantFloatTexture-0000019F9845E650"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: MixTexture-0000019F98461D00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E6E0: [
scene.textures.ConstantFloatTexture-0000019F9845E6E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E6E0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845E6E0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D5190: [
scene.textures.ScaleTexture-0000019F984D5190.type = "scale"
scene.textures.ScaleTexture-0000019F984D5190.texture1 = "MixTexture-0000019F98461D00"
scene.textures.ScaleTexture-0000019F984D5190.texture2 = "ConstantFloatTexture-0000019F9845E6E0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ScaleTexture-0000019F984D5190
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984931D0: [
scene.textures.ConstantRGBColorTexture-0000019F984931D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984931D0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantRGBColorTexture-0000019F984931D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845F220: [
scene.textures.ConstantFloatTexture-0000019F9845F220.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845F220.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.344] Texture definition: ConstantFloatTexture-0000019F9845F220
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845D7B0: [
scene.textures.ConstantFloatTexture-0000019F9845D7B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845D7B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9845D7B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845ED10: [
scene.textures.ConstantFloatTexture-0000019F9845ED10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845ED10.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9845ED10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9845E9B0: [
scene.textures.ConstantFloatTexture-0000019F9845E9B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9845E9B0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9845E9B0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428EA0: [
scene.materials.Glossy2-0000019F98428EA0.type = "glossy2"
scene.materials.Glossy2-0000019F98428EA0.bumptex = "ScaleTexture-0000019F984D5190"
scene.materials.Glossy2-0000019F98428EA0.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F98428EA0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98428EA0.ka = "ConstantRGBColorTexture-0000019F984931D0"
scene.materials.Glossy2-0000019F98428EA0.uroughness = "ConstantFloatTexture-0000019F9845F220"
scene.materials.Glossy2-0000019F98428EA0.vroughness = "ConstantFloatTexture-0000019F9845D7B0"
scene.materials.Glossy2-0000019F98428EA0.d = "ConstantFloatTexture-0000019F9845ED10"
scene.materials.Glossy2-0000019F98428EA0.index = "ConstantFloatTexture-0000019F9845E9B0"
scene.materials.Glossy2-0000019F98428EA0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F98428EA0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAB200-0000019F98490A70.ply = "Mesh-0000019F98490A70"
scene.objects.Object-0000019FA0AAB200-0000019F98490A70.material = "Glossy2-0000019F98428EA0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B6A0: [
scene.textures.ConstantFloatTexture-0000019F9846B6A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B6A0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B6A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C9C0: [
scene.textures.ConstantFloatTexture-0000019F9846C9C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C9C0.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C9C0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98461580: [
scene.textures.MixTexture-0000019F98461580.type = "mix"
scene.textures.MixTexture-0000019F98461580.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F98461580.texture1 = "ConstantFloatTexture-0000019F9846B6A0"
scene.textures.MixTexture-0000019F98461580.texture2 = "ConstantFloatTexture-0000019F9846C9C0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: MixTexture-0000019F98461580
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D080: [
scene.textures.ConstantFloatTexture-0000019F9846D080.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D080.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D080
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D5920: [
scene.textures.ScaleTexture-0000019F984D5920.type = "scale"
scene.textures.ScaleTexture-0000019F984D5920.texture1 = "MixTexture-0000019F98461580"
scene.textures.ScaleTexture-0000019F984D5920.texture2 = "ConstantFloatTexture-0000019F9846D080"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ScaleTexture-0000019F984D5920
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494210: [
scene.textures.ConstantRGBColorTexture-0000019F98494210.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494210.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantRGBColorTexture-0000019F98494210
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C810: [
scene.textures.ConstantFloatTexture-0000019F9846C810.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C810.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C810
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B460: [
scene.textures.ConstantFloatTexture-0000019F9846B460.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B460.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B460
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B220: [
scene.textures.ConstantFloatTexture-0000019F9846B220.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B220.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B220
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C5D0: [
scene.textures.ConstantFloatTexture-0000019F9846C5D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C5D0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C5D0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428520: [
scene.materials.Glossy2-0000019F98428520.type = "glossy2"
scene.materials.Glossy2-0000019F98428520.bumptex = "ScaleTexture-0000019F984D5920"
scene.materials.Glossy2-0000019F98428520.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F98428520.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98428520.ka = "ConstantRGBColorTexture-0000019F98494210"
scene.materials.Glossy2-0000019F98428520.uroughness = "ConstantFloatTexture-0000019F9846C810"
scene.materials.Glossy2-0000019F98428520.vroughness = "ConstantFloatTexture-0000019F9846B460"
scene.materials.Glossy2-0000019F98428520.d = "ConstantFloatTexture-0000019F9846B220"
scene.materials.Glossy2-0000019F98428520.index = "ConstantFloatTexture-0000019F9846C5D0"
scene.materials.Glossy2-0000019F98428520.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F98428520
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAAA80-0000019F9848FFD0.ply = "Mesh-0000019F9848FFD0"
scene.objects.Object-0000019FA0AAAA80-0000019F9848FFD0.material = "Glossy2-0000019F98428520"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B8E0: [
scene.textures.ConstantFloatTexture-0000019F9846B8E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B8E0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B8E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C270: [
scene.textures.ConstantFloatTexture-0000019F9846C270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C270.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C270
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F984638C0: [
scene.textures.MixTexture-0000019F984638C0.type = "mix"
scene.textures.MixTexture-0000019F984638C0.amount = "ImageFloatTexture-0000019F983C8830"
scene.textures.MixTexture-0000019F984638C0.texture1 = "ConstantFloatTexture-0000019F9846B8E0"
scene.textures.MixTexture-0000019F984638C0.texture2 = "ConstantFloatTexture-0000019F9846C270"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: MixTexture-0000019F984638C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BA90: [
scene.textures.ConstantFloatTexture-0000019F9846BA90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BA90.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846BA90
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D6790: [
scene.textures.ScaleTexture-0000019F984D6790.type = "scale"
scene.textures.ScaleTexture-0000019F984D6790.texture1 = "MixTexture-0000019F984638C0"
scene.textures.ScaleTexture-0000019F984D6790.texture2 = "ConstantFloatTexture-0000019F9846BA90"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ScaleTexture-0000019F984D6790
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984929B0: [
scene.textures.ConstantRGBColorTexture-0000019F984929B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984929B0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantRGBColorTexture-0000019F984929B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C420: [
scene.textures.ConstantFloatTexture-0000019F9846C420.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C420.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C420
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CE40: [
scene.textures.ConstantFloatTexture-0000019F9846CE40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CE40.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846CE40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CA50: [
scene.textures.ConstantFloatTexture-0000019F9846CA50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CA50.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846CA50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C780: [
scene.textures.ConstantFloatTexture-0000019F9846C780.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C780.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C780
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984288B0: [
scene.materials.Glossy2-0000019F984288B0.type = "glossy2"
scene.materials.Glossy2-0000019F984288B0.bumptex = "ScaleTexture-0000019F984D6790"
scene.materials.Glossy2-0000019F984288B0.kd = "ImageSpectrumTexture-0000019F983C6FD0"
scene.materials.Glossy2-0000019F984288B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984288B0.ka = "ConstantRGBColorTexture-0000019F984929B0"
scene.materials.Glossy2-0000019F984288B0.uroughness = "ConstantFloatTexture-0000019F9846C420"
scene.materials.Glossy2-0000019F984288B0.vroughness = "ConstantFloatTexture-0000019F9846CE40"
scene.materials.Glossy2-0000019F984288B0.d = "ConstantFloatTexture-0000019F9846CA50"
scene.materials.Glossy2-0000019F984288B0.index = "ConstantFloatTexture-0000019F9846C780"
scene.materials.Glossy2-0000019F984288B0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F984288B0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AA9E80-0000019F984913D0.ply = "Mesh-0000019F984913D0"
scene.objects.Object-0000019FA0AA9E80-0000019F984913D0.material = "Glossy2-0000019F984288B0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C540: [
scene.textures.ConstantFloatTexture-0000019F9846C540.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C540.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C540
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B580: [
scene.textures.ConstantFloatTexture-0000019F9846B580.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B580.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B580
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98462780: [
scene.textures.MixTexture-0000019F98462780.type = "mix"
scene.textures.MixTexture-0000019F98462780.amount = "ImageFloatTexture-0000019F983C6EE0"
scene.textures.MixTexture-0000019F98462780.texture1 = "ConstantFloatTexture-0000019F9846C540"
scene.textures.MixTexture-0000019F98462780.texture2 = "ConstantFloatTexture-0000019F9846B580"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: MixTexture-0000019F98462780
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D110: [
scene.textures.ConstantFloatTexture-0000019F9846D110.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D110.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D110
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D57C0: [
scene.textures.ScaleTexture-0000019F984D57C0.type = "scale"
scene.textures.ScaleTexture-0000019F984D57C0.texture1 = "MixTexture-0000019F98462780"
scene.textures.ScaleTexture-0000019F984D57C0.texture2 = "ConstantFloatTexture-0000019F9846D110"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ScaleTexture-0000019F984D57C0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494030: [
scene.textures.ConstantRGBColorTexture-0000019F98494030.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494030.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantRGBColorTexture-0000019F98494030
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CF60: [
scene.textures.ConstantFloatTexture-0000019F9846CF60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CF60.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846CF60
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CFF0: [
scene.textures.ConstantFloatTexture-0000019F9846CFF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CFF0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846CFF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C1E0: [
scene.textures.ConstantFloatTexture-0000019F9846C1E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C1E0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C1E0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D2C0: [
scene.textures.ConstantFloatTexture-0000019F9846D2C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D2C0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D2C0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428190: [
scene.materials.Glossy2-0000019F98428190.type = "glossy2"
scene.materials.Glossy2-0000019F98428190.bumptex = "ScaleTexture-0000019F984D57C0"
scene.materials.Glossy2-0000019F98428190.kd = "ImageSpectrumTexture-0000019F983C7ED0"
scene.materials.Glossy2-0000019F98428190.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98428190.ka = "ConstantRGBColorTexture-0000019F98494030"
scene.materials.Glossy2-0000019F98428190.uroughness = "ConstantFloatTexture-0000019F9846CF60"
scene.materials.Glossy2-0000019F98428190.vroughness = "ConstantFloatTexture-0000019F9846CFF0"
scene.materials.Glossy2-0000019F98428190.d = "ConstantFloatTexture-0000019F9846C1E0"
scene.materials.Glossy2-0000019F98428190.index = "ConstantFloatTexture-0000019F9846D2C0"
scene.materials.Glossy2-0000019F98428190.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F98428190
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AA9B80-0000019F98490070.ply = "Mesh-0000019F98490070"
scene.objects.Object-0000019FA0AA9B80-0000019F98490070.material = "Glossy2-0000019F98428190"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C300: [
scene.textures.ConstantFloatTexture-0000019F9846C300.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C300.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C300
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B340: [
scene.textures.ConstantFloatTexture-0000019F9846B340.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B340.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B340
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98464100: [
scene.textures.MixTexture-0000019F98464100.type = "mix"
scene.textures.MixTexture-0000019F98464100.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98464100.texture1 = "ConstantFloatTexture-0000019F9846C300"
scene.textures.MixTexture-0000019F98464100.texture2 = "ConstantFloatTexture-0000019F9846B340"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: MixTexture-0000019F98464100
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B3D0: [
scene.textures.ConstantFloatTexture-0000019F9846B3D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B3D0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B3D0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D4E20: [
scene.textures.ScaleTexture-0000019F984D4E20.type = "scale"
scene.textures.ScaleTexture-0000019F984D4E20.texture1 = "MixTexture-0000019F98464100"
scene.textures.ScaleTexture-0000019F984D4E20.texture2 = "ConstantFloatTexture-0000019F9846B3D0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ScaleTexture-0000019F984D4E20
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493130: [
scene.textures.ConstantRGBColorTexture-0000019F98493130.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493130.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantRGBColorTexture-0000019F98493130
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C390: [
scene.textures.ConstantFloatTexture-0000019F9846C390.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C390.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846C390
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B4F0: [
scene.textures.ConstantFloatTexture-0000019F9846B4F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B4F0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B4F0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CDB0: [
scene.textures.ConstantFloatTexture-0000019F9846CDB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CDB0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846CDB0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D350: [
scene.textures.ConstantFloatTexture-0000019F9846D350.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D350.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D350
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428650: [
scene.materials.Glossy2-0000019F98428650.type = "glossy2"
scene.materials.Glossy2-0000019F98428650.bumptex = "ScaleTexture-0000019F984D4E20"
scene.materials.Glossy2-0000019F98428650.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98428650.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98428650.ka = "ConstantRGBColorTexture-0000019F98493130"
scene.materials.Glossy2-0000019F98428650.uroughness = "ConstantFloatTexture-0000019F9846C390"
scene.materials.Glossy2-0000019F98428650.vroughness = "ConstantFloatTexture-0000019F9846B4F0"
scene.materials.Glossy2-0000019F98428650.d = "ConstantFloatTexture-0000019F9846CDB0"
scene.materials.Glossy2-0000019F98428650.index = "ConstantFloatTexture-0000019F9846D350"
scene.materials.Glossy2-0000019F98428650.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F98428650
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AA9D00-0000019F9848FCB0.ply = "Mesh-0000019F9848FCB0"
scene.objects.Object-0000019FA0AA9D00-0000019F9848FCB0.material = "Glossy2-0000019F98428650"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B7C0: [
scene.textures.ConstantFloatTexture-0000019F9846B7C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B7C0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B7C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B2B0: [
scene.textures.ConstantFloatTexture-0000019F9846B2B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B2B0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B2B0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98466140: [
scene.textures.MixTexture-0000019F98466140.type = "mix"
scene.textures.MixTexture-0000019F98466140.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98466140.texture1 = "ConstantFloatTexture-0000019F9846B7C0"
scene.textures.MixTexture-0000019F98466140.texture2 = "ConstantFloatTexture-0000019F9846B2B0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: MixTexture-0000019F98466140
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BB20: [
scene.textures.ConstantFloatTexture-0000019F9846BB20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BB20.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846BB20
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D6C60: [
scene.textures.ScaleTexture-0000019F984D6C60.type = "scale"
scene.textures.ScaleTexture-0000019F984D6C60.texture1 = "MixTexture-0000019F98466140"
scene.textures.ScaleTexture-0000019F984D6C60.texture2 = "ConstantFloatTexture-0000019F9846BB20"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ScaleTexture-0000019F984D6C60
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493E50: [
scene.textures.ConstantRGBColorTexture-0000019F98493E50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493E50.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantRGBColorTexture-0000019F98493E50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D230: [
scene.textures.ConstantFloatTexture-0000019F9846D230.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D230.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D230
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B850: [
scene.textures.ConstantFloatTexture-0000019F9846B850.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B850.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846B850
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D1A0: [
scene.textures.ConstantFloatTexture-0000019F9846D1A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D1A0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846D1A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BE80: [
scene.textures.ConstantFloatTexture-0000019F9846BE80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BE80.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Texture definition: ConstantFloatTexture-0000019F9846BE80
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98429820: [
scene.materials.Glossy2-0000019F98429820.type = "glossy2"
scene.materials.Glossy2-0000019F98429820.bumptex = "ScaleTexture-0000019F984D6C60"
scene.materials.Glossy2-0000019F98429820.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429820.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429820.ka = "ConstantRGBColorTexture-0000019F98493E50"
scene.materials.Glossy2-0000019F98429820.uroughness = "ConstantFloatTexture-0000019F9846D230"
scene.materials.Glossy2-0000019F98429820.vroughness = "ConstantFloatTexture-0000019F9846B850"
scene.materials.Glossy2-0000019F98429820.d = "ConstantFloatTexture-0000019F9846D1A0"
scene.materials.Glossy2-0000019F98429820.index = "ConstantFloatTexture-0000019F9846BE80"
scene.materials.Glossy2-0000019F98429820.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Material definition: Glossy2-0000019F98429820
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAAC00-0000019F98490CF0.ply = "Mesh-0000019F98490CF0"
scene.objects.Object-0000019FA0AAAC00-0000019F98490CF0.material = "Glossy2-0000019F98429820"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.359] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.390] Define ImageMap: MIPMapFastImpl-0000019F983F1B50_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C7570: [
scene.textures.ImageFloatTexture-0000019F983C7570.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C7570.file = "MIPMapFastImpl-0000019F983F1B50_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C7570.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C7570.gain = 1
scene.textures.ImageFloatTexture-0000019F983C7570.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C7570.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C7570.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.390] Texture definition: ImageFloatTexture-0000019F983C7570
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C8A0: [
scene.textures.ConstantFloatTexture-0000019F9846C8A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C8A0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.406] Texture definition: ConstantFloatTexture-0000019F9846C8A0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C660: [
scene.textures.ConstantFloatTexture-0000019F9846C660.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C660.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.406] Texture definition: ConstantFloatTexture-0000019F9846C660
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98464580: [
scene.textures.MixTexture-0000019F98464580.type = "mix"
scene.textures.MixTexture-0000019F98464580.amount = "ImageFloatTexture-0000019F983C7570"
scene.textures.MixTexture-0000019F98464580.texture1 = "ConstantFloatTexture-0000019F9846C8A0"
scene.textures.MixTexture-0000019F98464580.texture2 = "ConstantFloatTexture-0000019F9846C660"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.406] Texture definition: MixTexture-0000019F98464580
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C6F0: [
scene.textures.ConstantFloatTexture-0000019F9846C6F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C6F0.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.406] Texture definition: ConstantFloatTexture-0000019F9846C6F0
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D7290: [
scene.textures.ScaleTexture-0000019F984D7290.type = "scale"
scene.textures.ScaleTexture-0000019F984D7290.texture1 = "MixTexture-0000019F98464580"
scene.textures.ScaleTexture-0000019F984D7290.texture2 = "ConstantFloatTexture-0000019F9846C6F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.406] Texture definition: ScaleTexture-0000019F984D7290
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.469] Define ImageMap: MIPMapFastImpl-0000019F983F1730
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C8560: [
scene.textures.ImageSpectrumTexture-0000019F983C8560.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C8560.file = "MIPMapFastImpl-0000019F983F1730"
scene.textures.ImageSpectrumTexture-0000019F983C8560.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C8560.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C8560.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C8560.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C8560.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.469] Texture definition: ImageSpectrumTexture-0000019F983C8560
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98491DD0: [
scene.textures.ConstantRGBColorTexture-0000019F98491DD0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98491DD0.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantRGBColorTexture-0000019F98491DD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BCD0: [
scene.textures.ConstantFloatTexture-0000019F9846BCD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BCD0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846BCD0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CAE0: [
scene.textures.ConstantFloatTexture-0000019F9846CAE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CAE0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846CAE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C930: [
scene.textures.ConstantFloatTexture-0000019F9846C930.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C930.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846C930
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BC40: [
scene.textures.ConstantFloatTexture-0000019F9846BC40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BC40.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846BC40
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F984289E0: [
scene.materials.Glossy2-0000019F984289E0.type = "glossy2"
scene.materials.Glossy2-0000019F984289E0.bumptex = "ScaleTexture-0000019F984D7290"
scene.materials.Glossy2-0000019F984289E0.kd = "ImageSpectrumTexture-0000019F983C8560"
scene.materials.Glossy2-0000019F984289E0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984289E0.ka = "ConstantRGBColorTexture-0000019F98491DD0"
scene.materials.Glossy2-0000019F984289E0.uroughness = "ConstantFloatTexture-0000019F9846BCD0"
scene.materials.Glossy2-0000019F984289E0.vroughness = "ConstantFloatTexture-0000019F9846CAE0"
scene.materials.Glossy2-0000019F984289E0.d = "ConstantFloatTexture-0000019F9846C930"
scene.materials.Glossy2-0000019F984289E0.index = "ConstantFloatTexture-0000019F9846BC40"
scene.materials.Glossy2-0000019F984289E0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Material definition: Glossy2-0000019F984289E0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAB500-0000019F98490D90.ply = "Mesh-0000019F98490D90"
scene.objects.Object-0000019FA0AAB500-0000019F98490D90.material = "Glossy2-0000019F984289E0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BDF0: [
scene.textures.ConstantFloatTexture-0000019F9846BDF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BDF0.value = -0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846BDF0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B070: [
scene.textures.ConstantFloatTexture-0000019F9846B070.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B070.value = 0.0299999993
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846B070
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98465F00: [
scene.textures.MixTexture-0000019F98465F00.type = "mix"
scene.textures.MixTexture-0000019F98465F00.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98465F00.texture1 = "ConstantFloatTexture-0000019F9846BDF0"
scene.textures.MixTexture-0000019F98465F00.texture2 = "ConstantFloatTexture-0000019F9846B070"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: MixTexture-0000019F98465F00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B190: [
scene.textures.ConstantFloatTexture-0000019F9846B190.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B190.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846B190
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D6D10: [
scene.textures.ScaleTexture-0000019F984D6D10.type = "scale"
scene.textures.ScaleTexture-0000019F984D6D10.texture1 = "MixTexture-0000019F98465F00"
scene.textures.ScaleTexture-0000019F984D6D10.texture2 = "ConstantFloatTexture-0000019F9846B190"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ScaleTexture-0000019F984D6D10
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494490: [
scene.textures.ConstantRGBColorTexture-0000019F98494490.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494490.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantRGBColorTexture-0000019F98494490
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CC90: [
scene.textures.ConstantFloatTexture-0000019F9846CC90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CC90.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846CC90
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B970: [
scene.textures.ConstantFloatTexture-0000019F9846B970.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B970.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846B970
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CC00: [
scene.textures.ConstantFloatTexture-0000019F9846CC00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CC00.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846CC00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B610: [
scene.textures.ConstantFloatTexture-0000019F9846B610.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B610.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846B610
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428B10: [
scene.materials.Glossy2-0000019F98428B10.type = "glossy2"
scene.materials.Glossy2-0000019F98428B10.bumptex = "ScaleTexture-0000019F984D6D10"
scene.materials.Glossy2-0000019F98428B10.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98428B10.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98428B10.ka = "ConstantRGBColorTexture-0000019F98494490"
scene.materials.Glossy2-0000019F98428B10.uroughness = "ConstantFloatTexture-0000019F9846CC90"
scene.materials.Glossy2-0000019F98428B10.vroughness = "ConstantFloatTexture-0000019F9846B970"
scene.materials.Glossy2-0000019F98428B10.d = "ConstantFloatTexture-0000019F9846CC00"
scene.materials.Glossy2-0000019F98428B10.index = "ConstantFloatTexture-0000019F9846B610"
scene.materials.Glossy2-0000019F98428B10.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Material definition: Glossy2-0000019F98428B10
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA000-0000019F98490ED0.ply = "Mesh-0000019F98490ED0"
scene.objects.Object-0000019FA0AAA000-0000019F98490ED0.material = "Glossy2-0000019F98428B10"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C0C0: [
scene.textures.ConstantFloatTexture-0000019F9846C0C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C0C0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846C0C0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CD20: [
scene.textures.ConstantFloatTexture-0000019F9846CD20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CD20.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846CD20
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98463D40: [
scene.textures.MixTexture-0000019F98463D40.type = "mix"
scene.textures.MixTexture-0000019F98463D40.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98463D40.texture1 = "ConstantFloatTexture-0000019F9846C0C0"
scene.textures.MixTexture-0000019F98463D40.texture2 = "ConstantFloatTexture-0000019F9846CD20"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: MixTexture-0000019F98463D40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846B100: [
scene.textures.ConstantFloatTexture-0000019F9846B100.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846B100.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846B100
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D4ED0: [
scene.textures.ScaleTexture-0000019F984D4ED0.type = "scale"
scene.textures.ScaleTexture-0000019F984D4ED0.texture1 = "MixTexture-0000019F98463D40"
scene.textures.ScaleTexture-0000019F984D4ED0.texture2 = "ConstantFloatTexture-0000019F9846B100"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ScaleTexture-0000019F984D4ED0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493B30: [
scene.textures.ConstantRGBColorTexture-0000019F98493B30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493B30.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantRGBColorTexture-0000019F98493B30
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AFE0: [
scene.textures.ConstantFloatTexture-0000019F9846AFE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AFE0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846AFE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846C4B0: [
scene.textures.ConstantFloatTexture-0000019F9846C4B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846C4B0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846C4B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846BD60: [
scene.textures.ConstantFloatTexture-0000019F9846BD60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846BD60.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846BD60
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846CB70: [
scene.textures.ConstantFloatTexture-0000019F9846CB70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846CB70.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846CB70
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428FD0: [
scene.materials.Glossy2-0000019F98428FD0.type = "glossy2"
scene.materials.Glossy2-0000019F98428FD0.bumptex = "ScaleTexture-0000019F984D4ED0"
scene.materials.Glossy2-0000019F98428FD0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98428FD0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98428FD0.ka = "ConstantRGBColorTexture-0000019F98493B30"
scene.materials.Glossy2-0000019F98428FD0.uroughness = "ConstantFloatTexture-0000019F9846AFE0"
scene.materials.Glossy2-0000019F98428FD0.vroughness = "ConstantFloatTexture-0000019F9846C4B0"
scene.materials.Glossy2-0000019F98428FD0.d = "ConstantFloatTexture-0000019F9846BD60"
scene.materials.Glossy2-0000019F98428FD0.index = "ConstantFloatTexture-0000019F9846CB70"
scene.materials.Glossy2-0000019F98428FD0.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Material definition: Glossy2-0000019F98428FD0
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAB080-0000019F98490BB0.ply = "Mesh-0000019F98490BB0"
scene.objects.Object-0000019FA0AAB080-0000019F98490BB0.material = "Glossy2-0000019F98428FD0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F360: [
scene.textures.ConstantFloatTexture-0000019F9846F360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F360.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846F360
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E1F0: [
scene.textures.ConstantFloatTexture-0000019F9846E1F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E1F0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846E1F0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98466E00: [
scene.textures.MixTexture-0000019F98466E00.type = "mix"
scene.textures.MixTexture-0000019F98466E00.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F98466E00.texture1 = "ConstantFloatTexture-0000019F9846F360"
scene.textures.MixTexture-0000019F98466E00.texture2 = "ConstantFloatTexture-0000019F9846E1F0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: MixTexture-0000019F98466E00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E820: [
scene.textures.ConstantFloatTexture-0000019F9846E820.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E820.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846E820
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D7340: [
scene.textures.ScaleTexture-0000019F984D7340.type = "scale"
scene.textures.ScaleTexture-0000019F984D7340.texture1 = "MixTexture-0000019F98466E00"
scene.textures.ScaleTexture-0000019F984D7340.texture2 = "ConstantFloatTexture-0000019F9846E820"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ScaleTexture-0000019F984D7340
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493950: [
scene.textures.ConstantRGBColorTexture-0000019F98493950.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493950.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantRGBColorTexture-0000019F98493950
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EC10: [
scene.textures.ConstantFloatTexture-0000019F9846EC10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EC10.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846EC10
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EEE0: [
scene.textures.ConstantFloatTexture-0000019F9846EEE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EEE0.value = 0.300000012
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846EEE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D470: [
scene.textures.ConstantFloatTexture-0000019F9846D470.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D470.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.484] Texture definition: ConstantFloatTexture-0000019F9846D470
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D500: [
scene.textures.ConstantFloatTexture-0000019F9846D500.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D500.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.500] Texture definition: ConstantFloatTexture-0000019F9846D500
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428C40: [
scene.materials.Glossy2-0000019F98428C40.type = "glossy2"
scene.materials.Glossy2-0000019F98428C40.bumptex = "ScaleTexture-0000019F984D7340"
scene.materials.Glossy2-0000019F98428C40.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F98428C40.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98428C40.ka = "ConstantRGBColorTexture-0000019F98493950"
scene.materials.Glossy2-0000019F98428C40.uroughness = "ConstantFloatTexture-0000019F9846EC10"
scene.materials.Glossy2-0000019F98428C40.vroughness = "ConstantFloatTexture-0000019F9846EEE0"
scene.materials.Glossy2-0000019F98428C40.d = "ConstantFloatTexture-0000019F9846D470"
scene.materials.Glossy2-0000019F98428C40.index = "ConstantFloatTexture-0000019F9846D500"
scene.materials.Glossy2-0000019F98428C40.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.500] Material definition: Glossy2-0000019F98428C40
[2016-03-19 12:55:38 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAAD80-0000019F984901B0.ply = "Mesh-0000019F984901B0"
scene.objects.Object-0000019FA0AAAD80-0000019F984901B0.material = "Glossy2-0000019F98428C40"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.500] Scene objects count: 1
[2016-03-19 12:55:38 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::MixMaterial
[2016-03-19 12:55:38 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Define ImageMap: MIPMapFastImpl-0000019F983F2BD0_FLOAT_4
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageFloatTexture-0000019F983C7C00: [
scene.textures.ImageFloatTexture-0000019F983C7C00.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C7C00.file = "MIPMapFastImpl-0000019F983F2BD0_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C7C00.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C7C00.gain = 1
scene.textures.ImageFloatTexture-0000019F983C7C00.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C7C00.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C7C00.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: ImageFloatTexture-0000019F983C7C00
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E9D0: [
scene.textures.ConstantFloatTexture-0000019F9846E9D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E9D0.value = -0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: ConstantFloatTexture-0000019F9846E9D0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F1B0: [
scene.textures.ConstantFloatTexture-0000019F9846F1B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F1B0.value = 0.0500000007
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: ConstantFloatTexture-0000019F9846F1B0
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98467F40: [
scene.textures.MixTexture-0000019F98467F40.type = "mix"
scene.textures.MixTexture-0000019F98467F40.amount = "ImageFloatTexture-0000019F983C7C00"
scene.textures.MixTexture-0000019F98467F40.texture1 = "ConstantFloatTexture-0000019F9846E9D0"
scene.textures.MixTexture-0000019F98467F40.texture2 = "ConstantFloatTexture-0000019F9846F1B0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: MixTexture-0000019F98467F40
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F480: [
scene.textures.ConstantFloatTexture-0000019F9846F480.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F480.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: ConstantFloatTexture-0000019F9846F480
[2016-03-19 12:55:38 Debug: 0] Defining texture ScaleTexture-0000019F984D62C0: [
scene.textures.ScaleTexture-0000019F984D62C0.type = "scale"
scene.textures.ScaleTexture-0000019F984D62C0.texture1 = "MixTexture-0000019F98467F40"
scene.textures.ScaleTexture-0000019F984D62C0.texture2 = "ConstantFloatTexture-0000019F9846F480"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.531] Texture definition: ScaleTexture-0000019F984D62C0
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:38 Debug: 0] [SDL][2.625] Define ImageMap: MIPMapFastImpl-0000019F983F2860
[2016-03-19 12:55:38 Debug: 0] Defining texture ImageSpectrumTexture-0000019F983C7840: [
scene.textures.ImageSpectrumTexture-0000019F983C7840.type = "imagemap"
scene.textures.ImageSpectrumTexture-0000019F983C7840.file = "MIPMapFastImpl-0000019F983F2860"
scene.textures.ImageSpectrumTexture-0000019F983C7840.gamma = 2.20000005
scene.textures.ImageSpectrumTexture-0000019F983C7840.gain = 1
scene.textures.ImageSpectrumTexture-0000019F983C7840.mapping.type = "uvmapping2d"
scene.textures.ImageSpectrumTexture-0000019F983C7840.mapping.uvscale = 1 -1
scene.textures.ImageSpectrumTexture-0000019F983C7840.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.625] Texture definition: ImageSpectrumTexture-0000019F983C7840
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F97F555B0: [
scene.textures.ConstantRGBColorTexture-0000019F97F555B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F97F555B0.value = 0.014099 0.014099 0.014099
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantRGBColorTexture-0000019F97F555B0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98491E70: [
scene.textures.ConstantRGBColorTexture-0000019F98491E70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98491E70.value = 0 0 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantRGBColorTexture-0000019F98491E70
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E940: [
scene.textures.ConstantFloatTexture-0000019F9846E940.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E940.value = 1
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantFloatTexture-0000019F9846E940
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D620: [
scene.textures.ConstantFloatTexture-0000019F9846D620.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D620.value = 0.474999994
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantFloatTexture-0000019F9846D620
[2016-03-19 12:55:38 Debug: 0] Defining texture MixTexture-0000019F98468300: [
scene.textures.MixTexture-0000019F98468300.type = "mix"
scene.textures.MixTexture-0000019F98468300.amount = "ImageFloatTexture-0000019F983C7C00"
scene.textures.MixTexture-0000019F98468300.texture1 = "ConstantFloatTexture-0000019F9846E940"
scene.textures.MixTexture-0000019F98468300.texture2 = "ConstantFloatTexture-0000019F9846D620"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: MixTexture-0000019F98468300
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DCE0: [
scene.textures.ConstantFloatTexture-0000019F9846DCE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DCE0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantFloatTexture-0000019F9846DCE0
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:38 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EAF0: [
scene.textures.ConstantFloatTexture-0000019F9846EAF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EAF0.value = 0
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Texture definition: ConstantFloatTexture-0000019F9846EAF0
[2016-03-19 12:55:38 Debug: 0] Defining material Glossy2-0000019F98428D70: [
scene.materials.Glossy2-0000019F98428D70.type = "glossy2"
scene.materials.Glossy2-0000019F98428D70.bumptex = "ScaleTexture-0000019F984D62C0"
scene.materials.Glossy2-0000019F98428D70.kd = "ImageSpectrumTexture-0000019F983C7840"
scene.materials.Glossy2-0000019F98428D70.ks = "ConstantRGBColorTexture-0000019F97F555B0"
scene.materials.Glossy2-0000019F98428D70.ka = "ConstantRGBColorTexture-0000019F98491E70"
scene.materials.Glossy2-0000019F98428D70.uroughness = "MixTexture-0000019F98468300"
scene.materials.Glossy2-0000019F98428D70.vroughness = "MixTexture-0000019F98468300"
scene.materials.Glossy2-0000019F98428D70.d = "ConstantFloatTexture-0000019F9846DCE0"
scene.materials.Glossy2-0000019F98428D70.index = "ConstantFloatTexture-0000019F9846EAF0"
scene.materials.Glossy2-0000019F98428D70.multibounce = "0"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Material definition: Glossy2-0000019F98428D70
[2016-03-19 12:55:38 Debug: 0] Material type: class lux::Null
[2016-03-19 12:55:38 Debug: 0] Defining material Null-0000019F984D5F50: [
scene.materials.Null-0000019F984D5F50.type = "null"
]
[2016-03-19 12:55:38 Debug: 0] [SDL][2.640] Material definition: Null-0000019F984D5F50
[2016-03-19 12:55:38 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] [SDL][2.672] Define ImageMap: MIPMapFastImpl-0000019F983F2390_FLOAT_4
[2016-03-19 12:55:39 Debug: 0] Defining texture ImageFloatTexture-0000019F983C7750: [
scene.textures.ImageFloatTexture-0000019F983C7750.type = "imagemap"
scene.textures.ImageFloatTexture-0000019F983C7750.file = "MIPMapFastImpl-0000019F983F2390_FLOAT_4"
scene.textures.ImageFloatTexture-0000019F983C7750.gamma = 1
scene.textures.ImageFloatTexture-0000019F983C7750.gain = 1
scene.textures.ImageFloatTexture-0000019F983C7750.mapping.type = "uvmapping2d"
scene.textures.ImageFloatTexture-0000019F983C7750.mapping.uvscale = 1 -1
scene.textures.ImageFloatTexture-0000019F983C7750.mapping.uvdelta = 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.672] Texture definition: ImageFloatTexture-0000019F983C7750
[2016-03-19 12:55:39 Debug: 0] Defining material MixMaterial-0000019F984A72C0: [
scene.materials.MixMaterial-0000019F984A72C0.type = "mix"
scene.materials.MixMaterial-0000019F984A72C0.amount = "ImageFloatTexture-0000019F983C7750"
scene.materials.MixMaterial-0000019F984A72C0.material1 = "Null-0000019F984D5F50"
scene.materials.MixMaterial-0000019F984A72C0.material2 = "Glossy2-0000019F98428D70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: MixMaterial-0000019F984A72C0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA300-0000019F9848F710.ply = "Mesh-0000019F9848F710"
scene.objects.Object-0000019FA0AAA300-0000019F9848F710.material = "MixMaterial-0000019F984A72C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EB80: [
scene.textures.ConstantFloatTexture-0000019F9846EB80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EB80.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846EB80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DD70: [
scene.textures.ConstantFloatTexture-0000019F9846DD70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DD70.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DD70
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98468600: [
scene.textures.MixTexture-0000019F98468600.type = "mix"
scene.textures.MixTexture-0000019F98468600.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98468600.texture1 = "ConstantFloatTexture-0000019F9846EB80"
scene.textures.MixTexture-0000019F98468600.texture2 = "ConstantFloatTexture-0000019F9846DD70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F98468600
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E0D0: [
scene.textures.ConstantFloatTexture-0000019F9846E0D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E0D0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E0D0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D71E0: [
scene.textures.ScaleTexture-0000019F984D71E0.type = "scale"
scene.textures.ScaleTexture-0000019F984D71E0.texture1 = "MixTexture-0000019F98468600"
scene.textures.ScaleTexture-0000019F984D71E0.texture2 = "ConstantFloatTexture-0000019F9846E0D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D71E0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493BD0: [
scene.textures.ConstantRGBColorTexture-0000019F98493BD0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493BD0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F98493BD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846ED30: [
scene.textures.ConstantFloatTexture-0000019F9846ED30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846ED30.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846ED30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F6C0: [
scene.textures.ConstantFloatTexture-0000019F9846F6C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F6C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F6C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F120: [
scene.textures.ConstantFloatTexture-0000019F9846F120.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F120.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F120
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EA60: [
scene.textures.ConstantFloatTexture-0000019F9846EA60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EA60.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846EA60
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429100: [
scene.materials.Glossy2-0000019F98429100.type = "glossy2"
scene.materials.Glossy2-0000019F98429100.bumptex = "ScaleTexture-0000019F984D71E0"
scene.materials.Glossy2-0000019F98429100.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429100.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98429100.ka = "ConstantRGBColorTexture-0000019F98493BD0"
scene.materials.Glossy2-0000019F98429100.uroughness = "ConstantFloatTexture-0000019F9846ED30"
scene.materials.Glossy2-0000019F98429100.vroughness = "ConstantFloatTexture-0000019F9846F6C0"
scene.materials.Glossy2-0000019F98429100.d = "ConstantFloatTexture-0000019F9846F120"
scene.materials.Glossy2-0000019F98429100.index = "ConstantFloatTexture-0000019F9846EA60"
scene.materials.Glossy2-0000019F98429100.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429100
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAAF00-0000019F98490390.ply = "Mesh-0000019F98490390"
scene.objects.Object-0000019FA0AAAF00-0000019F98490390.material = "Glossy2-0000019F98429100"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E8B0: [
scene.textures.ConstantFloatTexture-0000019F9846E8B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E8B0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E8B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E430: [
scene.textures.ConstantFloatTexture-0000019F9846E430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E430.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E430
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98468900: [
scene.textures.MixTexture-0000019F98468900.type = "mix"
scene.textures.MixTexture-0000019F98468900.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98468900.texture1 = "ConstantFloatTexture-0000019F9846E8B0"
scene.textures.MixTexture-0000019F98468900.texture2 = "ConstantFloatTexture-0000019F9846E430"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F98468900
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E280: [
scene.textures.ConstantFloatTexture-0000019F9846E280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E280.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E280
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D4F80: [
scene.textures.ScaleTexture-0000019F984D4F80.type = "scale"
scene.textures.ScaleTexture-0000019F984D4F80.texture1 = "MixTexture-0000019F98468900"
scene.textures.ScaleTexture-0000019F984D4F80.texture2 = "ConstantFloatTexture-0000019F9846E280"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D4F80
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98491F10: [
scene.textures.ConstantRGBColorTexture-0000019F98491F10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98491F10.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F98491F10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F240: [
scene.textures.ConstantFloatTexture-0000019F9846F240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F240.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F240
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DA10: [
scene.textures.ConstantFloatTexture-0000019F9846DA10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DA10.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DA10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E040: [
scene.textures.ConstantFloatTexture-0000019F9846E040.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E040.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E040
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D590: [
scene.textures.ConstantFloatTexture-0000019F9846D590.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D590.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D590
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429A80: [
scene.materials.Glossy2-0000019F98429A80.type = "glossy2"
scene.materials.Glossy2-0000019F98429A80.bumptex = "ScaleTexture-0000019F984D4F80"
scene.materials.Glossy2-0000019F98429A80.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429A80.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429A80.ka = "ConstantRGBColorTexture-0000019F98491F10"
scene.materials.Glossy2-0000019F98429A80.uroughness = "ConstantFloatTexture-0000019F9846F240"
scene.materials.Glossy2-0000019F98429A80.vroughness = "ConstantFloatTexture-0000019F9846DA10"
scene.materials.Glossy2-0000019F98429A80.d = "ConstantFloatTexture-0000019F9846E040"
scene.materials.Glossy2-0000019F98429A80.index = "ConstantFloatTexture-0000019F9846D590"
scene.materials.Glossy2-0000019F98429A80.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429A80
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAB680-0000019F98491510.ply = "Mesh-0000019F98491510"
scene.objects.Object-0000019FA0AAB680-0000019F98491510.material = "Glossy2-0000019F98429A80"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D740: [
scene.textures.ConstantFloatTexture-0000019F9846D740.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D740.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D740
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E3A0: [
scene.textures.ConstantFloatTexture-0000019F9846E3A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E3A0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E3A0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9851D750: [
scene.textures.MixTexture-0000019F9851D750.type = "mix"
scene.textures.MixTexture-0000019F9851D750.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F9851D750.texture1 = "ConstantFloatTexture-0000019F9846D740"
scene.textures.MixTexture-0000019F9851D750.texture2 = "ConstantFloatTexture-0000019F9846E3A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F9851D750
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E550: [
scene.textures.ConstantFloatTexture-0000019F9846E550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E550.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E550
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D50E0: [
scene.textures.ScaleTexture-0000019F984D50E0.type = "scale"
scene.textures.ScaleTexture-0000019F984D50E0.texture1 = "MixTexture-0000019F9851D750"
scene.textures.ScaleTexture-0000019F984D50E0.texture2 = "ConstantFloatTexture-0000019F9846E550"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D50E0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492A50: [
scene.textures.ConstantRGBColorTexture-0000019F98492A50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492A50.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F98492A50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F090: [
scene.textures.ConstantFloatTexture-0000019F9846F090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F090.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F090
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F2D0: [
scene.textures.ConstantFloatTexture-0000019F9846F2D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F2D0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F2D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F000: [
scene.textures.ConstantFloatTexture-0000019F9846F000.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F000.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F000
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846ECA0: [
scene.textures.ConstantFloatTexture-0000019F9846ECA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846ECA0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846ECA0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429360: [
scene.materials.Glossy2-0000019F98429360.type = "glossy2"
scene.materials.Glossy2-0000019F98429360.bumptex = "ScaleTexture-0000019F984D50E0"
scene.materials.Glossy2-0000019F98429360.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F98429360.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429360.ka = "ConstantRGBColorTexture-0000019F98492A50"
scene.materials.Glossy2-0000019F98429360.uroughness = "ConstantFloatTexture-0000019F9846F090"
scene.materials.Glossy2-0000019F98429360.vroughness = "ConstantFloatTexture-0000019F9846F2D0"
scene.materials.Glossy2-0000019F98429360.d = "ConstantFloatTexture-0000019F9846F000"
scene.materials.Glossy2-0000019F98429360.index = "ConstantFloatTexture-0000019F9846ECA0"
scene.materials.Glossy2-0000019F98429360.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429360
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA480-0000019F984911F0.ply = "Mesh-0000019F984911F0"
scene.objects.Object-0000019FA0AAA480-0000019F984911F0.material = "Glossy2-0000019F98429360"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EDC0: [
scene.textures.ConstantFloatTexture-0000019F9846EDC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EDC0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846EDC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E670: [
scene.textures.ConstantFloatTexture-0000019F9846E670.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E670.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E670
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9851F0D0: [
scene.textures.MixTexture-0000019F9851F0D0.type = "mix"
scene.textures.MixTexture-0000019F9851F0D0.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F9851F0D0.texture1 = "ConstantFloatTexture-0000019F9846EDC0"
scene.textures.MixTexture-0000019F9851F0D0.texture2 = "ConstantFloatTexture-0000019F9846E670"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F9851F0D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DF20: [
scene.textures.ConstantFloatTexture-0000019F9846DF20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DF20.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DF20
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5450: [
scene.textures.ScaleTexture-0000019F984D5450.type = "scale"
scene.textures.ScaleTexture-0000019F984D5450.texture1 = "MixTexture-0000019F9851F0D0"
scene.textures.ScaleTexture-0000019F984D5450.texture2 = "ConstantFloatTexture-0000019F9846DF20"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D5450
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98491FB0: [
scene.textures.ConstantRGBColorTexture-0000019F98491FB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98491FB0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F98491FB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F510: [
scene.textures.ConstantFloatTexture-0000019F9846F510.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F510.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F5A0: [
scene.textures.ConstantFloatTexture-0000019F9846F5A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F5A0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F5A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E4C0: [
scene.textures.ConstantFloatTexture-0000019F9846E4C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E4C0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E4C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DE90: [
scene.textures.ConstantFloatTexture-0000019F9846DE90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DE90.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DE90
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429490: [
scene.materials.Glossy2-0000019F98429490.type = "glossy2"
scene.materials.Glossy2-0000019F98429490.bumptex = "ScaleTexture-0000019F984D5450"
scene.materials.Glossy2-0000019F98429490.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F98429490.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429490.ka = "ConstantRGBColorTexture-0000019F98491FB0"
scene.materials.Glossy2-0000019F98429490.uroughness = "ConstantFloatTexture-0000019F9846F510"
scene.materials.Glossy2-0000019F98429490.vroughness = "ConstantFloatTexture-0000019F9846F5A0"
scene.materials.Glossy2-0000019F98429490.d = "ConstantFloatTexture-0000019F9846E4C0"
scene.materials.Glossy2-0000019F98429490.index = "ConstantFloatTexture-0000019F9846DE90"
scene.materials.Glossy2-0000019F98429490.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429490
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AA9880-0000019F9848FD50.ply = "Mesh-0000019F9848FD50"
scene.objects.Object-0000019FA0AA9880-0000019F9848FD50.material = "Glossy2-0000019F98429490"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DB30: [
scene.textures.ConstantFloatTexture-0000019F9846DB30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DB30.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DB30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D3E0: [
scene.textures.ConstantFloatTexture-0000019F9846D3E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D3E0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D3E0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9851E410: [
scene.textures.MixTexture-0000019F9851E410.type = "mix"
scene.textures.MixTexture-0000019F9851E410.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F9851E410.texture1 = "ConstantFloatTexture-0000019F9846DB30"
scene.textures.MixTexture-0000019F9851E410.texture2 = "ConstantFloatTexture-0000019F9846D3E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F9851E410
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D8F0: [
scene.textures.ConstantFloatTexture-0000019F9846D8F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D8F0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D8F0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5A80: [
scene.textures.ScaleTexture-0000019F984D5A80.type = "scale"
scene.textures.ScaleTexture-0000019F984D5A80.texture1 = "MixTexture-0000019F9851E410"
scene.textures.ScaleTexture-0000019F984D5A80.texture2 = "ConstantFloatTexture-0000019F9846D8F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D5A80
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492190: [
scene.textures.ConstantRGBColorTexture-0000019F98492190.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492190.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F98492190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DAA0: [
scene.textures.ConstantFloatTexture-0000019F9846DAA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DAA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DAA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846DBC0: [
scene.textures.ConstantFloatTexture-0000019F9846DBC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846DBC0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846DBC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E160: [
scene.textures.ConstantFloatTexture-0000019F9846E160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E160.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E160
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D980: [
scene.textures.ConstantFloatTexture-0000019F9846D980.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D980.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D980
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429BB0: [
scene.materials.Glossy2-0000019F98429BB0.type = "glossy2"
scene.materials.Glossy2-0000019F98429BB0.bumptex = "ScaleTexture-0000019F984D5A80"
scene.materials.Glossy2-0000019F98429BB0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429BB0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98429BB0.ka = "ConstantRGBColorTexture-0000019F98492190"
scene.materials.Glossy2-0000019F98429BB0.uroughness = "ConstantFloatTexture-0000019F9846DAA0"
scene.materials.Glossy2-0000019F98429BB0.vroughness = "ConstantFloatTexture-0000019F9846DBC0"
scene.materials.Glossy2-0000019F98429BB0.d = "ConstantFloatTexture-0000019F9846E160"
scene.materials.Glossy2-0000019F98429BB0.index = "ConstantFloatTexture-0000019F9846D980"
scene.materials.Glossy2-0000019F98429BB0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429BB0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AA9A00-0000019F984902F0.ply = "Mesh-0000019F984902F0"
scene.objects.Object-0000019FA0AA9A00-0000019F984902F0.material = "Glossy2-0000019F98429BB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846D7D0: [
scene.textures.ConstantFloatTexture-0000019F9846D7D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846D7D0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846D7D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E700: [
scene.textures.ConstantFloatTexture-0000019F9846E700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E700.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E700
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9851D810: [
scene.textures.MixTexture-0000019F9851D810.type = "mix"
scene.textures.MixTexture-0000019F9851D810.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F9851D810.texture1 = "ConstantFloatTexture-0000019F9846D7D0"
scene.textures.MixTexture-0000019F9851D810.texture2 = "ConstantFloatTexture-0000019F9846E700"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F9851D810
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846EE50: [
scene.textures.ConstantFloatTexture-0000019F9846EE50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846EE50.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846EE50
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5240: [
scene.textures.ScaleTexture-0000019F984D5240.type = "scale"
scene.textures.ScaleTexture-0000019F984D5240.texture1 = "MixTexture-0000019F9851D810"
scene.textures.ScaleTexture-0000019F984D5240.texture2 = "ConstantFloatTexture-0000019F9846EE50"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D5240
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984920F0: [
scene.textures.ConstantRGBColorTexture-0000019F984920F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984920F0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F984920F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F3F0: [
scene.textures.ConstantFloatTexture-0000019F9846F3F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F3F0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F3F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F630: [
scene.textures.ConstantFloatTexture-0000019F9846F630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F630.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F630
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F750: [
scene.textures.ConstantFloatTexture-0000019F9846F750.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F750.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846F750
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846E790: [
scene.textures.ConstantFloatTexture-0000019F9846E790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846E790.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846E790
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429950: [
scene.materials.Glossy2-0000019F98429950.type = "glossy2"
scene.materials.Glossy2-0000019F98429950.bumptex = "ScaleTexture-0000019F984D5240"
scene.materials.Glossy2-0000019F98429950.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429950.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429950.ka = "ConstantRGBColorTexture-0000019F984920F0"
scene.materials.Glossy2-0000019F98429950.uroughness = "ConstantFloatTexture-0000019F9846F3F0"
scene.materials.Glossy2-0000019F98429950.vroughness = "ConstantFloatTexture-0000019F9846F630"
scene.materials.Glossy2-0000019F98429950.d = "ConstantFloatTexture-0000019F9846F750"
scene.materials.Glossy2-0000019F98429950.index = "ConstantFloatTexture-0000019F9846E790"
scene.materials.Glossy2-0000019F98429950.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Material definition: Glossy2-0000019F98429950
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA180-0000019F9848F990.ply = "Mesh-0000019F9848F990"
scene.objects.Object-0000019FA0AAA180-0000019F9848F990.material = "Glossy2-0000019F98429950"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FB40: [
scene.textures.ConstantFloatTexture-0000019F9846FB40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FB40.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846FB40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FFC0: [
scene.textures.ConstantFloatTexture-0000019F9846FFC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FFC0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846FFC0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98521A10: [
scene.textures.MixTexture-0000019F98521A10.type = "mix"
scene.textures.MixTexture-0000019F98521A10.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98521A10.texture1 = "ConstantFloatTexture-0000019F9846FB40"
scene.textures.MixTexture-0000019F98521A10.texture2 = "ConstantFloatTexture-0000019F9846FFC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: MixTexture-0000019F98521A10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FCF0: [
scene.textures.ConstantFloatTexture-0000019F9846FCF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FCF0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846FCF0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D66E0: [
scene.textures.ScaleTexture-0000019F984D66E0.type = "scale"
scene.textures.ScaleTexture-0000019F984D66E0.texture1 = "MixTexture-0000019F98521A10"
scene.textures.ScaleTexture-0000019F984D66E0.texture2 = "ConstantFloatTexture-0000019F9846FCF0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ScaleTexture-0000019F984D66E0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984940D0: [
scene.textures.ConstantRGBColorTexture-0000019F984940D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984940D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantRGBColorTexture-0000019F984940D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FE10: [
scene.textures.ConstantFloatTexture-0000019F9846FE10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FE10.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F9846FE10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470050: [
scene.textures.ConstantFloatTexture-0000019F98470050.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470050.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.687] Texture definition: ConstantFloatTexture-0000019F98470050
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470440: [
scene.textures.ConstantFloatTexture-0000019F98470440.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470440.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470440
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984704D0: [
scene.textures.ConstantFloatTexture-0000019F984704D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984704D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984704D0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9AA0: [
scene.materials.Glossy2-0000019F983C9AA0.type = "glossy2"
scene.materials.Glossy2-0000019F983C9AA0.bumptex = "ScaleTexture-0000019F984D66E0"
scene.materials.Glossy2-0000019F983C9AA0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9AA0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C9AA0.ka = "ConstantRGBColorTexture-0000019F984940D0"
scene.materials.Glossy2-0000019F983C9AA0.uroughness = "ConstantFloatTexture-0000019F9846FE10"
scene.materials.Glossy2-0000019F983C9AA0.vroughness = "ConstantFloatTexture-0000019F98470050"
scene.materials.Glossy2-0000019F983C9AA0.d = "ConstantFloatTexture-0000019F98470440"
scene.materials.Glossy2-0000019F983C9AA0.index = "ConstantFloatTexture-0000019F984704D0"
scene.materials.Glossy2-0000019F983C9AA0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9AA0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0AAA780-0000019F98490250.ply = "Mesh-0000019F98490250"
scene.objects.Object-0000019FA0AAA780-0000019F98490250.material = "Glossy2-0000019F983C9AA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F900: [
scene.textures.ConstantFloatTexture-0000019F9846F900.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F900.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846F900
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984708C0: [
scene.textures.ConstantFloatTexture-0000019F984708C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984708C0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984708C0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9851E1D0: [
scene.textures.MixTexture-0000019F9851E1D0.type = "mix"
scene.textures.MixTexture-0000019F9851E1D0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F9851E1D0.texture1 = "ConstantFloatTexture-0000019F9846F900"
scene.textures.MixTexture-0000019F9851E1D0.texture2 = "ConstantFloatTexture-0000019F984708C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F9851E1D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FD80: [
scene.textures.ConstantFloatTexture-0000019F9846FD80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FD80.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FD80
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D60B0: [
scene.textures.ScaleTexture-0000019F984D60B0.type = "scale"
scene.textures.ScaleTexture-0000019F984D60B0.texture1 = "MixTexture-0000019F9851E1D0"
scene.textures.ScaleTexture-0000019F984D60B0.texture2 = "ConstantFloatTexture-0000019F9846FD80"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D60B0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493770: [
scene.textures.ConstantRGBColorTexture-0000019F98493770.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493770.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493770
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470560: [
scene.textures.ConstantFloatTexture-0000019F98470560.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470560.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470560
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984709E0: [
scene.textures.ConstantFloatTexture-0000019F984709E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984709E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984709E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470710: [
scene.textures.ConstantFloatTexture-0000019F98470710.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470710.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470710
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FC60: [
scene.textures.ConstantFloatTexture-0000019F9846FC60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FC60.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FC60
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98429CE0: [
scene.materials.Glossy2-0000019F98429CE0.type = "glossy2"
scene.materials.Glossy2-0000019F98429CE0.bumptex = "ScaleTexture-0000019F984D60B0"
scene.materials.Glossy2-0000019F98429CE0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98429CE0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98429CE0.ka = "ConstantRGBColorTexture-0000019F98493770"
scene.materials.Glossy2-0000019F98429CE0.uroughness = "ConstantFloatTexture-0000019F98470560"
scene.materials.Glossy2-0000019F98429CE0.vroughness = "ConstantFloatTexture-0000019F984709E0"
scene.materials.Glossy2-0000019F98429CE0.d = "ConstantFloatTexture-0000019F98470710"
scene.materials.Glossy2-0000019F98429CE0.index = "ConstantFloatTexture-0000019F9846FC60"
scene.materials.Glossy2-0000019F98429CE0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F98429CE0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6B2A0-0000019F98491290.ply = "Mesh-0000019F98491290"
scene.objects.Object-0000019FA0E6B2A0-0000019F98491290.material = "Glossy2-0000019F98429CE0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984700E0: [
scene.textures.ConstantFloatTexture-0000019F984700E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984700E0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984700E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FBD0: [
scene.textures.ConstantFloatTexture-0000019F9846FBD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FBD0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FBD0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98520510: [
scene.textures.MixTexture-0000019F98520510.type = "mix"
scene.textures.MixTexture-0000019F98520510.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98520510.texture1 = "ConstantFloatTexture-0000019F984700E0"
scene.textures.MixTexture-0000019F98520510.texture2 = "ConstantFloatTexture-0000019F9846FBD0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F98520510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470290: [
scene.textures.ConstantFloatTexture-0000019F98470290.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470290.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470290
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6840: [
scene.textures.ScaleTexture-0000019F984D6840.type = "scale"
scene.textures.ScaleTexture-0000019F984D6840.texture1 = "MixTexture-0000019F98520510"
scene.textures.ScaleTexture-0000019F984D6840.texture2 = "ConstantFloatTexture-0000019F98470290"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6840
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493D10: [
scene.textures.ConstantRGBColorTexture-0000019F98493D10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493D10.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493D10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470320: [
scene.textures.ConstantFloatTexture-0000019F98470320.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470320.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470320
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FA20: [
scene.textures.ConstantFloatTexture-0000019F9846FA20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FA20.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FA20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984707A0: [
scene.textures.ConstantFloatTexture-0000019F984707A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984707A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984707A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470200: [
scene.textures.ConstantFloatTexture-0000019F98470200.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470200.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470200
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9F60: [
scene.materials.Glossy2-0000019F983C9F60.type = "glossy2"
scene.materials.Glossy2-0000019F983C9F60.bumptex = "ScaleTexture-0000019F984D6840"
scene.materials.Glossy2-0000019F983C9F60.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9F60.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C9F60.ka = "ConstantRGBColorTexture-0000019F98493D10"
scene.materials.Glossy2-0000019F983C9F60.uroughness = "ConstantFloatTexture-0000019F98470320"
scene.materials.Glossy2-0000019F983C9F60.vroughness = "ConstantFloatTexture-0000019F9846FA20"
scene.materials.Glossy2-0000019F983C9F60.d = "ConstantFloatTexture-0000019F984707A0"
scene.materials.Glossy2-0000019F983C9F60.index = "ConstantFloatTexture-0000019F98470200"
scene.materials.Glossy2-0000019F983C9F60.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9F60
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E69F20-0000019F98490E30.ply = "Mesh-0000019F98490E30"
scene.objects.Object-0000019FA0E69F20-0000019F98490E30.material = "Glossy2-0000019F983C9F60"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470950: [
scene.textures.ConstantFloatTexture-0000019F98470950.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470950.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470950
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F990: [
scene.textures.ConstantFloatTexture-0000019F9846F990.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F990.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846F990
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98522190: [
scene.textures.MixTexture-0000019F98522190.type = "mix"
scene.textures.MixTexture-0000019F98522190.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98522190.texture1 = "ConstantFloatTexture-0000019F98470950"
scene.textures.MixTexture-0000019F98522190.texture2 = "ConstantFloatTexture-0000019F9846F990"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F98522190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470A70: [
scene.textures.ConstantFloatTexture-0000019F98470A70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470A70.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470A70
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5EA0: [
scene.textures.ScaleTexture-0000019F984D5EA0.type = "scale"
scene.textures.ScaleTexture-0000019F984D5EA0.texture1 = "MixTexture-0000019F98522190"
scene.textures.ScaleTexture-0000019F984D5EA0.texture2 = "ConstantFloatTexture-0000019F98470A70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D5EA0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493A90: [
scene.textures.ConstantRGBColorTexture-0000019F98493A90.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493A90.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493A90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846F7E0: [
scene.textures.ConstantFloatTexture-0000019F9846F7E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846F7E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846F7E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FF30: [
scene.textures.ConstantFloatTexture-0000019F9846FF30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FF30.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FF30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98470170: [
scene.textures.ConstantFloatTexture-0000019F98470170.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98470170.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98470170
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FEA0: [
scene.textures.ConstantFloatTexture-0000019F9846FEA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FEA0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FEA0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C8EC0: [
scene.materials.Glossy2-0000019F983C8EC0.type = "glossy2"
scene.materials.Glossy2-0000019F983C8EC0.bumptex = "ScaleTexture-0000019F984D5EA0"
scene.materials.Glossy2-0000019F983C8EC0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C8EC0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C8EC0.ka = "ConstantRGBColorTexture-0000019F98493A90"
scene.materials.Glossy2-0000019F983C8EC0.uroughness = "ConstantFloatTexture-0000019F9846F7E0"
scene.materials.Glossy2-0000019F983C8EC0.vroughness = "ConstantFloatTexture-0000019F9846FF30"
scene.materials.Glossy2-0000019F983C8EC0.d = "ConstantFloatTexture-0000019F98470170"
scene.materials.Glossy2-0000019F983C8EC0.index = "ConstantFloatTexture-0000019F9846FEA0"
scene.materials.Glossy2-0000019F983C8EC0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C8EC0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6B120-0000019F98491470.ply = "Mesh-0000019F98491470"
scene.objects.Object-0000019FA0E6B120-0000019F98491470.material = "Glossy2-0000019F983C8EC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846ADA0: [
scene.textures.ConstantFloatTexture-0000019F9846ADA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846ADA0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846ADA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469690: [
scene.textures.ConstantFloatTexture-0000019F98469690.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469690.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469690
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98521590: [
scene.textures.MixTexture-0000019F98521590.type = "mix"
scene.textures.MixTexture-0000019F98521590.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98521590.texture1 = "ConstantFloatTexture-0000019F9846ADA0"
scene.textures.MixTexture-0000019F98521590.texture2 = "ConstantFloatTexture-0000019F98469690"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F98521590
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AE30: [
scene.textures.ConstantFloatTexture-0000019F9846AE30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AE30.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AE30
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6DC0: [
scene.textures.ScaleTexture-0000019F984D6DC0.type = "scale"
scene.textures.ScaleTexture-0000019F984D6DC0.texture1 = "MixTexture-0000019F98521590"
scene.textures.ScaleTexture-0000019F984D6DC0.texture2 = "ConstantFloatTexture-0000019F9846AE30"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6DC0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492370: [
scene.textures.ConstantRGBColorTexture-0000019F98492370.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492370.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98492370
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AB60: [
scene.textures.ConstantFloatTexture-0000019F9846AB60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AB60.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AB60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469A80: [
scene.textures.ConstantFloatTexture-0000019F98469A80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469A80.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469A80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AAD0: [
scene.textures.ConstantFloatTexture-0000019F9846AAD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AAD0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AAD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469720: [
scene.textures.ConstantFloatTexture-0000019F98469720.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469720.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469720
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9710: [
scene.materials.Glossy2-0000019F983C9710.type = "glossy2"
scene.materials.Glossy2-0000019F983C9710.bumptex = "ScaleTexture-0000019F984D6DC0"
scene.materials.Glossy2-0000019F983C9710.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9710.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C9710.ka = "ConstantRGBColorTexture-0000019F98492370"
scene.materials.Glossy2-0000019F983C9710.uroughness = "ConstantFloatTexture-0000019F9846AB60"
scene.materials.Glossy2-0000019F983C9710.vroughness = "ConstantFloatTexture-0000019F98469A80"
scene.materials.Glossy2-0000019F983C9710.d = "ConstantFloatTexture-0000019F9846AAD0"
scene.materials.Glossy2-0000019F983C9710.index = "ConstantFloatTexture-0000019F98469720"
scene.materials.Glossy2-0000019F983C9710.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9710
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A0A0-0000019F98490430.ply = "Mesh-0000019F98490430"
scene.objects.Object-0000019FA0E6A0A0-0000019F98490430.material = "Glossy2-0000019F983C9710"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846FAB0: [
scene.textures.ConstantFloatTexture-0000019F9846FAB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846FAB0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846FAB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984703B0: [
scene.textures.ConstantFloatTexture-0000019F984703B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984703B0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984703B0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985208D0: [
scene.textures.MixTexture-0000019F985208D0.type = "mix"
scene.textures.MixTexture-0000019F985208D0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F985208D0.texture1 = "ConstantFloatTexture-0000019F9846FAB0"
scene.textures.MixTexture-0000019F985208D0.texture2 = "ConstantFloatTexture-0000019F984703B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F985208D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A9B0: [
scene.textures.ConstantFloatTexture-0000019F9846A9B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A9B0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A9B0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D69A0: [
scene.textures.ScaleTexture-0000019F984D69A0.type = "scale"
scene.textures.ScaleTexture-0000019F984D69A0.texture1 = "MixTexture-0000019F985208D0"
scene.textures.ScaleTexture-0000019F984D69A0.texture2 = "ConstantFloatTexture-0000019F9846A9B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D69A0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492230: [
scene.textures.ConstantRGBColorTexture-0000019F98492230.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492230.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98492230
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984699F0: [
scene.textures.ConstantFloatTexture-0000019F984699F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984699F0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984699F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468FD0: [
scene.textures.ConstantFloatTexture-0000019F98468FD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468FD0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468FD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468BE0: [
scene.textures.ConstantFloatTexture-0000019F98468BE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468BE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468BE0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984698D0: [
scene.textures.ConstantFloatTexture-0000019F984698D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984698D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984698D0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9BD0: [
scene.materials.Glossy2-0000019F983C9BD0.type = "glossy2"
scene.materials.Glossy2-0000019F983C9BD0.bumptex = "ScaleTexture-0000019F984D69A0"
scene.materials.Glossy2-0000019F983C9BD0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9BD0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9BD0.ka = "ConstantRGBColorTexture-0000019F98492230"
scene.materials.Glossy2-0000019F983C9BD0.uroughness = "ConstantFloatTexture-0000019F984699F0"
scene.materials.Glossy2-0000019F983C9BD0.vroughness = "ConstantFloatTexture-0000019F98468FD0"
scene.materials.Glossy2-0000019F983C9BD0.d = "ConstantFloatTexture-0000019F98468BE0"
scene.materials.Glossy2-0000019F983C9BD0.index = "ConstantFloatTexture-0000019F984698D0"
scene.materials.Glossy2-0000019F983C9BD0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9BD0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A3A0-0000019F98491330.ply = "Mesh-0000019F98491330"
scene.objects.Object-0000019FA0E6A3A0-0000019F98491330.material = "Glossy2-0000019F983C9BD0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469B10: [
scene.textures.ConstantFloatTexture-0000019F98469B10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469B10.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469B10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469570: [
scene.textures.ConstantFloatTexture-0000019F98469570.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469570.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469570
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98523210: [
scene.textures.MixTexture-0000019F98523210.type = "mix"
scene.textures.MixTexture-0000019F98523210.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F98523210.texture1 = "ConstantFloatTexture-0000019F98469B10"
scene.textures.MixTexture-0000019F98523210.texture2 = "ConstantFloatTexture-0000019F98469570"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F98523210
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468C70: [
scene.textures.ConstantFloatTexture-0000019F98468C70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468C70.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468C70
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6E70: [
scene.textures.ScaleTexture-0000019F984D6E70.type = "scale"
scene.textures.ScaleTexture-0000019F984D6E70.texture1 = "MixTexture-0000019F98523210"
scene.textures.ScaleTexture-0000019F984D6E70.texture2 = "ConstantFloatTexture-0000019F98468C70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6E70
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493C70: [
scene.textures.ConstantRGBColorTexture-0000019F98493C70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493C70.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493C70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469F90: [
scene.textures.ConstantFloatTexture-0000019F98469F90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469F90.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469F90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A800: [
scene.textures.ConstantFloatTexture-0000019F9846A800.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A800.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A800
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A770: [
scene.textures.ConstantFloatTexture-0000019F9846A770.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A770.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A770
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469C30: [
scene.textures.ConstantFloatTexture-0000019F98469C30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469C30.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469C30
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C8B30: [
scene.materials.Glossy2-0000019F983C8B30.type = "glossy2"
scene.materials.Glossy2-0000019F983C8B30.bumptex = "ScaleTexture-0000019F984D6E70"
scene.materials.Glossy2-0000019F983C8B30.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F983C8B30.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C8B30.ka = "ConstantRGBColorTexture-0000019F98493C70"
scene.materials.Glossy2-0000019F983C8B30.uroughness = "ConstantFloatTexture-0000019F98469F90"
scene.materials.Glossy2-0000019F983C8B30.vroughness = "ConstantFloatTexture-0000019F9846A800"
scene.materials.Glossy2-0000019F983C8B30.d = "ConstantFloatTexture-0000019F9846A770"
scene.materials.Glossy2-0000019F983C8B30.index = "ConstantFloatTexture-0000019F98469C30"
scene.materials.Glossy2-0000019F983C8B30.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C8B30
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A220-0000019F984918D0.ply = "Mesh-0000019F984918D0"
scene.objects.Object-0000019FA0E6A220-0000019F984918D0.material = "Glossy2-0000019F983C8B30"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468D90: [
scene.textures.ConstantFloatTexture-0000019F98468D90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468D90.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468D90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984693C0: [
scene.textures.ConstantFloatTexture-0000019F984693C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984693C0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984693C0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98524350: [
scene.textures.MixTexture-0000019F98524350.type = "mix"
scene.textures.MixTexture-0000019F98524350.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F98524350.texture1 = "ConstantFloatTexture-0000019F98468D90"
scene.textures.MixTexture-0000019F98524350.texture2 = "ConstantFloatTexture-0000019F984693C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F98524350
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AC80: [
scene.textures.ConstantFloatTexture-0000019F9846AC80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AC80.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AC80
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6A50: [
scene.textures.ScaleTexture-0000019F984D6A50.type = "scale"
scene.textures.ScaleTexture-0000019F984D6A50.texture1 = "MixTexture-0000019F98524350"
scene.textures.ScaleTexture-0000019F984D6A50.texture2 = "ConstantFloatTexture-0000019F9846AC80"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6A50
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492410: [
scene.textures.ConstantRGBColorTexture-0000019F98492410.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492410.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98492410
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469600: [
scene.textures.ConstantFloatTexture-0000019F98469600.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469600.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469600
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469BA0: [
scene.textures.ConstantFloatTexture-0000019F98469BA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469BA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469BA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A410: [
scene.textures.ConstantFloatTexture-0000019F9846A410.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A410.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A410
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469D50: [
scene.textures.ConstantFloatTexture-0000019F98469D50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469D50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469D50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9380: [
scene.materials.Glossy2-0000019F983C9380.type = "glossy2"
scene.materials.Glossy2-0000019F983C9380.bumptex = "ScaleTexture-0000019F984D6A50"
scene.materials.Glossy2-0000019F983C9380.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F983C9380.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9380.ka = "ConstantRGBColorTexture-0000019F98492410"
scene.materials.Glossy2-0000019F983C9380.uroughness = "ConstantFloatTexture-0000019F98469600"
scene.materials.Glossy2-0000019F983C9380.vroughness = "ConstantFloatTexture-0000019F98469BA0"
scene.materials.Glossy2-0000019F983C9380.d = "ConstantFloatTexture-0000019F9846A410"
scene.materials.Glossy2-0000019F983C9380.index = "ConstantFloatTexture-0000019F98469D50"
scene.materials.Glossy2-0000019F983C9380.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9380
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E69AA0-0000019F9848FA30.ply = "Mesh-0000019F9848FA30"
scene.objects.Object-0000019FA0E69AA0-0000019F9848FA30.material = "Glossy2-0000019F983C9380"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469F00: [
scene.textures.ConstantFloatTexture-0000019F98469F00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469F00.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469F00
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984697B0: [
scene.textures.ConstantFloatTexture-0000019F984697B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984697B0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984697B0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985244D0: [
scene.textures.MixTexture-0000019F985244D0.type = "mix"
scene.textures.MixTexture-0000019F985244D0.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F985244D0.texture1 = "ConstantFloatTexture-0000019F98469F00"
scene.textures.MixTexture-0000019F985244D0.texture2 = "ConstantFloatTexture-0000019F984697B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F985244D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AEC0: [
scene.textures.ConstantFloatTexture-0000019F9846AEC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AEC0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AEC0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6580: [
scene.textures.ScaleTexture-0000019F984D6580.type = "scale"
scene.textures.ScaleTexture-0000019F984D6580.texture1 = "MixTexture-0000019F985244D0"
scene.textures.ScaleTexture-0000019F984D6580.texture2 = "ConstantFloatTexture-0000019F9846AEC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6580
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493EF0: [
scene.textures.ConstantRGBColorTexture-0000019F98493EF0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493EF0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493EF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468D00: [
scene.textures.ConstantFloatTexture-0000019F98468D00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468D00.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468D00
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468EB0: [
scene.textures.ConstantFloatTexture-0000019F98468EB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468EB0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468EB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469840: [
scene.textures.ConstantFloatTexture-0000019F98469840.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469840.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469840
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846ABF0: [
scene.textures.ConstantFloatTexture-0000019F9846ABF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846ABF0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846ABF0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA7B0: [
scene.materials.Glossy2-0000019F983CA7B0.type = "glossy2"
scene.materials.Glossy2-0000019F983CA7B0.bumptex = "ScaleTexture-0000019F984D6580"
scene.materials.Glossy2-0000019F983CA7B0.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F983CA7B0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983CA7B0.ka = "ConstantRGBColorTexture-0000019F98493EF0"
scene.materials.Glossy2-0000019F983CA7B0.uroughness = "ConstantFloatTexture-0000019F98468D00"
scene.materials.Glossy2-0000019F983CA7B0.vroughness = "ConstantFloatTexture-0000019F98468EB0"
scene.materials.Glossy2-0000019F983CA7B0.d = "ConstantFloatTexture-0000019F98469840"
scene.materials.Glossy2-0000019F983CA7B0.index = "ConstantFloatTexture-0000019F9846ABF0"
scene.materials.Glossy2-0000019F983CA7B0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983CA7B0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E697A0-0000019F984916F0.ply = "Mesh-0000019F984916F0"
scene.objects.Object-0000019FA0E697A0-0000019F984916F0.material = "Glossy2-0000019F983CA7B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A020: [
scene.textures.ConstantFloatTexture-0000019F9846A020.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A020.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A020
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984692A0: [
scene.textures.ConstantFloatTexture-0000019F984692A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984692A0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984692A0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985238D0: [
scene.textures.MixTexture-0000019F985238D0.type = "mix"
scene.textures.MixTexture-0000019F985238D0.amount = "ImageFloatTexture-0000019F983C7930"
scene.textures.MixTexture-0000019F985238D0.texture1 = "ConstantFloatTexture-0000019F9846A020"
scene.textures.MixTexture-0000019F985238D0.texture2 = "ConstantFloatTexture-0000019F984692A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F985238D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984690F0: [
scene.textures.ConstantFloatTexture-0000019F984690F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984690F0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984690F0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6160: [
scene.textures.ScaleTexture-0000019F984D6160.type = "scale"
scene.textures.ScaleTexture-0000019F984D6160.texture1 = "MixTexture-0000019F985238D0"
scene.textures.ScaleTexture-0000019F984D6160.texture2 = "ConstantFloatTexture-0000019F984690F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6160
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493310: [
scene.textures.ConstantRGBColorTexture-0000019F98493310.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493310.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493310
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A380: [
scene.textures.ConstantFloatTexture-0000019F9846A380.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A380.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A380
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469960: [
scene.textures.ConstantFloatTexture-0000019F98469960.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469960.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469960
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AD10: [
scene.textures.ConstantFloatTexture-0000019F9846AD10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AD10.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AD10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846AF50: [
scene.textures.ConstantFloatTexture-0000019F9846AF50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846AF50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846AF50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA1C0: [
scene.materials.Glossy2-0000019F983CA1C0.type = "glossy2"
scene.materials.Glossy2-0000019F983CA1C0.bumptex = "ScaleTexture-0000019F984D6160"
scene.materials.Glossy2-0000019F983CA1C0.kd = "ImageSpectrumTexture-0000019F983C8290"
scene.materials.Glossy2-0000019F983CA1C0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983CA1C0.ka = "ConstantRGBColorTexture-0000019F98493310"
scene.materials.Glossy2-0000019F983CA1C0.uroughness = "ConstantFloatTexture-0000019F9846A380"
scene.materials.Glossy2-0000019F983CA1C0.vroughness = "ConstantFloatTexture-0000019F98469960"
scene.materials.Glossy2-0000019F983CA1C0.d = "ConstantFloatTexture-0000019F9846AD10"
scene.materials.Glossy2-0000019F983CA1C0.index = "ConstantFloatTexture-0000019F9846AF50"
scene.materials.Glossy2-0000019F983CA1C0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983CA1C0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6B420-0000019F984907F0.ply = "Mesh-0000019F984907F0"
scene.objects.Object-0000019FA0E6B420-0000019F984907F0.material = "Glossy2-0000019F983CA1C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A6E0: [
scene.textures.ConstantFloatTexture-0000019F9846A6E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A6E0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A6E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A920: [
scene.textures.ConstantFloatTexture-0000019F9846A920.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A920.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A920
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BA550: [
scene.textures.MixTexture-0000019F984BA550.type = "mix"
scene.textures.MixTexture-0000019F984BA550.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F984BA550.texture1 = "ConstantFloatTexture-0000019F9846A6E0"
scene.textures.MixTexture-0000019F984BA550.texture2 = "ConstantFloatTexture-0000019F9846A920"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984BA550
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C36B0: [
scene.textures.ConstantFloatTexture-0000019F984C36B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C36B0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C36B0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6630: [
scene.textures.ScaleTexture-0000019F984D6630.type = "scale"
scene.textures.ScaleTexture-0000019F984D6630.texture1 = "MixTexture-0000019F984BA550"
scene.textures.ScaleTexture-0000019F984D6630.texture2 = "ConstantFloatTexture-0000019F984C36B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6630
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984924B0: [
scene.textures.ConstantRGBColorTexture-0000019F984924B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984924B0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F984924B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C44C0: [
scene.textures.ConstantFloatTexture-0000019F984C44C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C44C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C44C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C24B0: [
scene.textures.ConstantFloatTexture-0000019F984C24B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C24B0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C24B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C25D0: [
scene.textures.ConstantFloatTexture-0000019F984C25D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C25D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C25D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3740: [
scene.textures.ConstantFloatTexture-0000019F984C3740.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3740.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3740
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C95E0: [
scene.materials.Glossy2-0000019F983C95E0.type = "glossy2"
scene.materials.Glossy2-0000019F983C95E0.bumptex = "ScaleTexture-0000019F984D6630"
scene.materials.Glossy2-0000019F983C95E0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F983C95E0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C95E0.ka = "ConstantRGBColorTexture-0000019F984924B0"
scene.materials.Glossy2-0000019F983C95E0.uroughness = "ConstantFloatTexture-0000019F984C44C0"
scene.materials.Glossy2-0000019F983C95E0.vroughness = "ConstantFloatTexture-0000019F984C24B0"
scene.materials.Glossy2-0000019F983C95E0.d = "ConstantFloatTexture-0000019F984C25D0"
scene.materials.Glossy2-0000019F983C95E0.index = "ConstantFloatTexture-0000019F984C3740"
scene.materials.Glossy2-0000019F983C95E0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C95E0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6B5A0-0000019F98490C50.ply = "Mesh-0000019F98490C50"
scene.objects.Object-0000019FA0E6B5A0-0000019F98490C50.material = "Glossy2-0000019F983C95E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469CC0: [
scene.textures.ConstantFloatTexture-0000019F98469CC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469CC0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469CC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469DE0: [
scene.textures.ConstantFloatTexture-0000019F98469DE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469DE0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469DE0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984B9C50: [
scene.textures.MixTexture-0000019F984B9C50.type = "mix"
scene.textures.MixTexture-0000019F984B9C50.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F984B9C50.texture1 = "ConstantFloatTexture-0000019F98469CC0"
scene.textures.MixTexture-0000019F984B9C50.texture2 = "ConstantFloatTexture-0000019F98469DE0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984B9C50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469E70: [
scene.textures.ConstantFloatTexture-0000019F98469E70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469E70.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469E70
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D73F0: [
scene.textures.ScaleTexture-0000019F984D73F0.type = "scale"
scene.textures.ScaleTexture-0000019F984D73F0.texture1 = "MixTexture-0000019F984B9C50"
scene.textures.ScaleTexture-0000019F984D73F0.texture2 = "ConstantFloatTexture-0000019F98469E70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D73F0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494350: [
scene.textures.ConstantRGBColorTexture-0000019F98494350.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494350.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98494350
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A2F0: [
scene.textures.ConstantFloatTexture-0000019F9846A2F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A2F0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A2F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A5C0: [
scene.textures.ConstantFloatTexture-0000019F9846A5C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A5C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A5C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A1D0: [
scene.textures.ConstantFloatTexture-0000019F9846A1D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A1D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A1D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A530: [
scene.textures.ConstantFloatTexture-0000019F9846A530.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A530.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A530
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C94B0: [
scene.materials.Glossy2-0000019F983C94B0.type = "glossy2"
scene.materials.Glossy2-0000019F983C94B0.bumptex = "ScaleTexture-0000019F984D73F0"
scene.materials.Glossy2-0000019F983C94B0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F983C94B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C94B0.ka = "ConstantRGBColorTexture-0000019F98494350"
scene.materials.Glossy2-0000019F983C94B0.uroughness = "ConstantFloatTexture-0000019F9846A2F0"
scene.materials.Glossy2-0000019F983C94B0.vroughness = "ConstantFloatTexture-0000019F9846A5C0"
scene.materials.Glossy2-0000019F983C94B0.d = "ConstantFloatTexture-0000019F9846A1D0"
scene.materials.Glossy2-0000019F983C94B0.index = "ConstantFloatTexture-0000019F9846A530"
scene.materials.Glossy2-0000019F983C94B0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C94B0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A520-0000019F984915B0.ply = "Mesh-0000019F984915B0"
scene.objects.Object-0000019FA0E6A520-0000019F984915B0.material = "Glossy2-0000019F983C94B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98468F40: [
scene.textures.ConstantFloatTexture-0000019F98468F40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98468F40.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98468F40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469210: [
scene.textures.ConstantFloatTexture-0000019F98469210.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469210.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469210
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984B8150: [
scene.textures.MixTexture-0000019F984B8150.type = "mix"
scene.textures.MixTexture-0000019F984B8150.amount = "ImageFloatTexture-0000019F983C7FC0"
scene.textures.MixTexture-0000019F984B8150.texture1 = "ConstantFloatTexture-0000019F98468F40"
scene.textures.MixTexture-0000019F984B8150.texture2 = "ConstantFloatTexture-0000019F98469210"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984B8150
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A890: [
scene.textures.ConstantFloatTexture-0000019F9846A890.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A890.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A890
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6F20: [
scene.textures.ScaleTexture-0000019F984D6F20.type = "scale"
scene.textures.ScaleTexture-0000019F984D6F20.texture1 = "MixTexture-0000019F984B8150"
scene.textures.ScaleTexture-0000019F984D6F20.texture2 = "ConstantFloatTexture-0000019F9846A890"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D6F20
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984942B0: [
scene.textures.ConstantRGBColorTexture-0000019F984942B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984942B0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F984942B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984694E0: [
scene.textures.ConstantFloatTexture-0000019F984694E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984694E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984694E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9846A0B0: [
scene.textures.ConstantFloatTexture-0000019F9846A0B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9846A0B0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F9846A0B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469450: [
scene.textures.ConstantFloatTexture-0000019F98469450.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469450.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469450
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98469330: [
scene.textures.ConstantFloatTexture-0000019F98469330.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98469330.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F98469330
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9840: [
scene.materials.Glossy2-0000019F983C9840.type = "glossy2"
scene.materials.Glossy2-0000019F983C9840.bumptex = "ScaleTexture-0000019F984D6F20"
scene.materials.Glossy2-0000019F983C9840.kd = "ImageSpectrumTexture-0000019F983C80B0"
scene.materials.Glossy2-0000019F983C9840.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9840.ka = "ConstantRGBColorTexture-0000019F984942B0"
scene.materials.Glossy2-0000019F983C9840.uroughness = "ConstantFloatTexture-0000019F984694E0"
scene.materials.Glossy2-0000019F983C9840.vroughness = "ConstantFloatTexture-0000019F9846A0B0"
scene.materials.Glossy2-0000019F983C9840.d = "ConstantFloatTexture-0000019F98469450"
scene.materials.Glossy2-0000019F983C9840.index = "ConstantFloatTexture-0000019F98469330"
scene.materials.Glossy2-0000019F983C9840.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983C9840
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A6A0-0000019F98491650.ply = "Mesh-0000019F98491650"
scene.objects.Object-0000019FA0E6A6A0-0000019F98491650.material = "Glossy2-0000019F983C9840"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2AE0: [
scene.textures.ConstantFloatTexture-0000019F984C2AE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2AE0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2AE0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2B70: [
scene.textures.ConstantFloatTexture-0000019F984C2B70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2B70.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2B70
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984B8690: [
scene.textures.MixTexture-0000019F984B8690.type = "mix"
scene.textures.MixTexture-0000019F984B8690.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F984B8690.texture1 = "ConstantFloatTexture-0000019F984C2AE0"
scene.textures.MixTexture-0000019F984B8690.texture2 = "ConstantFloatTexture-0000019F984C2B70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984B8690
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3500: [
scene.textures.ConstantFloatTexture-0000019F984C3500.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3500.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3500
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5500: [
scene.textures.ScaleTexture-0000019F984D5500.type = "scale"
scene.textures.ScaleTexture-0000019F984D5500.texture1 = "MixTexture-0000019F984B8690"
scene.textures.ScaleTexture-0000019F984D5500.texture2 = "ConstantFloatTexture-0000019F984C3500"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D5500
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493270: [
scene.textures.ConstantRGBColorTexture-0000019F98493270.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493270.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98493270
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C26F0: [
scene.textures.ConstantFloatTexture-0000019F984C26F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C26F0.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C26F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3590: [
scene.textures.ConstantFloatTexture-0000019F984C3590.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3590.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3590
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3080: [
scene.textures.ConstantFloatTexture-0000019F984C3080.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3080.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3080
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4310: [
scene.textures.ConstantFloatTexture-0000019F984C4310.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4310.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C4310
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA680: [
scene.materials.Glossy2-0000019F983CA680.type = "glossy2"
scene.materials.Glossy2-0000019F983CA680.bumptex = "ScaleTexture-0000019F984D5500"
scene.materials.Glossy2-0000019F983CA680.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F983CA680.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F983CA680.ka = "ConstantRGBColorTexture-0000019F98493270"
scene.materials.Glossy2-0000019F983CA680.uroughness = "ConstantFloatTexture-0000019F984C26F0"
scene.materials.Glossy2-0000019F983CA680.vroughness = "ConstantFloatTexture-0000019F984C3590"
scene.materials.Glossy2-0000019F983CA680.d = "ConstantFloatTexture-0000019F984C3080"
scene.materials.Glossy2-0000019F983CA680.index = "ConstantFloatTexture-0000019F984C4310"
scene.materials.Glossy2-0000019F983CA680.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983CA680
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A820-0000019F98491790.ply = "Mesh-0000019F98491790"
scene.objects.Object-0000019FA0E6A820-0000019F98491790.material = "Glossy2-0000019F983CA680"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2F60: [
scene.textures.ConstantFloatTexture-0000019F984C2F60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2F60.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2F60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2C00: [
scene.textures.ConstantFloatTexture-0000019F984C2C00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2C00.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2C00
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BCB90: [
scene.textures.MixTexture-0000019F984BCB90.type = "mix"
scene.textures.MixTexture-0000019F984BCB90.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984BCB90.texture1 = "ConstantFloatTexture-0000019F984C2F60"
scene.textures.MixTexture-0000019F984BCB90.texture2 = "ConstantFloatTexture-0000019F984C2C00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984BCB90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C40D0: [
scene.textures.ConstantFloatTexture-0000019F984C40D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C40D0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C40D0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5D40: [
scene.textures.ScaleTexture-0000019F984D5D40.type = "scale"
scene.textures.ScaleTexture-0000019F984D5D40.texture1 = "MixTexture-0000019F984BCB90"
scene.textures.ScaleTexture-0000019F984D5D40.texture2 = "ConstantFloatTexture-0000019F984C40D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D5D40
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492550: [
scene.textures.ConstantRGBColorTexture-0000019F98492550.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492550.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F98492550
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2C90: [
scene.textures.ConstantFloatTexture-0000019F984C2C90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2C90.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2C90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2810: [
scene.textures.ConstantFloatTexture-0000019F984C2810.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2810.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2810
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C38F0: [
scene.textures.ConstantFloatTexture-0000019F984C38F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C38F0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C38F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4550: [
scene.textures.ConstantFloatTexture-0000019F984C4550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4550.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C4550
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA550: [
scene.materials.Glossy2-0000019F983CA550.type = "glossy2"
scene.materials.Glossy2-0000019F983CA550.bumptex = "ScaleTexture-0000019F984D5D40"
scene.materials.Glossy2-0000019F983CA550.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983CA550.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983CA550.ka = "ConstantRGBColorTexture-0000019F98492550"
scene.materials.Glossy2-0000019F983CA550.uroughness = "ConstantFloatTexture-0000019F984C2C90"
scene.materials.Glossy2-0000019F983CA550.vroughness = "ConstantFloatTexture-0000019F984C2810"
scene.materials.Glossy2-0000019F983CA550.d = "ConstantFloatTexture-0000019F984C38F0"
scene.materials.Glossy2-0000019F983CA550.index = "ConstantFloatTexture-0000019F984C4550"
scene.materials.Glossy2-0000019F983CA550.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Material definition: Glossy2-0000019F983CA550
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E69920-0000019F98491BF0.ply = "Mesh-0000019F98491BF0"
scene.objects.Object-0000019FA0E69920-0000019F98491BF0.material = "Glossy2-0000019F983CA550"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C37D0: [
scene.textures.ConstantFloatTexture-0000019F984C37D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C37D0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C37D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2930: [
scene.textures.ConstantFloatTexture-0000019F984C2930.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2930.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C2930
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BDC10: [
scene.textures.MixTexture-0000019F984BDC10.type = "mix"
scene.textures.MixTexture-0000019F984BDC10.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984BDC10.texture1 = "ConstantFloatTexture-0000019F984C37D0"
scene.textures.MixTexture-0000019F984BDC10.texture2 = "ConstantFloatTexture-0000019F984C2930"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: MixTexture-0000019F984BDC10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3110: [
scene.textures.ConstantFloatTexture-0000019F984C3110.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3110.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3110
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5870: [
scene.textures.ScaleTexture-0000019F984D5870.type = "scale"
scene.textures.ScaleTexture-0000019F984D5870.texture1 = "MixTexture-0000019F984BDC10"
scene.textures.ScaleTexture-0000019F984D5870.texture2 = "ConstantFloatTexture-0000019F984C3110"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ScaleTexture-0000019F984D5870
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984922D0: [
scene.textures.ConstantRGBColorTexture-0000019F984922D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984922D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantRGBColorTexture-0000019F984922D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4670: [
scene.textures.ConstantFloatTexture-0000019F984C4670.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4670.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C4670
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C31A0: [
scene.textures.ConstantFloatTexture-0000019F984C31A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C31A0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C31A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C45E0: [
scene.textures.ConstantFloatTexture-0000019F984C45E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C45E0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C45E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3620: [
scene.textures.ConstantFloatTexture-0000019F984C3620.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3620.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.703] Texture definition: ConstantFloatTexture-0000019F984C3620
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA420: [
scene.materials.Glossy2-0000019F983CA420.type = "glossy2"
scene.materials.Glossy2-0000019F983CA420.bumptex = "ScaleTexture-0000019F984D5870"
scene.materials.Glossy2-0000019F983CA420.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983CA420.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983CA420.ka = "ConstantRGBColorTexture-0000019F984922D0"
scene.materials.Glossy2-0000019F983CA420.uroughness = "ConstantFloatTexture-0000019F984C4670"
scene.materials.Glossy2-0000019F983CA420.vroughness = "ConstantFloatTexture-0000019F984C31A0"
scene.materials.Glossy2-0000019F983CA420.d = "ConstantFloatTexture-0000019F984C45E0"
scene.materials.Glossy2-0000019F983CA420.index = "ConstantFloatTexture-0000019F984C3620"
scene.materials.Glossy2-0000019F983CA420.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983CA420
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6A9A0-0000019F98491830.ply = "Mesh-0000019F98491830"
scene.objects.Object-0000019FA0E6A9A0-0000019F98491830.material = "Glossy2-0000019F983CA420"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4820: [
scene.textures.ConstantFloatTexture-0000019F984C4820.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4820.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4820
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C29C0: [
scene.textures.ConstantFloatTexture-0000019F984C29C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C29C0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C29C0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BD3D0: [
scene.textures.MixTexture-0000019F984BD3D0.type = "mix"
scene.textures.MixTexture-0000019F984BD3D0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984BD3D0.texture1 = "ConstantFloatTexture-0000019F984C4820"
scene.textures.MixTexture-0000019F984BD3D0.texture2 = "ConstantFloatTexture-0000019F984C29C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BD3D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2DB0: [
scene.textures.ConstantFloatTexture-0000019F984C2DB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2DB0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C2DB0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5DF0: [
scene.textures.ScaleTexture-0000019F984D5DF0.type = "scale"
scene.textures.ScaleTexture-0000019F984D5DF0.texture1 = "MixTexture-0000019F984BD3D0"
scene.textures.ScaleTexture-0000019F984D5DF0.texture2 = "ConstantFloatTexture-0000019F984C2DB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D5DF0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492AF0: [
scene.textures.ConstantRGBColorTexture-0000019F98492AF0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492AF0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492AF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4430: [
scene.textures.ConstantFloatTexture-0000019F984C4430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4430.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4430
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2540: [
scene.textures.ConstantFloatTexture-0000019F984C2540.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2540.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C2540
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3980: [
scene.textures.ConstantFloatTexture-0000019F984C3980.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3980.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3980
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4160: [
scene.textures.ConstantFloatTexture-0000019F984C4160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4160.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4160
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9120: [
scene.materials.Glossy2-0000019F983C9120.type = "glossy2"
scene.materials.Glossy2-0000019F983C9120.bumptex = "ScaleTexture-0000019F984D5DF0"
scene.materials.Glossy2-0000019F983C9120.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9120.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C9120.ka = "ConstantRGBColorTexture-0000019F98492AF0"
scene.materials.Glossy2-0000019F983C9120.uroughness = "ConstantFloatTexture-0000019F984C4430"
scene.materials.Glossy2-0000019F983C9120.vroughness = "ConstantFloatTexture-0000019F984C2540"
scene.materials.Glossy2-0000019F983C9120.d = "ConstantFloatTexture-0000019F984C3980"
scene.materials.Glossy2-0000019F983C9120.index = "ConstantFloatTexture-0000019F984C4160"
scene.materials.Glossy2-0000019F983C9120.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C9120
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6ACA0-0000019F98491970.ply = "Mesh-0000019F98491970"
scene.objects.Object-0000019FA0E6ACA0-0000019F98491970.material = "Glossy2-0000019F983C9120"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C41F0: [
scene.textures.ConstantFloatTexture-0000019F984C41F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C41F0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C41F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4700: [
scene.textures.ConstantFloatTexture-0000019F984C4700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4700.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4700
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BC350: [
scene.textures.MixTexture-0000019F984BC350.type = "mix"
scene.textures.MixTexture-0000019F984BC350.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984BC350.texture1 = "ConstantFloatTexture-0000019F984C41F0"
scene.textures.MixTexture-0000019F984BC350.texture2 = "ConstantFloatTexture-0000019F984C4700"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BC350
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C28A0: [
scene.textures.ConstantFloatTexture-0000019F984C28A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C28A0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C28A0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6210: [
scene.textures.ScaleTexture-0000019F984D6210.type = "scale"
scene.textures.ScaleTexture-0000019F984D6210.texture1 = "MixTexture-0000019F984BC350"
scene.textures.ScaleTexture-0000019F984D6210.texture2 = "ConstantFloatTexture-0000019F984C28A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D6210
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493450: [
scene.textures.ConstantRGBColorTexture-0000019F98493450.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493450.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98493450
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C43A0: [
scene.textures.ConstantFloatTexture-0000019F984C43A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C43A0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C43A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4280: [
scene.textures.ConstantFloatTexture-0000019F984C4280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4280.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4280
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4790: [
scene.textures.ConstantFloatTexture-0000019F984C4790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4790.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4790
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3F20: [
scene.textures.ConstantFloatTexture-0000019F984C3F20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3F20.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3F20
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA8E0: [
scene.materials.Glossy2-0000019F983CA8E0.type = "glossy2"
scene.materials.Glossy2-0000019F983CA8E0.bumptex = "ScaleTexture-0000019F984D6210"
scene.materials.Glossy2-0000019F983CA8E0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983CA8E0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983CA8E0.ka = "ConstantRGBColorTexture-0000019F98493450"
scene.materials.Glossy2-0000019F983CA8E0.uroughness = "ConstantFloatTexture-0000019F984C43A0"
scene.materials.Glossy2-0000019F983CA8E0.vroughness = "ConstantFloatTexture-0000019F984C4280"
scene.materials.Glossy2-0000019F983CA8E0.d = "ConstantFloatTexture-0000019F984C4790"
scene.materials.Glossy2-0000019F983CA8E0.index = "ConstantFloatTexture-0000019F984C3F20"
scene.materials.Glossy2-0000019F983CA8E0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983CA8E0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E69C20-0000019F98491AB0.ply = "Mesh-0000019F98491AB0"
scene.objects.Object-0000019FA0E69C20-0000019F98491AB0.material = "Glossy2-0000019F983CA8E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5510: [
scene.textures.ConstantFloatTexture-0000019F984C5510.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5510.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5D80: [
scene.textures.ConstantFloatTexture-0000019F984C5D80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5D80.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5D80
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BE450: [
scene.textures.MixTexture-0000019F984BE450.type = "mix"
scene.textures.MixTexture-0000019F984BE450.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F984BE450.texture1 = "ConstantFloatTexture-0000019F984C5510"
scene.textures.MixTexture-0000019F984BE450.texture2 = "ConstantFloatTexture-0000019F984C5D80"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BE450
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6560: [
scene.textures.ConstantFloatTexture-0000019F984C6560.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6560.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6560
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6FD0: [
scene.textures.ScaleTexture-0000019F984D6FD0.type = "scale"
scene.textures.ScaleTexture-0000019F984D6FD0.texture1 = "MixTexture-0000019F984BE450"
scene.textures.ScaleTexture-0000019F984D6FD0.texture2 = "ConstantFloatTexture-0000019F984C6560"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D6FD0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493090: [
scene.textures.ConstantRGBColorTexture-0000019F98493090.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493090.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98493090
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6830: [
scene.textures.ConstantFloatTexture-0000019F984C6830.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6830.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6830
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5A20: [
scene.textures.ConstantFloatTexture-0000019F984C5A20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5A20.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5A20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5BD0: [
scene.textures.ConstantFloatTexture-0000019F984C5BD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5BD0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5BD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5750: [
scene.textures.ConstantFloatTexture-0000019F984C5750.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5750.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5750
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C8D90: [
scene.materials.Glossy2-0000019F983C8D90.type = "glossy2"
scene.materials.Glossy2-0000019F983C8D90.bumptex = "ScaleTexture-0000019F984D6FD0"
scene.materials.Glossy2-0000019F983C8D90.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F983C8D90.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C8D90.ka = "ConstantRGBColorTexture-0000019F98493090"
scene.materials.Glossy2-0000019F983C8D90.uroughness = "ConstantFloatTexture-0000019F984C6830"
scene.materials.Glossy2-0000019F983C8D90.vroughness = "ConstantFloatTexture-0000019F984C5A20"
scene.materials.Glossy2-0000019F983C8D90.d = "ConstantFloatTexture-0000019F984C5BD0"
scene.materials.Glossy2-0000019F983C8D90.index = "ConstantFloatTexture-0000019F984C5750"
scene.materials.Glossy2-0000019F983C8D90.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C8D90
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6AE20-0000019F98491A10.ply = "Mesh-0000019F98491A10"
scene.objects.Object-0000019FA0E6AE20-0000019F98491A10.material = "Glossy2-0000019F983C8D90"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3D70: [
scene.textures.ConstantFloatTexture-0000019F984C3D70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3D70.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3D70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4040: [
scene.textures.ConstantFloatTexture-0000019F984C4040.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4040.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4040
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BEC90: [
scene.textures.MixTexture-0000019F984BEC90.type = "mix"
scene.textures.MixTexture-0000019F984BEC90.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F984BEC90.texture1 = "ConstantFloatTexture-0000019F984C3D70"
scene.textures.MixTexture-0000019F984BEC90.texture2 = "ConstantFloatTexture-0000019F984C4040"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BEC90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5360: [
scene.textures.ConstantFloatTexture-0000019F984C5360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5360.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5360
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6370: [
scene.textures.ScaleTexture-0000019F984D6370.type = "scale"
scene.textures.ScaleTexture-0000019F984D6370.texture1 = "MixTexture-0000019F984BEC90"
scene.textures.ScaleTexture-0000019F984D6370.texture2 = "ConstantFloatTexture-0000019F984C5360"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D6370
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492870: [
scene.textures.ConstantRGBColorTexture-0000019F98492870.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492870.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492870
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4B80: [
scene.textures.ConstantFloatTexture-0000019F984C4B80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4B80.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4B80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5CF0: [
scene.textures.ConstantFloatTexture-0000019F984C5CF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5CF0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5CF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C55A0: [
scene.textures.ConstantFloatTexture-0000019F984C55A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C55A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C55A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5090: [
scene.textures.ConstantFloatTexture-0000019F984C5090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5090.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5090
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9970: [
scene.materials.Glossy2-0000019F983C9970.type = "glossy2"
scene.materials.Glossy2-0000019F983C9970.bumptex = "ScaleTexture-0000019F984D6370"
scene.materials.Glossy2-0000019F983C9970.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F983C9970.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9970.ka = "ConstantRGBColorTexture-0000019F98492870"
scene.materials.Glossy2-0000019F983C9970.uroughness = "ConstantFloatTexture-0000019F984C4B80"
scene.materials.Glossy2-0000019F983C9970.vroughness = "ConstantFloatTexture-0000019F984C5CF0"
scene.materials.Glossy2-0000019F983C9970.d = "ConstantFloatTexture-0000019F984C55A0"
scene.materials.Glossy2-0000019F983C9970.index = "ConstantFloatTexture-0000019F984C5090"
scene.materials.Glossy2-0000019F983C9970.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C9970
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E69DA0-0000019F98490610.ply = "Mesh-0000019F98490610"
scene.objects.Object-0000019FA0E69DA0-0000019F98490610.material = "Glossy2-0000019F983C9970"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2ED0: [
scene.textures.ConstantFloatTexture-0000019F984C2ED0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2ED0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C2ED0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3230: [
scene.textures.ConstantFloatTexture-0000019F984C3230.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3230.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3230
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BBED0: [
scene.textures.MixTexture-0000019F984BBED0.type = "mix"
scene.textures.MixTexture-0000019F984BBED0.amount = "ImageFloatTexture-0000019F983C7FC0"
scene.textures.MixTexture-0000019F984BBED0.texture1 = "ConstantFloatTexture-0000019F984C2ED0"
scene.textures.MixTexture-0000019F984BBED0.texture2 = "ConstantFloatTexture-0000019F984C3230"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BBED0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C32C0: [
scene.textures.ConstantFloatTexture-0000019F984C32C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C32C0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C32C0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D74A0: [
scene.textures.ScaleTexture-0000019F984D74A0.type = "scale"
scene.textures.ScaleTexture-0000019F984D74A0.texture1 = "MixTexture-0000019F984BBED0"
scene.textures.ScaleTexture-0000019F984D74A0.texture2 = "ConstantFloatTexture-0000019F984C32C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D74A0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493630: [
scene.textures.ConstantRGBColorTexture-0000019F98493630.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493630.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98493630
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3AA0: [
scene.textures.ConstantFloatTexture-0000019F984C3AA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3AA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3AA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3C50: [
scene.textures.ConstantFloatTexture-0000019F984C3C50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3C50.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3C50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C33E0: [
scene.textures.ConstantFloatTexture-0000019F984C33E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C33E0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C33E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C3350: [
scene.textures.ConstantFloatTexture-0000019F984C3350.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C3350.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C3350
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C8C60: [
scene.materials.Glossy2-0000019F983C8C60.type = "glossy2"
scene.materials.Glossy2-0000019F983C8C60.bumptex = "ScaleTexture-0000019F984D74A0"
scene.materials.Glossy2-0000019F983C8C60.kd = "ImageSpectrumTexture-0000019F983C80B0"
scene.materials.Glossy2-0000019F983C8C60.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C8C60.ka = "ConstantRGBColorTexture-0000019F98493630"
scene.materials.Glossy2-0000019F983C8C60.uroughness = "ConstantFloatTexture-0000019F984C3AA0"
scene.materials.Glossy2-0000019F983C8C60.vroughness = "ConstantFloatTexture-0000019F984C3C50"
scene.materials.Glossy2-0000019F983C8C60.d = "ConstantFloatTexture-0000019F984C33E0"
scene.materials.Glossy2-0000019F983C8C60.index = "ConstantFloatTexture-0000019F984C3350"
scene.materials.Glossy2-0000019F983C8C60.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C8C60
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6AB20-0000019F98491C90.ply = "Mesh-0000019F98491C90"
scene.objects.Object-0000019FA0E6AB20-0000019F98491C90.material = "Glossy2-0000019F983C8C60"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4F70: [
scene.textures.ConstantFloatTexture-0000019F984C4F70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4F70.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4F70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6710: [
scene.textures.ConstantFloatTexture-0000019F984C6710.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6710.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6710
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BEA50: [
scene.textures.MixTexture-0000019F984BEA50.type = "mix"
scene.textures.MixTexture-0000019F984BEA50.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F984BEA50.texture1 = "ConstantFloatTexture-0000019F984C4F70"
scene.textures.MixTexture-0000019F984BEA50.texture2 = "ConstantFloatTexture-0000019F984C6710"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BEA50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C65F0: [
scene.textures.ConstantFloatTexture-0000019F984C65F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C65F0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C65F0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D76B0: [
scene.textures.ScaleTexture-0000019F984D76B0.type = "scale"
scene.textures.ScaleTexture-0000019F984D76B0.texture1 = "MixTexture-0000019F984BEA50"
scene.textures.ScaleTexture-0000019F984D76B0.texture2 = "ConstantFloatTexture-0000019F984C65F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D76B0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984936D0: [
scene.textures.ConstantRGBColorTexture-0000019F984936D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984936D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F984936D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6680: [
scene.textures.ConstantFloatTexture-0000019F984C6680.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6680.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6680
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4DC0: [
scene.textures.ConstantFloatTexture-0000019F984C4DC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4DC0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4DC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5B40: [
scene.textures.ConstantFloatTexture-0000019F984C5B40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5B40.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5B40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5000: [
scene.textures.ConstantFloatTexture-0000019F984C5000.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5000.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5000
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9D00: [
scene.materials.Glossy2-0000019F983C9D00.type = "glossy2"
scene.materials.Glossy2-0000019F983C9D00.bumptex = "ScaleTexture-0000019F984D76B0"
scene.materials.Glossy2-0000019F983C9D00.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F983C9D00.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9D00.ka = "ConstantRGBColorTexture-0000019F984936D0"
scene.materials.Glossy2-0000019F983C9D00.uroughness = "ConstantFloatTexture-0000019F984C6680"
scene.materials.Glossy2-0000019F983C9D00.vroughness = "ConstantFloatTexture-0000019F984C4DC0"
scene.materials.Glossy2-0000019F983C9D00.d = "ConstantFloatTexture-0000019F984C5B40"
scene.materials.Glossy2-0000019F983C9D00.index = "ConstantFloatTexture-0000019F984C5000"
scene.materials.Glossy2-0000019F983C9D00.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C9D00
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0E6AFA0-0000019F9848F530.ply = "Mesh-0000019F9848F530"
scene.objects.Object-0000019FA0E6AFA0-0000019F9848F530.material = "Glossy2-0000019F983C9D00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4A60: [
scene.textures.ConstantFloatTexture-0000019F984C4A60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4A60.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4A60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5120: [
scene.textures.ConstantFloatTexture-0000019F984C5120.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5120.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5120
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984BF890: [
scene.textures.MixTexture-0000019F984BF890.type = "mix"
scene.textures.MixTexture-0000019F984BF890.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F984BF890.texture1 = "ConstantFloatTexture-0000019F984C4A60"
scene.textures.MixTexture-0000019F984BF890.texture2 = "ConstantFloatTexture-0000019F984C5120"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984BF890
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C60E0: [
scene.textures.ConstantFloatTexture-0000019F984C60E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C60E0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C60E0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7550: [
scene.textures.ScaleTexture-0000019F984D7550.type = "scale"
scene.textures.ScaleTexture-0000019F984D7550.texture1 = "MixTexture-0000019F984BF890"
scene.textures.ScaleTexture-0000019F984D7550.texture2 = "ConstantFloatTexture-0000019F984C60E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D7550
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98493810: [
scene.textures.ConstantRGBColorTexture-0000019F98493810.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98493810.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98493810
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5EA0: [
scene.textures.ConstantFloatTexture-0000019F984C5EA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5EA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5EA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C53F0: [
scene.textures.ConstantFloatTexture-0000019F984C53F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C53F0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C53F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5E10: [
scene.textures.ConstantFloatTexture-0000019F984C5E10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5E10.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5E10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4AF0: [
scene.textures.ConstantFloatTexture-0000019F984C4AF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4AF0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4AF0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9E30: [
scene.materials.Glossy2-0000019F983C9E30.type = "glossy2"
scene.materials.Glossy2-0000019F983C9E30.bumptex = "ScaleTexture-0000019F984D7550"
scene.materials.Glossy2-0000019F983C9E30.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F983C9E30.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983C9E30.ka = "ConstantRGBColorTexture-0000019F98493810"
scene.materials.Glossy2-0000019F983C9E30.uroughness = "ConstantFloatTexture-0000019F984C5EA0"
scene.materials.Glossy2-0000019F983C9E30.vroughness = "ConstantFloatTexture-0000019F984C53F0"
scene.materials.Glossy2-0000019F983C9E30.d = "ConstantFloatTexture-0000019F984C5E10"
scene.materials.Glossy2-0000019F983C9E30.index = "ConstantFloatTexture-0000019F984C4AF0"
scene.materials.Glossy2-0000019F983C9E30.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C9E30
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA1FF0-0000019F98491B50.ply = "Mesh-0000019F98491B50"
scene.objects.Object-0000019FA0EA1FF0-0000019F98491B50.material = "Glossy2-0000019F983C9E30"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C56C0: [
scene.textures.ConstantFloatTexture-0000019F984C56C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C56C0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C56C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4CA0: [
scene.textures.ConstantFloatTexture-0000019F984C4CA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4CA0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4CA0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F61B0: [
scene.textures.MixTexture-0000019F984F61B0.type = "mix"
scene.textures.MixTexture-0000019F984F61B0.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F984F61B0.texture1 = "ConstantFloatTexture-0000019F984C56C0"
scene.textures.MixTexture-0000019F984F61B0.texture2 = "ConstantFloatTexture-0000019F984C4CA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F61B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C67A0: [
scene.textures.ConstantFloatTexture-0000019F984C67A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C67A0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C67A0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7080: [
scene.textures.ScaleTexture-0000019F984D7080.type = "scale"
scene.textures.ScaleTexture-0000019F984D7080.texture1 = "MixTexture-0000019F984F61B0"
scene.textures.ScaleTexture-0000019F984D7080.texture2 = "ConstantFloatTexture-0000019F984C67A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D7080
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492910: [
scene.textures.ConstantRGBColorTexture-0000019F98492910.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492910.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492910
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4D30: [
scene.textures.ConstantFloatTexture-0000019F984C4D30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4D30.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4D30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C68C0: [
scene.textures.ConstantFloatTexture-0000019F984C68C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C68C0.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C68C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5630: [
scene.textures.ConstantFloatTexture-0000019F984C5630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5630.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5630
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6A70: [
scene.textures.ConstantFloatTexture-0000019F984C6A70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6A70.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6A70
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C8FF0: [
scene.materials.Glossy2-0000019F983C8FF0.type = "glossy2"
scene.materials.Glossy2-0000019F983C8FF0.bumptex = "ScaleTexture-0000019F984D7080"
scene.materials.Glossy2-0000019F983C8FF0.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F983C8FF0.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F983C8FF0.ka = "ConstantRGBColorTexture-0000019F98492910"
scene.materials.Glossy2-0000019F983C8FF0.uroughness = "ConstantFloatTexture-0000019F984C4D30"
scene.materials.Glossy2-0000019F983C8FF0.vroughness = "ConstantFloatTexture-0000019F984C68C0"
scene.materials.Glossy2-0000019F983C8FF0.d = "ConstantFloatTexture-0000019F984C5630"
scene.materials.Glossy2-0000019F983C8FF0.index = "ConstantFloatTexture-0000019F984C6A70"
scene.materials.Glossy2-0000019F983C8FF0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C8FF0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA22F0-0000019F98490890.ply = "Mesh-0000019F98490890"
scene.objects.Object-0000019FA0EA22F0-0000019F98490890.material = "Glossy2-0000019F983C8FF0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5900: [
scene.textures.ConstantFloatTexture-0000019F984C5900.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5900.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5900
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5240: [
scene.textures.ConstantFloatTexture-0000019F984C5240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5240.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5240
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F45F0: [
scene.textures.MixTexture-0000019F984F45F0.type = "mix"
scene.textures.MixTexture-0000019F984F45F0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F45F0.texture1 = "ConstantFloatTexture-0000019F984C5900"
scene.textures.MixTexture-0000019F984F45F0.texture2 = "ConstantFloatTexture-0000019F984C5240"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F45F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5990: [
scene.textures.ConstantFloatTexture-0000019F984C5990.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5990.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5990
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6B00: [
scene.textures.ScaleTexture-0000019F984D6B00.type = "scale"
scene.textures.ScaleTexture-0000019F984D6B00.texture1 = "MixTexture-0000019F984F45F0"
scene.textures.ScaleTexture-0000019F984D6B00.texture2 = "ConstantFloatTexture-0000019F984C5990"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D6B00
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492C30: [
scene.textures.ConstantRGBColorTexture-0000019F98492C30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492C30.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492C30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6C20: [
scene.textures.ConstantFloatTexture-0000019F984C6C20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6C20.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6C20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C48B0: [
scene.textures.ConstantFloatTexture-0000019F984C48B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C48B0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C48B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C63B0: [
scene.textures.ConstantFloatTexture-0000019F984C63B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C63B0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C63B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4EE0: [
scene.textures.ConstantFloatTexture-0000019F984C4EE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4EE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4EE0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983C9250: [
scene.materials.Glossy2-0000019F983C9250.type = "glossy2"
scene.materials.Glossy2-0000019F983C9250.bumptex = "ScaleTexture-0000019F984D6B00"
scene.materials.Glossy2-0000019F983C9250.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983C9250.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F983C9250.ka = "ConstantRGBColorTexture-0000019F98492C30"
scene.materials.Glossy2-0000019F983C9250.uroughness = "ConstantFloatTexture-0000019F984C6C20"
scene.materials.Glossy2-0000019F983C9250.vroughness = "ConstantFloatTexture-0000019F984C48B0"
scene.materials.Glossy2-0000019F983C9250.d = "ConstantFloatTexture-0000019F984C63B0"
scene.materials.Glossy2-0000019F983C9250.index = "ConstantFloatTexture-0000019F984C4EE0"
scene.materials.Glossy2-0000019F983C9250.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983C9250
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA34F0-0000019F9848F5D0.ply = "Mesh-0000019F9848F5D0"
scene.objects.Object-0000019FA0EA34F0-0000019F9848F5D0.material = "Glossy2-0000019F983C9250"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5F30: [
scene.textures.ConstantFloatTexture-0000019F984C5F30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5F30.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5F30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C57E0: [
scene.textures.ConstantFloatTexture-0000019F984C57E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C57E0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C57E0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F6930: [
scene.textures.MixTexture-0000019F984F6930.type = "mix"
scene.textures.MixTexture-0000019F984F6930.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F6930.texture1 = "ConstantFloatTexture-0000019F984C5F30"
scene.textures.MixTexture-0000019F984F6930.texture2 = "ConstantFloatTexture-0000019F984C57E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F6930
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6950: [
scene.textures.ConstantFloatTexture-0000019F984C6950.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6950.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6950
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5030: [
scene.textures.ScaleTexture-0000019F984D5030.type = "scale"
scene.textures.ScaleTexture-0000019F984D5030.texture1 = "MixTexture-0000019F984F6930"
scene.textures.ScaleTexture-0000019F984D5030.texture2 = "ConstantFloatTexture-0000019F984C6950"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D5030
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492B90: [
scene.textures.ConstantRGBColorTexture-0000019F98492B90.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492B90.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492B90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6B90: [
scene.textures.ConstantFloatTexture-0000019F984C6B90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6B90.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6B90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6B00: [
scene.textures.ConstantFloatTexture-0000019F984C6B00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6B00.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6B00
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5480: [
scene.textures.ConstantFloatTexture-0000019F984C5480.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5480.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5480
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4E50: [
scene.textures.ConstantFloatTexture-0000019F984C4E50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4E50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4E50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F983CA090: [
scene.materials.Glossy2-0000019F983CA090.type = "glossy2"
scene.materials.Glossy2-0000019F983CA090.bumptex = "ScaleTexture-0000019F984D5030"
scene.materials.Glossy2-0000019F983CA090.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F983CA090.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F983CA090.ka = "ConstantRGBColorTexture-0000019F98492B90"
scene.materials.Glossy2-0000019F983CA090.uroughness = "ConstantFloatTexture-0000019F984C6B90"
scene.materials.Glossy2-0000019F983CA090.vroughness = "ConstantFloatTexture-0000019F984C6B00"
scene.materials.Glossy2-0000019F983CA090.d = "ConstantFloatTexture-0000019F984C5480"
scene.materials.Glossy2-0000019F983CA090.index = "ConstantFloatTexture-0000019F984C4E50"
scene.materials.Glossy2-0000019F983CA090.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F983CA090
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA1CF0-0000019F9848F850.ply = "Mesh-0000019F9848F850"
scene.objects.Object-0000019FA0EA1CF0-0000019F9848F850.material = "Glossy2-0000019F983CA090"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C52D0: [
scene.textures.ConstantFloatTexture-0000019F984C52D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C52D0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C52D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5AB0: [
scene.textures.ConstantFloatTexture-0000019F984C5AB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5AB0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5AB0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F4830: [
scene.textures.MixTexture-0000019F984F4830.type = "mix"
scene.textures.MixTexture-0000019F984F4830.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F984F4830.texture1 = "ConstantFloatTexture-0000019F984C52D0"
scene.textures.MixTexture-0000019F984F4830.texture2 = "ConstantFloatTexture-0000019F984C5AB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F4830
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C5FC0: [
scene.textures.ConstantFloatTexture-0000019F984C5FC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C5FC0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C5FC0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D53A0: [
scene.textures.ScaleTexture-0000019F984D53A0.type = "scale"
scene.textures.ScaleTexture-0000019F984D53A0.texture1 = "MixTexture-0000019F984F4830"
scene.textures.ScaleTexture-0000019F984D53A0.texture2 = "ConstantFloatTexture-0000019F984C5FC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D53A0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492CD0: [
scene.textures.ConstantRGBColorTexture-0000019F98492CD0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492CD0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492CD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6200: [
scene.textures.ConstantFloatTexture-0000019F984C6200.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6200.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6200
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C4940: [
scene.textures.ConstantFloatTexture-0000019F984C4940.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C4940.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C4940
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6170: [
scene.textures.ConstantFloatTexture-0000019F984C6170.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6170.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6170
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6050: [
scene.textures.ConstantFloatTexture-0000019F984C6050.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6050.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6050
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FAA10: [
scene.materials.Glossy2-0000019F984FAA10.type = "glossy2"
scene.materials.Glossy2-0000019F984FAA10.bumptex = "ScaleTexture-0000019F984D53A0"
scene.materials.Glossy2-0000019F984FAA10.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F984FAA10.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F984FAA10.ka = "ConstantRGBColorTexture-0000019F98492CD0"
scene.materials.Glossy2-0000019F984FAA10.uroughness = "ConstantFloatTexture-0000019F984C6200"
scene.materials.Glossy2-0000019F984FAA10.vroughness = "ConstantFloatTexture-0000019F984C4940"
scene.materials.Glossy2-0000019F984FAA10.d = "ConstantFloatTexture-0000019F984C6170"
scene.materials.Glossy2-0000019F984FAA10.index = "ConstantFloatTexture-0000019F984C6050"
scene.materials.Glossy2-0000019F984FAA10.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F984FAA10
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA28F0-0000019F9848F670.ply = "Mesh-0000019F9848F670"
scene.objects.Object-0000019FA0EA28F0-0000019F9848F670.material = "Glossy2-0000019F984FAA10"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6440: [
scene.textures.ConstantFloatTexture-0000019F984C6440.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6440.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6440
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C49D0: [
scene.textures.ConstantFloatTexture-0000019F984C49D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C49D0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C49D0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F6270: [
scene.textures.MixTexture-0000019F984F6270.type = "mix"
scene.textures.MixTexture-0000019F984F6270.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F984F6270.texture1 = "ConstantFloatTexture-0000019F984C6440"
scene.textures.MixTexture-0000019F984F6270.texture2 = "ConstantFloatTexture-0000019F984C49D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F6270
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7910: [
scene.textures.ConstantFloatTexture-0000019F984C7910.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7910.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7910
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D6BB0: [
scene.textures.ScaleTexture-0000019F984D6BB0.type = "scale"
scene.textures.ScaleTexture-0000019F984D6BB0.texture1 = "MixTexture-0000019F984F6270"
scene.textures.ScaleTexture-0000019F984D6BB0.texture2 = "ConstantFloatTexture-0000019F984C7910"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D6BB0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492D70: [
scene.textures.ConstantRGBColorTexture-0000019F98492D70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492D70.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492D70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7760: [
scene.textures.ConstantFloatTexture-0000019F984C7760.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7760.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7760
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C79A0: [
scene.textures.ConstantFloatTexture-0000019F984C79A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C79A0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C79A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7130: [
scene.textures.ConstantFloatTexture-0000019F984C7130.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7130.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7130
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7250: [
scene.textures.ConstantFloatTexture-0000019F984C7250.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7250.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7250
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA8E0: [
scene.materials.Glossy2-0000019F984FA8E0.type = "glossy2"
scene.materials.Glossy2-0000019F984FA8E0.bumptex = "ScaleTexture-0000019F984D6BB0"
scene.materials.Glossy2-0000019F984FA8E0.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F984FA8E0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA8E0.ka = "ConstantRGBColorTexture-0000019F98492D70"
scene.materials.Glossy2-0000019F984FA8E0.uroughness = "ConstantFloatTexture-0000019F984C7760"
scene.materials.Glossy2-0000019F984FA8E0.vroughness = "ConstantFloatTexture-0000019F984C79A0"
scene.materials.Glossy2-0000019F984FA8E0.d = "ConstantFloatTexture-0000019F984C7130"
scene.materials.Glossy2-0000019F984FA8E0.index = "ConstantFloatTexture-0000019F984C7250"
scene.materials.Glossy2-0000019F984FA8E0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F984FA8E0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2D70-0000019F97F550B0.ply = "Mesh-0000019F97F550B0"
scene.objects.Object-0000019FA0EA2D70-0000019F97F550B0.material = "Glossy2-0000019F984FA8E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7880: [
scene.textures.ConstantFloatTexture-0000019F984C7880.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7880.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7880
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7490: [
scene.textures.ConstantFloatTexture-0000019F984C7490.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7490.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7490
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F8A30: [
scene.textures.MixTexture-0000019F984F8A30.type = "mix"
scene.textures.MixTexture-0000019F984F8A30.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F8A30.texture1 = "ConstantFloatTexture-0000019F984C7880"
scene.textures.MixTexture-0000019F984F8A30.texture2 = "ConstantFloatTexture-0000019F984C7490"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F8A30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7D90: [
scene.textures.ConstantFloatTexture-0000019F984C7D90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7D90.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7D90
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D55B0: [
scene.textures.ScaleTexture-0000019F984D55B0.type = "scale"
scene.textures.ScaleTexture-0000019F984D55B0.texture1 = "MixTexture-0000019F984F8A30"
scene.textures.ScaleTexture-0000019F984D55B0.texture2 = "ConstantFloatTexture-0000019F984C7D90"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D55B0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492EB0: [
scene.textures.ConstantRGBColorTexture-0000019F98492EB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492EB0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492EB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7F40: [
scene.textures.ConstantFloatTexture-0000019F984C7F40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7F40.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7F40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6CB0: [
scene.textures.ConstantFloatTexture-0000019F984C6CB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6CB0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6CB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7370: [
scene.textures.ConstantFloatTexture-0000019F984C7370.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7370.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7370
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6F80: [
scene.textures.ConstantFloatTexture-0000019F984C6F80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6F80.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6F80
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F8FF0: [
scene.materials.Glossy2-0000019F984F8FF0.type = "glossy2"
scene.materials.Glossy2-0000019F984F8FF0.bumptex = "ScaleTexture-0000019F984D55B0"
scene.materials.Glossy2-0000019F984F8FF0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984F8FF0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984F8FF0.ka = "ConstantRGBColorTexture-0000019F98492EB0"
scene.materials.Glossy2-0000019F984F8FF0.uroughness = "ConstantFloatTexture-0000019F984C7F40"
scene.materials.Glossy2-0000019F984F8FF0.vroughness = "ConstantFloatTexture-0000019F984C6CB0"
scene.materials.Glossy2-0000019F984F8FF0.d = "ConstantFloatTexture-0000019F984C7370"
scene.materials.Glossy2-0000019F984F8FF0.index = "ConstantFloatTexture-0000019F984C6F80"
scene.materials.Glossy2-0000019F984F8FF0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F984F8FF0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA3370-0000019F98490930.ply = "Mesh-0000019F98490930"
scene.objects.Object-0000019FA0EA3370-0000019F98490930.material = "Glossy2-0000019F984F8FF0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6D40: [
scene.textures.ConstantFloatTexture-0000019F984C6D40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6D40.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C6D40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C77F0: [
scene.textures.ConstantFloatTexture-0000019F984C77F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C77F0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C77F0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F85B0: [
scene.textures.MixTexture-0000019F984F85B0.type = "mix"
scene.textures.MixTexture-0000019F984F85B0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F85B0.texture1 = "ConstantFloatTexture-0000019F984C6D40"
scene.textures.MixTexture-0000019F984F85B0.texture2 = "ConstantFloatTexture-0000019F984C77F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: MixTexture-0000019F984F85B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7400: [
scene.textures.ConstantFloatTexture-0000019F984C7400.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7400.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7400
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7600: [
scene.textures.ScaleTexture-0000019F984D7600.type = "scale"
scene.textures.ScaleTexture-0000019F984D7600.texture1 = "MixTexture-0000019F984F85B0"
scene.textures.ScaleTexture-0000019F984D7600.texture2 = "ConstantFloatTexture-0000019F984C7400"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ScaleTexture-0000019F984D7600
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492E10: [
scene.textures.ConstantRGBColorTexture-0000019F98492E10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492E10.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantRGBColorTexture-0000019F98492E10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7A30: [
scene.textures.ConstantFloatTexture-0000019F984C7A30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7A30.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7A30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7BE0: [
scene.textures.ConstantFloatTexture-0000019F984C7BE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7BE0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7BE0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C72E0: [
scene.textures.ConstantFloatTexture-0000019F984C72E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C72E0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C72E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7E20: [
scene.textures.ConstantFloatTexture-0000019F984C7E20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7E20.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Texture definition: ConstantFloatTexture-0000019F984C7E20
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA680: [
scene.materials.Glossy2-0000019F984FA680.type = "glossy2"
scene.materials.Glossy2-0000019F984FA680.bumptex = "ScaleTexture-0000019F984D7600"
scene.materials.Glossy2-0000019F984FA680.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984FA680.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA680.ka = "ConstantRGBColorTexture-0000019F98492E10"
scene.materials.Glossy2-0000019F984FA680.uroughness = "ConstantFloatTexture-0000019F984C7A30"
scene.materials.Glossy2-0000019F984FA680.vroughness = "ConstantFloatTexture-0000019F984C7BE0"
scene.materials.Glossy2-0000019F984FA680.d = "ConstantFloatTexture-0000019F984C72E0"
scene.materials.Glossy2-0000019F984FA680.index = "ConstantFloatTexture-0000019F984C7E20"
scene.materials.Glossy2-0000019F984FA680.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.719] Material definition: Glossy2-0000019F984FA680
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA3670-0000019F9848E090.ply = "Mesh-0000019F9848E090"
scene.objects.Object-0000019FA0EA3670-0000019F9848E090.material = "Glossy2-0000019F984FA680"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7D00: [
scene.textures.ConstantFloatTexture-0000019F984C7D00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7D00.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C7D00
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7010: [
scene.textures.ConstantFloatTexture-0000019F984C7010.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7010.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C7010
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F6FF0: [
scene.textures.MixTexture-0000019F984F6FF0.type = "mix"
scene.textures.MixTexture-0000019F984F6FF0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F6FF0.texture1 = "ConstantFloatTexture-0000019F984C7D00"
scene.textures.MixTexture-0000019F984F6FF0.texture2 = "ConstantFloatTexture-0000019F984C7010"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F6FF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C71C0: [
scene.textures.ConstantFloatTexture-0000019F984C71C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C71C0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C71C0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D78C0: [
scene.textures.ScaleTexture-0000019F984D78C0.type = "scale"
scene.textures.ScaleTexture-0000019F984D78C0.texture1 = "MixTexture-0000019F984F6FF0"
scene.textures.ScaleTexture-0000019F984D78C0.texture2 = "ConstantFloatTexture-0000019F984C71C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D78C0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984938B0: [
scene.textures.ConstantRGBColorTexture-0000019F984938B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984938B0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F984938B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1460: [
scene.textures.ConstantFloatTexture-0000019F984C1460.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1460.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1460
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0650: [
scene.textures.ConstantFloatTexture-0000019F984C0650.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0650.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0650
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2270: [
scene.textures.ConstantFloatTexture-0000019F984C2270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2270.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2270
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C70A0: [
scene.textures.ConstantFloatTexture-0000019F984C70A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C70A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C70A0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA1C0: [
scene.materials.Glossy2-0000019F984FA1C0.type = "glossy2"
scene.materials.Glossy2-0000019F984FA1C0.bumptex = "ScaleTexture-0000019F984D78C0"
scene.materials.Glossy2-0000019F984FA1C0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984FA1C0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984FA1C0.ka = "ConstantRGBColorTexture-0000019F984938B0"
scene.materials.Glossy2-0000019F984FA1C0.uroughness = "ConstantFloatTexture-0000019F984C1460"
scene.materials.Glossy2-0000019F984FA1C0.vroughness = "ConstantFloatTexture-0000019F984C0650"
scene.materials.Glossy2-0000019F984FA1C0.d = "ConstantFloatTexture-0000019F984C2270"
scene.materials.Glossy2-0000019F984FA1C0.index = "ConstantFloatTexture-0000019F984C70A0"
scene.materials.Glossy2-0000019F984FA1C0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984FA1C0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA37F0-0000019F97F55150.ply = "Mesh-0000019F97F55150"
scene.objects.Object-0000019FA0EA37F0-0000019F97F55150.material = "Glossy2-0000019F984FA1C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7AC0: [
scene.textures.ConstantFloatTexture-0000019F984C7AC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7AC0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C7AC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C75B0: [
scene.textures.ConstantFloatTexture-0000019F984C75B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C75B0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C75B0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F72F0: [
scene.textures.MixTexture-0000019F984F72F0.type = "mix"
scene.textures.MixTexture-0000019F984F72F0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F72F0.texture1 = "ConstantFloatTexture-0000019F984C7AC0"
scene.textures.MixTexture-0000019F984F72F0.texture2 = "ConstantFloatTexture-0000019F984C75B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F72F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7640: [
scene.textures.ConstantFloatTexture-0000019F984C7640.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7640.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C7640
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D59D0: [
scene.textures.ScaleTexture-0000019F984D59D0.type = "scale"
scene.textures.ScaleTexture-0000019F984D59D0.texture1 = "MixTexture-0000019F984F72F0"
scene.textures.ScaleTexture-0000019F984D59D0.texture2 = "ConstantFloatTexture-0000019F984C7640"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D59D0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492F50: [
scene.textures.ConstantRGBColorTexture-0000019F98492F50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492F50.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98492F50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C7B50: [
scene.textures.ConstantFloatTexture-0000019F984C7B50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C7B50.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C7B50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6EF0: [
scene.textures.ConstantFloatTexture-0000019F984C6EF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6EF0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C6EF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6E60: [
scene.textures.ConstantFloatTexture-0000019F984C6E60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6E60.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C6E60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C6DD0: [
scene.textures.ConstantFloatTexture-0000019F984C6DD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C6DD0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C6DD0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FAC70: [
scene.materials.Glossy2-0000019F984FAC70.type = "glossy2"
scene.materials.Glossy2-0000019F984FAC70.bumptex = "ScaleTexture-0000019F984D59D0"
scene.materials.Glossy2-0000019F984FAC70.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984FAC70.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FAC70.ka = "ConstantRGBColorTexture-0000019F98492F50"
scene.materials.Glossy2-0000019F984FAC70.uroughness = "ConstantFloatTexture-0000019F984C7B50"
scene.materials.Glossy2-0000019F984FAC70.vroughness = "ConstantFloatTexture-0000019F984C6EF0"
scene.materials.Glossy2-0000019F984FAC70.d = "ConstantFloatTexture-0000019F984C6E60"
scene.materials.Glossy2-0000019F984FAC70.index = "ConstantFloatTexture-0000019F984C6DD0"
scene.materials.Glossy2-0000019F984FAC70.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984FAC70
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2A70-0000019FB213AC40.ply = "Mesh-0000019FB213AC40"
scene.objects.Object-0000019FA0EA2A70-0000019FB213AC40.material = "Glossy2-0000019F984FAC70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1190: [
scene.textures.ConstantFloatTexture-0000019F984C1190.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1190.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2150: [
scene.textures.ConstantFloatTexture-0000019F984C2150.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2150.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2150
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F2C70: [
scene.textures.MixTexture-0000019F984F2C70.type = "mix"
scene.textures.MixTexture-0000019F984F2C70.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F984F2C70.texture1 = "ConstantFloatTexture-0000019F984C1190"
scene.textures.MixTexture-0000019F984F2C70.texture2 = "ConstantFloatTexture-0000019F984C2150"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F2C70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1730: [
scene.textures.ConstantFloatTexture-0000019F984C1730.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1730.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1730
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7EF0: [
scene.textures.ScaleTexture-0000019F984D7EF0.type = "scale"
scene.textures.ScaleTexture-0000019F984D7EF0.texture1 = "MixTexture-0000019F984F2C70"
scene.textures.ScaleTexture-0000019F984D7EF0.texture2 = "ConstantFloatTexture-0000019F984C1730"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D7EF0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494C10: [
scene.textures.ConstantRGBColorTexture-0000019F98494C10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494C10.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494C10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C21E0: [
scene.textures.ConstantFloatTexture-0000019F984C21E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C21E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C21E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2300: [
scene.textures.ConstantFloatTexture-0000019F984C2300.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2300.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2300
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C12B0: [
scene.textures.ConstantFloatTexture-0000019F984C12B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C12B0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C12B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2030: [
scene.textures.ConstantFloatTexture-0000019F984C2030.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2030.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2030
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA420: [
scene.materials.Glossy2-0000019F984FA420.type = "glossy2"
scene.materials.Glossy2-0000019F984FA420.bumptex = "ScaleTexture-0000019F984D7EF0"
scene.materials.Glossy2-0000019F984FA420.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F984FA420.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA420.ka = "ConstantRGBColorTexture-0000019F98494C10"
scene.materials.Glossy2-0000019F984FA420.uroughness = "ConstantFloatTexture-0000019F984C21E0"
scene.materials.Glossy2-0000019F984FA420.vroughness = "ConstantFloatTexture-0000019F984C2300"
scene.materials.Glossy2-0000019F984FA420.d = "ConstantFloatTexture-0000019F984C12B0"
scene.materials.Glossy2-0000019F984FA420.index = "ConstantFloatTexture-0000019F984C2030"
scene.materials.Glossy2-0000019F984FA420.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984FA420
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2EF0-0000019FB213B320.ply = "Mesh-0000019FB213B320"
scene.objects.Object-0000019FA0EA2EF0-0000019FB213B320.material = "Glossy2-0000019F984FA420"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0AD0: [
scene.textures.ConstantFloatTexture-0000019F984C0AD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0AD0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0AD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1FA0: [
scene.textures.ConstantFloatTexture-0000019F984C1FA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1FA0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1FA0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F2F70: [
scene.textures.MixTexture-0000019F984F2F70.type = "mix"
scene.textures.MixTexture-0000019F984F2F70.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F984F2F70.texture1 = "ConstantFloatTexture-0000019F984C0AD0"
scene.textures.MixTexture-0000019F984F2F70.texture2 = "ConstantFloatTexture-0000019F984C1FA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F2F70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0920: [
scene.textures.ConstantFloatTexture-0000019F984C0920.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0920.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0920
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5B30: [
scene.textures.ScaleTexture-0000019F984D5B30.type = "scale"
scene.textures.ScaleTexture-0000019F984D5B30.texture1 = "MixTexture-0000019F984F2F70"
scene.textures.ScaleTexture-0000019F984D5B30.texture2 = "ConstantFloatTexture-0000019F984C0920"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D5B30
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494B70: [
scene.textures.ConstantRGBColorTexture-0000019F98494B70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494B70.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494B70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C20C0: [
scene.textures.ConstantFloatTexture-0000019F984C20C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C20C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C20C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1E80: [
scene.textures.ConstantFloatTexture-0000019F984C1E80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1E80.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1E80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0FE0: [
scene.textures.ConstantFloatTexture-0000019F984C0FE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0FE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0FE0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0380: [
scene.textures.ConstantFloatTexture-0000019F984C0380.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0380.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0380
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FAB40: [
scene.materials.Glossy2-0000019F984FAB40.type = "glossy2"
scene.materials.Glossy2-0000019F984FAB40.bumptex = "ScaleTexture-0000019F984D5B30"
scene.materials.Glossy2-0000019F984FAB40.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F984FAB40.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984FAB40.ka = "ConstantRGBColorTexture-0000019F98494B70"
scene.materials.Glossy2-0000019F984FAB40.uroughness = "ConstantFloatTexture-0000019F984C20C0"
scene.materials.Glossy2-0000019F984FAB40.vroughness = "ConstantFloatTexture-0000019F984C1E80"
scene.materials.Glossy2-0000019F984FAB40.d = "ConstantFloatTexture-0000019F984C0FE0"
scene.materials.Glossy2-0000019F984FAB40.index = "ConstantFloatTexture-0000019F984C0380"
scene.materials.Glossy2-0000019F984FAB40.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984FAB40
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA3070-0000019FB2139480.ply = "Mesh-0000019FB2139480"
scene.objects.Object-0000019FA0EA3070-0000019FB2139480.material = "Glossy2-0000019F984FAB40"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C00B0: [
scene.textures.ConstantFloatTexture-0000019F984C00B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C00B0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C00B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C13D0: [
scene.textures.ConstantFloatTexture-0000019F984C13D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C13D0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C13D0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F3CF0: [
scene.textures.MixTexture-0000019F984F3CF0.type = "mix"
scene.textures.MixTexture-0000019F984F3CF0.amount = "ImageFloatTexture-0000019F983C7930"
scene.textures.MixTexture-0000019F984F3CF0.texture1 = "ConstantFloatTexture-0000019F984C00B0"
scene.textures.MixTexture-0000019F984F3CF0.texture2 = "ConstantFloatTexture-0000019F984C13D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F3CF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C16A0: [
scene.textures.ConstantFloatTexture-0000019F984C16A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C16A0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C16A0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D5BE0: [
scene.textures.ScaleTexture-0000019F984D5BE0.type = "scale"
scene.textures.ScaleTexture-0000019F984D5BE0.texture1 = "MixTexture-0000019F984F3CF0"
scene.textures.ScaleTexture-0000019F984D5BE0.texture2 = "ConstantFloatTexture-0000019F984C16A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D5BE0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494AD0: [
scene.textures.ConstantRGBColorTexture-0000019F98494AD0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494AD0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494AD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1DF0: [
scene.textures.ConstantFloatTexture-0000019F984C1DF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1DF0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1DF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0C80: [
scene.textures.ConstantFloatTexture-0000019F984C0C80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0C80.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0C80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1070: [
scene.textures.ConstantFloatTexture-0000019F984C1070.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1070.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1070
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1CD0: [
scene.textures.ConstantFloatTexture-0000019F984C1CD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1CD0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1CD0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9380: [
scene.materials.Glossy2-0000019F984F9380.type = "glossy2"
scene.materials.Glossy2-0000019F984F9380.bumptex = "ScaleTexture-0000019F984D5BE0"
scene.materials.Glossy2-0000019F984F9380.kd = "ImageSpectrumTexture-0000019F983C8290"
scene.materials.Glossy2-0000019F984F9380.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9380.ka = "ConstantRGBColorTexture-0000019F98494AD0"
scene.materials.Glossy2-0000019F984F9380.uroughness = "ConstantFloatTexture-0000019F984C1DF0"
scene.materials.Glossy2-0000019F984F9380.vroughness = "ConstantFloatTexture-0000019F984C0C80"
scene.materials.Glossy2-0000019F984F9380.d = "ConstantFloatTexture-0000019F984C1070"
scene.materials.Glossy2-0000019F984F9380.index = "ConstantFloatTexture-0000019F984C1CD0"
scene.materials.Glossy2-0000019F984F9380.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9380
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA1E70-0000019FB213A6A0.ply = "Mesh-0000019FB213A6A0"
scene.objects.Object-0000019FA0EA1E70-0000019FB213A6A0.material = "Glossy2-0000019F984F9380"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1F10: [
scene.textures.ConstantFloatTexture-0000019F984C1F10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1F10.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1F10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0140: [
scene.textures.ConstantFloatTexture-0000019F984C0140.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0140.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0140
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F1170: [
scene.textures.MixTexture-0000019F984F1170.type = "mix"
scene.textures.MixTexture-0000019F984F1170.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F1170.texture1 = "ConstantFloatTexture-0000019F984C1F10"
scene.textures.MixTexture-0000019F984F1170.texture2 = "ConstantFloatTexture-0000019F984C0140"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F1170
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0800: [
scene.textures.ConstantFloatTexture-0000019F984C0800.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0800.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0800
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8890: [
scene.textures.ScaleTexture-0000019F984D8890.type = "scale"
scene.textures.ScaleTexture-0000019F984D8890.texture1 = "MixTexture-0000019F984F1170"
scene.textures.ScaleTexture-0000019F984D8890.texture2 = "ConstantFloatTexture-0000019F984C0800"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D8890
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494530: [
scene.textures.ConstantRGBColorTexture-0000019F98494530.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494530.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494530
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C01D0: [
scene.textures.ConstantFloatTexture-0000019F984C01D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C01D0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C01D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0260: [
scene.textures.ConstantFloatTexture-0000019F984C0260.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0260.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0260
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1A90: [
scene.textures.ConstantFloatTexture-0000019F984C1A90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1A90.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1A90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1580: [
scene.textures.ConstantFloatTexture-0000019F984C1580.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1580.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1580
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9840: [
scene.materials.Glossy2-0000019F984F9840.type = "glossy2"
scene.materials.Glossy2-0000019F984F9840.bumptex = "ScaleTexture-0000019F984D8890"
scene.materials.Glossy2-0000019F984F9840.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984F9840.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984F9840.ka = "ConstantRGBColorTexture-0000019F98494530"
scene.materials.Glossy2-0000019F984F9840.uroughness = "ConstantFloatTexture-0000019F984C01D0"
scene.materials.Glossy2-0000019F984F9840.vroughness = "ConstantFloatTexture-0000019F984C0260"
scene.materials.Glossy2-0000019F984F9840.d = "ConstantFloatTexture-0000019F984C1A90"
scene.materials.Glossy2-0000019F984F9840.index = "ConstantFloatTexture-0000019F984C1580"
scene.materials.Glossy2-0000019F984F9840.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9840
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA31F0-0000019FB213B280.ply = "Mesh-0000019FB213B280"
scene.objects.Object-0000019FA0EA31F0-0000019FB213B280.material = "Glossy2-0000019F984F9840"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C02F0: [
scene.textures.ConstantFloatTexture-0000019F984C02F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C02F0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C02F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0B60: [
scene.textures.ConstantFloatTexture-0000019F984C0B60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0B60.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0B60
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F984F15F0: [
scene.textures.MixTexture-0000019F984F15F0.type = "mix"
scene.textures.MixTexture-0000019F984F15F0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F984F15F0.texture1 = "ConstantFloatTexture-0000019F984C02F0"
scene.textures.MixTexture-0000019F984F15F0.texture2 = "ConstantFloatTexture-0000019F984C0B60"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F984F15F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2390: [
scene.textures.ConstantFloatTexture-0000019F984C2390.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2390.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2390
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D87E0: [
scene.textures.ScaleTexture-0000019F984D87E0.type = "scale"
scene.textures.ScaleTexture-0000019F984D87E0.texture1 = "MixTexture-0000019F984F15F0"
scene.textures.ScaleTexture-0000019F984D87E0.texture2 = "ConstantFloatTexture-0000019F984C2390"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D87E0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494A30: [
scene.textures.ConstantRGBColorTexture-0000019F98494A30.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494A30.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494A30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1100: [
scene.textures.ConstantFloatTexture-0000019F984C1100.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1100.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1100
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C06E0: [
scene.textures.ConstantFloatTexture-0000019F984C06E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C06E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C06E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C2420: [
scene.textures.ConstantFloatTexture-0000019F984C2420.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C2420.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C2420
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C17C0: [
scene.textures.ConstantFloatTexture-0000019F984C17C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C17C0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C17C0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F8EC0: [
scene.materials.Glossy2-0000019F984F8EC0.type = "glossy2"
scene.materials.Glossy2-0000019F984F8EC0.bumptex = "ScaleTexture-0000019F984D87E0"
scene.materials.Glossy2-0000019F984F8EC0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F984F8EC0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F8EC0.ka = "ConstantRGBColorTexture-0000019F98494A30"
scene.materials.Glossy2-0000019F984F8EC0.uroughness = "ConstantFloatTexture-0000019F984C1100"
scene.materials.Glossy2-0000019F984F8EC0.vroughness = "ConstantFloatTexture-0000019F984C06E0"
scene.materials.Glossy2-0000019F984F8EC0.d = "ConstantFloatTexture-0000019F984C2420"
scene.materials.Glossy2-0000019F984F8EC0.index = "ConstantFloatTexture-0000019F984C17C0"
scene.materials.Glossy2-0000019F984F8EC0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F8EC0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2770-0000019FB213B460.ply = "Mesh-0000019FB213B460"
scene.objects.Object-0000019FA0EA2770-0000019FB213B460.material = "Glossy2-0000019F984F8EC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1B20: [
scene.textures.ConstantFloatTexture-0000019F984C1B20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1B20.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1B20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C09B0: [
scene.textures.ConstantFloatTexture-0000019F984C09B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C09B0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C09B0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856CED0: [
scene.textures.MixTexture-0000019F9856CED0.type = "mix"
scene.textures.MixTexture-0000019F9856CED0.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F9856CED0.texture1 = "ConstantFloatTexture-0000019F984C1B20"
scene.textures.MixTexture-0000019F9856CED0.texture2 = "ConstantFloatTexture-0000019F984C09B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F9856CED0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1610: [
scene.textures.ConstantFloatTexture-0000019F984C1610.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1610.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1610
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8100: [
scene.textures.ScaleTexture-0000019F984D8100.type = "scale"
scene.textures.ScaleTexture-0000019F984D8100.texture1 = "MixTexture-0000019F9856CED0"
scene.textures.ScaleTexture-0000019F984D8100.texture2 = "ConstantFloatTexture-0000019F984C1610"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D8100
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984945D0: [
scene.textures.ConstantRGBColorTexture-0000019F984945D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984945D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F984945D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1340: [
scene.textures.ConstantFloatTexture-0000019F984C1340.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1340.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1340
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0530: [
scene.textures.ConstantFloatTexture-0000019F984C0530.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0530.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0530
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C04A0: [
scene.textures.ConstantFloatTexture-0000019F984C04A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C04A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C04A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1850: [
scene.textures.ConstantFloatTexture-0000019F984C1850.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1850.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1850
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9250: [
scene.materials.Glossy2-0000019F984F9250.type = "glossy2"
scene.materials.Glossy2-0000019F984F9250.bumptex = "ScaleTexture-0000019F984D8100"
scene.materials.Glossy2-0000019F984F9250.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F984F9250.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984F9250.ka = "ConstantRGBColorTexture-0000019F984945D0"
scene.materials.Glossy2-0000019F984F9250.uroughness = "ConstantFloatTexture-0000019F984C1340"
scene.materials.Glossy2-0000019F984F9250.vroughness = "ConstantFloatTexture-0000019F984C0530"
scene.materials.Glossy2-0000019F984F9250.d = "ConstantFloatTexture-0000019F984C04A0"
scene.materials.Glossy2-0000019F984F9250.index = "ConstantFloatTexture-0000019F984C1850"
scene.materials.Glossy2-0000019F984F9250.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9250
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2BF0-0000019FB213B640.ply = "Mesh-0000019FB213B640"
scene.objects.Object-0000019FA0EA2BF0-0000019FB213B640.material = "Glossy2-0000019F984F9250"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0A40: [
scene.textures.ConstantFloatTexture-0000019F984C0A40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0A40.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0A40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0E30: [
scene.textures.ConstantFloatTexture-0000019F984C0E30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0E30.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0E30
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856DA10: [
scene.textures.MixTexture-0000019F9856DA10.type = "mix"
scene.textures.MixTexture-0000019F9856DA10.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F9856DA10.texture1 = "ConstantFloatTexture-0000019F984C0A40"
scene.textures.MixTexture-0000019F9856DA10.texture2 = "ConstantFloatTexture-0000019F984C0E30"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F9856DA10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0EC0: [
scene.textures.ConstantFloatTexture-0000019F984C0EC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0EC0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0EC0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7FA0: [
scene.textures.ScaleTexture-0000019F984D7FA0.type = "scale"
scene.textures.ScaleTexture-0000019F984D7FA0.texture1 = "MixTexture-0000019F9856DA10"
scene.textures.ScaleTexture-0000019F984D7FA0.texture2 = "ConstantFloatTexture-0000019F984C0EC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D7FA0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494710: [
scene.textures.ConstantRGBColorTexture-0000019F98494710.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494710.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494710
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D690: [
scene.textures.ConstantFloatTexture-0000019F9857D690.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D690.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D690
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D720: [
scene.textures.ConstantFloatTexture-0000019F9857D720.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D720.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D720
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B830: [
scene.textures.ConstantFloatTexture-0000019F9857B830.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B830.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857B830
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0F50: [
scene.textures.ConstantFloatTexture-0000019F984C0F50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0F50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0F50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F94B0: [
scene.materials.Glossy2-0000019F984F94B0.type = "glossy2"
scene.materials.Glossy2-0000019F984F94B0.bumptex = "ScaleTexture-0000019F984D7FA0"
scene.materials.Glossy2-0000019F984F94B0.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F984F94B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F94B0.ka = "ConstantRGBColorTexture-0000019F98494710"
scene.materials.Glossy2-0000019F984F94B0.uroughness = "ConstantFloatTexture-0000019F9857D690"
scene.materials.Glossy2-0000019F984F94B0.vroughness = "ConstantFloatTexture-0000019F9857D720"
scene.materials.Glossy2-0000019F984F94B0.d = "ConstantFloatTexture-0000019F9857B830"
scene.materials.Glossy2-0000019F984F94B0.index = "ConstantFloatTexture-0000019F984C0F50"
scene.materials.Glossy2-0000019F984F94B0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F94B0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA19F0-0000019FB213B500.ply = "Mesh-0000019FB213B500"
scene.objects.Object-0000019FA0EA19F0-0000019FB213B500.material = "Glossy2-0000019F984F94B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C05C0: [
scene.textures.ConstantFloatTexture-0000019F984C05C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C05C0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C05C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0770: [
scene.textures.ConstantFloatTexture-0000019F984C0770.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0770.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0770
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856E9D0: [
scene.textures.MixTexture-0000019F9856E9D0.type = "mix"
scene.textures.MixTexture-0000019F9856E9D0.amount = "ImageFloatTexture-0000019F983C8470"
scene.textures.MixTexture-0000019F9856E9D0.texture1 = "ConstantFloatTexture-0000019F984C05C0"
scene.textures.MixTexture-0000019F9856E9D0.texture2 = "ConstantFloatTexture-0000019F984C0770"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F9856E9D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1BB0: [
scene.textures.ConstantFloatTexture-0000019F984C1BB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1BB0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1BB0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7AD0: [
scene.textures.ScaleTexture-0000019F984D7AD0.type = "scale"
scene.textures.ScaleTexture-0000019F984D7AD0.texture1 = "MixTexture-0000019F9856E9D0"
scene.textures.ScaleTexture-0000019F984D7AD0.texture2 = "ConstantFloatTexture-0000019F984C1BB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D7AD0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984948F0: [
scene.textures.ConstantRGBColorTexture-0000019F984948F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984948F0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F984948F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0DA0: [
scene.textures.ConstantFloatTexture-0000019F984C0DA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0DA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0DA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C0890: [
scene.textures.ConstantFloatTexture-0000019F984C0890.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C0890.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C0890
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1C40: [
scene.textures.ConstantFloatTexture-0000019F984C1C40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1C40.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1C40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F984C1970: [
scene.textures.ConstantFloatTexture-0000019F984C1970.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F984C1970.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F984C1970
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9120: [
scene.materials.Glossy2-0000019F984F9120.type = "glossy2"
scene.materials.Glossy2-0000019F984F9120.bumptex = "ScaleTexture-0000019F984D7AD0"
scene.materials.Glossy2-0000019F984F9120.kd = "ImageSpectrumTexture-0000019F983C8740"
scene.materials.Glossy2-0000019F984F9120.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9120.ka = "ConstantRGBColorTexture-0000019F984948F0"
scene.materials.Glossy2-0000019F984F9120.uroughness = "ConstantFloatTexture-0000019F984C0DA0"
scene.materials.Glossy2-0000019F984F9120.vroughness = "ConstantFloatTexture-0000019F984C0890"
scene.materials.Glossy2-0000019F984F9120.d = "ConstantFloatTexture-0000019F984C1C40"
scene.materials.Glossy2-0000019F984F9120.index = "ConstantFloatTexture-0000019F984C1970"
scene.materials.Glossy2-0000019F984F9120.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9120
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2470-0000019FB213A2E0.ply = "Mesh-0000019FB213A2E0"
scene.objects.Object-0000019FA0EA2470-0000019FB213A2E0.material = "Glossy2-0000019F984F9120"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CF40: [
scene.textures.ConstantFloatTexture-0000019F9857CF40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CF40.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CF40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CD90: [
scene.textures.ConstantFloatTexture-0000019F9857CD90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CD90.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CD90
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98570650: [
scene.textures.MixTexture-0000019F98570650.type = "mix"
scene.textures.MixTexture-0000019F98570650.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F98570650.texture1 = "ConstantFloatTexture-0000019F9857CF40"
scene.textures.MixTexture-0000019F98570650.texture2 = "ConstantFloatTexture-0000019F9857CD90"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F98570650
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BB00: [
scene.textures.ConstantFloatTexture-0000019F9857BB00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BB00.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857BB00
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D85D0: [
scene.textures.ScaleTexture-0000019F984D85D0.type = "scale"
scene.textures.ScaleTexture-0000019F984D85D0.texture1 = "MixTexture-0000019F98570650"
scene.textures.ScaleTexture-0000019F984D85D0.texture2 = "ConstantFloatTexture-0000019F9857BB00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D85D0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984947B0: [
scene.textures.ConstantRGBColorTexture-0000019F984947B0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984947B0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F984947B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C1C0: [
scene.textures.ConstantFloatTexture-0000019F9857C1C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C1C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857C1C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D840: [
scene.textures.ConstantFloatTexture-0000019F9857D840.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D840.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D840
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D180: [
scene.textures.ConstantFloatTexture-0000019F9857D180.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D180.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D180
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D570: [
scene.textures.ConstantFloatTexture-0000019F9857D570.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D570.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D570
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9710: [
scene.materials.Glossy2-0000019F984F9710.type = "glossy2"
scene.materials.Glossy2-0000019F984F9710.bumptex = "ScaleTexture-0000019F984D85D0"
scene.materials.Glossy2-0000019F984F9710.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F984F9710.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984F9710.ka = "ConstantRGBColorTexture-0000019F984947B0"
scene.materials.Glossy2-0000019F984F9710.uroughness = "ConstantFloatTexture-0000019F9857C1C0"
scene.materials.Glossy2-0000019F984F9710.vroughness = "ConstantFloatTexture-0000019F9857D840"
scene.materials.Glossy2-0000019F984F9710.d = "ConstantFloatTexture-0000019F9857D180"
scene.materials.Glossy2-0000019F984F9710.index = "ConstantFloatTexture-0000019F9857D570"
scene.materials.Glossy2-0000019F984F9710.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9710
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA1B70-0000019FB213B5A0.ply = "Mesh-0000019FB213B5A0"
scene.objects.Object-0000019FA0EA1B70-0000019FB213B5A0.material = "Glossy2-0000019F984F9710"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D330: [
scene.textures.ConstantFloatTexture-0000019F9857D330.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D330.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D330
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D2A0: [
scene.textures.ConstantFloatTexture-0000019F9857D2A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D2A0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D2A0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856DB90: [
scene.textures.MixTexture-0000019F9856DB90.type = "mix"
scene.textures.MixTexture-0000019F9856DB90.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F9856DB90.texture1 = "ConstantFloatTexture-0000019F9857D330"
scene.textures.MixTexture-0000019F9856DB90.texture2 = "ConstantFloatTexture-0000019F9857D2A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F9856DB90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BCB0: [
scene.textures.ConstantFloatTexture-0000019F9857BCB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BCB0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857BCB0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8940: [
scene.textures.ScaleTexture-0000019F984D8940.type = "scale"
scene.textures.ScaleTexture-0000019F984D8940.texture1 = "MixTexture-0000019F9856DB90"
scene.textures.ScaleTexture-0000019F984D8940.texture2 = "ConstantFloatTexture-0000019F9857BCB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D8940
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494670: [
scene.textures.ConstantRGBColorTexture-0000019F98494670.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494670.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494670
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D7B0: [
scene.textures.ConstantFloatTexture-0000019F9857D7B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D7B0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D7B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D450: [
scene.textures.ConstantFloatTexture-0000019F9857D450.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D450.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D450
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CEB0: [
scene.textures.ConstantFloatTexture-0000019F9857CEB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CEB0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CEB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CA30: [
scene.textures.ConstantFloatTexture-0000019F9857CA30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CA30.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CA30
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F95E0: [
scene.materials.Glossy2-0000019F984F95E0.type = "glossy2"
scene.materials.Glossy2-0000019F984F95E0.bumptex = "ScaleTexture-0000019F984D8940"
scene.materials.Glossy2-0000019F984F95E0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F984F95E0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F95E0.ka = "ConstantRGBColorTexture-0000019F98494670"
scene.materials.Glossy2-0000019F984F95E0.uroughness = "ConstantFloatTexture-0000019F9857D7B0"
scene.materials.Glossy2-0000019F984F95E0.vroughness = "ConstantFloatTexture-0000019F9857D450"
scene.materials.Glossy2-0000019F984F95E0.d = "ConstantFloatTexture-0000019F9857CEB0"
scene.materials.Glossy2-0000019F984F95E0.index = "ConstantFloatTexture-0000019F9857CA30"
scene.materials.Glossy2-0000019F984F95E0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F95E0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA2170-0000019FB213A7E0.ply = "Mesh-0000019FB213A7E0"
scene.objects.Object-0000019FA0EA2170-0000019FB213A7E0.material = "Glossy2-0000019F984F95E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CC70: [
scene.textures.ConstantFloatTexture-0000019F9857CC70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CC70.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CC70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B7A0: [
scene.textures.ConstantFloatTexture-0000019F9857B7A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B7A0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857B7A0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856C150: [
scene.textures.MixTexture-0000019F9856C150.type = "mix"
scene.textures.MixTexture-0000019F9856C150.amount = "ImageFloatTexture-0000019F983C7FC0"
scene.textures.MixTexture-0000019F9856C150.texture1 = "ConstantFloatTexture-0000019F9857CC70"
scene.textures.MixTexture-0000019F9856C150.texture2 = "ConstantFloatTexture-0000019F9857B7A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F9856C150
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CB50: [
scene.textures.ConstantFloatTexture-0000019F9857CB50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CB50.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CB50
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7E40: [
scene.textures.ScaleTexture-0000019F984D7E40.type = "scale"
scene.textures.ScaleTexture-0000019F984D7E40.texture1 = "MixTexture-0000019F9856C150"
scene.textures.ScaleTexture-0000019F984D7E40.texture2 = "ConstantFloatTexture-0000019F9857CB50"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D7E40
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494850: [
scene.textures.ConstantRGBColorTexture-0000019F98494850.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494850.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494850
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C6D0: [
scene.textures.ConstantFloatTexture-0000019F9857C6D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C6D0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857C6D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C520: [
scene.textures.ConstantFloatTexture-0000019F9857C520.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C520.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857C520
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D060: [
scene.textures.ConstantFloatTexture-0000019F9857D060.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D060.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857D060
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CD00: [
scene.textures.ConstantFloatTexture-0000019F9857CD00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CD00.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857CD00
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA090: [
scene.materials.Glossy2-0000019F984FA090.type = "glossy2"
scene.materials.Glossy2-0000019F984FA090.bumptex = "ScaleTexture-0000019F984D7E40"
scene.materials.Glossy2-0000019F984FA090.kd = "ImageSpectrumTexture-0000019F983C80B0"
scene.materials.Glossy2-0000019F984FA090.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA090.ka = "ConstantRGBColorTexture-0000019F98494850"
scene.materials.Glossy2-0000019F984FA090.uroughness = "ConstantFloatTexture-0000019F9857C6D0"
scene.materials.Glossy2-0000019F984FA090.vroughness = "ConstantFloatTexture-0000019F9857C520"
scene.materials.Glossy2-0000019F984FA090.d = "ConstantFloatTexture-0000019F9857D060"
scene.materials.Glossy2-0000019F984FA090.index = "ConstantFloatTexture-0000019F9857CD00"
scene.materials.Glossy2-0000019F984FA090.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984FA090
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0EA25F0-0000019FB2139520.ply = "Mesh-0000019FB2139520"
scene.objects.Object-0000019FA0EA25F0-0000019FB2139520.material = "Glossy2-0000019F984FA090"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BD40: [
scene.textures.ConstantFloatTexture-0000019F9857BD40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BD40.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857BD40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B8C0: [
scene.textures.ConstantFloatTexture-0000019F9857B8C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B8C0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857B8C0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98571D90: [
scene.textures.MixTexture-0000019F98571D90.type = "mix"
scene.textures.MixTexture-0000019F98571D90.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F98571D90.texture1 = "ConstantFloatTexture-0000019F9857BD40"
scene.textures.MixTexture-0000019F98571D90.texture2 = "ConstantFloatTexture-0000019F9857B8C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: MixTexture-0000019F98571D90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B560: [
scene.textures.ConstantFloatTexture-0000019F9857B560.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B560.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857B560
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8680: [
scene.textures.ScaleTexture-0000019F984D8680.type = "scale"
scene.textures.ScaleTexture-0000019F984D8680.texture1 = "MixTexture-0000019F98571D90"
scene.textures.ScaleTexture-0000019F984D8680.texture2 = "ConstantFloatTexture-0000019F9857B560"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ScaleTexture-0000019F984D8680
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98494990: [
scene.textures.ConstantRGBColorTexture-0000019F98494990.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98494990.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantRGBColorTexture-0000019F98494990
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BB90: [
scene.textures.ConstantFloatTexture-0000019F9857BB90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BB90.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857BB90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B9E0: [
scene.textures.ConstantFloatTexture-0000019F9857B9E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B9E0.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857B9E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C250: [
scene.textures.ConstantFloatTexture-0000019F9857C250.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C250.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857C250
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C640: [
scene.textures.ConstantFloatTexture-0000019F9857C640.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C640.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Texture definition: ConstantFloatTexture-0000019F9857C640
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9970: [
scene.materials.Glossy2-0000019F984F9970.type = "glossy2"
scene.materials.Glossy2-0000019F984F9970.bumptex = "ScaleTexture-0000019F984D8680"
scene.materials.Glossy2-0000019F984F9970.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F984F9970.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F984F9970.ka = "ConstantRGBColorTexture-0000019F98494990"
scene.materials.Glossy2-0000019F984F9970.uroughness = "ConstantFloatTexture-0000019F9857BB90"
scene.materials.Glossy2-0000019F984F9970.vroughness = "ConstantFloatTexture-0000019F9857B9E0"
scene.materials.Glossy2-0000019F984F9970.d = "ConstantFloatTexture-0000019F9857C250"
scene.materials.Glossy2-0000019F984F9970.index = "ConstantFloatTexture-0000019F9857C640"
scene.materials.Glossy2-0000019F984F9970.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.734] Material definition: Glossy2-0000019F984F9970
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F548E0-0000019FB2138EE0.ply = "Mesh-0000019FB2138EE0"
scene.objects.Object-0000019FA0F548E0-0000019FB2138EE0.material = "Glossy2-0000019F984F9970"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BE60: [
scene.textures.ConstantFloatTexture-0000019F9857BE60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BE60.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857BE60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CAC0: [
scene.textures.ConstantFloatTexture-0000019F9857CAC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CAC0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857CAC0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98571310: [
scene.textures.MixTexture-0000019F98571310.type = "mix"
scene.textures.MixTexture-0000019F98571310.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F98571310.texture1 = "ConstantFloatTexture-0000019F9857BE60"
scene.textures.MixTexture-0000019F98571310.texture2 = "ConstantFloatTexture-0000019F9857CAC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98571310
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C760: [
scene.textures.ConstantFloatTexture-0000019F9857C760.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C760.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C760
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8AA0: [
scene.textures.ScaleTexture-0000019F984D8AA0.type = "scale"
scene.textures.ScaleTexture-0000019F984D8AA0.texture1 = "MixTexture-0000019F98571310"
scene.textures.ScaleTexture-0000019F984D8AA0.texture2 = "ConstantFloatTexture-0000019F9857C760"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8AA0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848EEF0: [
scene.textures.ConstantRGBColorTexture-0000019F9848EEF0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848EEF0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848EEF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C130: [
scene.textures.ConstantFloatTexture-0000019F9857C130.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C130.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C130
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B950: [
scene.textures.ConstantFloatTexture-0000019F9857B950.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B950.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857B950
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D8D0: [
scene.textures.ConstantFloatTexture-0000019F9857D8D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D8D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857D8D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C400: [
scene.textures.ConstantFloatTexture-0000019F9857C400.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C400.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C400
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA2F0: [
scene.materials.Glossy2-0000019F984FA2F0.type = "glossy2"
scene.materials.Glossy2-0000019F984FA2F0.bumptex = "ScaleTexture-0000019F984D8AA0"
scene.materials.Glossy2-0000019F984FA2F0.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F984FA2F0.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F984FA2F0.ka = "ConstantRGBColorTexture-0000019F9848EEF0"
scene.materials.Glossy2-0000019F984FA2F0.uroughness = "ConstantFloatTexture-0000019F9857C130"
scene.materials.Glossy2-0000019F984FA2F0.vroughness = "ConstantFloatTexture-0000019F9857B950"
scene.materials.Glossy2-0000019F984FA2F0.d = "ConstantFloatTexture-0000019F9857D8D0"
scene.materials.Glossy2-0000019F984FA2F0.index = "ConstantFloatTexture-0000019F9857C400"
scene.materials.Glossy2-0000019F984FA2F0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984FA2F0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54760-0000019FB2139660.ply = "Mesh-0000019FB2139660"
scene.objects.Object-0000019FA0F54760-0000019FB2139660.material = "Glossy2-0000019F984FA2F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C0A0: [
scene.textures.ConstantFloatTexture-0000019F9857C0A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C0A0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C0A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C9A0: [
scene.textures.ConstantFloatTexture-0000019F9857C9A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C9A0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C9A0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985707D0: [
scene.textures.MixTexture-0000019F985707D0.type = "mix"
scene.textures.MixTexture-0000019F985707D0.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F985707D0.texture1 = "ConstantFloatTexture-0000019F9857C0A0"
scene.textures.MixTexture-0000019F985707D0.texture2 = "ConstantFloatTexture-0000019F9857C9A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F985707D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D4E0: [
scene.textures.ConstantFloatTexture-0000019F9857D4E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D4E0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857D4E0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7D90: [
scene.textures.ScaleTexture-0000019F984D7D90.type = "scale"
scene.textures.ScaleTexture-0000019F984D7D90.texture1 = "MixTexture-0000019F985707D0"
scene.textures.ScaleTexture-0000019F984D7D90.texture2 = "ConstantFloatTexture-0000019F9857D4E0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D7D90
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848DF50: [
scene.textures.ConstantRGBColorTexture-0000019F9848DF50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848DF50.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848DF50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E890: [
scene.textures.ConstantFloatTexture-0000019F9857E890.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E890.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E890
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F970: [
scene.textures.ConstantFloatTexture-0000019F9857F970.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F970.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F970
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DC30: [
scene.textures.ConstantFloatTexture-0000019F9857DC30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DC30.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DC30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CBE0: [
scene.textures.ConstantFloatTexture-0000019F9857CBE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CBE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857CBE0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9D00: [
scene.materials.Glossy2-0000019F984F9D00.type = "glossy2"
scene.materials.Glossy2-0000019F984F9D00.bumptex = "ScaleTexture-0000019F984D7D90"
scene.materials.Glossy2-0000019F984F9D00.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F984F9D00.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F984F9D00.ka = "ConstantRGBColorTexture-0000019F9848DF50"
scene.materials.Glossy2-0000019F984F9D00.uroughness = "ConstantFloatTexture-0000019F9857E890"
scene.materials.Glossy2-0000019F984F9D00.vroughness = "ConstantFloatTexture-0000019F9857F970"
scene.materials.Glossy2-0000019F984F9D00.d = "ConstantFloatTexture-0000019F9857DC30"
scene.materials.Glossy2-0000019F984F9D00.index = "ConstantFloatTexture-0000019F9857CBE0"
scene.materials.Glossy2-0000019F984F9D00.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984F9D00
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F55060-0000019FB213A060.ply = "Mesh-0000019FB213A060"
scene.objects.Object-0000019FA0F55060-0000019FB213A060.material = "Glossy2-0000019F984F9D00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BEF0: [
scene.textures.ConstantFloatTexture-0000019F9857BEF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BEF0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857BEF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C370: [
scene.textures.ConstantFloatTexture-0000019F9857C370.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C370.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C370
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856F510: [
scene.textures.MixTexture-0000019F9856F510.type = "mix"
scene.textures.MixTexture-0000019F9856F510.amount = "ImageFloatTexture-0000019F983C8380"
scene.textures.MixTexture-0000019F9856F510.texture1 = "ConstantFloatTexture-0000019F9857BEF0"
scene.textures.MixTexture-0000019F9856F510.texture2 = "ConstantFloatTexture-0000019F9857C370"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F9856F510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C7F0: [
scene.textures.ConstantFloatTexture-0000019F9857C7F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C7F0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C7F0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7C30: [
scene.textures.ScaleTexture-0000019F984D7C30.type = "scale"
scene.textures.ScaleTexture-0000019F984D7C30.texture1 = "MixTexture-0000019F9856F510"
scene.textures.ScaleTexture-0000019F984D7C30.texture2 = "ConstantFloatTexture-0000019F9857C7F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D7C30
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848CFB0: [
scene.textures.ConstantRGBColorTexture-0000019F9848CFB0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848CFB0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848CFB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BF80: [
scene.textures.ConstantFloatTexture-0000019F9857BF80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BF80.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857BF80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C910: [
scene.textures.ConstantFloatTexture-0000019F9857C910.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C910.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C910
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D210: [
scene.textures.ConstantFloatTexture-0000019F9857D210.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D210.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857D210
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C880: [
scene.textures.ConstantFloatTexture-0000019F9857C880.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C880.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C880
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9BD0: [
scene.materials.Glossy2-0000019F984F9BD0.type = "glossy2"
scene.materials.Glossy2-0000019F984F9BD0.bumptex = "ScaleTexture-0000019F984D7C30"
scene.materials.Glossy2-0000019F984F9BD0.kd = "ImageSpectrumTexture-0000019F983C7390"
scene.materials.Glossy2-0000019F984F9BD0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9BD0.ka = "ConstantRGBColorTexture-0000019F9848CFB0"
scene.materials.Glossy2-0000019F984F9BD0.uroughness = "ConstantFloatTexture-0000019F9857BF80"
scene.materials.Glossy2-0000019F984F9BD0.vroughness = "ConstantFloatTexture-0000019F9857C910"
scene.materials.Glossy2-0000019F984F9BD0.d = "ConstantFloatTexture-0000019F9857D210"
scene.materials.Glossy2-0000019F984F9BD0.index = "ConstantFloatTexture-0000019F9857C880"
scene.materials.Glossy2-0000019F984F9BD0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984F9BD0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F554E0-0000019FB213A880.ply = "Mesh-0000019FB213A880"
scene.objects.Object-0000019FA0F554E0-0000019FB213A880.material = "Glossy2-0000019F984F9BD0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D0F0: [
scene.textures.ConstantFloatTexture-0000019F9857D0F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D0F0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857D0F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B5F0: [
scene.textures.ConstantFloatTexture-0000019F9857B5F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B5F0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857B5F0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985716D0: [
scene.textures.MixTexture-0000019F985716D0.type = "mix"
scene.textures.MixTexture-0000019F985716D0.amount = "ImageFloatTexture-0000019F983C71B0"
scene.textures.MixTexture-0000019F985716D0.texture1 = "ConstantFloatTexture-0000019F9857D0F0"
scene.textures.MixTexture-0000019F985716D0.texture2 = "ConstantFloatTexture-0000019F9857B5F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F985716D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BA70: [
scene.textures.ConstantFloatTexture-0000019F9857BA70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BA70.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857BA70
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7B80: [
scene.textures.ScaleTexture-0000019F984D7B80.type = "scale"
scene.textures.ScaleTexture-0000019F984D7B80.texture1 = "MixTexture-0000019F985716D0"
scene.textures.ScaleTexture-0000019F984D7B80.texture2 = "ConstantFloatTexture-0000019F9857BA70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D7B80
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848F170: [
scene.textures.ConstantRGBColorTexture-0000019F9848F170.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848F170.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848F170
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B710: [
scene.textures.ConstantFloatTexture-0000019F9857B710.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B710.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857B710
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857BC20: [
scene.textures.ConstantFloatTexture-0000019F9857BC20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857BC20.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857BC20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857C2E0: [
scene.textures.ConstantFloatTexture-0000019F9857C2E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857C2E0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857C2E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857CE20: [
scene.textures.ConstantFloatTexture-0000019F9857CE20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857CE20.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857CE20
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9AA0: [
scene.materials.Glossy2-0000019F984F9AA0.type = "glossy2"
scene.materials.Glossy2-0000019F984F9AA0.bumptex = "ScaleTexture-0000019F984D7B80"
scene.materials.Glossy2-0000019F984F9AA0.kd = "ImageSpectrumTexture-0000019F983C72A0"
scene.materials.Glossy2-0000019F984F9AA0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9AA0.ka = "ConstantRGBColorTexture-0000019F9848F170"
scene.materials.Glossy2-0000019F984F9AA0.uroughness = "ConstantFloatTexture-0000019F9857B710"
scene.materials.Glossy2-0000019F984F9AA0.vroughness = "ConstantFloatTexture-0000019F9857BC20"
scene.materials.Glossy2-0000019F984F9AA0.d = "ConstantFloatTexture-0000019F9857C2E0"
scene.materials.Glossy2-0000019F984F9AA0.index = "ConstantFloatTexture-0000019F9857CE20"
scene.materials.Glossy2-0000019F984F9AA0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984F9AA0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F551E0-0000019FB213A560.ply = "Mesh-0000019FB213A560"
scene.objects.Object-0000019FA0F551E0-0000019FB213A560.material = "Glossy2-0000019F984F9AA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EBF0: [
scene.textures.ConstantFloatTexture-0000019F9857EBF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EBF0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EBF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857D960: [
scene.textures.ConstantFloatTexture-0000019F9857D960.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857D960.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857D960
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98574310: [
scene.textures.MixTexture-0000019F98574310.type = "mix"
scene.textures.MixTexture-0000019F98574310.amount = "ImageFloatTexture-0000019F9805B820"
scene.textures.MixTexture-0000019F98574310.texture1 = "ConstantFloatTexture-0000019F9857EBF0"
scene.textures.MixTexture-0000019F98574310.texture2 = "ConstantFloatTexture-0000019F9857D960"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98574310
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EAD0: [
scene.textures.ConstantFloatTexture-0000019F9857EAD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EAD0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EAD0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8520: [
scene.textures.ScaleTexture-0000019F984D8520.type = "scale"
scene.textures.ScaleTexture-0000019F984D8520.texture1 = "MixTexture-0000019F98574310"
scene.textures.ScaleTexture-0000019F984D8520.texture2 = "ConstantFloatTexture-0000019F9857EAD0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8520
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848E810: [
scene.textures.ConstantRGBColorTexture-0000019F9848E810.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848E810.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848E810
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F100: [
scene.textures.ConstantFloatTexture-0000019F9857F100.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F100.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F100
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E380: [
scene.textures.ConstantFloatTexture-0000019F9857E380.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E380.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E380
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E9B0: [
scene.textures.ConstantFloatTexture-0000019F9857E9B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E9B0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E9B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EFE0: [
scene.textures.ConstantFloatTexture-0000019F9857EFE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EFE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EFE0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA550: [
scene.materials.Glossy2-0000019F984FA550.type = "glossy2"
scene.materials.Glossy2-0000019F984FA550.bumptex = "ScaleTexture-0000019F984D8520"
scene.materials.Glossy2-0000019F984FA550.kd = "ImageSpectrumTexture-0000019F9805BDC0"
scene.materials.Glossy2-0000019F984FA550.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA550.ka = "ConstantRGBColorTexture-0000019F9848E810"
scene.materials.Glossy2-0000019F984FA550.uroughness = "ConstantFloatTexture-0000019F9857F100"
scene.materials.Glossy2-0000019F984FA550.vroughness = "ConstantFloatTexture-0000019F9857E380"
scene.materials.Glossy2-0000019F984FA550.d = "ConstantFloatTexture-0000019F9857E9B0"
scene.materials.Glossy2-0000019F984FA550.index = "ConstantFloatTexture-0000019F9857EFE0"
scene.materials.Glossy2-0000019F984FA550.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984FA550
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F55AE0-0000019FB2139160.ply = "Mesh-0000019FB2139160"
scene.objects.Object-0000019FA0F55AE0-0000019FB2139160.material = "Glossy2-0000019F984FA550"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EEC0: [
scene.textures.ConstantFloatTexture-0000019F9857EEC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EEC0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EEC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FA00: [
scene.textures.ConstantFloatTexture-0000019F9857FA00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FA00.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FA00
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F985722D0: [
scene.textures.MixTexture-0000019F985722D0.type = "mix"
scene.textures.MixTexture-0000019F985722D0.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F985722D0.texture1 = "ConstantFloatTexture-0000019F9857EEC0"
scene.textures.MixTexture-0000019F985722D0.texture2 = "ConstantFloatTexture-0000019F9857FA00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F985722D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F7C0: [
scene.textures.ConstantFloatTexture-0000019F9857F7C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F7C0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F7C0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8260: [
scene.textures.ScaleTexture-0000019F984D8260.type = "scale"
scene.textures.ScaleTexture-0000019F984D8260.texture1 = "MixTexture-0000019F985722D0"
scene.textures.ScaleTexture-0000019F984D8260.texture2 = "ConstantFloatTexture-0000019F9857F7C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8260
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848E1D0: [
scene.textures.ConstantRGBColorTexture-0000019F9848E1D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848E1D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848E1D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E5C0: [
scene.textures.ConstantFloatTexture-0000019F9857E5C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E5C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E5C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857ED10: [
scene.textures.ConstantFloatTexture-0000019F9857ED10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857ED10.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857ED10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F190: [
scene.textures.ConstantFloatTexture-0000019F9857F190.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F190.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EB60: [
scene.textures.ConstantFloatTexture-0000019F9857EB60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EB60.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EB60
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984FA7B0: [
scene.materials.Glossy2-0000019F984FA7B0.type = "glossy2"
scene.materials.Glossy2-0000019F984FA7B0.bumptex = "ScaleTexture-0000019F984D8260"
scene.materials.Glossy2-0000019F984FA7B0.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F984FA7B0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984FA7B0.ka = "ConstantRGBColorTexture-0000019F9848E1D0"
scene.materials.Glossy2-0000019F984FA7B0.uroughness = "ConstantFloatTexture-0000019F9857E5C0"
scene.materials.Glossy2-0000019F984FA7B0.vroughness = "ConstantFloatTexture-0000019F9857ED10"
scene.materials.Glossy2-0000019F984FA7B0.d = "ConstantFloatTexture-0000019F9857F190"
scene.materials.Glossy2-0000019F984FA7B0.index = "ConstantFloatTexture-0000019F9857EB60"
scene.materials.Glossy2-0000019F984FA7B0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984FA7B0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54160-0000019FB213A380.ply = "Mesh-0000019FB213A380"
scene.objects.Object-0000019FA0F54160-0000019FB213A380.material = "Glossy2-0000019F984FA7B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E260: [
scene.textures.ConstantFloatTexture-0000019F9857E260.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E260.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E260
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F460: [
scene.textures.ConstantFloatTexture-0000019F9857F460.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F460.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F460
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98573F50: [
scene.textures.MixTexture-0000019F98573F50.type = "mix"
scene.textures.MixTexture-0000019F98573F50.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F98573F50.texture1 = "ConstantFloatTexture-0000019F9857E260"
scene.textures.MixTexture-0000019F98573F50.texture2 = "ConstantFloatTexture-0000019F9857F460"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98573F50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DB10: [
scene.textures.ConstantFloatTexture-0000019F9857DB10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DB10.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DB10
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D83C0: [
scene.textures.ScaleTexture-0000019F984D83C0.type = "scale"
scene.textures.ScaleTexture-0000019F984D83C0.texture1 = "MixTexture-0000019F98573F50"
scene.textures.ScaleTexture-0000019F984D83C0.texture2 = "ConstantFloatTexture-0000019F9857DB10"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D83C0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848EC70: [
scene.textures.ConstantRGBColorTexture-0000019F9848EC70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848EC70.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848EC70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EA40: [
scene.textures.ConstantFloatTexture-0000019F9857EA40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EA40.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EA40
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F4F0: [
scene.textures.ConstantFloatTexture-0000019F9857F4F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F4F0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F4F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F3D0: [
scene.textures.ConstantFloatTexture-0000019F9857F3D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F3D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F3D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EF50: [
scene.textures.ConstantFloatTexture-0000019F9857EF50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EF50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EF50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98499DE0: [
scene.materials.Glossy2-0000019F98499DE0.type = "glossy2"
scene.materials.Glossy2-0000019F98499DE0.bumptex = "ScaleTexture-0000019F984D83C0"
scene.materials.Glossy2-0000019F98499DE0.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F98499DE0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98499DE0.ka = "ConstantRGBColorTexture-0000019F9848EC70"
scene.materials.Glossy2-0000019F98499DE0.uroughness = "ConstantFloatTexture-0000019F9857EA40"
scene.materials.Glossy2-0000019F98499DE0.vroughness = "ConstantFloatTexture-0000019F9857F4F0"
scene.materials.Glossy2-0000019F98499DE0.d = "ConstantFloatTexture-0000019F9857F3D0"
scene.materials.Glossy2-0000019F98499DE0.index = "ConstantFloatTexture-0000019F9857EF50"
scene.materials.Glossy2-0000019F98499DE0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F98499DE0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F55660-0000019FB213A740.ply = "Mesh-0000019FB213A740"
scene.objects.Object-0000019FA0F55660-0000019FB213A740.material = "Glossy2-0000019F98499DE0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E800: [
scene.textures.ConstantFloatTexture-0000019F9857E800.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E800.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E800
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DCC0: [
scene.textures.ConstantFloatTexture-0000019F9857DCC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DCC0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DCC0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98573950: [
scene.textures.MixTexture-0000019F98573950.type = "mix"
scene.textures.MixTexture-0000019F98573950.amount = "ImageFloatTexture-0000019F983C6DF0"
scene.textures.MixTexture-0000019F98573950.texture1 = "ConstantFloatTexture-0000019F9857E800"
scene.textures.MixTexture-0000019F98573950.texture2 = "ConstantFloatTexture-0000019F9857DCC0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98573950
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E920: [
scene.textures.ConstantFloatTexture-0000019F9857E920.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E920.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E920
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8310: [
scene.textures.ScaleTexture-0000019F984D8310.type = "scale"
scene.textures.ScaleTexture-0000019F984D8310.texture1 = "MixTexture-0000019F98573950"
scene.textures.ScaleTexture-0000019F984D8310.texture2 = "ConstantFloatTexture-0000019F9857E920"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8310
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848EA90: [
scene.textures.ConstantRGBColorTexture-0000019F9848EA90.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848EA90.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848EA90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DDE0: [
scene.textures.ConstantFloatTexture-0000019F9857DDE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DDE0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DDE0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E6E0: [
scene.textures.ConstantFloatTexture-0000019F9857E6E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E6E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E6E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EE30: [
scene.textures.ConstantFloatTexture-0000019F9857EE30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EE30.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EE30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DD50: [
scene.textures.ConstantFloatTexture-0000019F9857DD50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DD50.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DD50
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9F60: [
scene.materials.Glossy2-0000019F984F9F60.type = "glossy2"
scene.materials.Glossy2-0000019F984F9F60.bumptex = "ScaleTexture-0000019F984D8310"
scene.materials.Glossy2-0000019F984F9F60.kd = "ImageSpectrumTexture-0000019F983C7DE0"
scene.materials.Glossy2-0000019F984F9F60.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9F60.ka = "ConstantRGBColorTexture-0000019F9848EA90"
scene.materials.Glossy2-0000019F984F9F60.uroughness = "ConstantFloatTexture-0000019F9857DDE0"
scene.materials.Glossy2-0000019F984F9F60.vroughness = "ConstantFloatTexture-0000019F9857E6E0"
scene.materials.Glossy2-0000019F984F9F60.d = "ConstantFloatTexture-0000019F9857EE30"
scene.materials.Glossy2-0000019F984F9F60.index = "ConstantFloatTexture-0000019F9857DD50"
scene.materials.Glossy2-0000019F984F9F60.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984F9F60
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F55360-0000019FB213AB00.ply = "Mesh-0000019FB213AB00"
scene.objects.Object-0000019FA0F55360-0000019FB213AB00.material = "Glossy2-0000019F984F9F60"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857EDA0: [
scene.textures.ConstantFloatTexture-0000019F9857EDA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857EDA0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857EDA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E410: [
scene.textures.ConstantFloatTexture-0000019F9857E410.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E410.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E410
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98573050: [
scene.textures.MixTexture-0000019F98573050.type = "mix"
scene.textures.MixTexture-0000019F98573050.amount = "ImageFloatTexture-0000019F983C7FC0"
scene.textures.MixTexture-0000019F98573050.texture1 = "ConstantFloatTexture-0000019F9857EDA0"
scene.textures.MixTexture-0000019F98573050.texture2 = "ConstantFloatTexture-0000019F9857E410"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98573050
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DF00: [
scene.textures.ConstantFloatTexture-0000019F9857DF00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DF00.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DF00
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7CE0: [
scene.textures.ScaleTexture-0000019F984D7CE0.type = "scale"
scene.textures.ScaleTexture-0000019F984D7CE0.texture1 = "MixTexture-0000019F98573050"
scene.textures.ScaleTexture-0000019F984D7CE0.texture2 = "ConstantFloatTexture-0000019F9857DF00"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D7CE0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848F0D0: [
scene.textures.ConstantRGBColorTexture-0000019F9848F0D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848F0D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848F0D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E650: [
scene.textures.ConstantFloatTexture-0000019F9857E650.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E650.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E650
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E770: [
scene.textures.ConstantFloatTexture-0000019F9857E770.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E770.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E770
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F2B0: [
scene.textures.ConstantFloatTexture-0000019F9857F2B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F2B0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F2B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DBA0: [
scene.textures.ConstantFloatTexture-0000019F9857DBA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DBA0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DBA0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984F9E30: [
scene.materials.Glossy2-0000019F984F9E30.type = "glossy2"
scene.materials.Glossy2-0000019F984F9E30.bumptex = "ScaleTexture-0000019F984D7CE0"
scene.materials.Glossy2-0000019F984F9E30.kd = "ImageSpectrumTexture-0000019F983C80B0"
scene.materials.Glossy2-0000019F984F9E30.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984F9E30.ka = "ConstantRGBColorTexture-0000019F9848F0D0"
scene.materials.Glossy2-0000019F984F9E30.uroughness = "ConstantFloatTexture-0000019F9857E650"
scene.materials.Glossy2-0000019F984F9E30.vroughness = "ConstantFloatTexture-0000019F9857E770"
scene.materials.Glossy2-0000019F984F9E30.d = "ConstantFloatTexture-0000019F9857F2B0"
scene.materials.Glossy2-0000019F984F9E30.index = "ConstantFloatTexture-0000019F9857DBA0"
scene.materials.Glossy2-0000019F984F9E30.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984F9E30
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54D60-0000019FB2138F80.ply = "Mesh-0000019FB2138F80"
scene.objects.Object-0000019FA0F54D60-0000019FB2138F80.material = "Glossy2-0000019F984F9E30"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DE70: [
scene.textures.ConstantFloatTexture-0000019F9857DE70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DE70.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DE70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FA90: [
scene.textures.ConstantFloatTexture-0000019F9857FA90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FA90.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FA90
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98576110: [
scene.textures.MixTexture-0000019F98576110.type = "mix"
scene.textures.MixTexture-0000019F98576110.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98576110.texture1 = "ConstantFloatTexture-0000019F9857DE70"
scene.textures.MixTexture-0000019F98576110.texture2 = "ConstantFloatTexture-0000019F9857FA90"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98576110
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DF90: [
scene.textures.ConstantFloatTexture-0000019F9857DF90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DF90.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DF90
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8050: [
scene.textures.ScaleTexture-0000019F984D8050.type = "scale"
scene.textures.ScaleTexture-0000019F984D8050.texture1 = "MixTexture-0000019F98576110"
scene.textures.ScaleTexture-0000019F984D8050.texture2 = "ConstantFloatTexture-0000019F9857DF90"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8050
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848E270: [
scene.textures.ConstantRGBColorTexture-0000019F9848E270.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848E270.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848E270
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E530: [
scene.textures.ConstantFloatTexture-0000019F9857E530.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E530.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E530
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FBB0: [
scene.textures.ConstantFloatTexture-0000019F9857FBB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FBB0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FBB0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E020: [
scene.textures.ConstantFloatTexture-0000019F9857E020.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E020.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E020
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FB20: [
scene.textures.ConstantFloatTexture-0000019F9857FB20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FB20.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FB20
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98499F10: [
scene.materials.Glossy2-0000019F98499F10.type = "glossy2"
scene.materials.Glossy2-0000019F98499F10.bumptex = "ScaleTexture-0000019F984D8050"
scene.materials.Glossy2-0000019F98499F10.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98499F10.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98499F10.ka = "ConstantRGBColorTexture-0000019F9848E270"
scene.materials.Glossy2-0000019F98499F10.uroughness = "ConstantFloatTexture-0000019F9857E530"
scene.materials.Glossy2-0000019F98499F10.vroughness = "ConstantFloatTexture-0000019F9857FBB0"
scene.materials.Glossy2-0000019F98499F10.d = "ConstantFloatTexture-0000019F9857E020"
scene.materials.Glossy2-0000019F98499F10.index = "ConstantFloatTexture-0000019F9857FB20"
scene.materials.Glossy2-0000019F98499F10.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F98499F10
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F557E0-0000019FB2139020.ply = "Mesh-0000019FB2139020"
scene.objects.Object-0000019FA0F557E0-0000019FB2139020.material = "Glossy2-0000019F98499F10"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857DA80: [
scene.textures.ConstantFloatTexture-0000019F9857DA80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857DA80.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857DA80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F580: [
scene.textures.ConstantFloatTexture-0000019F9857F580.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F580.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F580
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98576950: [
scene.textures.MixTexture-0000019F98576950.type = "mix"
scene.textures.MixTexture-0000019F98576950.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98576950.texture1 = "ConstantFloatTexture-0000019F9857DA80"
scene.textures.MixTexture-0000019F98576950.texture2 = "ConstantFloatTexture-0000019F9857F580"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98576950
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F070: [
scene.textures.ConstantFloatTexture-0000019F9857F070.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F070.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F070
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D89F0: [
scene.textures.ScaleTexture-0000019F984D89F0.type = "scale"
scene.textures.ScaleTexture-0000019F984D89F0.texture1 = "MixTexture-0000019F98576950"
scene.textures.ScaleTexture-0000019F984D89F0.texture2 = "ConstantFloatTexture-0000019F9857F070"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D89F0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848D230: [
scene.textures.ConstantRGBColorTexture-0000019F9848D230.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848D230.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848D230
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F610: [
scene.textures.ConstantFloatTexture-0000019F9857F610.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F610.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F610
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F8E0: [
scene.textures.ConstantFloatTexture-0000019F9857F8E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F8E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F8E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F6A0: [
scene.textures.ConstantFloatTexture-0000019F9857F6A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F6A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F6A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857F850: [
scene.textures.ConstantFloatTexture-0000019F9857F850.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857F850.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857F850
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98498FA0: [
scene.materials.Glossy2-0000019F98498FA0.type = "glossy2"
scene.materials.Glossy2-0000019F98498FA0.bumptex = "ScaleTexture-0000019F984D89F0"
scene.materials.Glossy2-0000019F98498FA0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98498FA0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98498FA0.ka = "ConstantRGBColorTexture-0000019F9848D230"
scene.materials.Glossy2-0000019F98498FA0.uroughness = "ConstantFloatTexture-0000019F9857F610"
scene.materials.Glossy2-0000019F98498FA0.vroughness = "ConstantFloatTexture-0000019F9857F8E0"
scene.materials.Glossy2-0000019F98498FA0.d = "ConstantFloatTexture-0000019F9857F6A0"
scene.materials.Glossy2-0000019F98498FA0.index = "ConstantFloatTexture-0000019F9857F850"
scene.materials.Glossy2-0000019F98498FA0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F98498FA0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54A60-0000019FB21390C0.ply = "Mesh-0000019FB21390C0"
scene.objects.Object-0000019FA0F54A60-0000019FB21390C0.material = "Glossy2-0000019F98498FA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FCD0: [
scene.textures.ConstantFloatTexture-0000019F9857FCD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FCD0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FCD0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E0B0: [
scene.textures.ConstantFloatTexture-0000019F9857E0B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E0B0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E0B0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98576290: [
scene.textures.MixTexture-0000019F98576290.type = "mix"
scene.textures.MixTexture-0000019F98576290.amount = "ImageFloatTexture-0000019F983C6D00"
scene.textures.MixTexture-0000019F98576290.texture1 = "ConstantFloatTexture-0000019F9857FCD0"
scene.textures.MixTexture-0000019F98576290.texture2 = "ConstantFloatTexture-0000019F9857E0B0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98576290
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E140: [
scene.textures.ConstantFloatTexture-0000019F9857E140.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E140.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E140
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8730: [
scene.textures.ScaleTexture-0000019F984D8730.type = "scale"
scene.textures.ScaleTexture-0000019F984D8730.texture1 = "MixTexture-0000019F98576290"
scene.textures.ScaleTexture-0000019F984D8730.texture2 = "ConstantFloatTexture-0000019F9857E140"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8730
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848E130: [
scene.textures.ConstantRGBColorTexture-0000019F9848E130.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848E130.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848E130
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580D20: [
scene.textures.ConstantFloatTexture-0000019F98580D20.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580D20.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580D20
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580030: [
scene.textures.ConstantFloatTexture-0000019F98580030.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580030.value = 0.474999994
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580030
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985806F0: [
scene.textures.ConstantFloatTexture-0000019F985806F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985806F0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F985806F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857E1D0: [
scene.textures.ConstantFloatTexture-0000019F9857E1D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857E1D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857E1D0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984996C0: [
scene.materials.Glossy2-0000019F984996C0.type = "glossy2"
scene.materials.Glossy2-0000019F984996C0.bumptex = "ScaleTexture-0000019F984D8730"
scene.materials.Glossy2-0000019F984996C0.kd = "ImageSpectrumTexture-0000019F983C7CF0"
scene.materials.Glossy2-0000019F984996C0.ks = "ConstantRGBColorTexture-0000019F97F55F10"
scene.materials.Glossy2-0000019F984996C0.ka = "ConstantRGBColorTexture-0000019F9848E130"
scene.materials.Glossy2-0000019F984996C0.uroughness = "ConstantFloatTexture-0000019F98580D20"
scene.materials.Glossy2-0000019F984996C0.vroughness = "ConstantFloatTexture-0000019F98580030"
scene.materials.Glossy2-0000019F984996C0.d = "ConstantFloatTexture-0000019F985806F0"
scene.materials.Glossy2-0000019F984996C0.index = "ConstantFloatTexture-0000019F9857E1D0"
scene.materials.Glossy2-0000019F984996C0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F984996C0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54460-0000019FB2139D40.ply = "Mesh-0000019FB2139D40"
scene.objects.Object-0000019FA0F54460-0000019FB2139D40.material = "Glossy2-0000019F984996C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FFA0: [
scene.textures.ConstantFloatTexture-0000019F9857FFA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FFA0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FFA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580780: [
scene.textures.ConstantFloatTexture-0000019F98580780.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580780.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580780
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98575390: [
scene.textures.MixTexture-0000019F98575390.type = "mix"
scene.textures.MixTexture-0000019F98575390.amount = "ImageFloatTexture-0000019F983C6C10"
scene.textures.MixTexture-0000019F98575390.texture1 = "ConstantFloatTexture-0000019F9857FFA0"
scene.textures.MixTexture-0000019F98575390.texture2 = "ConstantFloatTexture-0000019F98580780"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98575390
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985808A0: [
scene.textures.ConstantFloatTexture-0000019F985808A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985808A0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F985808A0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8C00: [
scene.textures.ScaleTexture-0000019F984D8C00.type = "scale"
scene.textures.ScaleTexture-0000019F984D8C00.texture1 = "MixTexture-0000019F98575390"
scene.textures.ScaleTexture-0000019F984D8C00.texture2 = "ConstantFloatTexture-0000019F985808A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8C00
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848CE70: [
scene.textures.ConstantRGBColorTexture-0000019F9848CE70.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848CE70.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848CE70
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985800C0: [
scene.textures.ConstantFloatTexture-0000019F985800C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985800C0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F985800C0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580A50: [
scene.textures.ConstantFloatTexture-0000019F98580A50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580A50.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580A50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FDF0: [
scene.textures.ConstantFloatTexture-0000019F9857FDF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FDF0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FDF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580E40: [
scene.textures.ConstantFloatTexture-0000019F98580E40.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580E40.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580E40
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98499B80: [
scene.materials.Glossy2-0000019F98499B80.type = "glossy2"
scene.materials.Glossy2-0000019F98499B80.bumptex = "ScaleTexture-0000019F984D8C00"
scene.materials.Glossy2-0000019F98499B80.kd = "ImageSpectrumTexture-0000019F983C7B10"
scene.materials.Glossy2-0000019F98499B80.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98499B80.ka = "ConstantRGBColorTexture-0000019F9848CE70"
scene.materials.Glossy2-0000019F98499B80.uroughness = "ConstantFloatTexture-0000019F985800C0"
scene.materials.Glossy2-0000019F98499B80.vroughness = "ConstantFloatTexture-0000019F98580A50"
scene.materials.Glossy2-0000019F98499B80.d = "ConstantFloatTexture-0000019F9857FDF0"
scene.materials.Glossy2-0000019F98499B80.index = "ConstantFloatTexture-0000019F98580E40"
scene.materials.Glossy2-0000019F98499B80.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F98499B80
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54BE0-0000019FB2139200.ply = "Mesh-0000019FB2139200"
scene.objects.Object-0000019FA0F54BE0-0000019FB2139200.material = "Glossy2-0000019F98499B80"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580C90: [
scene.textures.ConstantFloatTexture-0000019F98580C90.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580C90.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580C90
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580810: [
scene.textures.ConstantFloatTexture-0000019F98580810.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580810.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580810
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98578D50: [
scene.textures.MixTexture-0000019F98578D50.type = "mix"
scene.textures.MixTexture-0000019F98578D50.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98578D50.texture1 = "ConstantFloatTexture-0000019F98580C90"
scene.textures.MixTexture-0000019F98578D50.texture2 = "ConstantFloatTexture-0000019F98580810"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98578D50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580DB0: [
scene.textures.ConstantFloatTexture-0000019F98580DB0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580DB0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580DB0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8B50: [
scene.textures.ScaleTexture-0000019F984D8B50.type = "scale"
scene.textures.ScaleTexture-0000019F984D8B50.texture1 = "MixTexture-0000019F98578D50"
scene.textures.ScaleTexture-0000019F984D8B50.texture2 = "ConstantFloatTexture-0000019F98580DB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D8B50
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848E630: [
scene.textures.ConstantRGBColorTexture-0000019F9848E630.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848E630.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848E630
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580270: [
scene.textures.ConstantFloatTexture-0000019F98580270.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580270.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580270
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580300: [
scene.textures.ConstantFloatTexture-0000019F98580300.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580300.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580300
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985805D0: [
scene.textures.ConstantFloatTexture-0000019F985805D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985805D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F985805D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985801E0: [
scene.textures.ConstantFloatTexture-0000019F985801E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985801E0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F985801E0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A040: [
scene.materials.Glossy2-0000019F9849A040.type = "glossy2"
scene.materials.Glossy2-0000019F9849A040.bumptex = "ScaleTexture-0000019F984D8B50"
scene.materials.Glossy2-0000019F9849A040.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9849A040.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9849A040.ka = "ConstantRGBColorTexture-0000019F9848E630"
scene.materials.Glossy2-0000019F9849A040.uroughness = "ConstantFloatTexture-0000019F98580270"
scene.materials.Glossy2-0000019F9849A040.vroughness = "ConstantFloatTexture-0000019F98580300"
scene.materials.Glossy2-0000019F9849A040.d = "ConstantFloatTexture-0000019F985805D0"
scene.materials.Glossy2-0000019F9849A040.index = "ConstantFloatTexture-0000019F985801E0"
scene.materials.Glossy2-0000019F9849A040.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F9849A040
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F55960-0000019FB2139A20.ply = "Mesh-0000019FB2139A20"
scene.objects.Object-0000019FA0F55960-0000019FB2139A20.material = "Glossy2-0000019F9849A040"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FE80: [
scene.textures.ConstantFloatTexture-0000019F9857FE80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FE80.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F9857FE80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580660: [
scene.textures.ConstantFloatTexture-0000019F98580660.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580660.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580660
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98577190: [
scene.textures.MixTexture-0000019F98577190.type = "mix"
scene.textures.MixTexture-0000019F98577190.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98577190.texture1 = "ConstantFloatTexture-0000019F9857FE80"
scene.textures.MixTexture-0000019F98577190.texture2 = "ConstantFloatTexture-0000019F98580660"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: MixTexture-0000019F98577190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580B70: [
scene.textures.ConstantFloatTexture-0000019F98580B70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580B70.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580B70
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D81B0: [
scene.textures.ScaleTexture-0000019F984D81B0.type = "scale"
scene.textures.ScaleTexture-0000019F984D81B0.texture1 = "MixTexture-0000019F98577190"
scene.textures.ScaleTexture-0000019F984D81B0.texture2 = "ConstantFloatTexture-0000019F98580B70"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ScaleTexture-0000019F984D81B0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848DE10: [
scene.textures.ConstantRGBColorTexture-0000019F9848DE10.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848DE10.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantRGBColorTexture-0000019F9848DE10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580C00: [
scene.textures.ConstantFloatTexture-0000019F98580C00.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580C00.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580C00
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580540: [
scene.textures.ConstantFloatTexture-0000019F98580540.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580540.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580540
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580150: [
scene.textures.ConstantFloatTexture-0000019F98580150.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580150.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580150
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580AE0: [
scene.textures.ConstantFloatTexture-0000019F98580AE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580AE0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Texture definition: ConstantFloatTexture-0000019F98580AE0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98499CB0: [
scene.materials.Glossy2-0000019F98499CB0.type = "glossy2"
scene.materials.Glossy2-0000019F98499CB0.bumptex = "ScaleTexture-0000019F984D81B0"
scene.materials.Glossy2-0000019F98499CB0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F98499CB0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F98499CB0.ka = "ConstantRGBColorTexture-0000019F9848DE10"
scene.materials.Glossy2-0000019F98499CB0.uroughness = "ConstantFloatTexture-0000019F98580C00"
scene.materials.Glossy2-0000019F98499CB0.vroughness = "ConstantFloatTexture-0000019F98580540"
scene.materials.Glossy2-0000019F98499CB0.d = "ConstantFloatTexture-0000019F98580150"
scene.materials.Glossy2-0000019F98499CB0.index = "ConstantFloatTexture-0000019F98580AE0"
scene.materials.Glossy2-0000019F98499CB0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.750] Material definition: Glossy2-0000019F98499CB0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F542E0-0000019FB213AA60.ply = "Mesh-0000019FB213AA60"
scene.objects.Object-0000019FA0F542E0-0000019FB213AA60.material = "Glossy2-0000019F98499CB0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AD80: [
scene.textures.ConstantFloatTexture-0000019F9857AD80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AD80.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AD80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A090: [
scene.textures.ConstantFloatTexture-0000019F9857A090.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A090.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A090
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856B9D0: [
scene.textures.MixTexture-0000019F9856B9D0.type = "mix"
scene.textures.MixTexture-0000019F9856B9D0.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F9856B9D0.texture1 = "ConstantFloatTexture-0000019F9857AD80"
scene.textures.MixTexture-0000019F9856B9D0.texture2 = "ConstantFloatTexture-0000019F9857A090"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F9856B9D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985794C0: [
scene.textures.ConstantFloatTexture-0000019F985794C0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985794C0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F985794C0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7970: [
scene.textures.ScaleTexture-0000019F984D7970.type = "scale"
scene.textures.ScaleTexture-0000019F984D7970.texture1 = "MixTexture-0000019F9856B9D0"
scene.textures.ScaleTexture-0000019F984D7970.texture2 = "ConstantFloatTexture-0000019F985794C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F984D7970
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848D2D0: [
scene.textures.ConstantRGBColorTexture-0000019F9848D2D0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848D2D0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F9848D2D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579700: [
scene.textures.ConstantFloatTexture-0000019F98579700.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579700.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579700
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579550: [
scene.textures.ConstantFloatTexture-0000019F98579550.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579550.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579550
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AF30: [
scene.textures.ConstantFloatTexture-0000019F9857AF30.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AF30.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AF30
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A3F0: [
scene.textures.ConstantFloatTexture-0000019F9857A3F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A3F0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A3F0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A2A0: [
scene.materials.Glossy2-0000019F9849A2A0.type = "glossy2"
scene.materials.Glossy2-0000019F9849A2A0.bumptex = "ScaleTexture-0000019F984D7970"
scene.materials.Glossy2-0000019F9849A2A0.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9849A2A0.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9849A2A0.ka = "ConstantRGBColorTexture-0000019F9848D2D0"
scene.materials.Glossy2-0000019F9849A2A0.uroughness = "ConstantFloatTexture-0000019F98579700"
scene.materials.Glossy2-0000019F9849A2A0.vroughness = "ConstantFloatTexture-0000019F98579550"
scene.materials.Glossy2-0000019F9849A2A0.d = "ConstantFloatTexture-0000019F9857AF30"
scene.materials.Glossy2-0000019F9849A2A0.index = "ConstantFloatTexture-0000019F9857A3F0"
scene.materials.Glossy2-0000019F9849A2A0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A2A0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F545E0-0000019FB213A920.ply = "Mesh-0000019FB213A920"
scene.objects.Object-0000019FA0F545E0-0000019FB213A920.material = "Glossy2-0000019F9849A2A0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580ED0: [
scene.textures.ConstantFloatTexture-0000019F98580ED0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580ED0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98580ED0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580390: [
scene.textures.ConstantFloatTexture-0000019F98580390.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580390.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98580390
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98578990: [
scene.textures.MixTexture-0000019F98578990.type = "mix"
scene.textures.MixTexture-0000019F98578990.amount = "ImageFloatTexture-0000019F983C70C0"
scene.textures.MixTexture-0000019F98578990.texture1 = "ConstantFloatTexture-0000019F98580ED0"
scene.textures.MixTexture-0000019F98578990.texture2 = "ConstantFloatTexture-0000019F98580390"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F98578990
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580420: [
scene.textures.ConstantFloatTexture-0000019F98580420.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580420.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98580420
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D8470: [
scene.textures.ScaleTexture-0000019F984D8470.type = "scale"
scene.textures.ScaleTexture-0000019F984D8470.texture1 = "MixTexture-0000019F98578990"
scene.textures.ScaleTexture-0000019F984D8470.texture2 = "ConstantFloatTexture-0000019F98580420"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F984D8470
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848EE50: [
scene.textures.ConstantRGBColorTexture-0000019F9848EE50.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848EE50.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F9848EE50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857FD60: [
scene.textures.ConstantFloatTexture-0000019F9857FD60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857FD60.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857FD60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579280: [
scene.textures.ConstantFloatTexture-0000019F98579280.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579280.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579280
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580FF0: [
scene.textures.ConstantFloatTexture-0000019F98580FF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580FF0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98580FF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98580F60: [
scene.textures.ConstantFloatTexture-0000019F98580F60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98580F60.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98580F60
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A170: [
scene.materials.Glossy2-0000019F9849A170.type = "glossy2"
scene.materials.Glossy2-0000019F9849A170.bumptex = "ScaleTexture-0000019F984D8470"
scene.materials.Glossy2-0000019F9849A170.kd = "ImageSpectrumTexture-0000019F983C7A20"
scene.materials.Glossy2-0000019F9849A170.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9849A170.ka = "ConstantRGBColorTexture-0000019F9848EE50"
scene.materials.Glossy2-0000019F9849A170.uroughness = "ConstantFloatTexture-0000019F9857FD60"
scene.materials.Glossy2-0000019F9849A170.vroughness = "ConstantFloatTexture-0000019F98579280"
scene.materials.Glossy2-0000019F9849A170.d = "ConstantFloatTexture-0000019F98580FF0"
scene.materials.Glossy2-0000019F9849A170.index = "ConstantFloatTexture-0000019F98580F60"
scene.materials.Glossy2-0000019F9849A170.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A170
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F54EE0-0000019FB2139700.ply = "Mesh-0000019FB2139700"
scene.objects.Object-0000019FA0F54EE0-0000019FB2139700.material = "Glossy2-0000019F9849A170"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AE10: [
scene.textures.ConstantFloatTexture-0000019F9857AE10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AE10.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AE10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857ABD0: [
scene.textures.ConstantFloatTexture-0000019F9857ABD0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857ABD0.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857ABD0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98569510: [
scene.textures.MixTexture-0000019F98569510.type = "mix"
scene.textures.MixTexture-0000019F98569510.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F98569510.texture1 = "ConstantFloatTexture-0000019F9857AE10"
scene.textures.MixTexture-0000019F98569510.texture2 = "ConstantFloatTexture-0000019F9857ABD0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F98569510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985791F0: [
scene.textures.ConstantFloatTexture-0000019F985791F0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985791F0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F985791F0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F985F9E70: [
scene.textures.ScaleTexture-0000019F985F9E70.type = "scale"
scene.textures.ScaleTexture-0000019F985F9E70.texture1 = "MixTexture-0000019F98569510"
scene.textures.ScaleTexture-0000019F985F9E70.texture2 = "ConstantFloatTexture-0000019F985791F0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F985F9E70
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848D410: [
scene.textures.ConstantRGBColorTexture-0000019F9848D410.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848D410.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F9848D410
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B0E0: [
scene.textures.ConstantFloatTexture-0000019F9857B0E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B0E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B0E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B3B0: [
scene.textures.ConstantFloatTexture-0000019F9857B3B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B3B0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B3B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579AF0: [
scene.textures.ConstantFloatTexture-0000019F98579AF0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579AF0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579AF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985793A0: [
scene.textures.ConstantFloatTexture-0000019F985793A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985793A0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F985793A0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A890: [
scene.materials.Glossy2-0000019F9849A890.type = "glossy2"
scene.materials.Glossy2-0000019F9849A890.bumptex = "ScaleTexture-0000019F985F9E70"
scene.materials.Glossy2-0000019F9849A890.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F9849A890.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9849A890.ka = "ConstantRGBColorTexture-0000019F9848D410"
scene.materials.Glossy2-0000019F9849A890.uroughness = "ConstantFloatTexture-0000019F9857B0E0"
scene.materials.Glossy2-0000019F9849A890.vroughness = "ConstantFloatTexture-0000019F9857B3B0"
scene.materials.Glossy2-0000019F9849A890.d = "ConstantFloatTexture-0000019F98579AF0"
scene.materials.Glossy2-0000019F9849A890.index = "ConstantFloatTexture-0000019F985793A0"
scene.materials.Glossy2-0000019F9849A890.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A890
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F53CE0-0000019FB2139FC0.ply = "Mesh-0000019FB2139FC0"
scene.objects.Object-0000019FA0F53CE0-0000019FB2139FC0.material = "Glossy2-0000019F9849A890"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A1B0: [
scene.textures.ConstantFloatTexture-0000019F9857A1B0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A1B0.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A1B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579160: [
scene.textures.ConstantFloatTexture-0000019F98579160.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579160.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579160
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98569E10: [
scene.textures.MixTexture-0000019F98569E10.type = "mix"
scene.textures.MixTexture-0000019F98569E10.amount = "ImageFloatTexture-0000019F983C8920"
scene.textures.MixTexture-0000019F98569E10.texture1 = "ConstantFloatTexture-0000019F9857A1B0"
scene.textures.MixTexture-0000019F98569E10.texture2 = "ConstantFloatTexture-0000019F98579160"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F98569E10
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579940: [
scene.textures.ConstantFloatTexture-0000019F98579940.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579940.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579940
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F984D7A20: [
scene.textures.ScaleTexture-0000019F984D7A20.type = "scale"
scene.textures.ScaleTexture-0000019F984D7A20.texture1 = "MixTexture-0000019F98569E10"
scene.textures.ScaleTexture-0000019F984D7A20.texture2 = "ConstantFloatTexture-0000019F98579940"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F984D7A20
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848D190: [
scene.textures.ConstantRGBColorTexture-0000019F9848D190.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848D190.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F9848D190
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AC60: [
scene.textures.ConstantFloatTexture-0000019F9857AC60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AC60.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AC60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A360: [
scene.textures.ConstantFloatTexture-0000019F9857A360.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A360.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A360
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579310: [
scene.textures.ConstantFloatTexture-0000019F98579310.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579310.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579310
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B170: [
scene.textures.ConstantFloatTexture-0000019F9857B170.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B170.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B170
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A760: [
scene.materials.Glossy2-0000019F9849A760.type = "glossy2"
scene.materials.Glossy2-0000019F9849A760.bumptex = "ScaleTexture-0000019F984D7A20"
scene.materials.Glossy2-0000019F9849A760.kd = "ImageSpectrumTexture-0000019F983C6B20"
scene.materials.Glossy2-0000019F9849A760.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F9849A760.ka = "ConstantRGBColorTexture-0000019F9848D190"
scene.materials.Glossy2-0000019F9849A760.uroughness = "ConstantFloatTexture-0000019F9857AC60"
scene.materials.Glossy2-0000019F9849A760.vroughness = "ConstantFloatTexture-0000019F9857A360"
scene.materials.Glossy2-0000019F9849A760.d = "ConstantFloatTexture-0000019F98579310"
scene.materials.Glossy2-0000019F9849A760.index = "ConstantFloatTexture-0000019F9857B170"
scene.materials.Glossy2-0000019F9849A760.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A760
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F53E60-0000019FB213A1A0.ply = "Mesh-0000019FB213A1A0"
scene.objects.Object-0000019FA0F53E60-0000019FB213A1A0.material = "Glossy2-0000019F9849A760"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579B80: [
scene.textures.ConstantFloatTexture-0000019F98579B80.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579B80.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579B80
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579C10: [
scene.textures.ConstantFloatTexture-0000019F98579C10.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579C10.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579C10
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856B790: [
scene.textures.MixTexture-0000019F9856B790.type = "mix"
scene.textures.MixTexture-0000019F9856B790.amount = "ImageFloatTexture-0000019F983C7930"
scene.textures.MixTexture-0000019F9856B790.texture1 = "ConstantFloatTexture-0000019F98579B80"
scene.textures.MixTexture-0000019F9856B790.texture2 = "ConstantFloatTexture-0000019F98579C10"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F9856B790
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579790: [
scene.textures.ConstantFloatTexture-0000019F98579790.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579790.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579790
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F985FACE0: [
scene.textures.ScaleTexture-0000019F985FACE0.type = "scale"
scene.textures.ScaleTexture-0000019F985FACE0.texture1 = "MixTexture-0000019F9856B790"
scene.textures.ScaleTexture-0000019F985FACE0.texture2 = "ConstantFloatTexture-0000019F98579790"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F985FACE0
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F9848D370: [
scene.textures.ConstantRGBColorTexture-0000019F9848D370.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F9848D370.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F9848D370
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A240: [
scene.textures.ConstantFloatTexture-0000019F9857A240.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A240.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A240
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AEA0: [
scene.textures.ConstantFloatTexture-0000019F9857AEA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AEA0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AEA0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857AFC0: [
scene.textures.ConstantFloatTexture-0000019F9857AFC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857AFC0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857AFC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A120: [
scene.textures.ConstantFloatTexture-0000019F9857A120.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A120.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A120
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F984990D0: [
scene.materials.Glossy2-0000019F984990D0.type = "glossy2"
scene.materials.Glossy2-0000019F984990D0.bumptex = "ScaleTexture-0000019F985FACE0"
scene.materials.Glossy2-0000019F984990D0.kd = "ImageSpectrumTexture-0000019F983C8290"
scene.materials.Glossy2-0000019F984990D0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F984990D0.ka = "ConstantRGBColorTexture-0000019F9848D370"
scene.materials.Glossy2-0000019F984990D0.uroughness = "ConstantFloatTexture-0000019F9857A240"
scene.materials.Glossy2-0000019F984990D0.vroughness = "ConstantFloatTexture-0000019F9857AEA0"
scene.materials.Glossy2-0000019F984990D0.d = "ConstantFloatTexture-0000019F9857AFC0"
scene.materials.Glossy2-0000019F984990D0.index = "ConstantFloatTexture-0000019F9857A120"
scene.materials.Glossy2-0000019F984990D0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F984990D0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA0F53FE0-0000019FB213A100.ply = "Mesh-0000019FB213A100"
scene.objects.Object-0000019FA0F53FE0-0000019FB213A100.material = "Glossy2-0000019F984990D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579820: [
scene.textures.ConstantFloatTexture-0000019F98579820.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579820.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579820
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579CA0: [
scene.textures.ConstantFloatTexture-0000019F98579CA0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579CA0.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579CA0
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9856AC50: [
scene.textures.MixTexture-0000019F9856AC50.type = "mix"
scene.textures.MixTexture-0000019F9856AC50.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F9856AC50.texture1 = "ConstantFloatTexture-0000019F98579820"
scene.textures.MixTexture-0000019F9856AC50.texture2 = "ConstantFloatTexture-0000019F98579CA0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F9856AC50
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A630: [
scene.textures.ConstantFloatTexture-0000019F9857A630.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A630.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A630
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F985FAC30: [
scene.textures.ScaleTexture-0000019F985FAC30.type = "scale"
scene.textures.ScaleTexture-0000019F985FAC30.texture1 = "MixTexture-0000019F9856AC50"
scene.textures.ScaleTexture-0000019F985FAC30.texture2 = "ConstantFloatTexture-0000019F9857A630"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F985FAC30
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492FF0: [
scene.textures.ConstantRGBColorTexture-0000019F98492FF0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492FF0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F98492FF0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B4D0: [
scene.textures.ConstantFloatTexture-0000019F9857B4D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B4D0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B4D0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B050: [
scene.textures.ConstantFloatTexture-0000019F9857B050.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B050.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B050
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579670: [
scene.textures.ConstantFloatTexture-0000019F98579670.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579670.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579670
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A990: [
scene.textures.ConstantFloatTexture-0000019F9857A990.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A990.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A990
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F98499200: [
scene.materials.Glossy2-0000019F98499200.type = "glossy2"
scene.materials.Glossy2-0000019F98499200.bumptex = "ScaleTexture-0000019F985FAC30"
scene.materials.Glossy2-0000019F98499200.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F98499200.ks = "ConstantRGBColorTexture-0000019F97F55AB0"
scene.materials.Glossy2-0000019F98499200.ka = "ConstantRGBColorTexture-0000019F98492FF0"
scene.materials.Glossy2-0000019F98499200.uroughness = "ConstantFloatTexture-0000019F9857B4D0"
scene.materials.Glossy2-0000019F98499200.vroughness = "ConstantFloatTexture-0000019F9857B050"
scene.materials.Glossy2-0000019F98499200.d = "ConstantFloatTexture-0000019F98579670"
scene.materials.Glossy2-0000019F98499200.index = "ConstantFloatTexture-0000019F9857A990"
scene.materials.Glossy2-0000019F98499200.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F98499200
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA11B65A0-0000019FB21395C0.ply = "Mesh-0000019FB21395C0"
scene.objects.Object-0000019FA11B65A0-0000019FB21395C0.material = "Glossy2-0000019F98499200"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579DC0: [
scene.textures.ConstantFloatTexture-0000019F98579DC0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579DC0.value = -0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579DC0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579E50: [
scene.textures.ConstantFloatTexture-0000019F98579E50.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579E50.value = 0.0500000007
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579E50
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F98529970: [
scene.textures.MixTexture-0000019F98529970.type = "mix"
scene.textures.MixTexture-0000019F98529970.amount = "ImageFloatTexture-0000019F983C8650"
scene.textures.MixTexture-0000019F98529970.texture1 = "ConstantFloatTexture-0000019F98579DC0"
scene.textures.MixTexture-0000019F98529970.texture2 = "ConstantFloatTexture-0000019F98579E50"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F98529970
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579EE0: [
scene.textures.ConstantFloatTexture-0000019F98579EE0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579EE0.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579EE0
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F985FAE40: [
scene.textures.ScaleTexture-0000019F985FAE40.type = "scale"
scene.textures.ScaleTexture-0000019F985FAE40.texture1 = "MixTexture-0000019F98529970"
scene.textures.ScaleTexture-0000019F985FAE40.texture2 = "ConstantFloatTexture-0000019F98579EE0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F985FAE40
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F98492690: [
scene.textures.ConstantRGBColorTexture-0000019F98492690.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F98492690.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F98492690
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A7E0: [
scene.textures.ConstantFloatTexture-0000019F9857A7E0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A7E0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A7E0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A5A0: [
scene.textures.ConstantFloatTexture-0000019F9857A5A0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A5A0.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A5A0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A510: [
scene.textures.ConstantFloatTexture-0000019F9857A510.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A510.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A510
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579F70: [
scene.textures.ConstantFloatTexture-0000019F98579F70.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579F70.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579F70
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A3D0: [
scene.materials.Glossy2-0000019F9849A3D0.type = "glossy2"
scene.materials.Glossy2-0000019F9849A3D0.bumptex = "ScaleTexture-0000019F985FAE40"
scene.materials.Glossy2-0000019F9849A3D0.kd = "ImageSpectrumTexture-0000019F983C7480"
scene.materials.Glossy2-0000019F9849A3D0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9849A3D0.ka = "ConstantRGBColorTexture-0000019F98492690"
scene.materials.Glossy2-0000019F9849A3D0.uroughness = "ConstantFloatTexture-0000019F9857A7E0"
scene.materials.Glossy2-0000019F9849A3D0.vroughness = "ConstantFloatTexture-0000019F9857A5A0"
scene.materials.Glossy2-0000019F9849A3D0.d = "ConstantFloatTexture-0000019F9857A510"
scene.materials.Glossy2-0000019F9849A3D0.index = "ConstantFloatTexture-0000019F98579F70"
scene.materials.Glossy2-0000019F9849A3D0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A3D0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA11B5FA0-0000019FB213AEC0.ply = "Mesh-0000019FB213AEC0"
scene.objects.Object-0000019FA11B5FA0-0000019FB213AEC0.material = "Glossy2-0000019F9849A3D0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] Primitive type: class lux::Mesh
[2016-03-19 12:55:39 Debug: 0] Bump/Normal map type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ScaleTexture<float,float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::MixTexture<float>
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageFloatTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579430: [
scene.textures.ConstantFloatTexture-0000019F98579430.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579430.value = -0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579430
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A000: [
scene.textures.ConstantFloatTexture-0000019F9857A000.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A000.value = 0.0299999993
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A000
[2016-03-19 12:55:39 Debug: 0] Defining texture MixTexture-0000019F9852A7B0: [
scene.textures.MixTexture-0000019F9852A7B0.type = "mix"
scene.textures.MixTexture-0000019F9852A7B0.amount = "ImageFloatTexture-0000019F983C8470"
scene.textures.MixTexture-0000019F9852A7B0.texture1 = "ConstantFloatTexture-0000019F98579430"
scene.textures.MixTexture-0000019F9852A7B0.texture2 = "ConstantFloatTexture-0000019F9857A000"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: MixTexture-0000019F9852A7B0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857A480: [
scene.textures.ConstantFloatTexture-0000019F9857A480.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857A480.value = 1
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857A480
[2016-03-19 12:55:39 Debug: 0] Defining texture ScaleTexture-0000019F985FAD90: [
scene.textures.ScaleTexture-0000019F985FAD90.type = "scale"
scene.textures.ScaleTexture-0000019F985FAD90.texture1 = "MixTexture-0000019F9852A7B0"
scene.textures.ScaleTexture-0000019F985FAD90.texture2 = "ConstantFloatTexture-0000019F9857A480"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ScaleTexture-0000019F985FAD90
[2016-03-19 12:55:39 Debug: 0] Material type: class lux::Glossy2
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ImageSpectrumTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantRGBColorTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantRGBColorTexture-0000019F984925F0: [
scene.textures.ConstantRGBColorTexture-0000019F984925F0.type = "constfloat3"
scene.textures.ConstantRGBColorTexture-0000019F984925F0.value = 0 0 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantRGBColorTexture-0000019F984925F0
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F98579A60: [
scene.textures.ConstantFloatTexture-0000019F98579A60.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F98579A60.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F98579A60
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B290: [
scene.textures.ConstantFloatTexture-0000019F9857B290.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B290.value = 0.300000012
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B290
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F9857B200: [
scene.textures.ConstantFloatTexture-0000019F9857B200.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F9857B200.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F9857B200
[2016-03-19 12:55:39 Debug: 0] Texture type: class lux::ConstantFloatTexture
[2016-03-19 12:55:39 Debug: 0] Defining texture ConstantFloatTexture-0000019F985799D0: [
scene.textures.ConstantFloatTexture-0000019F985799D0.type = "constfloat1"
scene.textures.ConstantFloatTexture-0000019F985799D0.value = 0
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Texture definition: ConstantFloatTexture-0000019F985799D0
[2016-03-19 12:55:39 Debug: 0] Defining material Glossy2-0000019F9849A9C0: [
scene.materials.Glossy2-0000019F9849A9C0.type = "glossy2"
scene.materials.Glossy2-0000019F9849A9C0.bumptex = "ScaleTexture-0000019F985FAD90"
scene.materials.Glossy2-0000019F9849A9C0.kd = "ImageSpectrumTexture-0000019F983C8740"
scene.materials.Glossy2-0000019F9849A9C0.ks = "ConstantRGBColorTexture-0000019F97F56230"
scene.materials.Glossy2-0000019F9849A9C0.ka = "ConstantRGBColorTexture-0000019F984925F0"
scene.materials.Glossy2-0000019F9849A9C0.uroughness = "ConstantFloatTexture-0000019F98579A60"
scene.materials.Glossy2-0000019F9849A9C0.vroughness = "ConstantFloatTexture-0000019F9857B290"
scene.materials.Glossy2-0000019F9849A9C0.d = "ConstantFloatTexture-0000019F9857B200"
scene.materials.Glossy2-0000019F9849A9C0.index = "ConstantFloatTexture-0000019F985799D0"
scene.materials.Glossy2-0000019F9849A9C0.multibounce = "0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Material definition: Glossy2-0000019F9849A9C0
[2016-03-19 12:55:39 Debug: 0] Creating object: [
scene.objects.Object-0000019FA11B56A0-0000019FB21397A0.ply = "Mesh-0000019FB21397A0"
scene.objects.Object-0000019FA11B56A0-0000019FB21397A0.material = "Glossy2-0000019F9849A9C0"
]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Scene objects count: 1
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765] Configuration: 
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.platform.index = -1
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.cpu.use = 1
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.gpu.use = 1
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   scene.epsilon.min = 9.99999975e-006
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   scene.epsilon.max = 0.100000001
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   renderengine.type = "PATHOCL"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   path.maxdepth = 16
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.width = 1920
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.height = 1080
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.outputs.LuxCoreRenderer_0.type = "ALPHA"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.outputs.LuxCoreRenderer_0.filename = "image.exr"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.outputs.LuxCoreRenderer_1.type = "DEPTH"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.outputs.LuxCoreRenderer_1.filename = "image.exr"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   sampler.type = "SOBOL"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.filter.type = "MITCHELL_SS"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.filter.mitchellss.b = 0.333299994
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.filter.mitchellss.c = 0.333299994
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.filter.xwidth = 1.25
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   film.filter.ywidth = 1.25
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.devices.select = "11"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.gpu.workgroup.size = "64"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765]   opencl.cpu.workgroup.size = "64"
[2016-03-19 12:55:39 Debug: 0] [LuxCore][2.765] Film resolution: 1920x1080
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Film output definition: ALPHA [image.exr]
[2016-03-19 12:55:39 Debug: 0] [SDL][2.765] Film output definition: DEPTH [image.exr]
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.109] OpenCL Platform 0: Intel(R) Corporation
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.109] OpenCL Platform 1: NVIDIA Corporation
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 name: NativeThread
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 type: NATIVE_THREAD
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 compute units: 1
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 preferred float vector width: 4
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 max allocable memory: 0MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 0 max allocable memory block size: 0MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 name: Intel(R) HD Graphics 530
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 type: OPENCL_GPU
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 compute units: 24
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 preferred float vector width: 1
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 max allocable memory: 1513MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 1 max allocable memory block size: 378MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 name: Intel(R) Core(TM) i7-6700HQ CPU @ 2.60GHz
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 type: OPENCL_CPU
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 compute units: 8
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 preferred float vector width: 8
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 max allocable memory: 16283MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 2 max allocable memory block size: 4070MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 name: GeForce GTX 980M
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 type: OPENCL_GPU
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 compute units: 12
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 preferred float vector width: 1
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 max allocable memory: 4096MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Device 3 max allocable memory block size: 1024MBytes
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Preprocessing DataSet
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Total vertex count: 279752
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Total triangle count: 262984
[2016-03-19 12:55:39 Debug: 0] [LuxRays][3.125] Preprocessing DataSet done
[2016-03-19 12:55:39 Severe error: 2] RUNTIME ERROR: OpenCL device selection string has the wrong length, must be 3 instead of 2
[2016-03-19 12:55:39 Debug: 0] Done.
[2016-03-19 12:55:39 Info: 0] Writing resume film file
[2016-03-19 12:55:39 Debug: 0] Transmitting film (little endian=1)
[2016-03-19 12:55:40 Debug: 0] Transmitted 0 samples for buffer group 0 (buffer config size: 1)
[2016-03-19 12:55:40 Debug: 0] Transmitted 0 samples for buffer group 1 (buffer config size: 1)
[2016-03-19 12:55:40 Debug: 0] Transmitted film with 0 samples
[2016-03-19 12:55:40 Info: 0] Film transmission done (76 Kbytes sent)
[2016-03-19 12:55:40 Info: 0] Resume film written to 'C:\Users\Dan Butler\Desktop\Test\Test.flm'
[bookmark: _GoBack][2016-03-19 12:55:41 Info: 0] Writing Tonemapped PNG image to file 'C:\Users\Dan Butler\Desktop\Test\Test.png'
