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HyperVoxels
• Good

– Quick Eye candy
– Easy to setup
– HIGH detail

• Bad
– Longer render times for volumes

• Smoke
• Fire

– Takes a bit of tweaking to look just right
– Makes surfaces bigger



Uses of HyperVoxels

• Landscapes (good stuff)
• Water  (ripples)
• Smoke & Fire
• Space Nebulas
• Rocks
• Most things with rough textures
• If using surfaces, best done so on LOW 

poly surfaces







Created using Rock Preset

(Surface)

Only renders the 
surface of the 
volume



Billow

(Volume)

Renders everything 
inside the volume



Sand Explosion

(Sprite)

Only renders a slice 
that faces the 
camera all the time



Quick Ground Cover Fog

• Easy to do
• Looks better then Supplied Fog system
• Creates fog patches
• Can also create thin cloud cover by 

changing the thickness setting













Only the Beginning…

• There is much more to hypervoxels
• More tricks that can be done with them
• Can also create fake volumetric lighting
• Quick and good looking
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