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1. Ycranoska Hydra Renderer

1.1 Cucremubie TpeOOBaAHUA
Jist pabotsl ¢ TutarnaoM Hydra Renderer Bam moHamgo6uTest Buneokapra ¢ noaaepxxkoit CUDA wiun
OpenCL. PexomeHyembIii 00beM MaMsATH BUICOKAPTHI - OT 1 Gb.
XKenarenbHsl crienyromue cnenupuKanuyl BEPCHii:

e CUDA Compute Capability 1.1 - MuarMasbHasl.

e CUDA Compute Capability 2.0 u BblIIIIe - peKOMEHTyeMasl.

e OpenCL 1.0 - MuHUMANBHAS.
XKenarensna mocnenusis Bepcus npaiisepa (st CUDA wimm OpenCL). ITpu stom CUDA Toolkit ctaButh
HE HYXHO.

1.2 YeranoBka miiaruna ajs Autodesk 3DS MAX

e Ecnu y Bama Buneokapra nogaepxuBaet CUDA, To ckonupyiite nanky [Hydra] u3 nanku
“/x64/render_server/cuda_yes” B kopeHb aucka C. Ecnu He moaiep:kuBaet, TO U3 Manku
“x64/render_server/cuda_no”. lommxuo monyuutbres Tak: C:/[Hydra].

e Cromupyite nBa ¢aitna HydraMaterial.dlt u hydraRender_mk3.dIr u3 nanku, coorBeTcTByIOIICH
Bepcun Baiero 3DS MAX B nanky plugins, koropast jexur B qupextopuu Bamiero 3DS MAX.
T.e. ecmu y Bac 3DS MAX 2015, To BaM HY>KHO CKOTIMPOBATH J1Ba (haiisia U3 manku
“../x64/max2015/” B manky “../Autodesk/3ds max 2015/plugins”

Oos3arenbHO ycTaHoBUTE ¢ caiita Microsoft VS Redist 2013. 3To MOKHO c/ieaTh 0 CChUIKE.
[Tocne 3amycka 3DS MAX, HyxHo Haxath Render Settings, mu60 F10. B okue Assign Renderer
BeIOpaTh Hydra Renderer.

1.3 Tunu4yHbIe NPOOJIEMbI ¢ YCTAHOBKOM M 3allyCKOM peHaepa

e Sl xouy O0OHOBUTH CTApPYI0 BEPCHIO IIATHHA HA HOBYIO. B 5TOM citydae BaM HY)KHO CTEpETh
nanky [Hydra] u3 kopHeBoro karajora u yaaauTh aBa (aiiiaa u3 manku plugins, T.e. yaainTh
MOJTHOCTBIO CTapylo Bepcuio. Kak cTaBUTh HOBYIO - OIMCAHO YyTh BHIIIE.

e [locue ycranoBku VS Redist 2013, miiarunsl He 3arpy:kawtes (error code 126 - specied
module could not be found). Cxonupyiite u3 nanku C:/[Hydra]/bin tpu dll-ku (msvcp120.dll,
msvcr120.dll, vcomp120.dil) B manky 3DS MAX (rae Haxoaurcs 3dsmax.exe)

o Ecnu Brapyr B nanke Makca 3Tu dll-ku yxke ecTh, peKOMEHAYETCS UX MPeIBAPUTEIBHO
COXpaHHTH

o [locse naxxatusi Render Huuero He npoucxoaur. [lonpoOyiite oTkimounTh sandbox B BaiieM
anTuBupyce. ¥ Kacnepckoro tTakoit MexaHu3M HasbiBaeTcs necoynuia. Y Comodo 3To
Ha3zbiBaeTcs Auto sandbox. Hamr penjiep nucmnonp3yeT MeXIpoIecCHOE B3aMMOICHCTBHUE NS
OO0IIEHUs MEX 1y IJIaruHOM U peHiep-cepepoM hydra.exe. [lecoununa 6nokupyer 3ToT
MEXaHU3M.

o “You must construct additional pylons”, “Additional supply depots required” niau “Spawn
more Overlords”. Ecnu y Bac nosIBIsIIOTCS JTaHHBIE COOOIEHUS, TO 9TO 3HAUUT UTO HE XBATaeT
BUPTYAJIbHOUM maMATH. J[J1s1 ee yBeIMUEeHUSI HYKHO CAeNaTh CleAyroliee: 3aiTu B CBOMCTBA
KOMIIbIOTEpA ->/[0NOJIHUTEIBHBIE TApAMETPhI CUCTEMBI -> beicTpoaeiicTue: [TapameTps ->
JonomuauTenbHO -> VI3MEHUTD -> YBenuuuTh pazmep ¢GaiaioB MoIKaAuYKH.


http://www.microsoft.com/ru-ru/download/details.aspx?id=40784

(R hyoro

e Bce paBHO He padoTaer. OT™eTbTe ranky “log to file” u eme pa3 Haxxmure Render. B manke
“C:/[Hydra]/logs” mosiBsitcst 1Ba TekcToBbIX (haiina: stdout.txt u stderr.txt. Mbr Oyaem odeHb
OJnaro/IapHbl, €CIIM BbI BBILIUICTE UX HaM Ha mouty: Info@raytracing.ru. Eciu HeT BO3MOXHOCTH
clleNaTh JaXke BhIIICTICPYHCICHHBIE JEHCTBHS, TO B JTF000M cirydae nummte Ham. Oberaem
pa3obpatbcs ¢ mpoOIIeMO B caMble KPaTKUE CPOKH.



mailto:info@raytracing.ru
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2. Hydra B Autodesk 3ds Max

2.1 MatepuaJibl

2.1.1 hydraMaterial
Tonuposanue eroM (Tint)
CMemmBaHue KOMIIOHEHT

Bxnajika Diffuse
Bknajka Reflectivity

Glossiness: (IJISTHIIEBOCTb OTPAXKEHUS)

Fresnel: (dbpenenaeBckre oTpaKeHUs)
Fresnel IOR: (dbpeneneBckue oTpaKeHws1)

BRDF Type: (Mozenb oTpaykeHus - hOHT WM MUKpodacer)
Extrusion: (BbITecHeHUE TUDDY3UHM OTPAKESHUEM )

Bkuanka Transparency

Bruragka Translucent

Bxiaaka Emission

Emission-> Cast Gl

Shadow Matte

Bxnanka Relief

TouupoBanue userom (Tint)

Haubonee HeoueBUIHBII MOMEHT, oTiMuaromuii noBeneHue hydraMaterial o apyrux THMIOB
Marepuaia - pacyeT KOHEYHOro I[BeTa KOMIIOHEHThI Marepuana ¢ yu€roMm MHoxwutens 'Multiply’,
TeKcTypsl U ranku 'Tint'. Muoxutens 'Multiply' Bnusier Ha nBet Bcerna. KoHeuHblil BET BBIYUCISCTCS
TaK:

Diffuse

Multiply .5 Color -

Tint

Diffuse
Multiply 0.5 = Color

Tint

Texcmypa ecmw, 'Tint' ne ommeuena, ugem = (yeema mexkcmyput) *(MHoHcumep)

S e

Diffuse
Multiply 0.5 = Color

. -

Tint

Texcmypa ecms, 'Tint' ommeuena, ueem = (yeema mexcmyput) *(ueema Komnonenmat) *(MHoMHcuUmens)
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CMemInBaHUE KOMIIOHEHT
3amMeTKa

Hydra mognepxuBaet TpaauIIMOHHBIN crtoco0 cMenieHus npumenseMblii B VRay u Mental/Corona. 9to
MOJKET TOKa3aThCs HEOYCBHUIHBIM, HO CMCEIICHHE B JAHHBIX pPEHJIEP-CHCTEMaX HETPUBHUAIBHOEC U
pabotaeT HeMHOro mo-pasHomy. Ompeaensiercs 3To mapamerpom “‘extrusion” Bo Bkmazake reflection.
[ToapoGHOCTH 3/1ECh.

‘[ Reflection

/— Weight Blend | mask | \

—>‘ Transparency

Mix ‘ Diffuse ’ ‘ Translucent ’

- /

Cxema cmewusanus kKomnonenm  cospemennvix penoep-cucmemax (VRay, Corona, Mental)

ITpu npeBblieHUN HaKTHUECKOW CyMMbI KOMIIOHEHT, BEpXHHUH YpOBEHb HAUMHAET JOMHUHHUPOBATH
HaJ HIKHUMH U BBITECHSET TO, 4yTO HUXKe. [Ipu 3TOM, OTpakeHuss He IPOCTO CMEIINBAIOTCS ¢ KAKMM-TO
OJIHUM 3a/IaHHBIM KO3(Q(PUIIMEHTOM, a HCIIOJIb3YeTCS MOJENb (DpeHeNeBCKUX oTpakeHui. To, 4To 1o
¢bpenemnto oTpaxaercs, unet B reflection, To, uto no ppenento “nponyckaercs’, yXOAUT B HUKHUE CJIOH -
B InpesnomiieHuo win quddysuto. Takum oOpa3zom, Korja Bbl CMOTPUTE HA MOBEPXHOCTh CBEPXY, BBI
BUJUTE MPEUMYIIECTBEHHO NU(D(Py3HI0 MM MPO3payHOCTh (eciau MaTepuain mpo3padnbiil). Korga Bbl
CMOTPHTE MO YTJIIOM, BBl BUAUTE IPEUMYILECTBEHHO OTPAKEHUS.

OcHOBHasi TNpUYMHA TaKOM CXEMbl CMEIMIMBAHMS - 3TO BO3MOXXHOCTb JIEFKOTO CO3JIaHUs
TG QY3HBIX MaTEpUAIOB C OTPAKAIOUUMH BKpaIUICHUsIMH, 3aJlaHHBIMH TeKcTypoil. Hampumep, ecnu
cmemath npu nomoumm hydraMaterial wam VRayMaterial Tekctypy momymiku, MOMENIEHHYIO B
TG Qy3HBINA CIOT U TEKCTYPY 30JI0THIX MPOKUIOK, TOMEIIEHHYIO B CJIOT OTPa)XX€HH, B TE€X MecTax, e
MOSIBATCS IPOKUIIKH, BbI YBUAUTE TOJIBKO 30J10TO, 6€3 TP Py3HON TEKCTYPhI MOAYIIKH.

Brkiaaaka Diffuse

Jlannass koMmroHeHTa oTBevaeT 3a Auddy3nyro dactb BRDF monmenu. HMcmonwsyercs mopaenb
JlambeprTa.
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Bkiaanka Reflectivity
JlaHHas KOMIIOHEHTA OTBEYAET 3a 3€PKAIbHBIC OTpaXKaTelIbHbIC CBOWCTBA. 3/1€Ch BCE aHAJIOTMYHO
CYIIECTBYIOIIMM pEHIEPaM, 3a HCKIIFOUCHHEM “‘extrusion”.

Glossiness: (rJISHIIEBOCTH OTPAKEHUA)
Glossiness oTBeuaeT 3a TO, HACKOJIBKO OTPaKEHUsI OYIyT Pa3sMbITBIMU. EJMHUIIA COOTBETCTBYET
MOJIHOCTBIO 3€PKAIBHOMY OTpaxeHHto, 0 - MOTHOCTBIO AU(Hy3HOMY.

Ulapvr ¢ paznuunvivu snavenusmu glosiness (0.25, 0.5, 0.75, 1.0)

Fresnel: (¢penesieBckue oTpaskeHus )
Onmust Fresnel wucmonws3yercs s CUMYJSIUU MaTepuajoB C TOKPBITHSIMH M paboTaer
MOJTHOCTBIO aHATOTMYHO (PPEHEITIo B TaKuX peHzaepax kak VRay, Corona u mental.

3amMeTka

®peHenb B pejakTOpe MaTepralioB TakuX peHaepos, kak VRay, Corona, Mental u Hydra - sto
yIOOHBIA CMOCOO CHUMYJSIUMM JABYCIOWHBIX MarepuanoB. M3nawanbHO ¢opmynsl DpeHens Oblin
pa3paboTansl it cTekna. [Ipu monaganuu oyya cBeTa Ha CTEKIIO, YaCTh SHEPTUU OTPAXKAEeTCs, a 4acTh
MPOXOJIUT BHYTPh U mpenomisiercs. To, kakas 4acTh CBeTa MPOXOAUT BHYTPb, a Kakas OTpaskaercs,
3aBHCHUT OT yrja majeHusi u omnpenensercs Gopmynamu Openens. Oanako mnozxe Gopmynsl Openens
HayaJli UCIOJb30BaTh AJI CUMYJSILMU MaTepuaia, COCTOALIEro u3 2 ciao€B (kak MUHUMYM). [lepBbiii
CJIOM - CTEKJIOBHUJIHASA TUIEHKA, KOTopas M co3naér >¢dexkt Dpenens. Bropoil cioif, kak mpaBuio,
T y3HBIH.

WHTEepecHO OTMETUTD, UTO UCIOJIB3YEMbIE B COBPEMEHHBIX peHjiepax Gpopmyisl OpeHens - 3To
dbopMyInbl 17 AUDIEKTPUKOB, TO €CTh CTEKON. [[s MeTanmnoB, TO €cTh MPOBOJHUKOB, CYIIECTBYIOT
npyrue (GopMynbl TOYHO OMMCHIBAIONINE HMX TMoBeaeHHe. OaHAKo, Tak COBHAIO, YTO MPH 3a/JaHUU
6onpimux 3HaueHuil IOR B popmyne Gppenens ans AMGIESKTPUKOB, OHU HAUMHAIOT BECTH Ce0s MOX0XKHUM
obpazom Ha dopmynsl @penens u s npoBoaHukoB. 3amanue IOR = 50 wnm 20 nmaneko ot
(bu3MYECKOT0 CMBICTA, HO TaéT MOX0XKHM pe3ynbTaT Ha popMyiibl OpeHens AJid MPOBOJIHUKOB, TO €CTh
“cmyuaitno mosydaetcs”’ Metamul. B Hydra Renderer mb1 He cranm Hapymate 3Ty cTapyi T00pyio
TPAIUITUIO, U TIOJIEP KA CTaBIINK “‘7ie (hakTo” TpIoK ¢ Oonbimmmu 3HadeHusiMu fresnel IOR.

Ray Tracing Systems, 2014-2015 6
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Glossy

Diffuse

Mooenuposanue mamepuana c nNOKpbimuem ¢ UCNONb308aHus hopmyn (hpenens. Ilepsuiii crotl
npedcmasisiem coool NOJHOCMbIO NPO3PAYHOE CIMEKIO (Ul TH000L OpY2oll OUIIEKMPUK) C
onpeoenénuvim IOR ppenens. Ilpu ysenuuenuu fresnel IOR 0annblii 08yXCAOUHBIU Mamepua
CMAHOBUMCS 8CE DOIee MeMAaNIUYeCKUM.

Reflectivity
Multiply 10,75 Color |
Glossi 0 Tint
BRDF type [Phong [ Fresnel

Extrusion IIHHHIIIEI

Reflectivity

Multiply  0.75 Color llll

Tint

Fresnel

Hupysuviti ygem wapa uépnwiii. Beepxy ¢penenesckue ompasxicenus xnodensl. Buuzy evikiouensi,
umo oenaem Maempua HOXOHCUM Ha 3epPKaio.

Fresnel IOR: (¢ppeneneBckne oTpakeHus)

@Dpenenesckue ompadicenuss ¢ pasnudnvimu 3nadenusimu Fresnel IOR. [Jughghyznviii yeem wapa -
HCENMBIU, YBEM OMPANCEHUL - MAKIHCE HCETIMbIU.

BRDF Type: (Moaeab oTpa:keHust - (POHI W MUKpodaceT)

Ray Tracing Systems, 2014-2015 7
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renoerer
renderel

Pasznvie mooenu ompascenuii - @one (cresa), Muxkpogpacem (cnpasa).
B Hydra qis umutanyu MukpodaceTHbIX MaTepUalioB HCIONb3yeTcs Mojenb torrance sparrow [PBRT
2.0]. MukpodaceTHass MOA€Tb XOPOIIO MOIXOJUT ISl IIEPOXOBATHIX METAIIOB. DOHT - JJIs MIIACTHKA.

Extrusion: (BbiTecHenue qu¢dy3un oTpazkeHuem)
3amerka

JlaHHBIN mapaMeTp BIUSET HA PE3YJIbTAT, TOJIBKO €CITM IBET OTPAKEHUI He OeJIblil.

Ha u3o0paxeHun y Bcex 4yalHUKOB sxentas auddysus. B oTpaxkeHnn Bce YallHUKH MMEIOT
KpPacHO-Y€pHBIi yekep-TekcTypy. Bee 3 Monenu sBistoTcss GU3NUECKU-KOPPEKTHBIMH, OJTHAKO OHH IO
pPasHOMY MHTEPIPETUPYIOT NPOLECC CMEIIMBAHUS I[BETHBIX KOMIIOHEHT IudQy3a U OTpakeHUs B
cUTyaluuu, Koraa (akTtuyeckas cymma mnonydaercss Oombine 1. VRay BeiTecHser auddysuio
MOKOMIIOHEHTHO, Mental BeITecHsseT mno luminance 1BeTa OTpakeHus, Strong BBITECHSAET IO

MaKCUMaJIbHOMY 3HaYCHHMIO [[BeTa oTpaxkeHnus - max(r.r, max(r.g, r.b)).

Braanka Transparency
[Tpo3paunocts B Hydra numeer oueHs CXoxee ONMMCcaHue ¢ Mpo3pavyHoCThio B VRay:
e Transparency - 1BET MOBEPXHOCTH MPO3PAUYHOro O0BEKTA.
e |OR - Index Of Refraction. [Tokazatens nmpenomieHusi. Biusier TOMIbKO Ha YToJa MPEIOMIICHHUS.
e glossiness - To ke camoe uTo glossiness st orpaxkenuii. [To3BosseT nenats 'glossy' (MaToBbIe)
MPETOMIISIOIINE OOBEKTHI.
e Fog color - uBer BHyTpH 00bekTa. Mcronb3yercs npu y4ere 3aTyxaHus 1o 3akoHy byrepa-
JlamGepTa-bapa.
e Fog multiply - muoxxuTens nmapamerpa 'Fog color'. 3nagenune (Fog multiply)*(Fog color) ectb
CTETNeHHU APKCIIOHEHTHI B 3akoHe byrepa-Jlambepra-bapa.
e Exit color - nBer, KOTOPBIIl MPUHUMAET JTy4, JOCTHUTIINI MPEACTbHOMN TTTyOUHBI TIEPEOTPAKEHUH,
HO TEM HE MEHEee HE BBIIIEANINHA U3 TPO3PavyHOro 0OBEKTA.

Ray Tracing Systems, 2014-2015 8
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e Thin (no refract) yka3piBaeT Ha TO, 4YTO OOBEKTHI C 3TUM MATEPUATIOM TOHKHE. ITOT 4EKOOKC
MMEET CMBICII BKIIIOYaTh, HAPHUMEP, €CJIM Bbl HACTPAUBAETEe MaTepUall OKHA, CMOACITUPOBAHHOTO
TOHKHMM KYCKOM IUIOCKOCTH. OT TakuxX 00BbEKTOB OyAyT BBIYMCIATHCA IIBETHBIE TeHH. Thin walled
TakXke HeoOXOAMMO YKa3bIBaTh 1Jis alib(ha-TecTa, KOIjla Bbl peajln3yeTe JIUCTBY JepebBEB WU
TpaBy.

e Opacity - “ciot st TekcTypbl”. Kak pa3 mjst TUCTBBI H.T.]I.

3amMeTKa

Kornma Bel Mojenupyere CTEKIIO, BaM HY)KHO HAacTpaWBaTh OTIEIBHO JBa mapamerpa - fresnel IOR B
orpaxennsx u IOR B mpenomnenusx. [lapamerp fresnel IOR BimseT TOMBKO Ha KOJIUYECTBO
OTPaXEHHOTO/TIPOITYIIEHHOTO CBETa, HO HE BIMSAET HA W3MEHEHHs YyIila TaAeHHus Jy4a MpH
npenomsienun. Hamporus, IOR B pasgene transparency BiusSi€T TOJBKO Ha HW3MEHEHHE yria
MPEJIOMJIEHU s J1y4a, HO HUKAK HE BJIMSET HAa KOJIMYECTBO OTPAXKEHHOM WM MPOILYLIEHHOW 3HApruu.
Brnpouem, 310 nosenenue crangaptHo st VRay u Corona.

[Tapametp Transparency caenaH st TOro, 4TOObl UMUTHUPOBATH MPOCTYIO MPO3PavHOCTH (Oe3
ydera 3aTryxanusi BHyTpu oObekta). [lapamerp 'Fog color' - nampotuB, npenHa3HadeH UCKIIOUUTEIHHO
s ydera 3aryxaHus. PaccMoTpuM ¢opmyiy, HCHOIB3yeMyHd B pEHIepe JUIs ydeTa 3aTyXaHUs
(BBIYMCIICHHUS TIOBTOPSIOTCS IS KAXKI0TO IIBETOBOIO KaHaia -1,g,b).

opacity = max(1 — fogColor,0)x fogMultiplyer
1.0
exp(d * opacity)

attenuation = transparencyColor x (

3necy d - paccrosHHMe, NMpoiieHHOe BHYTpH oObekTa. [Ipum 3ToM ciexyer ydecTb 4TO cHila
3aTyxaHMs 3aBHCUT OT peajibHOro Maciuraba cueHbl. M3 ¢opMynsl Bbllle BHIHO, 4TO Mapamerp
transparencyColor Brnusier Ha 3aTyxaHue nuHeiHo, a mapamerp fogColor skcrnonenumansHo. Eciau Bl
XOTUTE peann30BaTh MPOCTYIO MPO3PAvYHOCTh 0€3 ydeTa 3aTyxaHus, cTaBbTe nmapamerp Fog multiplyer B

0.

Jemoncmpayus Fog color u Fog multiply.
Yem Oounbiie napamerp Fog multiply, Tem ObicTpee 3aTyxaeT cBeT BHYTPU PO3PAYHOro OOBEKTA.

Fog multiply yBennuuBaercs cineBa Ha npaBo. Cienyer ydecTs 4To IpH 3ToM Transparency Ha JaHHOM
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CKpHuHIIIOTE ObLT TocTaBieH paBHbIM (0.95, 0.95, 0.95) s Bcex 3 KopoOOK (TO €CTh UX I[BET 00YCIOBJICH
TOJIBKO 3aTyXaHUEM).

Bruanue
napamempa transparency glossiness.
N3-3a TOro 4to npu NpesoMiIEHUH JIyd IIPOXOAUT Y€PE3 OBEPXHOCTD IBAXK/IbI, IIPU TEX-KE
3HaueHUIX glossiness mpeoMiieHHus OyayT pa3MbIBaThCsl HAMHOTO CHIIHEE OTPasKeHUH.

Cpepoi ¢ paznvimu noxazamensimu nperomienus (cieea nanpaso - 0.8, 1.2, 1.6).

Ha camoii neBoii cpepe xoporro BuaeH 3pPeKT moaIHOro BHYTPEHHET0 OTpakeHus [Ipu
OTCYTCTBHH (PpeHENeCKON MOJIENTU OTPaXeHUH MOSABISIETCS pe3Kast IpaHuIa] ).

Briaaaka Translucent

B mHacrosmmii MoMmeHT translucent - 3TO mpocTas MOJETh IPOCBEYMBAEMOr0 MaTepHuaa,
NOXonsmmasl Uil peanu3aldd TKAaHEH, 3arpA3HEHHBIX CTEKOJA WU JPYTrUX MPOCBEUYHBAIONIUX,
npeumywecmeeHno moukux o0bekToB. OHa paboTaeT Tak ke Kak ocBemenue Jlambepra, HO ¢ oOpaTHOM
cTopoHbl. He crienyer 0Xumarh MOJHOCTBIO (PU3MYECKU-KOPPEKTHOM CHUMYJISIIIUUA TIOMOBEPXHOCTHOTO
paccewBaHMs ISl TAKMX MaTepUaIoB KaK BOCK M KOXKa.

Bxiaaaka Emission

Emission w#cmonb3yercss TOMBKO Ui OOBEKTOB, SIBISIONIMXCS HMCTOYHHMKaMH cBera. Ecmu y
MaTepuaia 3aJaH HEeHYJIEeBOU MmapaMmerp emission (WM MPUKpEIUIeHa TeKCTypa), TO OH aBTOMAaTHYECKH
CTAaHOBUTCS M3mydaronuM (M ucrmyckaer goronsl B Merogae SPPM!). Ctout ydecThb, 4TO CBETSIIHECS
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MEIIN COIUIATCS B Hydra (B Path Tracing-e) TOJIBKO MPH MOMOIIM HESBHOW CTPATETUH COIMIUIMPOBAHUS.
OTO0 03HaYyaeT, TAKOM MCTOYHUK YUUTBIBAETCS TOJBKO TOT/A, KOI/la OTPaKEHHBIM Jyd caM B HETO MOmall
caMm, ciay4aiiHo. Takas MoJenb Xopomo paboTaeT, eclii MEUl UMEeT peaHblil pasmep (He CTpeMSIIUNCS K
HYJI0), @ €ro MOBEpPXHOCTh He ciaumkoM sipkas. [losromy Ecnum Bam HyxHO cMomenupoBaTh SIpKHiA
HMCTOYHUK CBETa MAJCHBKOTO pa3Mepa, €mission JJisi 3TOT0 HCIIOJIb30BaTh HE PEKOMEHAYETCs - Jy4llle
CO3/1aTh UCTOYHUK CBETA SIBHO.

Cget ot Emission Bceria nmpubaBisieTcst K IBETy MaTepuana. Hukakoit Mojenu BHITECHEHUS (Kak
B Cllydae ¢ oTpakeHusIMH U auddysueii) 3aech HeT.

Emission-> Cast Gl

JlaHHasi onIysi B OCHOBHOM HCIIOJIB3YETCS ISl MOJCIMPOBAHUS OKPYXKEHHS 32 OKHOM. B sTOM
cllydae 3a OKHOM CTaBHUTCS IIOCKOCTb, HMUTHPYIOLIAas OKPYXEHHE, OJTHAKO, OCBemleHHe Tu(Py3HBIX
NOBEpXHOCTEH yacTo HacTpanBaeTcs npu nomoiuu Hebecunix Ilopranos (Sky Portals).

‘ HJHI,!;

3a oknom pacnonodcena niockocme ¢ pomozpagueti ynuywvl 6 cnome Emission. Oonaxo, ona e
oceewjaem Komuamy. Bmecmo smoeo maexkuil céem 6 kommame nacmpoen npu nomowu Sky Portal.
*[Ipumeuanue: penoep svinonnen Cepeeem Hukonaegvim.*

Shadow Matte

Shadow Matte - s5T0 chenmManbHBI MPO3pauHbI MaTepHall, CIYXKAIMUH IS HMHTAIUA
BCTpauBaHMs OObEKTa B MaHOpaMMy. Takoil Marepuall MPUHUMAaeT TE€Hb OT JAPYruX OOBEKTOB, HO B
MeECTax I'/ie HET TeHHU SBISETCS MOJTHOCTHIO TPO3PAUYHbIM.
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hydra

renoerer
renderel

IIpumep 6cmpausanusa mawunvl 8 nanopammy. 1100 mawunol pacnonodxicena niocKoCms ¢ Mamepuaiom
Shadow Matte.
B Hydra Takoii MmaTepuan MOXKHO IOJIy4UTh BKIIOUUB ranky B “Shadow Matte” B pa3znene
IIPO3PAaYHOCTH.

Bkaanka Relief
JlaHHas BKJIAJIKa CITYKHT JJIsl HACTPOWKH MUKpopenbeda moBepxHoctu Ha ocHoBe Normal Bump
kapt. B cior 'Normal Map' pexomenayercs momeniate uMeHHO Normal Bump, kapThl, coneprkamue

KapThl HopMasei. OHaKo, MOXKHO HMCIIOJIb30BaTh M MPOCThIE KapThl BBICOT. B ciydae MCHONIb30BAHUTS
MPOCTHIX KapT BbICOT MapamMeTp 'Bump amount' 3a1aeT cuily BbIJaBIMBAaHUS IOBEPXHOCTH.

ITapametp height 3amaer rmyOuny 'mponaBnuMBaHus mMoBepxHOcTH BHYTph'. Ecim height paBen
Hymo win B Normal Bump otcyrcTByer kapra BbICOT (mpu ucnoib3oBaHuu Normal Bump),
UCToNb3yeTcsi OOBIKHOBEHHBIH normal mapping. Ecmu height me paBen wymo m B Normal Bump
MIPUCYTCTBYET KapTa BBICOT, JJIsi IMUTAIIMA MHUKpopenbeda ucnoib3yercs: anroput™ 'Parallax Occlusion
Mapping' 1 co3maeTcsi WLTIO3HUS HaTU4uusl peanbHoW reomeTpuu. [lapamerp Invert mHBEpTHpYyeT KapTy
BBICOT. JIJIi MHBEPTHUPOBAHMS KAaHAJIOB B HOpMasl-Mare HWCHOJb3yWTE CTaHAAPTHBIE (PIAXKKH BHYTPH
Normal Bump.

2.1.2 Tekcrypsl

Hydra Renderer nonnepxuBaeT Bce 0CHOBHbIE NMPOLEIYPHbIE TEKCTYPHI (1 KOHEeYHO bitmap). B
ToM yncie padoratot cnieunpuueckue falloff, color correction.
Crparerust paboThI ¢ OOJBITUMU TEKCTYpaMH.

B nacrosmuii MOMEHT, eciu Bce TEKCTYpbl HE IMOMEMIAI0TCs B MaMsTh, caMble OOJbIINe OyAyT
aBTOMATHUYeCKHU pecaiisuthes. [Ipu 3TOM [1st TeKCTYp Heba MOHMXKEH MPUOPHUTET pPeca3uHra, To €CTh OHU
OyayT pecalf3UThCsl B IOCIEIHIOI0 OUYepeib.

Marepnansl Standart
Hydra nonnepxuBaet crannaptabie MaTepuansl 3ds Max. OqHako B TeKyIIeld BEpCUN HEKOTOPHIS
napaMeTpsl MOTYT UMETh HEOUEBUIHOE TTOBEIeHNE. MBI OINHUIIIEM TaKHe MapaMeTphbl HUXKE.
e [lapamerp Soften urnopupyercs (Bo ckianke Specular).
e Tekcrypnsriii cot Specular Glossiness He moaaepkuBaeTcs. Bl MoXeTe UCroyIb30BaTh
hydraMaterial st aT0¥# 11E7TH.
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e Opacity 3aaeTcsl TOJIBKO TEKCTYPOH M CITYXKUT JIJIS pean3alii TaKiuX 00BEKTOB KaK TpaBa U

mucTha. 3nauenus: Opacity peHepoM He UCTIONb3yeTCsl.

2.1.3 Marepuaa VRayMtl (VRay).
[TonnepxkuBaroTCS Bce OCHOBHBIE MTAPAMETPHI.

[Tapamertp Kommenrapuii [Topnepxka
Diffuse
Diffuse 100%
Roughness B paspabotke. -
Reflection
Reflect 100%
Lock Specular -
Glossiness 100%
Subdivs -
Use interpolation -
Dim distance -
Affect channels [Monnepxxusaetcs Color only. 30%
Fresnel (on/off) 100%
Fresnel IOR 100%
Max depth Hcnonb3yetcs riiodanbHbIi napametp “Ray 100%
bounce num”, B HacTpo#iKax peHzepa.
Exit color -
Transparency
Refract 100%
Glossiness 100%
Subdivs -
Use interpolation -
Affect shadows IIpy BBIKIIOYEHHOH KayCTHKE, aBTOMAaTUYECKH 100%
HCIOJIL3YIOTCS IPO3pavHbIe TEHHU, OT
PO3payHbIX OOBEKTOB.
Affect channels [MonnepxkuBaercst Color+alpha. 30%
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Dispersion (on/off) B paspabotke. -

IOR 100%

Max depth Hcnonb3yeTcs riiodanbHbli mapameTp “Ray 100%
bounce num”, B HacTpo#iKax peHzepa.

Exit color 100%

Fog color 100%

Fog multiplier 100%

Fog level 100%

Fog bias -

Abbe -

Translucency

Type (Wax, Water, Hybrid ) B HacTosee BpeMst ucronb3yercs (eikoBast 30%
MoJieJIb, 0€3 yuéTa TONIIUHBI.

Color 100%

Thickness B HacTosee BpeMst UCoib3yeTcst peikoBast -
MoOJieJIb, 0€3 yuéTa TONIIUHBI.

Scatter coeff 100%

Fwd/bck coeff -

Light multiplier -

Self-illumination

Self-illumination 100%

Gl 100%

Multiply 100%

BRDF
BRDF (Phong, Blinn, Ward) [Tonnep>xuBaercs Blinn. 33%

Soften

Fix dark glossy edges

Anisotropy

B pa3zpaboTke

Rotation

14




@ hydra

UV vectors derivation -

2.1.4 Marepuaua CoronaMtl (Corona)
[ToepKuBarOTCSt BCE OCHOBHBIC MTAPAMETPBI.

HaumenoBanue Kommenrtapuit [Tonnepxka
Diffuse

Level 100%

Color 100%

Translucency

Fraction 100%
Color 100%
Reflection
Level 100%
Fresnel IOR 100%
Glossiness 100%
Color 100%
Anisotropy B paspabotke. -
Rotation -
Refraction
Level 100%
Fresnel IOR 100%
Glossiness 100%
Color 100%

Caustics (slow) -

Thin (no refraction) 100%
Opacity
Level -
Color 100%
Absorption

15




@ hydra

Distance 100%
Color 100%
Displacement
Min level -
Max level 100%
Water level -
Texture [TonnepxuBaeTcs Kak pesbed) MarmuHT 50%
(6amm).

Self illumination
Multiplier 100%
Color 100%

2.1.5 Marepuaa Arch & Design (Mental ray).
HO,Z[I[ep)KI/IBaIOTCH BCC OCHOBHBIC IIApaMETPHhI.
[Tapamertp Kommenrapnii [Tognepxka
Diffuse

Diffuse Level 100%
Color 100%
Roughness B pa3zpabotke. -

Reflection
Reflectivity 100%
Glossiness 100%
Glossy samples -
Color 100%
Fast (interpolate) -
Highlights + FG only -
Metal material -

Refraction
Transparency 100%
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Glossiness 100%
Glossy samples -
Color 100%
Fast (interpolate) -
IOR 100%
Translucency
Weight 100%
Color 100%
Anisotropy
Anisotropy B paspabotke. -
Rotation -
Automatic -
Map Channel -
BRDF
By IOR (fresnel reflections) 100%
Custom Reflectivity Function Hcnonp3yercs poBHast GyHKIwms, 6e3 Openens. 50%
Self-illumination (Glow)
Self-illumination (on/off) -
HpeceTH HUCTOYHHUKOB CBE€TA. -
Kelvin -
Filter Color 100%
Physical Units (cd/m2) -
Unitless 100%
Visible in reflections -
Iluminates the Scene (when using FG) 100%

2.2 UCTOYHUMKH CBETA

17




C\ hydra

B macrosmmii moment Hydra mojmepkwBaeTr BCe CTaHIApTHBIE M YaCTUYHO (DOTOMETPUYCCKHE:
KBaJpaTHBIA, JUCK, cdepudeckuid, TodeuHbld, sky-portal. Jlns QoTroMeTpuyecknx HUCTOYHUKOB
nojaepxuBaeTcst TupQy3HOe M TMPOXKEKTOPHOE pacmpeneneHus cBera, a Tak:ke IES mcrouHukm
(Photometric web). IToxaepxuBaercst mental ray sun u mental ray sky.
e Standart
e Photometric
e Daylight System
o mrSun
o mr Physical Sky

3amerka

Jis co3maHusl MSATKUX TEHEH OT HAmpaBJICHHOTO WCTOYHHKA BaM HEOOXOIUMO BBIOpaTh ‘Area
Shadows’ B pazaene ‘Shadows’ u peryiaupoBaTh MATKOCTb IIpH moMoInu napamerpos ‘Length’ u ‘Width’.
Penyep ucnonb3yer cpeiHee apupMETUIECKOE OT ITUX MAPaMETPOB.

JIn6o BBI MOXkKeTe UCMOIb30BaTh mr Sun BMecTo npoctoro Direct Light. B atom ciydyae msrkocts
TeHH peryaupyercs B pazaene Shadows -> Softness.

3ameTka

YroObI OTKIIOUNTH UCITyCKaHHe (POTOHOB KOHKPETHBIM HCTOYHMKOM CBeTa HYXHO 3aiTi B Object
Properties -> mental ray -> Caustics and Global Illumination (GI). 1 ormetuts Tam ranky Exclude from
Caustics Calculation n/umu Exclude from Gl Calculations.

2.2.1 CranpapTHble

2.2.2 ®oTOMETPUKH

2.2.3 Sky Light

2.2.4 mr Sky Portal

2.2.5 Coanue u He60 (<<mr physical Sun>> u <<mr physical Sky>>).

2.3 Hacrpoiiku penaepa u Mmeroabl pacuéra ocsemenus (GI):
2.3.1 beicTpslii unbiased penaep.

2.3.2 ®oronnbie kapthl (SPPM) n ¢punanbublii coop (biased + unbiased).
2.3.3 beictpslii biased pengep (ML filter).

2.3.4 boicTpslii pacyér kaycTukos (SPPM).

2.3.5 Depth Of Field (DOF)

2.4 Work In Progress (Pu4u KOTOpbI€e MOABATCS B OJIMKalIe BpeMs)
2.4.1 Instancing.
2.4.2 CeteBoii penaep.

2.5 He nopaep:xkuBaembie ¢puvu (He MOSABATCH COBCEM WJIH NMOSAIBATCH He CKOPO)

18
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3. HacTpoiiku peHaepa
3amerka

e Heo6xo1umo 4ToObI pa3zMepbl H300paxeHus ObuIM KpaTHb! 16. B mpoTuBHOM ciiydae pa3perieHue
BHYTpPHU peHzepa OyAeT aBTOMATUYECKHM YBEIMUYMHO [0 OJMIKalIIero KpaTHOrO 3Ha4yeHus, a
¢unanpHas KapTHHKa Oyner oOpes3artbed. M3-3a 3TOro us3o0paxkeHHE TIEOMETPUYECKH He
COBIIAJIAET C BbIO-TIOPTOM U JIPYTUMH PEHAECPAMHU.

e KenarenbHO uTOOBI NPOM3BENEHUE BBICOTHI M IWWIHPUHBI ObLIO KpatHO 1024 wnmm 512.
HeBrbimomHeHnEe 3TOTO YCIOBHS BEJET K OOJIbIIEMY HOTPEOICHUIO TAMSATH.

B Hydra Renderer 2.0d ucronb3yroTcst CIeIyIONINE alrOPHTMEI:
e AjanTHBHAas TPacCHPOBKY myTei - Path Tracing.
e (Croxactuyeckue nporpeccuBHbie GOTOHHBIE KapThl - SPPM.
e Xurpslii MHOroMepHbIi GuisTp (pesxum Multi-Layered).

Select methods
Direct Light M | MLFilter
Primary GI ~ R

Secondary GI | SPPM A v Store Direct Light

Hactpoiiku meronoB pennepunra. Ha pucynke n3o0pakeHa KOMOMHAIMSI, IPU KOTOPOW HCIONb3YeTCs
¢buHanbHBIN cOOp ¢ puIbTpaLUEi.

e Direct Light - mepBuuHoe ocBemieHne winM TpsiMoll cBeT. Pekomenmyemoe 3Hauenue - 'Path
Tracing'.
Primary Gl - Bropuunoe nuddysHoe ocBeiienne. Pekomenayemsie 3Hauenus - 'Path Tracing'.
Secondary Gl - Tperuunoe muddysnoe ocBenienune. JlaHHas KOMIOHEHTa JOBOJIBHO YaCTO MOYKET
ObITh BhIUMCIIEHA NpuOIMxKeHHbIMU MeToaamHu (Irradiance Map u SPPM). B nHactosumii MoMeHT
Irradiance Map nHaxoauTcs B TiTyOOKOH pa3paboTKe.
Caustic - Metoj BeIYHCICHHS KayCTUKOB. PekoMmmentyeMoe 3Hadenne - SPPM.
Yexo6okc 'Store Direct Light' qomnonHuTENbHO MO3BOJSET KOHTPOIUPOBATH TOUHOCTD BBIUMCIICHUS
TPETUYHOTO OcBemieHus. CHATHE 3TOro 4YeKOOKca yBEIMYMBAEeT TOYHOCTh (HO B Cilydae OOJbIIOro
Yuciaa UCTOYHMKOB CBETa 3aMeUIseT peHjaep) M (akTHUECKH OTKIAIbIBAeT arpoKCUMAIHio (U3
(OTOHHOI KapThl UM KapThl CMETUMOCTH) €111e Ha 1 mepeoTpaxeHue:

o Ecnan 4ekOOKC YCTaHOBJIEH: B TOYKAax IMOMNAJAaHUs BTOPUYHBIX Jyded BCE OCBELICHHE
CUMTAETCs MpPU TOMOIIM cOOpa OCBELIEHHOCTH W3 TJI00anbHOM (DOTOHHOM KapThl WIH
KapThl CBETUMOCTH.

o Ecnm 4exOOKCc HE YCTaHOBIIEH: B TOYKAX IIOTAJaHHUS BTOPUYHBIX JIydell IMEepBHYHOE
OCBEIIEHUE PACCUUTBHIBAECTCS MPU MOMOIIM TPACCUPOBKM JIydeH, a Mpu momouu coopa
OCBEIIEHHOCTH BBIYMCIISETCSA TOJIBKO BTOPUYHOE OCBELICHHE. DTOT PEXKHUM PEKOMEHYETCs
UCMOJb30BaTh B KoMOuHammu ¢ Irradiance Cache i BTopHuHOTO OCBEIIEHHS], TOCKOIBbKY
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OH 3HAYUTEIILHO CHIDKAET YMCIIO HEOOXOIAMMBIX (DOTOHOB, KOTOpBIE BO BpeMs paccyera
K3II1a OCBEUICHHOCTH HE MOTYT OOHOBIISITHCS.
e Kunomnka Tone Maping mo3BoJisieT Ucnoib30BaTh BcTpoeHHoe B Hydra Renderer mpeobpazoBanue
HDR u3o6paxennii B LDR moce 3aBepuienns pennepa. Huxke pacrosnoxkensl HacTpoiiku DOF

Camera

Focal Plane Dist 8,0 Enable DOF

Lens Radius 0,05

Hacmpouxu DOF
Focal Plane Dist - paccrosiaue 10 (hoKambHO# IIIOCKOCTH.
Lens Radius - mapameTp, 3aatouuii CHIy pa3MbITHS.

3.1 Final Gathering, Mental, VRay n Hydra

OOBIYHO 3TUM TEPMUHOM Ha3bIBAIOT cOOp BTOPUYHOMN OCBEIIEHHOCTH B TOYKE M0 noxycdepe. To
ectb FG - 310 MonTe-Kapno tpaccupoBka ¢ rimyOuHoi nuddy3HbIx nepeoTpaxeHuit 1

L
: HAINpPABICHHE

o o Ha Habmonarens

0 /
5
o vt

L®)
o

FG

Final Gathering (FG) - ¢unansnutii coop.

IIpu >TOM B TOuYKax MOMaJaHUA BTOPHYHBIX Jy4yeil (Jyuedt cOopa) OCBEHIEHHOCTh MOKHO
BBIYUCIIATH C MOHM)KEHHOM TOYHOCTBIO - MPHU MOMOIIU TpyOoil POTOHHON KapThl WM KapT CBETUMOCTH.
[Ipy 5TOM uMCIO TOYEK, B KOTOPBIX BHIMONHSAETCS (PUHANBHBIA COOp HE BCErJa PaBHO KOIUYECTBY
nukceneil Ha dkpaHe. OOUH M3 METOMOB, CHMKAIOMIMX YMCIO TAKUX TOYEK - KOII OCBEIICHHOCTH
(Irradiance Cache). [Ipyrum takum meronom siBisiercst 'ML Filter' st "Primary GI'.

B VRay coOctBenHass opuruHanbpHash peanusarnus kapT cBetumoctd (Irradiance Maps)
HaszwiBaeTcs 'Light Cache', a xamr ocBemennoctu (Irradiance Cache) - Hao6opot, Tepmurom 'Irradiance
Maps', 4To 6€3yCIIOBHO MPUBOIUT K MTyTaHHUIIE.

B runpe FG nenaercst oiHUM U3 CIEAYIOMIUX CIIOCOO0OB
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Select methods
Direct Light M ML Filter
Primary GI M ¥ ML Filter

Secondary GI | SPPM - Store Direct Light
Caustic GI -

1. Knaccuueckui FG.
Select methods

Direct Light ML Filter

Primary ¥ ML Filter
Secondary GI - Store Direct Light
Caustic GI -

2. bonee mounwiii 6apuaum.

Paznuanbie pexumbl GuHATBHOTO cOopa. PUIBTpaIHsl BTOPUYHOTO OCBEIIEHHS B 000X
ciydasix BKIto4YeHa. B cimydae ucnonp3oBanust SPPM B kauectse 'Secondary GI', pekomMenayeTcs
yBeMuuTh 'retrace each pass of' 10 4-8, 4TOOBI HE POUBOAUTH MEPETPACCUPOBKY (POTOHOB CIUIIIKOM
gacto. Cieayromuii MOMEHT TIpH ucrioyib3oBannu SPPM B kadectse 'Secondary GI - HeoOXxoammo
HEMHOT'O TIOUTPATHCS C MAPAMETPOM Painyca U YUCIOM (POTOHOB JJIsi TOTO YTOOBI OLIEHUTb IIIOTHOCTD
nofyvaromieiicst oToHHON KapThl. CIUIIKOM BBICOKAs INIOTHOCTh CHU3UT CKOPOCTb.

3.2 Hacrpoiiku MonTe-Kapio TpaccupoBku nyrei
Bo Bkmaake Path Tracing pacnonoxeHbl HauOosiee BaKHbI€ HACTPOMKM TpPacCUPOBKH MyTeill. OTu

HacTpoiiku BaM nmoHaHOOSTCS BO BCEX peKUMaXx.
Select methods

Direct Light M MLFilter
Primary GI 8 ML Filter

Secondary GI -
Caustic GI -

Hacmpotixu obpammuoii mpaccupoexu nymeti

e Min rays per pixel - MuHEMaNEHOE KOTMYECTBO MyTEH HA TTHKCENT

e Max rays per pixel - MakcuMabHOE KOJTMYECTBO MyTEH Ha MHKCEI.

e Relative Error - jxegaeMblii ypOBCHb OTHOCHTEIBHON OMIMOKH B IMPOIEHTAX IS 3HAYCHHS
OCBEIICHHOCTH. PeKoMeHIyeTcst BBICTABIISATh ATO 3HaYeHUE B MHTEpBaje oT 2 10 5%.
Ray bounce num - MakcuMaabHOE YHCIIO IEPEOTPAKECHUIA.
Diff bounce num - makcumansHOe nciio U y3HBIX TEPEOTPAKEHHIA.
RR - Britouaer Pycckyio Pynerky Ha warp (per warp russian roulette). Pycckas Pymnerka
CTOXAaCTUYECKH OTpaHWYMBAET TIJIyOMHY TpacCUpPOBKM, IIO3BOJSIE MPU 3TOM  IOJIYYUTh
HECMEUICHHOE pelIeHHe. IJTOT 4eKOOKC PEKOMEHAYEeTCS OTKIIIoYaTh MPU HAIWYMKM B CIICHE
UCKJIIOUUTENIFHO CHJIBHOTO BTOPUYHOTO AM(PQy3HOro ocBelleHus, HE 3aryxaromero yepe3 1-2
T PY3HBIX TEPEOTPAKCHHUS.
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Guided - B TeKymeﬁ BEPCUH HE UCIOJNB3yeTcs. B OymyiieM riaHupyeTcs OnTUMHU3anus s CIICH
¢ OOJIBIIIMM YHCJIIOM MCTOYHHUKOB CBETA.

3.3 Hactpoiiku GOTOHHBIX KapT
Hacrpoiiku Bo Britanke 'SPPM (Caustics)' oTBe4aroT 3a HACTPONKH KayCTHUUECKOW (DOTOHHOM KapThl.

SPPM (Caustics)

Max photons 500 = Visibility trading

Initial 0,001
Re-Tr:

Hacmporiixu kaycmuyeckoti pomonHotU Kapmol.

Max photons - makcumanbHOE YHCIIO HAaKaIUIMBaeMbIx (OTOHOB B Thicsyax (500 o3nawaer 500
ThIC. POTOHOB) 3a 1 TIPOXO/I.

Initial Radius - HauasbpHBINA pagryc cOOpa At KayCTHYeCKOW (DOTOHHOW KapThl. 3a1aeTcs B I0JIAX
oT pa3mepa ciienbl. Hampumep 3nauenue 0.01 o3nauvaer, 4ro paauyc coopa OymeT paBeH 1 coToit
MaKCHMAJIbHOTO pa3Mepa CIeHBI (110 OCSIM X,y WIIH Z).

Re-Trace each pass of - 3amaer kak 4yacTo MPOM3BOJMTCS TNeperpaccupoBka (oroHoB. Yem
OO0JIbIIIC 3HAYCHHE, TEM PEXKE TPOUCXOIUT IMEPETPACCUPOBKA (POTOHOB.

Visibility Tracing - Bxirouaer ompeeicHUE MO-IOJUTOHAIBHON BHIMMOCTH JUISS OOBEKTOB
crensl. Ha HEBUINMBIX TOBEPXHOCTAX (DOTOHBI HE COXPAHSFOTCS.

Caustic power - MHOXHTEJTb, OTBEYAIOIIHI 3 SPKOCTh KayCTHKOB.

Hacrtpoiiku Bo Bkiaake 'SPPM (Diffuse)' oTBewaror 3a HacTpoilku rio0ambHONW (OTOHHOW KapThl U

AHaJIOT'M4YHBI HaCTpOﬁKaM B Hpe,ubmymel‘/i rpynrie.
SPPM (Diffuse)

Max photons 1000 Visibility tradng

Initial 0.001

Re-Tr: ch pass of 1

Hacmpotixu enobanvrnoti pomornnoti kapmol.
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Jlemoncmpayus pabomel pendep-cucmemol Hydra.

3.4 Hacrpoiiku ¢punbTpa (Multy-Layered)

[Tapametpsr 'Radius' u 'Soft' mns ¢unasTpa - 370 MapameTpbl 00bIKHOBEHHOTO (uibTpa [aycca.
'Radius' - ato pannyc B nukcenax. Uem oH Ooible, TeM Jydiie KauecTBO GpuiabTpanun. 'Soft' - 3To curma
B (hopmyIie /i Beca punbTpa raycca. Yem oHa Oosibliie, TeM (GUIBTP CHIIbHEE MOET OCBEICHHE.
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Radius = 5, Soft = 2 Radius = 15, Soft = 4

Bauanue napamempos Radius u Soft na cuny gpunempayuu oceewjerus.

3.5 TonunpoBanune u3zodpaxenuii (Tone Mapping)

[Tocrne 3aBepieHHs peHIepa HAKMUTE KHOIIKY 'tone map' B paznene 'Tone Mapping'.

Perynupyete cuny TOH-manmuHra npu nomouiu AByx chaiinepoB (White Point u Strenght) u
Ha)KMMaeTe KHOMKY 'tone map' uToObl yBUIETh pe3yabTat. ['anouka 'Bloom' noka He paboraer. Bbl Takke
MOJKET€ HCIOJb30BaTh JIOOYI0 CTOPOHHIOI MpOorpamMmy Jjsl peanu3auud Oojiee CIOXKHOIO TOH-
ManmnuHra, ckapmiauBas el .hdr wmm .tiff ¢aiin, B koTtopoMm coxpansercs opuruHaibHoe HDR
n300paxeHue.
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