Hydra Renderer FAQ’s

Crnucok HamboJiee 4aT0-3aIaBAEMBIX BOIIPOCOB

Heobxomum i 3ds Max jjist 3amycka pergepa’

Hackosibko ObICTPBIF y BAC TPACCUPOBIIUK JIy4€ii?!

Ha uwem nanucana GPU wacrs pengepa?

Yro KOHKpeTHO B perjepe peasusosano na GPU?

Ecaun mou nannbie ne nomematorcesd B namarb GPU?

Kakue anropurmbl peajum3oBaHbl B penjiepe’

Kak ajiropurmbl CBsSI3aHBI ¢ peKUMaMu peH/iepa BO BKJajke "Methods’?
Kakune Tumbr MakCcOBCKUX 00BEKTOB MOIJIEPKUBAIOTCS ceiiuac? .
Yro moka He TOJIEPKUBAECTC HO CKOPO Oymer?

Kyna coxpansrorcs kapTuaku?

Te coxpansiercst Bpems pergepa’ .

Yro ¢ progress bar-om?

Kaxk paborars ¢ BHermanM gui?

Kak crmemars tone mapping? .

Kax cnenats Final Gathering?

Yro mpescrapister u3 cebs MexaHn3M mpoduei? .
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(Heoﬁxo,zu/IM au 3ds Max majisg 3amycka pesjepa? )

Jlma memomcTpanuu paboThl peHaepa Make ne obazaresen; stand-alone Bepcus yopasaserca uepes
hydra_gui.exe u orkpsiBaer criersl B dpopmare .dae win .vsgf (BHyTpeHHwMil).

(HaCKOJIbKO ObICTPHIl Y BAC TPACCUPOBIIUK JIydeii? J

MBI ieproinIecKy MpoBOANM CpaBHEHUE ¢ camoii OpicTpoit u3 u3secTHbix GPU peammsanmii 1] u cra-
onnbHo mocturaem 70% mx ckopocTn. Bel MOXkKeTe IPOBECTH CPABHEHHS CAMOCTOATETHHO, 3aIlyCTHB
hydra_gui.exe u Brmouns craructuky (Ray Tracing -> Statistics). Comcok Measure moka3biBaer,
KaKue TUIIbL J1y4Yeill 3aMepdaroTcd B JaHHbII MOMEHT.

(Ha gyem Hammcana GPU uacts pengepa? J

B ocroBrom CUDA, memuoro OpenGL3+. Tlociennee ucnosbsyercs st 0TOOparKeHus Pa3IuIHON
OTJIAJ0YHON HHMOPMAITMH BPO/Ie MOJI0KEHNH (DOTOHOB.

(I‘ITO KOHKPETHO B peHaepe peanun3oBano Ha GPU? J

Bce amropurmbl peasmzoBanbl moasocTbio Ha GPU. Henrpanbhbiii npomeccop (L.I1.) sammmaercs
Tosibk0 mocrpoernem BVH nepesa mnepen mauanom penpepunra. B mpomecce penzepa Hydra me
rpy3utr LI.II. Bor MoxkeTe mapasuiesibHO paboTaTh C APYTHMHU IPOTPAMMAMH, HE HCIIOJIB3YIONAMU
nuTencusao GPU.

(ECJII/I MOHM JaHHBbIE He moMerjarcsa B namarb GPU? )

Kak npaBuiio 310 npoucxouT u3s-3a 60/1b110ro obbema Tekctyp. Hydra ciocobna paborars ¢ Ouenb
Boawpmumu Texcrypamu, ne momematoniumucs 1neaukoM B maMaTh GPU. [Tostomy TeKcTyphI BBICO-
KOTO Pa3pernenus He JOJIKHBI CTaTh TPoOaeMMOii (3Ta (DyHKIIMOHATBHOCTE MOXKET HE paboTarh Ha
GT200 u muxke). IIpu sTOM crporo obs3aTeIbHO, YTOOBI TEOMETPHUST OMEIAIACh B TaMsITh. cxo-
g5t 3 obbema mamstu coBpemenabix GPU, citerbl 10 20M TpeyTOIbHUKOB HE TOJXKHBI BHI3BIBATH
CYIIECTBEHHBIX 3aTPY/IHEHU.

(KaKI/Ie aJICOPUTMbI PEAJIN30BaAHbI B peHjepe? J

B nacrosimuit MmomenT Hydra ucnonbzyer 4 0CHOBHBIX PACCUETHBIX aJITOPUTMA!

1. AnanruBHyto TpaccupoBky myTeii - Path Tracing [2].
2. K»sm ocsemennoctn - Irradiance Cache (IC) [3].
3. Croxacruueckue nporpeccuBtbie doronnsie kaprel - SPPM [1].

4. Xurpslit MHOroMepHsbiii huibrp Ha ocHose [5] (pexkum Multi-Layered).

(KaK aJITOPUTMBI CBSI3aHBI C PeXKUMaMu peHjepa Bo BKJagke 'Methods’? J




Kak nmpaBmio, pasindHble PeKAMBl HCIOJIB3YIOT KOMOMHAITHIO METOI0B.
1. Path Tracing - obbikHOBEHHAsT TPACCUPOBKA TTyTEN.

2. Irradiance Cache + Path Tracing - cHauasia CTPOUTCS KT OCBEIEHHOCTH, [TOCJIE Uero ajIar-
THBHOI TPaCcCHPOBKOH MyTeill IpOCUYMTLIBaeTCsa dpuHaabHOe n3obpazkenne. IloapobHo MoKHO
npo4nTars B |2].

3. Path Tracing + SPPM (caustics) - pexum ucnonsszyer SPPM nns paccuera kayCTukoB u
TPaCCUPOBKY HyTef/’I JJIAd OCTaJIBHBIX KOMIIOHCHT OCBCIICHMA.

4. Path Tracing + SPPM (caustics) + IC - To e uro u npeabiyinee, Ho Bropudnayto auddy3Hy0
OCBEIEHHOCTD BBIYUC/IAET P TOMOIIH K31 OCBEIEHHOCTH.

5. SPPM (diffuse) - ucosszyer SPPM st Beraucienust Bropuanoit auddy3Hoil 0CBEIEeHHOCTH
WJIA BCEY OCBEIIEHHOCTH.

6. Multi-Layered - ormenbHo BblumciisieT u300pazkKeHus MAJAIONIEHl BTOPUYIHON OCBEIEHHOCTH,
dusbrpyer mpu momornm MHOroMepHoro dbuiabrpa u3 5] u komGuHupyer pesynbrar. B Ha-
CTOLANINN MOMEHT HaJI METOJIOM HJIeT aKTuBHasd pabora. OH HeIJIOXO TOoKa3biBaeT cebsi Ha
APXUTEKTYPHBIX CIIEHAX.

(KaKne TUMNbI MAKCOBCKIX 00'bEKTOB IOJAEPXKUBAIOTCS ceiuac? J

1. Marepmasn - Standart m ceom hydraMaterail.
2. Tekctypsr - Bitmap n NormalBump.

3. Ucrounuku - BCce CTaHAaPTHBIE, KBAAPATHBIM Mr area u chepudeckuii mr area.

(qTO IOKA HE IIOIAEePXKUBAETCS HO CKOPO OymeT? J

Asnmanmst, Multi-GPU, Cerb (BO3MOXKHOCTH DEHJIEPUTH HA YIAJEHHON MAIWHE), PA3HBIE XUTPHIE
MOJE/JIN MaTe€PHaJIOB U MCTOYHUKOB (HI/IH_[I/ITQ HaM - KaKne MMEHHO BaM HYZ>KHBI 60,}1]31_[[6 BCGFO!),
nMTopT VRay-eBcKoTo KOHTEHTA.

(Ky;[a COXPAHSIOTCS KAPTUHKU ! J

B mamky co crenoii (rme maxomutst .max aiin). st KaxKa0ro peHmepa COXpaHsaeTcs: 0ObITHOe
n3obpaxkenue, hdr nzobpaskenmne n n306paxKenue ¢ IpuMeHEHHBIM tone-mapping om (¢ cyddukrcom
'tm’).

(I‘,ue coxpaHsieTcs BpeMsi peHzepa’ J

K umenn coxpansieMoro n3obpazKeHus JIOMUCHIBACTCS BPEMsi PEHIIEPA B CEKYHJIAX.

(qTO c progress bar-om? J




OH MOKa3LIBAET YTO YTO-TO MIPOMCXOINT, HO TIOKA He CHJIBLHO IIPABUILHO OIEHUBAET BpeMms. [losTomy
HeHgep MoxkeT 3apepmmThea Ha 60-80% miam npeirayTs cpasy ¢ 0 1o 50%. He oGpamaiite wa 310
BHEMAaHHsI, 3TO HOPMaJIbHO. PeH/iep 3aBepIIMTHLCA TOMBKO KOTJIa 3aKOHYHT PACCYeT B COOTBETCTBUH
C YCTAHOBJIEHHBIMU HACTPOMKAMMU.

(KaK paborath ¢ BHEHIHUM gui? J

Crauana 3amyckaere hydra_gui.exe Bpyunyto. B nanke co crenoii (rue siexxut Makcosekuii daitn)
co3naere mycroii TekcToBblil aiti ¢ umenem 'dummy.dae’. lasee File->Open Scene, yka3niBaere
"dummy.dae’. IlyTs HeoOX0MMMO yKa3bIBATH HA CAyYall, ec/u BbI OyIETe MCIOJb30BATH MEXAHU3M
npodueit. 3arem B Makce, B wHTEpdeiice peraepa ormeuaere ragouky 'Use External Hydra Gui’
u Haxkumaere 'Render’. Ilocjie aToro penmep 3amycturcss ¢ cOOCTBEHHBIM OKHOM, B KOTOpOM BbI
CMOYKeTe TOJIeTATh TI0 CIleHe. Ba)XHBINT MOMEHT: eC/IM XOTHTE TEPEeMeIaThCd Mo CIeHe, B pasiesre
KamMmepsbl 3aj1aliTe Tun kamepsl 'Euler’. Ecian xoTuTe 3KCIOpTUPOBATE KaMepy U3 MaKca, 3a/1aiiTe THII
kamepnl kKak "UVN’,

(KaK caesnarb tone mapping? J

B rekymie#t Bepcun mig 3TOrO IpHIETC WCIOIL30BATHL BHeImHUN rpadudeckuit natepdeiic. Pery-
JIUpyeTe CUIy TOH-MAIIUHTA TIpU Tomortu AByX ciaaiinepos (White Point u Strenght) u maxumaere
kuonky ‘Tone Map Again’ 9To6n! yBuAeTh pe3yabTat. KHomka nHOTIa paboTaeT He ¢ MePBOTO pasa.
Hyxuo nagaButh, nojepkarb u ornyctutb. He 3abyabre BHu3y BMecto 'Show simple image’ Bbi-
6pare 'Show tone mapped image’. [Majouka 'Bloom’ moka ue paboraer. Bol TakzKe MOXKeETE UCIOIB30-
BaTh JIIOOYI0 CTOPOHHIOIO IIPOrpaMMy Jjisd peasin3arun 6oJiee CJI0KHOTO TOH-MAIIIUHIA, CKAPMJIUBAs
eit .hdr wnm tiff daii, B koropom coxpansiercs: opurutasibroe HDR usobpaxkenue.

(KaK caesarb Final Gathering? J

B makce on BKJIIOUEH 110 yMOsuanuto npu uctosnb3osanun SPPM (diffuse). Pekommenpyercs ysesn-
anTh ‘retrace each pass of’ g0 4-16, 9TOOBI He MPOU3BOANTE MEPETPACCUPOBKY (DOTOHOB CJUIITKOM
gacro. Ilpu Brmouenun pexkuma SPPM (diffuse) u ncnonbzosannm FG Takke peKOMEHIyeTCsT CHU-
3UTH MUHUMAJIBEHOE YUCJIO ﬂyqeﬁ Ha ITUKCEJI. CﬂeﬂnyH_U/H‘/JI MOMEHT - HeO6XO,ZLI/IMO HEMHOTO TTOUTrpaTh-
CsT ¢ TTapaMeTpPOM PAJIuyca U 9ucoM (HhOTOHOB TpH 3adaHHoM pexkuMe 'All’ maa Toro 94ToOBI OTEHUTH
MJIOTHOCTE TIOJTYUaroteiics poToHHOM KapThi. CAUIIKOM BBICOKAS TJIOTHOCTH CHUSHT CKOPOCTh.

Yepes suenrnuii gui:

BamyckaeTe peHJEp C HCIOJB30BAHHEM BHEIIHEro gui (CHadasa 3amyckaere gui BPYUYHYIO, TOCTe
4ero B IJIArMHE HY?KHO OTMETHTH Taj0uKy external gui m 3amycrurs maxars 'Render’). Mapere Bo
Braaaky SPPM (diffuse), ormeqaere rasky 'Enable’, craBure gather bounce s 0. Haxknmaere “Single
Pass’ u mpuban3uresibHO ONEHUBAETE IOTHOCTD oy duBIetics dgoTonuoi kapTol. [lockonrbky FG
UCIOIB3yeT (DOTOHHYIO KapTy JIUIIL KaK I'PyOoe Ipub/mzKeHre CBETHMOCTH, BaM He HYKHA BBICO-
Kasl MJIOTHOCTb. DTO TOJBKO CHU3UT CKOpocTh. llogbupaere mapamerpowm Initial Radius u guciaom
(bOTOHOB TO YTO XOTUTE TOJYYUTH B Ka49e€CTBE ITOTO pr6OI‘O HpI/I6J'H/I)KeHI/IH CBETUMOCTHU Ha IJIa3.
ITocne sroro crapute gather bounce B 1, mapamerp 'Re-Trace Each Pass Of’ craBute rie-unbyns B
paiione 20, omedaere ranouky Progressive’ n naxxkumaere kuonky 'Path Tracing’.

(I‘ITO MpeJICTaBJIgeT 13 cebsi MexaHu3M mpoduiein? }




JlaHHBIN MexXaHNU3M [pEeHA3HAYEH JIJIS UCHPABJIEeHUus OMnOOK UMIOPTa u3 BHemHux daiiios. Tak-
JKe MCIOJIB30BAJICT Ha paHHeN cTajnn pa3paboTKu Iarnaa. Eciym mo Kako#i-To npuduHe MaTepu-
aJl WM UCTOYHUK OBLI MMIIOPTUPOBAH M3 BHEITHEro haiijia WM Makca HelNpaBUJIbHO, Y BaC €CTh
BO3MOXKHOCTB €ro ucnpasurb. st 3roro Bo BKaajke File poibupaere Edit Hydra Profile, mocae
TeT0 OTKPBIBAETCA TEKCTOBBIN pemaxkTop xml - datina hydra profile.xml. 9ror daiin mpencrasis-
eT u3 cebs CIMCOK BCEX MPABOK JjisI 00BEKTOB CIeHbl. st TOro 9T00BI UCITPABUTH HEKOPPEKTHO-
UMIIOPTHPOBAHHBIN MaTepuas/uCTOUHNK, BaM HY’KHO 3HATh ero mMs. B daitie hydra profile.xml
B HYKHOI cekiun (Jy1s1 MarepuasoB 3710 library material) Ber B xml dopmare, B coorBeTcTBUA €
JIOKYMEHATIe Bbl OMUCHIBAETE apaMeTphl BAIllero MaTepuaJia WiId MCTOYHUKA. Hiuke moKa3aHo
KaK BBIVISIUT ONUCAHUE MaTepuaJia-crekyia ¢ uMmenem 'MyGlass’.

<material name= "MyGlass'>
<hydra>

<specular>
<brfd_type> phong </brfd_type>
<color>0.5 0.5 0.5 </color>
<cos_power> 1e+006 </cos_power>
</specular>

<reflectivity>
<brfd_type> fresnel_dielectric </brfd_type>
<color> 1.0 1.0 1.0 </color>
</reflectivity>

<transparency>
<color> 1.0 1.0 1.0 </color>
<thin_surface> 0 </thin_surface>
<cos_power> 1e+006 </cos_power>
<IOR> 1.5 </IOR>
<fog_color> 0.95 0.95 0.95 </fog_color>
<fog_multiplyer> 0.5 </fog_multiplyer>
<exit_color> 0.095 0.095 0.095 </exit_color>
</transparency>

</hydra>
</material>

Iloxkanyiicra, BO3/IEpKUTECH OT UCIOJB30BaHUs Unicode CHMBOJIOB B UMEHAX MATEPUAJIOB U UCTOY-
HUKOB.
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