Hydra Renderer FAQ’s

Crnucok HamboJiee 4aT0-3aIaBAEMBIX BOIIPOCOB

Heobxomum i 3ds Max jjist 3amycka pergepa’

Hackosibko ObICTPBIF y BAC TPACCUPOBIIUK JIy4€ii?!

Ha gem wanucana GPU gacrs penjgepa?

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 mpapuisto ¢ienars 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 mpaBusio, pazindsble pexkKuMbl UCIOJIB3YIOT KOMOUHAIIUIO METOJIOB.

1. Path Tracing - obbikHOBEHHAsT TPACCUPOBKA TTyTEN.

2. Irradiance Cache + Path Tracing - cHauasia CTPOUTCS KT OCBEIEHHOCTH, [TOCJIE Uero ajIar-
THBHOI TPaCCUPOBKO myTell mpocunThiBaercsd dbuHaibHoe m3obparkenue. 1lonpobuo MoxKHO
npo4nTars B |2].

3. Path Tracing + SPPM (caustics) - pexum ucnonsszyer SPPM nns paccuera kayCTukoB u
TPACCUPOBKY TyTEHN JIJIT OCTAJBLHBIX KOMIIOHEHT OCBEIEHNUSI.

4. Path Tracing + SPPM (caustics) + IC - To e uro u npeabiyinee, Ho Bropudnayto auddy3Hy0
OCBEIIEHHOCTb BBIYUC/ISIET TIPU TIOMOTIIN KSIIIA, OCBEMIEHHOCTH.

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 - BCe CTaHJAPTHBIE U 9aCTHIHO (DOTOMETPUYECKHE: KBapaTHBIN, JUCK, chepu-
geckwnii, Toueunbiii, sky-portal. Takxke misa GpoToMeTPUIECKUX MCTOUHUKOB TIO/IEPIKUBACTCS
nuddy3HoE U TPOKEKTOPHOE PACIPEEIeHNs CBETA.

(qTO IOKA HE IIOIEPXKNBAETCsI HO CKOPO OymeT? J

Asnmanust, Multi-GPU, Cerb (BO3MOXKHOCTH DEHJICPUTH HA YIAJEHHOIN MAIWHE), PA3HBIE XUTPHIE
MOJEC/JIN MaTePpHaJIOB U MCTOYHUKOB (HI/IH_[I/ITQ HaM - KaKne MMEHHO BaM HYZ>KHBI 60.HBH_[€ BCQFO!),
nMmopT VRay-eBcKoro KOHTeHTA.

(Ky;[a COXPAHSAIOTCS KAPTUHKM J

B manky 'C:/[Hydra|/rendered images’. st Kaz/0T0 peHIepa COXPaHsIeTCss OOBITHOE W300pake-

HUE,

hdr m3obpazkenne n n3obpazkenue ¢ mpuMeHeHHBIM tone-mapping om (¢ cyddukcom ‘tm’).

(I‘,ue COXpaHdAeTCcd BpeMs peHaepa? J

K wmenu coxpamsgemoro m3o0parkenus [OMUCHIBACTCA BPEM PEHIEPA B CEKYHIAX.



(I‘ITO c progress bar-om? J

OH TTOKa3bIBaCT YTO YTO-TO IIPOUCXOANT, HO TIOKa HE CUJIBHO IIPAaBUJIBHO OIIECHUBACT BPEMA. HOSTOMy
Henzep MoxeT 3apepmutbed Ha 60-80% mam npeirayTh cpasy ¢ 0 go 50%. He obpamaiite Ha 310
BHUMAHUA, 9TO HOPMaJIbHO. PeH;Lep 3aBEPIIUTHCA TOJIBKO KOTAd 3aKOHYHUT PaCCYeT B COOTBETCTBUU
€ YCTAHOBJIEHHBIMU HACTPOHKAMH.

(KaK paborarh ¢ BHEHIHUM gui? J

Cnauasta 3anyckaere hydra gui.exe ppyunyro. 3aTeM B Makce, B mHTepdeiice peHjepa oTMevae-
te rajouky 'Use External Hydra Gui’ u maxkxumaere 'Render’. Tloce 9100 pengep 3amycTurcs
cOOCTBEHHBIM OKHOM, B KOTOpOM BbI cMoxKeTe 1oJieTaTh 110 ciieHe. BakKHbIfi MOMEHT: ecjiu XOTUTE
TepeMeInaThCst Mo CIieHe, B pasjese KaMepsl 3amatiTe Tun kamepsl 'Fuler’. Ecan xoTnte skcmopTn-
pOBATh KaMepy M3 Makca, 3ajaiire Tun kamepol Kak 'UVN'.

(KaK MpaBUJIBHO caeiaTh tone mapping? J

B rexymie#t Bepcun jyisi 3TOro mpHIETCA MCIOIb30BATh BHEIHUM rpadudeckuii nuarepdeiic. Pery-
JIUpyeTe Cujly TOH-ManmuHra mpu nomorm aAyx ciaiinepos (White Point u Strenght) u maxumaere
kuonky 'Tone Map Again’ aTobs! yBUAETH pe3yabTaT. KHoKa nHOTIa paboTaeT He ¢ MePBOTO pasa.
Hyxno mamasuth, mogepxkarh u ornyctuTh. He 3abyapre BHn3y Bmecto 'Show simple image’ BbI-
6park 'Show tone mapped image’. ["'ajgouka 'Bloom’ oka me paboraer. Bol Takyke MOYKeETE HUCITOIB30-
BaThH JIIOOYIO CTOPOHHIOI TTPOrPAMMY /I peain3anun 6oJee CJI0KHOTO TOH-MAIHHTA, CKAPMJIUBAsT
eit .hdr wnm .tiff daiis, B koropom coxpansierca opurunHagbHoe HDR m3o06parkenne.

(KaK caemarh Final Gathering? J

B makce o B/IOUEH 110 yMOuanuio npu ucroabzosanun SPPM (diffuse). Pekovmmenmyercs ysenn-
unuTh ‘retrace each pass of’ 1o 4-16, uToOBI He MPOU3BOIUTE MEPETPACCUPOBKY (DOTOHOB CJUIITKOM
gacro. [pu Brmouennn pexkuva SPPM (diffuse) u ncnonszosannm FG Takke pekoMeHyeTcs: CHA-
3UTh MUHUMAJIBHOE YUCJIO JIydell Ha nukces. Caeayomuii MOMEHT - He0OXOIUMO HEMHOT'O TTIOUTPATH-
¢d ¢ TapaMeTpoM pajmyca U ancoM POTOHOB mpu 3aaHHOM pexkume "All” mis Toro 94Tobbl O1leHnTH
IJIOTHOCTB ToJTyvatotneiics hoTonHoi KapThl. CIUIITKOM BBICOKAs IJIOTHOCTH CHU3UT CKOPOCTb.

Yepes puermuuit gui:

Bamyckaere peHJiep € MCIOJB30BAHMEM BHENIHEro gui (CHauasa 3amyckaere gui BPYYHYHO, 110OC/e
9ero B IUTarMHE HY’KHO OTMETHTH TadouKy external gui m 3amyctuts Haxkarh 'Render’). Unere Bo
Bryaaaky SPPM (diffuse), ormeuaere ranky 'Enable’, craBure gather bounce s 0. Haxkumaere *Single
Pass’ n mpuban3uTenbHo OMeHrBaeTe MIOTHOCTE MOy dHBITetica dpoTonmol KapThl. [lockonbky FG
UCIIOJIB3YeT (POTOHHYIO KAapTy JIUIIb KaK Ipyboe MpubnyKeHre CBETUMOCTH, BaM He HYXKHA BBICO-
Kad IJIOTHOCTh. DTO TOABKO CHU3UT CKOpocTh. Iloabupaere napamerpom Initial Radius u umnciaom
(POTOHOB TO YTO XOTHUTE MOJIYUYUTH B KaUeCTBE 3TOr0 rpyboro mpub/in:KeHus CBETUMOCTHA HA IJias.
TTocae sroro crasute gather bounce B 1, mapamerp 'Re-Trace Each Pass Of’ craBure rae-unbyas B
paiione 20, omeuaere rajsouky 'Progressive’ u naxkumaere kuonky 'Path Tracing’.

(LITO HpeJcTaB/isieT u3 cedsi mexanusM 1poduein? J




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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