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? J

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. Apjanrusnyto rpaccuposky nyreii - Path Tracing [2].

2. K»sm ocsemennoctn - Irradiance Cache (IC) [3].

3. Croxacruveckne nporpeccuBHble GpoToHHBIE KapThl - SPPM [4].
4. KapTbl CBETUMOCTH HA OKTAHHBIX TEKCTYpax |J].

5. Xurpbiii MHOroMepHbIii huabTp Ha ocHose [6] (peskum Multi-Layered).



(KaK aJITOPUTMbI CBA3aHbI C PEeXXNMaMM peHiepa Bo BkJaake 'Methods’ ? J

Kax mpaBuio, pazandnbie peKUMbI UCHOIB3YIOT KOMOMHAIIMIO METOIOB.

1. Path Tracing - obbikHOBEHHAs TPACCUPOBKA Iy TEM.

2. Irradiance Cache + Path Tracing - cHauasia cTpOUTCs KSII OCBEIEHHOCTH, [IOCJIE Uero aJjar-
THUBHON TPACCHUPOBKOH myTeil mpocuamThiBaerca uHaabHOe n3obpakenue. [Toagpobuo MoxKHO
opodYnTaTh B [2].

3. Path Tracing + SPPM (caustics) - pexum ucnonbsyer SPPM nns paccdyera KayCcTHKOB u
TPACCUPOBKY IyTel Jijis OCTAIbHBIX KOMIOHEHT OCBEIICHUS.

4. Path Tracing + SPPM (caustics) + IC - 1o ke uTo u npeapiyinee, HO BTOpudIHyo auddy3Hy0
OCBEITEHHOCTD BBIYUC/ILAET TP MOMOIIN KT OCBEIEHHOCTH.

5. SPPM (diffuse) - ucnonwzyer SPPM nna Berancienust Bropuanoit auddysHoit ocBermennocTn
WJA BCEM OCBEIIEHHOCTH.

6. Multi-Layered - oTmesbHO BBIYHCASIET W300paKeHWH MAMAIONIENH BTOPUIHONW OCBEIIEHHOCTH,
dunbTpyer mpu moMoImu MHOTOMEpHOTO dunbrpa u3 [6] m KoMObuHHpyeT pesyiasTar. B Ha-
CTOATINN MOMEHT HaJl METOIOM ujaeT akTuBHasg pabora. OH HEmI0Xo TMOKa3biBaeT cebst Ha
APXUTEKTYPHBIX CIIEHAX.

(KaKne TUTTBI MAKCOBCKUX 00'bE€KTOB IMOAAEePXKUBAIOTCS ceirdac? J

1. Marepuassr - Standart u ceon hydraMaterail.

2. Tekcrypsl - Bitmap n NormalBump.

3. Wcrounuku - BCce cTaHJIAPTHBIE U YAaCTUYHO (POTOMETPUYECKUE: KBaJpaTHBIN, NUCK, chepu-
geckuit, Toueunbiii, sky-portal. Takxke g PoTOMETPUUECKUX MCTOTHUKOB TIO/IIEPKUBACTCS
nuddy3HOE U IPOKEKTOPHOE PACIPEIeIeHNs CBeTA.

(I‘ITO MOKAa HE TIOJJIEPXKUBAETCS HO CKOpo Oyaer? }

Arnmanms, Multi-GPU, Cerb (BO3MOXKHOCTH DEHJIEPUTH HA YAAJEHHON MAIWHE), PA3HBIE XUTPHIE
MOJIEST MATEPUAIOB W UCTOYHHKOB (MWIMTE HAM - KaKne UMeHHO Bawm Hy:KHBI Gosbime Beero!),
nmropt VRay-eBcKoro KOHTEHTA.

(Ky,ua COXPAHSIOTCH KAPTUHKMI ! }

B nmanky 'C:/[Hydra|/rendered images’. JIns kaxka0ro penjepa COXpaHseTcs 0ObIYHOE H300paKe-

HUeE,

hdr m3o6paxkenne n n306pazkenne ¢ MpUMEHEHHBIM tone-mapping oM (¢ cyddukcom 'tm’).

(I‘,ue coxpaHsieTcs BpeMsi peHzaepa’? J




K umenn coxpansiemoro nzobpazKeHus JIOMUCHIBACTCS BPEMsi PEHJIEPA B CEKYHJIAX.

(LITO c progress bar-om? )

OH MOKa3LIBAET YTO YTO-TO MIPOMCXOANT, HO TIOKA He CHJIBLHO IPABIILHO OIEHUBAET BpeMms. [losTomy
HeHgep MoxkeT 3apepmmThea Ha 60-80% wmam npeirayTs cpasy ¢ 0 mo 50%. He oGpamaiite ma 310
BHEMAaHHsI, 3T0 HOPMaJIbHO. PeH/iep 3aBepIIMTLCA TOIBKO KOTJIa 3aKOHYHT PAacCIeT B COOTBETCTBUH
C YCTAHOBJIGHHBIMU HACTPOIKAMMU.

(KaK paborath ¢ BHEHTHUM gui? J

Cuauana 3amyckaere hydra gui.exe BpywHyio. 3aTteM B Makce, B mHTepdeiice penmepa orMedae-
te rajouky 'Use External Hydra Gui’ u naxkumaere 'Render’. Ilocie sToro pewnjiep 3amycrurcs ¢
CODOCTBEHHBIM OKHOM, B KOTOPOM BbI cMOXKeTe mojieTarh 1m0 ciieHe. BarXHbBIM MOMEHT: eC/In XOTHTE
epeMeInaThcs Mo CIieHe, B pasjese Kamephl 3amatite Tum kamepsl 'Kuler’. Ecanm xoTnTe skcmopTu-
pOBATh KaMepy M3 Makca, 3ajaiite Tum kamepsl Kak 'UVN’.

(KaK NpaBuJbHO caeJiaTh tone mapping? J

B rexyime#t Bepcun mjisi 9TOr0 MPUAETCA MCMOIb30BATH BHEIHUI rpadudeckuii naTepdeiic. Pery-
JIUpyeTe CUJly TOH-Manmuara mpu nomorm Asyx caaiinepos (White Point u Strenght) n maxumaere
kuonky 'Tone Map Again’ 9Tobw! yBUAeTH pe3yabTaT. KHOKa nHOTIA paboTaeT He ¢ MePBOTO pasa.
Hyxmo magasuth, mogepxkath u oTnycTuTh. He 3abyapre BHM3y BMecTo 'Show simple image’ BbI-
6pare 'Show tone mapped image’. ['aouka 'Bloom’ noka e paboraer. Bbl TakKe MOYKeTe UCIOIb30-
BaThb JIIOOYIO CTOPOHHIOO POTPAMMY JIJTsT PEATH3AIn 6016 CI0KHOTO TOH-MATITIHTA, CKAPMITHBAT
eit .hdr wnm tiff daiir, B koropom coxpansiercs opurunasibroe HDR uzobparxkenue.

(KaK caesarb Final Gathering? )

B maxkce aT0 menaerca omHEM U3 CAEAYIONINX CIOCOOOB:

® Manual

SPPM -

T - rinerysover  [PoTaEe g
e

3. Cawmprit 6picTphiil FG. 4. IIpocro 6wicTphiit FG.

Puc. 1: Paznuunbie pexxumbl punaasHOr0 cbopa. Laaky "All” pekoMMeHIyeTcss OTKIIOYIAETh €CIn
JUIE BTOPUYHOTO cOJiBepa ncmoab3yercs lrradaiance Cache.

B ciyuae ucnoanzosanuss SPPM B kadecTBe TPETHIHOrO COJIBEpa, PEKOMMEHIYETCS YBEJUIUTH



retrace each pass of’ 50 4-16, urobbl HE TPOU3BOIUTH MEPETPACCUPOBKY (DOTOHOB CJIMINKOM Ya-
cro. Crenyronuii MoMenT npu ucnogb3opanuu SPPM B KauecTBe TpeTudHOrO COIBEPA - HEOOXO-
JIIMO HEMHOIO TOUTPAThCS C apaMeTPOM PaJUyCa U 9ucJoM (DOTOHOB JIJIg TOI'O YTOOBI OIEHUTH
IJIOTHOCTH TOJIYYaOIeiicss hoToHHOM KapThl. CJUIIKOM BBICOKAs IIJIOTHOCTH CHU3UT CKOPOCTh.

Fcan ke Bbl mcnonb3yere B KadecTBe TperwdHoro cossepa Irradince Map, To paamyc cbopa Ha-
000pOoT ceAyeT caenaTh MOOOIbINE, TTOCKOIBKY OT HEr0 3aBUCHT pPasMep sSUYefiKi UppaIuaHC Mara.
Bawm myxHBI OTHOCHTETLHO-KpYTIHBIE stueiiku. CkopocTs BeIbopku u3 Irradiance Map He 3aBucut ot
pasMepa gueiikn, HO ueM O0JbINe siueiika TeM HoJjiee TJIaKOe OCBEIEHNe Bbl OyjieTe moIydaTh.

Yepes puermunit gui:

Bamyckaere peHJiep C MCIOJB30BAHMEM BHEMIHEr0 gui (CHawasa 3amyckaere gui BPYYHYHO, TIOCTe
9ero B IUTarMHE HY?KHO OTMETHTh TadouKy external gui m 3amyctuts Haxkarh 'Render’). Unere Bo
Braagky SPPM (diffuse), ormeuaere ranky "Enable’, craBure gather bounce s 0. Haxxumaere *Single
Pass’ u npubsin3uresibHO OlleHUBaETe IIJIOTHOCTH HoJyduBiieiics dhoronnoi kaprel. Ilockonbky FG
KCII0JIb3yeT (POTOHHYIO KAPTY JIAIIb KaK rpyboe npubjimKeHne CBETUMOCTH, BaM HE HYXKHA, BBICO-
Kas IMJIOTHOCTh. DTO TOJABKO CHU3UT CKOpocTh. Ilonbupaere napamerpom Initial Radius u amnciaom
$HOTOHOB TO UTO XOTHTE TOJYUYUTH B KAUECTBE HTOTO TPyOOTO MPHUOIUKEHNS CBETUMOCTH Ha TJIa3.
TTocse sroro crasute gather bounce B 1, mapamerp 'Re-Trace Each Pass Of’ crasure rje-unbyas B
pafione 20, omeuaere rajouky Progressive’ u nHaxkumaere kuonky 'Path Tracing’.

(qTO HpeacTaBJisieT u3 cedsi mexanusMm poduiein? J

JlaHHBIN MeXaHNW3M NpeIHA3HAYEH JIJIS WCIPABIEHUS OIMMNO0K UMIIOPTa u3 BHemHuX daitios. Tak-
JKe WCIOJIB30BAJICT Ha paHHel cTajnnd pa3paboTKu miarnaa. Ecinm mo Kako#i-To npuduHe MaTepu-
aJl WIK UCTOYHUK OBLI MUMIIOPTUPOBAH M3 BHEITHEro haiijia WM Makca HEelpaBUJIbHO, Y BaC €CTh
BO3MOXKHOCTB €ro ucrpasuth. st 9Toro Bo BKjaagake File puibupaere Edit Hydra Profile, mocne
Yero OTKPBbIBAETCH TeKCTOBBIN pepakTop xml - ¢aitna hydra profile.xml. Dror daitn mpeacrapis-
er u3 cebg CIMCOK BCEX IIPABOK [isi O0OBEKTOB CiieHbl. /s TOrO 9TO0OBI MCIPABUTH HEKOPPEKTHO-
UMIIOPTUPOBAHHBI MaTepraJ/UCTOYHUK, BaM HY’KHO 3HATh ero mMms. B daiire hydra profile.xml
B HYXKHOI cexnun (1 marepuasos 910 library material) Ber B xml dopmare, B coorBercrBum ¢
JIOKYMEHATIIMel Bbl OIMCHIBAETE IIapaMeTphbl Balllero MarepuaJia uin ucrodnuka. Huke moxaszaHo
KaK BBITVISIUT ONUCAHWE MaTepuasa-crekyaa ¢ 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>

TloxkasyiicTa, BO3IEPKUTECH OT UCIOAL30BAHNS Unicode CHMBOIOB B MMEHAX MATEPUAJIOB U UCTOU-

HUKOB.
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