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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 npaBuJio, aTo npoucxoaut u3-3a 60sbioro obbema rekctyp. Hydra criocobua paborars ¢ Ouennb
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).



(KaKne TUMNbI MAKCOBCKIX 00'bEKTOB IIOAEPXKNBAIOTCS ceinyac? J

1. Marepuass! - Standart u ceon hydraMaterail.
2. Tekcrypsi - Bee Tunbr Tekeryp Brmovas NormalBump (pekomenayercs s 6ami-Manmuara).

3. HUcrounuku - BCe CTaHIAPTHBIE U YaCTUYHO (DOTOMETpHUECKNE: KBAJIPATHBIN, TUCK, chepute-
ckuii, Toueunbiit, mr-sky-portal. Takxke m1a poToMeTpUYIeCKNX UCTOYHUKOB TIO/IIEPKUBACTCS
auddpy3HOE U TPOKEKTOPHOE PACIPEIeIeHNs CBeTa.

(I‘ITO MOKAa HE TIOJIEP>KUBAETCS HO CKOpo Oyaer? }

Arunmanms, Multi-GPU, Cerb (BO3MOXKHOCTH DEHJIEPUTH HA YAAJEHHON MAIIWHE), PA3HBIE XUTPHIE
MOJIEST MATePUAJIOB W HUCTOYHUKOB (MWIMTE HAM - KaKne UMeHHO Bawm Hy:KHBI Gosbime Beero!),
nmnopt VRay-eBcKoro KOHTEHTA.

(Ky,ua COXPAHSIOTCH KAPTUHKMI ! }

B manky 'C:/[Hydra|/rendered images’. JIns kaxkaoro penjepa COXpaHseTcs 0ObIYHOE H300paKe-
aue, hdr m3obpakenue n n306parkeHne ¢ TPUMEHEHHBIM tone-mapping oM (¢ cyddukcom 'tm’).

(I‘,ue coxpaHsieTcs BpeMsi peHzepa? J

K mmMenu coxpansemoro n3obpazkeHus JONUCHIBAETCS BpeMs peHjiepa B cekyHaax. Ho npu perjgepe
W3 MaKCa OHO celf9ac YKa3bIBAETCd HETPABUIBLHO, TIO9TOMY CMOTPHUTE BpeMs peHIepa B MaKCe BHU3Y.

(I‘ITO c progress bar-om? J

OH ITOKa3bIBa€T YTO YTO-TO IIPOMCXOAUNT, HO IIOKa HE CUJIHBHO IIPAaBUJIBHO OIICHUBACT BPEMA. HOSTOMy
Hengep MoxeT 3apepmuThbes Ha 60-80% mam npeirayTh cpasy ¢ 0 go 50%. He obpamaiite Ha 3T0
BHUMAHHUA, 9TO HOPMaJIBHO. PeH;Lep 3aBEPIINUTHCA TOJIBKO KOTAd 3aKOHYHUT PaCCYeT B COOTBETCTBUU
C YCTAHOBJIEHHBIMU HACTPOHKAMH.

(KaK paborarp ¢ BHeHIHUM gui? J

Cnauasia 3anyckaere hydra gui.exe ppyunymo. 3areM B Makce, B unrepdeiice peHjiepa oTMevae-
te rajouky 'Use External Hydra Gui’ u maxkumaere 'Render’. Tloce 91010 penjep 3amycTurcs ¢
cOOCTBEHHBIM OKHOM, B KOTOpOM BBl cMoxeTe 1osieTaThb 110 crieHe. BaKHbIfi MOMEHT: ecju XOTUTE
TepeMeInaThCst Mo CIieHe, B pasjese KaMepsl 3aatite Tunr kamepsl 'Kuler’. Ecian xoTnte skcmopTu-
pOBaTh KaMepy u3 Makca, 3ajaiite Tun kamepsl Kak 'UVN’.

(KaK Jeaath tone mapping? J

Ilocsne 3aBepienusi penjiepa HaXXMUTe KHOIIKY ‘tone map’ B pazjese 'Tone Mapping’. Perymupyere
CHIJTy TOH-MAIIUHTA TPU oMot aByx caaiigepos (White Point u Strenght) u Haxxumaere KHOTKY



‘tone map’ uToOBl yBUJETb pe3yabrar. lamouka 'Bloom’ moka me paboraer. Brl Taxike MoxKere
HCTIOIB30BATL JTIO0YI0 CTOPOHHIOI MPOrPAMMY s Peaqu3anuu DOaee CMOKHOTO TOH-MATIIHTA,
ckapmiinBas et .hdr winm tiff daiin, B KoTopom coxpansercs opuruaaabaoe HDR nuzobpaxenue.

(KaK caematrh Final Gathering? }

B maxkce aT0 menaerca omHEM U3 CAEAYIONIUX CIOCOOOB:
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3. Cawmprit 6eicTphIil FG. 4. IIpocro 6wicTphiit FG.

Puc. 1: Paznuunbie pexxumbl punaapHoro cbopa. Lagky "All’ pekoMMeHnayercs OTKIIOYIACTD €CIn
JUIsE BTOPUYHOTO coJiBepa ucnosb3yercs Irradaiance Cache.

B ciyuae ucnonbzosarumg SPPM B kauecTBe TPETHIHOrO COJIBEpa, PEKOMMEHIYETCS YBEJUIUTH
retrace each pass of’ 70 4-16, uTo6bl HE TPOM3BOIUTH MMEPETPACCUPOBKY (DOTOHOB CJMINIKOM Ya-
cro. Crenyronuit MOMeHT nipu ucmogb3opanuu SPPM B kauecTBe TpeTUdHOTO COBEpa - HEOOXO-
JIMMO HEMHOIO TOUTPAThCS C MapaMeTPOM PAJIUYCa U 9UCJIOM (DOTOHOB JIJI TOT'O YTOOBI OIEHUTH
IJIOTHOCTE TOJTYYaroIeiicss hoToHHOM KapThl. CJUIITKOM BBICOKAS MJIOTHOCTH CHUSUT CKOPOCTh.

Ecsn xe BBI ucnosiblyere B KadecTBe TperuyHoro cossepa lrradince Map, To pajauyc cbopa Ha-
060poT caejyer cuenarsb mob0IbINe, MTOCKOIBKY OT HEr0 3aBUCUT Pa3Mep sd4ueliKu UPPAJUAHC Mala.
Bawm myxuBI OTHOCHUTEILHO-KpYTHBIE stueiiku. CkopocTh BeIGopku u3 Irradiance Map we 3aBucut ot
pasMepa gueiikn, HO ueM OOJbINe siueiika TeM Hojee TJIaIKoe OCBEITIEHNe Bbl OyIeTe moayvaTh.

Yepes puermmuuit gui:

Bamyckaere peHJiep C MCIOJL30BAHMEM BHEMIHErO gui (CHawasa 3amyckaere gui BPYYHYIO, TTOCTe
9ero B IUTarMHE HY?KHO OTMETHTh TaJouKy external gui m 3amyctutsh Haxkars 'Render’). Unere Bo
Braagky SPPM (diffuse), ormeuaere ranky "Enable’, craBure gather bounce s 0. Haxxumaere *Single
Pass’ u npubyin3uresibHO OlleHUBaETe IJIOTHOCTH HoJiydusiieiics dboronnoi kaprel. Ilockonbky FG
MCII0JIb3yeT (POTOHHYIO KAPTY JIAIIb KaK rpyboe npub/imKenne CBETUMOCTH, BAM HE HYXKHA BBICO-
Kasl [JIOTHOCTb. DTO TOJBKO CHU3UT CKOpocTh. llonbupaere napamerpom Initial Radius u gauciom
(bOTOHOB TO YTO XOTUTE IIOJYYUTb B Ka4d€CTBE 9TOI'0 pr6OI‘O HpI/I6J’[I/I}K6HI/IH CBCTUMOCTHU Ha IJIA3.
TTocae sroro crasure gather bounce B 1, mapamerp 'Re-Trace Each Pass Of’ crasure re-unbyas B
pafiore 20, omeuaere rasouky Progressive’ u maxkumaere kuonky 'Path Tracing’.

(qTO npecTaBJisieT u3 cedst mexanusM npoduiein? J

JlaHHBINA MeXaHW3M MpeIHA3HAUEH JIJIT WCIPABIEHUS OIMNOOK UMIIOPTa u3 BHemHUX daiinos. Tak-
JK€ WCTO/TB30BAJICS Ha PaHHel craanu pa3paboTku mrarunua. Kcam mo Kako#-To NpudnHe MaTepu-



aJl WIK UCTOYHUK OBLI MUMIIOPTUPOBAH M3 BHEITHEro haiijia WM Makca HEelNpaBWJIbHO, Y BaC €CTh
BO3MOXKHOCTB €ro ucrpasuthb. st 97oro Bo BKaajake File puibupaere Edit Hydra Profile, mocne
4Yero OTKPBbIBAETCHA TeKCTOBBIN pegakTop xml - ¢aitna hydra profile.xml. Dror daitn mpeacrasis-
er u3 cebs CIMCOK BCEX IIPABOK [jisi OOBEKTOB CiieHbl. Js TOro 94rT00bl MCIIPABUTH HEKOPPEKTHO-
MMITOPTUPOBAHHBIN MaTepuas/MCTOUHNK, BaM HY’KHO 3HATh ero uMs. B daitie hydra profile.xml
B HYXKHOI cexiun (y1s1 MarepuasoB 9710 library material) Ber B xml dopmare, B coorBeTcTBUM €
JIOKYMEHATIIMeH Bbl OMMCHIBAETE TTapaMeTphl BAIllero MaTepuaJia Wil UCTOYHUKA. 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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