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Cucremuble TpeOOBaHMST

VYcranoska niuarmaa g Autodesk 3ds Max

1.1  Cucremunie TpeboBanus

1. Bugeokapra ¢ nomgep:kkoit CUDA.
(a) Compute Capability 1.0 - MuEEMaTBHAS.
(b) Compute Capability 1.1 - Teprmmo.
(¢) Compute Capability 2.0 - pekomenryemast.
2. Pekomenmyembrit 00bem mamsTu Bugeokaptel - ot 1 Gb (Makc ecth MHOTO BUeo-

HaMsiTh).

ZKemarensua nocienusisi Bepeus japaiisepa or NVIDIA. ITpu srom CUDA Toolkit

CTaBUTb HE HY2KHO.

1.2 Vcranoska miaaruna g Autodesk 3ds Max

1. Cxommposath hydraRender mk3.dlr w HydraMaterial.dlt B coorBeTcTByIO1ITy 10 TTATI-
Ky Makca. Hampumep, econ Bol ucrob3yere 2013 max 64 paspamnoit Bepcun, 3To
6yzner 'C:/Program Files/Autodesk/3ds Max 2013 /plugins’.

2. CxommpoBaTh COOTBTECTBYOILYTO (/1151 32 wian 64 6uTHOit Bepcun) manky '[Hydra]’

ua guck C (urobbr moxyuniocs Tak: 'C:/[Hydra] ).
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2 2 "Hydra B Autodesk 3ds Max

2.1  Hauaso padborbt

3nech Bee crangaprao: 'Render’” — 'Render Setup” — ’Common’ — ’Assign Renderer’.

B "Production’ Beibpars hydraRender mk3.

He 3a0yapTe BoIOpaTh AKTUBHBIN BBHIOMOPT C IEPCIEKTUBHON mpoekiuii (opTorpa-
buueckue moka He nopaepKuUBaIOTCA). ECIM aKTUBHBIH BHIONOPT € TIEPCIIEK TUHOM
MTPOEKIVeli He ObLT BRIOPAH, UCTOIB3YETCsT MEPBast KAMepa, B CIIEHE.

2.2 ¥Vpoku
2.2.1 HagaJsio paboThl ¥ OCHOBHBIE METO/IbI DEHJIEPUHTA

Select methods
g e
g e

CEAZET -
[N -

Puc. 2.1: HacTpoiiku MeTOA0B 10 yMOTIAHUIO.

1. Otxpoitre B manke 'lessons’ crierry ‘01 cornell box’ wim ’02_conf render methods’.
MozkeTe UCIoOIB30BaTh TaKXKe Ciieny ‘cry sponza’ us manku 'demo’ (muddysmyio
Bepcmio, - sponza_ diffuse.max).

2. Otkpoiite muanor Hacroek pergepa ('Rendering’ — "Render Setup’). [lepeaure ma
Briasiky 'HydraRender mk3’. Ber joskubl yBUJETh KapTUHKY Ha pucyHke 2.1.

Ecsn BbI €€ He BUIUTE, BO3MOXKHO, BBl HE YCTAHOBUJIN PEHJIED WK HE BhIOpa ero
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ne

Direct Light - ML Filter

ct methods
Direct Light - ML Filter
g * ke

Path Tracng [Rd

Puc. 2.3: Ucnonb3zoBanre MHOTOCTIONHOTO penaepa Ha ocHoBe duabrparuu. Puabrpyer-

cst TosibKo neppudnoe GI.

B 'Render’ — 'Render Setup” — ’Common’ — ’Assign Renderer’

3. Haxxyure kuonky 'Render’. Ecim nwgero me mpowcxoant, monpobyiiTe BPyIHYIO
samycTuTh hydra.exe B manke 'C:/|Hydra|/bin’ u mpocsenure 3a ommubKoii B KOHCO-
au (ecam orMeruTh Tadky 'log to file’ B rym penjepa, BoiBoz OyaeT mpeHampaBieH
B daiiab 'C:/[Hydral/logs/stderr.txt’ n 'C:/[Hydral/logs/stdout.txt’). Boamozx-
HO, v Bac He ycraHoBiaeH Heobxomumbltl gasg CUDA 5.5 apaitsep. B arom cayqae
HeobxoamMo 00HOBUTE ApaiiBep ¢ caitra Nvidia. Ecau hydra.exe 3amycTuica B pe-
JKHUMe BHEITHEro I'yu (¢ JOTOJHUTEIEHBIM OKHOM ), 3aKpoiiTe 06a OKHA W HAYKMUTE
'Render’ eme pas. 91o peakuit H6ar. Ecim Bce TpaBUIBbHO, BBl JIOJKHBI YBUJIETH
IPOTPECCUBHO-PACCUUTHIBAIOIIEECS N300pakeHne B OKHE peHaepa 3ds max.

4. Kak BbI MOIVIM 3aMeTUTh, 110 ymoJsdanuio Hydra ucnosszyer Monte-Kapsio tpac-
CUPOBKY HyTeﬁ JJId BbIYHUCJICHUA BCEX KOMIIOHEHT OCBEIICHHOCTH. KayCTI/IKI/I 110
YMOJIYAHUIO TAK¥Ke OTKJIF0UYeHbBl. Vcnosbp3yiiTe K311 OCBEIEHHOCTH 9TOOBI YCKOPUT
paccder BTOPUYHOTO OCBerenns (PUCYHOK 2.2).

5. XoTd K311 OCBEIIEHHOCTH MO3BOJISIET PACCYUTATH H300parKeHne J0BOJBHO OBICTPO,
BOBMOXKHO, BBl 3aMETU/IN HEKOTOPBIE apredakTol Ha n3obpakennn. Bol moxere mo-
UTPATHCS C TapaMeTpaMi K3I1a OCBEITIEHHOCTH [IJIsT YIYUIIeHUs TOUHOCTH, OTHAKO,
MBI PEKOMEH/IyeM HOIpoboBaTh MeTos MHOrocsaoiHoro perzgepa (Multy-Layered)
Ha ocHOBe busbTpanuu (pUCyHOK 2.3).

6. Ecau et peasepute crieny 'Cornell Box’, monpobyiiTe Takke BKIOYNTE DUIBTPA-
nuto nepBudHOro ocgerenns raaxkoit "ML Filter’ mamporus Direct Light.

7. Ilapamerpsr 'Radius’ u 'Sigma’ maa duasrpa(puc. 2.4) - 370 mapaMeTpbl 06BIKHO-
Berroro ¢puabTpa [aycca. 'Radius’ - a1o paanyc B nukcenax. Yem ou H60sbIIe, TEM

JIydIle KauecTBo hUIbTpAIuu. 'Sigma’ - 370 curMa, B popMyJie i Beca HuasTpa
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raycca. HYem ona 60sibIte, TeM (PUALTP CUIBLHEE MOET OCBEITCHHE.

8. Ecan Multy-Layered maer natua xax B Mental Ray, cieayer yBeauunTh Kak pa-
auyc Tak u curmy (pucyHok 2.5). Bel Takzke moxkeTe ncmosib3oBarh OUHAIBHBII
C6op (cm. nocaennuit ypok) unm 6osbmee uncao 'Max Rays Per Pixel” B pazgene
"Path Tracing’ jjg yMeHbIIeHUS U3HAYATBHOTO MIyMa U, KaK CJIe/ICTBUE, YCTPaHe-

HIA ITATHUCTOCTH.

Radius = Sigma (2.5

Puc. 2.4: Hacrpoitku dpunprpa.

Radius = 5, sigma = 2 Radius = 15, sigma = 4

Puc. 2.5: Paznununsie nactpoiiku jyis duwisrpa. Crpaba 6oJiee cuiibHasi U Ka4eCTBEHHAs

duabTparud.

Cozmanue qHeBHOTO ocBerenus B momernernn (Sky Portals)

Hydra noggepxuBaer ucrounnku tuna mr sky portal. [Tpu cozmanuu crien co sky portal-
amu Bam, Bo3MOKHO, TOTpeOYETCS 3HATH CJIEIYIONINE MOMEHTBI:

1. HocraTodno 4acTo 3a OKHOM BaM TpebOyercs [OCTAaBUTH KBaJ C TEKCTYpOil, uMu-
TUPYIOMIEH OKPYyKeHWe. DTO ropasio MpoIie 4eM nobuparh HY>KHOE CPEPUIECKOe
okpyzkenue. B aTom ciiyuyae B MaTepuaJie ¢ TaKUM KBaJOM BaM HEOOXOIUMO B pas-
nejie "Transparency’ ormeruts raiky 'Thin Walled’ u casrs ranky 'Cast shadows’.
DTO TO3BOJIUT COTHETHOMY CBETY (HAIPUMED OT HAIIPABICHHOTO MCTOYHHUKA) CBO-
00IHO TTPOXOANTH Uepe3 TaKoi KBaJl. BhI Tak:Ke MOYKeTe 3alMpPeTUTh MOCKOCTH OT-
6paceiBaTh coberBennbiit GI cugp ranky 'Cast GI' B pasnese 'Emission’.

2. Ilpumep moxkHO mocMoTperh B manke lessons’ (03 bedroom sky portal, v04),

(pucyHok 2.6).



2.2 Vpoku 9

Puc. 2.6: Ilpumep ucnonbzosanus Sky Portals u mimockocTu ¢ okpyKeHHEM.

2.2.3 Crekja, BOJa, KAYCTUKH

Orkpoiire crieny ‘04 glass’ B nanke lessons (pucynok 2.7, cnpasa). Obparure BHUMAHNE

Ha rapaMerpbl MaTePUAJIA CTEKISHHOIO 00beKTa;

1.
2.

Monens BRDF orpaxenuit ycranossiera Fresnel Dielectric’.

Lper orpaxkenuii - HeJiblil. DTO COOTBETCTBYT HOPMAaJbHBIM (DPEHETEBCKUM JTH-
QJIEKTPUKAM. yMeHbH_[aH 3HaYEeHNEe OTpazxKeHud BbI CMOXKETEe CAeJTaTh MaTepuaJa
TOJILKO MPETOMISIONINM, HO HE OTPAYXKAIOIINM.

Ob6parure sanManne Ha HaJguuane fogColor m mpocTo color Bo BKIaIke transparency.
OTH mapaMeTphl aHAJOTUIHBI TAKUM ke mapamerpam B VRay. Obparure BHUMA-
Hue, yro 3uadenue napamerpa fogMultyplyer Bam npujenrcs nogbuparh 3aBUCH-
MOCTH OT TJI00a/IbHOTO MaciiTaba, kak u B VRay.

YBeimubTe MAKCUMAJBHYIO IIYOUHY TpaccupoBKHU 110 8-12. YBeauubTe MUHUMAb-
HOe 4ucsIo myTeil Ha nukces o 256-1024 ("Path Tracing” — Min Rays Per Pixel).
Yeemmaree 3uadenue 'SPPM(Caustics) — 'Retrace each pass of” 10 4-8. 91o mos-
BOJIAUT 6bICTpee CHUTATH CaMO CTEKJIO TTO OTHOIMEHUIO K KayCTUKaM.

B kauectBe MeTona pacuera Kayctukos Boibepute SPPM. 3anycuture pengep. B
3aBUCUMOCTH OT MacinTaba ciienbl Bam, BO3M0OXKHO MOTpedyeTcs U3MEeHATh Haua b

weiit paguyc cbopa ('SPPM(Caustics)’” — ’Initial Radius’ ).

2.2.4  WNwwmranusi MUKpo-pejbeda

B Hydra B ocnoBe mvuraruu Mukpopesbeda (parallax mapping) sexur 2 aaropurma

- mpocroit Normal Mapping (mazesaembrii wacro Bump Mapping) n Parallax Occlusion

Mapping (POM). B neiictsurensaoctr 'Bump Mapping’ HasBanue - He caMoe JiydIiee
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Puc. 2.7: Ilemoncrpanusa pacuera KayCTUKOB.

Ha3BaHWE JIjIsd 9TOM TEeXHUKH, TTOTOMY 9TO OHO cOmBaer Bac ¢ TOJIKYy OTHOCHTEIBHO TOTO
KaK paboTaeT 3TOT aaroputM. Barisuure Ha pucynok 2.8. Kapra cMmemnennii (KapTa BbI-
coT mym bump KapTa) nNpeacTaBIeHa Ha TOM PUCYHKE CJIEBa, KApTa HOPMAJIEH - CrpaBa.
ITapanoke 3axyrogaercs B ToM, 4to ajaroputmy 'Bump Mapping’ Ha camom jiesie He HY K-
Ha bump Kapra; emy HyXKHa KapTa HOPMAJIeil, TOCKOIbKY BCE 9TO [eIaeT ITOT aJITOPUTM
- TIOAMEHSIET HOPMaJh K MOBEPXHOCTH HOPMAJIBIO U3 TEKCTYPHI.

Ecyn ke kapThl HOpMaJieil HeT, a 3a/jaHa TOJBKO KapTa BLICOT, PEH/IEPY KapTy HOpMa-
Jieit Heobxo 1Mo paccunTaTh. Ho 970 MOXKHO ¢Ie/IaTh HEMHOTO 0 Pa3HOMY, B 3aBUMOCTH
OT TOTO € KaKUM MacImTaboM TPAKTOBATHL CMEIEHUS B KapTe BHICOT. 3a ITUM U HYKEH
napamerp ‘bump amount’. Tlo 3Toit mpuaune, ecin y Bac eCTh TOTOBAS KApTa HOPMAJIEH,
- BCErJia UCIIOJIb3YHTE UMEHHO €6. DTO rapaTupyeT BaM HOPMAJIbHbIN BUJ MUKPOpeibeda
6e3 mmogbopa mapamerpa bump amount.

Boistee cnoxknas texanka mmutanuu peabeda Parallax Occlusion Mapping yxke wc-
nosib3yer obe kaprel. Ilpu 9T0M, BBl 10 IIpEKHEMY MO2KeTe noMecTuTb B ¢jioT 'Normal
Map’ ToIbKO KapTy CMEIIeHUi, a Kapra HOpMaJjell B 9TOM Ciydae pacCUuTaeTCs aBTo-
maruuecku. Ho ecim y Bac ecth 06€ TEKCTYPhI, HACTOATEEHO PEKOMEHYETCST yKA3aTh
nx obe depe3 TekcTypy Tuma 'Normal Bump’.

Otxkpoiire crieny '05  displacement’ B manke ’lessons’ (pucynok 2.9). O6parure BHI-
MaHUYA Ha 4 PA3JIMIHbIX MaTepHraJia:

1. Marepuan nmosna. B caior Normal Map nmomererna Normal Bump rekcrypa, B KO-
TOPOil TPUCYTCTBYIOT 06€ TEKCTYphI - KapTa HopMaJjell u Kaprta cMemenuit. s
BU3yaJm3almny UCIoIb3yerca Texauka Parallax Occlusion Mapping. 9ror cmocob
SIBJISIETCS. PEKOMEHIYEMBIM B CJIyYae KOraa JeTaju peibeda UMET 3HAYNMBII pa3-
Mmep (kax reomerpuueckue (hurypbl Ha mosy). Bemmuuna nponasiusanus peaseda

BHYTpPB MOJUTOHA YKA3BIBAETCS B HACTpOiike Marepuasa 'height’.
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Puc. 2.8: Kapra cmernennii (ceBa) u kapra HOpMaJieil (cipasa).

Puc. 2.9: Parallax w Bump mapping (ciesa). Ucmonbsyercst dbpeHens ¢ pa3inaHbIME
suauensmu IOR (cupasa). Cnesa mampaso: 1.0, 1.5, 3.0, 10.0, 50.0, 100.0

2. Marepuan uaitnuka. B cioor Normal Map nomeriena Normal Bump tekcrypa, B
KOTOPOI, B CBOIO O4Yepelh, TOABKO TEKCTypa ¢ HOpMaadamu. Jaa Buzyanmsanuw,
TakuM 00pa30M, UCIOIb3YeTCsl TeEXHUKAK normal mapping. 9ToT crnocob saBisiercs
PEKOMMEHIYEMBIM B CJIy4Yae ecju JleTajn pejibeda OTHOCHTENIHHO HEDOJIbIIIe.

3. Marepuan 3asueit crerku. B cimor Normal Map momeriena ToJBKO KapTa CMeIre-
auii (bump). Kapra HOpMaseii aBToMaTHIeCKU pacCIuThIBAaeTCS pergepoM. s
BU3yaJU3AIMK UCIONB3yercst Texanka Parallax Occlusion Mapping.

4. Marepuasn mpaBoit creHku (Kamenb). CTaHmapTHBI Marepua ¢ bump Kaproit
(kaproii cmemenwit). Kapra HOpMasmeii aBTOMATUYECKH PACCINTHIBACTCS DEH/IE-

pOM.
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Crporo roBopst, JJist CTEKOJT (IM3JIEKTPUKOB) U METAJJIOB ([IPOBOJHUKOB) JIOJKHBI HC-

MOJTB30BATRCS pasmbie Ghopmyasl dperensd. OAHAKO, JOCTATOTHO YACTO WCIOJb3YETCS

TOT pakT, 910 PopMyJIbl DpeHess Jad IU3IeKTPUKOB rpu GosbinoM 3uaderuu IOR Ha-

9UHAIOT Pab0TATh MOYTH TAK 2Ke Kak U PopMyJibl ppenend g npoBoaaukos. [TosTomy

MBI OCTaBJISIEM TAKYIO YCTOSIBINYIOCS peaju3aruio (ppeHes.

1.
2.

Ormerbre B MaTepuasie rajky fresnel’.
Memngtire Transparency -> IOR. Pesyabrar npejcrasien Ha pucyHke 2.9, cnpasa.
Bce npospadmbie 06beKTh aBTOMATHIECKH UCIOAB3YIOT (hopMyIbl Ppenests gaxKe

eCJIN TaJiKa JJid HUX HEe BKJIIOYCHA.

2.2.6 MUcnomszyem Quuanbubiit Coop

OTkpoiiTe ciieHy pacrosioKeHnywo B manke ‘lessons/08 final gather’.

. g magama Bam Heobxoanmo mogobpaTh HAUa LB pagnyc cbopa dporomnos. Boi-

OepuTe B KaUeCTBE METOIa paccdera rneppuaHoro ocserienuns SPPM u zamycrure
perzep. Kak Bbl MokeTe 3ameruTh (pucyHok 2.10, cjieBa) MaJiblil pajnyc MpUBOIAT
TOMY Y9TO BUJHBI OTAEC/IbHBIC (bOTOHbI B BUJC KPYIJVIBIX TIATEH.

YBemIbTe HAUAIBHBIH paanyc cbopa B 2-4 pasa ('SPPM(Diffuse)’ — ’Initial radius’)
U 3amyCcTUTe penjep eme pa3. Obparure BHUMaHUE, YTO WHAWBUIYAJbHBIE (POTO-
HBI UCUE3/TH a TSITHA CTAJIN 3aMEeTHBI TOpas3 o MeHbIne (pucyHok 2.10, mentp). D10
TOT pajuyc, KOTopwii Bam myxken. OTaenbHble (DOTOHBI HE JTOJKHBI OBITH pas-
JIMYUMBI, HO YPE3MEPHO 0OJIbION pajsmyc cbopa jeaarb TOXKE HE CTOUT, T.K. OT
pajuyca cbopa HANPAMYIO 3aBUCUT CKOPOCTh.

Yeranosure jist npsivoro (Direct Light) n ropuunoro (Primary GI) ocsemenust
'Path Tracing’ a mma rpermanoro (Secondary GI) - SPMM u ormerbre rajky
'Store Direct Light’ (mocnennee na manuoii cuene BaxkHo!) - kKak Ha pucynke 2.14,
kiaccnaeckuit FG. Veemmasre suadenne SPPM(Diffuse)’” — 'Re-Trace Each Pass
Of’ o 10 4TobbI pexke MPOW3BOINTH MEPETPACCUPOBKY (boToHOB. Pezyabrar Ha
pucynuke 2.10, cripaBa.

[TompobyiiTe cpaBHUTH CKOPOCTDH PEHJIepa IPU UCIIOJIb30BaHuN (PUHAIBHOIO cHopa
u npocto tpaccuposku myteit (Primary, Secondary u Tertiary ycranosuts B 'Path
Tracing’). O6paruTe BHEUMaHWe, 9TO Ha JAHHOW cileHe (bUHAIBHBI cO0p 3HAUH-
TETBHO YCKOPSIET PACYeT OCBEINeHus M3-3a CJ0KHON HhopMbl nepsuykm (6o/1b1110€e
qucio Sky Portal-os). 3mech BaxkHO yeranasausaTh raiky 'Store Direct Light’, T.k.
YCKOpEHWe Ha TaHHOM CIleHe JOCTUTAETCS 33 CIeT TOTO, YTO TIPH MO JAHNN Ha TT0-
BepxHOCTH FG syueit oHM NCTIONB3YIOT AITPOKCUMAIINIO TEPBUIHOTO OCBEIEHNS U3

GOTOHHOI KApPTHI, & HE PACCIUTHIBAIOT €€ TPACCUPOBKOIL Jydeil.
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Puc. 2.10: Copasa - Buzyajmsaiiusi (POTOHHOW KapThl, CJUIIKOM MAJEHBKHUH DPajuyc.

HenTp - Buzyanuzanusi (pOTOHHON KapT, HOpMaJIbHBIH pajunyc pajauyc. Cjesa - pe3yJibrar

dunaIBLHOTO COOPA.

HacTpoiiku penaepa

B Hydra ucnonb3ytorcs ciieyrorie ajropuTMbl.

U W=

AnanruBHag TpaccupoBKy myTeit - Path Tracing.

Ko ocsenennoctu - Irradiance Cache (IC).
CroxacTuyueckue nporpeccuBabie boTOHHBIE KapThl - SPPM.
Xwurpsiii Muoromepusiii uabrp (pexxum Multi-Layered).

Kapter ceerumoctu (Irradiance map) - B paspaborke.

Select methods
Direct Light M ML Filter
Primary GI A ¥ ML Filter

Secondary GI [SPPM ad ¥ Store Direct Light
Caustic GI h

Puc. 2.11: Hacrpoiiku meTonos peunaepunra. Ha prucynke n3obpakeHa KOMOWHAINS, TPH

KOTOPOI MCIIO/Ib3yeTCs puHaJIbHBIN cOOp ¢ duabrparueil.

"Direct Light’ - nepsuunoe ocBemnienne uin npsamMoit ceet. PekoMerIyeMoe 3HAEHNE
- 'Path Tracing’.

"Primary GI’ - Bropwanoe muddysmoe ocserenne. PekoMyenyemble 3HATEHAS -
"Path Tracing’ u ’'Irradiance Cache’.

‘Secondary GI’ - tpernunoe muddysznoe ocrermenve. JlanHas KOMIOHEHTA TOBOJIb-
HO 9aCcTO MOXKeT OBITH BBIYHC/IeHA NpuOmKeHHbMu MeTomaMu (Irradiance Map u
SPPM). B nacrosimuii moment Irradiance Map maxoaurcs B TryGoKoi pazpaboTke.

"Caustic’ - Meron Boruuciaenus kaycTukoB. Pekomvennyemoe 3uadenne - SPPM.
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Yexo6okc 'Store Direct Light’ momosHuTebHO TO3BOSIET KOHTPOJAUPOBATH TOUYHOCTE

BBIUMCJIEHUST TPETUIHOrO ocBeriennsi. CHATHE 3TOTO YeKOOKCA YBEINYUUBAET TOUYHOCTH
(Ho B caydae GOJIBIIOTO YHCIa UCTOYHUKOB CBETA 3aMeJIsdeT peHjep) U (PaKTHIeCKU
OTKJIAJIBIBAET anpokcuMmanuio (u3 hOTOHHON KAPThI MJIM KAPThI CMETUMOCTH) erre Ha, 1
[epe-oTpakeHne:

o Ecyim wekbokc ycTaHOB/IEH: B TOYKAX MOMAAHUS BTOPUIHBIX JIydeil BCE OCBelenme
CUNTAETCH IIPU IIOMOIIM COOPa OCBEIeHHOCTH 13 [/100a/bHON (POTOHHOM KapTh! WK
KapThl CBETUMOCTH.

o Ecim 4exkGokCc HE yCTAHOBJIEH: B TOYKAX MOMAJAHUA BTOPUYIHBIX JIy9eil TepBUY-
HOE OCBEITEHIE PACCUYUTHIBAETCS TIPU ITOMOIIU TPACCUPOBKY JIyuedt, a TP TTOMOIITH
c¢bopa OCBEIEHHOCTH BBIYUCSETCH TOJBKO BTOPUYIHOE OCBENIEHUE. DTOT PEXKUM
PEKOMEH/IyeTCsT UCII0/Ib30BaTh B KoMmbOunanuu ¢ Irradiance Cache st Bropuasoro
OCBEITEHNsI, TIOCKO/IBKY OH 3HAYNUTETHHO CHUXKAET TUC0 HEOOXOmMMBIX (DOTOHOB,
KOTODBIE BO BPEMS PACCUETa KAIMA OCBEIEHHOCTH HE MOTYT OOHOBIATHCS.

Yexb6oxc 'Use External Hydra Gui’ ykazbiBaeT Ha TO, 4TO BBl COOMpAeTECh UCIOJIb-

30BaTh BHEITHUI rpadudeckuii maTepdetic.

e UYexboxkc 'Use external gui’ ykasbiBaer, 9T0 Bbl COOMPAETECH YIIPABIATH PEHIEPOM
yepe3 BHelmHui gui. B aTt™m ciiyuae vHe 3abynpre 3amyctuth hydra  gui.exe’ eme 110
maxkartusa KHomku 'Render’.

e Yekbokc 'No Random Light Selection’ 3amperaer croxactuueckuit Bbi6op ¢oTo-
METPUIECKNX MCTOYHWKOB (MCTOYHWKOB MMEIOMNX PEAJLHBIN pazMep) BO BpeMst
paccuera. MoxKeT MOJTOKUTENTHHO CKA3aThCsI HA TTPOM3IBOIUTETHHOCTH €CJIN B CIIEHE
OPUCYTCTBYET OOJBINOE YUCIO0 UCTOYHUKOB CBETa U HA U300PaKEHUU IIYyM J0JIFO
HE YXOuT B 06/1aCTH TEHEH W MePBUYHOTO OCBEIICHHUS.

e Yekbokc Tone Maping noka ne paboraer. CooTBETCTBYIOIIAS BKJIAJIKA B CAMOM
HU3Y TOXKe (KpOMe raMMBl).

Huxe pacnonoxensr nacrpoitku DOF (pucynox 2.12).

ne Dist 8,0 Enable DOF

Lens Radius 0,05

Puc. 2.12: Hacrpoiiku DOF.

e Focal Plane Dist - paccrosgamne 10 GpoKaATBHON TITOCKOCTH.

e Lens Radius - mapamerp, 3aa0muii Cuay pasMbITUs.

2.3.1 Final Gathering, Mental, VRay u Hydra

OO6BIYHO 9THM TEPMHUHOM HA3BIBAIOT cOOP BTOPUYHOI OCBEIIEHHOCTH B TOYKE IO IIOJIY-
cdepe. To ectb FG - 970 MonTe-Kapsio TpaccupoBka ¢ Turybunoit quddy3HBIX TepeoT-

paxenuit 1 (2.13).
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HanpapJIeHHE
o o Ha HabmoxaTens
@ v

FG

Puc. 2.13: Final Gathering (FG) - dunanbhslii c6op.

ITpn 3TOM B TOYKAX MOMAJAHUSA BTOPUYHBIX Jyueil (myueit cbopa) OCBEIEHHOCTH
MOKHO BBIYKCJIATH C MOHUKEHHON TOYHOCTHIO - HPU HOMOIH rpy0oii (hOTOHHON KapTh
wii KapT ceerumocTtu. Ilpu 3ToM umcsio ToOYEK, B KOTODBIX BBINOJHSAETCH (PUHATBHBIN
¢HOp He BCerja paBHO KOJUIECTBY MUKcesell Ha sxpane. OOuH U3 METOI0B, CHUMKAFOITHX
IHCI0 TaKuX To4UeK - ka1 ocsermennoctd (Irradiance Cache). Ipyrum takum MeTomoM
apagerca "ML Filter’ ana "Primary GI'.

B VRay cobcrBennast opurnHaabHast peasu3aryst kKapt cserumoctu (Irradiance Maps)
nasbsaerca 'Light Cache’, a ksmr ocsemernnoctu (Irradiance Cache) - maoGopor, Tepmu-
voMm ‘Irradiance Maps’, uro 6e3yc/ioBHO TpUBOAUT K IryTanuuIle. Eciiu Bbl paHbIile MoJib-
zoasinck VRay, 1o 3amomuute uro BMecto 'Iradiance Map’ Temeps Irradiance Cache,
a sMmecto 'Light Cache’ - SPPM + Bkatounts ranky Irradiance Map B pazneme SPPM
(diffuse).

B ruape FG nemaercs ogauM u3 ciaenytomux cnocobos (pucyHok 2.14):

ct methods
Direct Light - ML Filter
g v v

ct methods
Direct Light - ML Filter
M ¥ ML Filter

SPPM - Store Direct Light SPPM - Store Direct Light

1. Knaccuueckuii FG. 2. Bojiee To9HbBI! BapuaHT.

Puc. 2.14: Pazmuanbie pexxnvbl puaanbHoro cbopa. PuabTparus BTOPUIHOTO OCBEIIe-

HHUd B 000UX CJIydadX BKJ/IIOYCHA.

B cayaae ncnonszosanua SPPM B kagectse "Secondary GI’, pekommenmyercs ysean-
unTh ‘retrace each pass of’ mo 4-16, uT0OBI HE NPOU3BOAUTEL MEPETPACCUPOBKY (DOTOHOB
cautmkoM gacto. Cremyromnuii MoMeHT py uctosib3oBaanu SPPM B kagectse "Secondary
GI - HEO6XOIMMO HEMHOTO TIOUT'PATHCA C MTApPAMETPOM PAJIUYCa U YUCIOM (DOTOHOB JIJIs
TOTO UTOOBI OTEHUTH MJIOTHOCTD MOIYJAIIeiics OTOHHON KapThl. CAMIIKOM BBICOKAST

IIJIOTHOCTE CHU3UT CKOPOCTD.
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Ecnu ke BB ucob3yere B KaduecTBe TpeTraHOr0 cosepa Irradince Map, o pagmyc
cbopa HA06OPOT CIeayeT ¢aeaaTh oboIbINe, TOCKOJBKY OT HETO 3aBUCUT Pa3Mep dAueiiku
uppajuaHc Marma. Bam Hy»KHbI OTHOCUTEIbHO-KpYIIHbIE sueiiku. CKOPOCTh BBIOOPKU U3
Irradiance Map ne 3aBucur or paszmepa gueliku, HO 4UeMm OoJiblne sueiika Tem 0oJee
[JIaJIKOe OCBEIleHne Bbl Oyjere nosy4darhb. Jljasg Toro 94robbl HOCMOTPETH KAK BBIJISIUT
B rekymux Hactpoiikax Irradiance Maps ycranosure ero B 'Primary Solver’ (pucynox

2.15).

Puc. 2.15: Ucnonwzopanue Irradiance Map. Courkom masibiii pajgmnyc cbopa Jjis riio-
6aabroit dporonnoit kaprel [SPPM (diffise)| masbiit pazmep siueek Irradiance Map npu-

BoauT K ormmbram (cuesa). HopmasbHbIi pasmep stueiiku u pagmyca cbopa (crpasa).

Hacrpoitku MonTe-Kapso Tpaccuposku myTeit

Bo Bknanke Path Tracing pacnosioxenbl Hanbojiee BaxKHble HACTPOUKH TPACCUPOBKU

nyreit (pucyHok 2.16). Dtu HacTpoiiku Bam noHAHOGSITCS BO BCEX PeKUMaX.

Select methods
Direct Light B ML Filter
M MLFiter

CEAZET -

Puc. 2.16: Hacrpoiiku obparHoit TPACCUPOBKYU Iy Tel.

e Min rays per pixel - MUHEMA/IbHOE KOJUYECTBO IIyTEH Ha MHKCENT

e Max rays per pixel - MakcuMaIbHOE KOJUYECTBO IyTel HA ITHKCEI.

e Relative Error - »xkejaembili ypOBeHb OTHOCHUTEIBHON OMMMOKYM B MPOIEHTAX I
BHAYEHHSI OCBEIIEHHOCTH. PeKOMEHIYeTCsT BBICTABISTEL 9TO 3HAUCHNE B MHTEPBAJIE
ot 2 mo 5%.

e Ray bounce num - MakcuMaJIbHOE YUCTIO IEPEOTPAIKEHUI.

e Diff bounce num - makcumanbHOE YnCIO AUGGY3HBIX TEPEOTPAKEHUI.

e RR - Brimouaer Pycekyto Pymerky wa warp (per warp russian roulette). Pycckast
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Pynerxa croxacTnyuecky OrpaHMYNBAET TIyOUHY TPACCHPOBKHU, TO3BOJISIST TP ITOM
MOJIYUYUTh HECMEITEHHOE PEeIeHne. JTOT YeKOOKC PEKOMEHIYeTCS OTKII0YAThH TPH
HAJIMYUY B CIIEHEe UCKJIFOUUTETbHO CUJILHOIO BTOPUYHOTO A1 y3HOTO OCBEIIEHUS,
He 3aryxatomnero uepesd 1-2 nuddy3HbiX mepeoTparkeHusd.

Share Seed - oriusi, 103BOJISIONIAs PA3IEIATH JydaM COCTOSHUE CJIYUYANHOrO reHe-
paropa u, TakuM 00PA30M, BHIIOJTHATH KOTEPEHTHYIO TPACCUPOBKY Jytueit. Jlanuyro
OTIIWIO UMEET CMBICJ HCIIOJIb30BATH €CJIN Bbl CTABUTH PACCUET HA OYEHb OOJIBIIOE
Bpems (manpumep Relative Error = 0.5-1.0 u Max rays per pixel = 16000).

— None - kazk/iplil JIy4 HCIIOIb3YETC CBOE CODCTBEHHOE COCTOSIHUE CJIYy4YalHOIO
FEHEPATOPA.

— All - VYckopger tpaccupoBky Jjaydeit 10 3 pas3. Bece myuum mcmoms3yor oaHO
COCTOSIHUE CJAYYAiHOTO FE€HEpaTopa, B PE3y/IbTaTe Uero BMeCTa IIyMa MOsB-
JIsTeTcst 'OaHInHT .

— PerWarp - Yckopser TpaccmpoBKy jaydeit 1o 2 pa3. cmoanr3oBanme ogHOTO
COCTOSIHUS NeHEpaTOpa CAyJaliHbIX yucesa Ha warp. llepemernuBaer nmukcesb

arobbl yopars banding. Ho 1o ciabo momoraer.

2.3.3 Hacrpoitku HOTOHHBIX KapT

Hacrpoiiku Bo Braaake 'SPPM (Caustics)’ oTseuaror 3a HacTpoitkm KaycTuaeckoii ¢o-

TOHHOMN KaprThl (pucynok 2.17).

SPPM (Caust

500
Initial 0,001
Re-Tr h pa

Puc. 2.17: Hacrpoiiku kayctrndeckoii (pOTOHHON KapThI.

Max photons - mMakcuma/abHOE YUCJI0 HAKAILIUBAEMbIX (HOTOHOB B Thicsiyax (500
ozuagaer 500 TeIic. dpoToHOB) 3a 1 mMpoxoI.

Initial Radius - mauansubiil pagnyc cbopa g KayCTUIeCKol (DOTOHHON KapThi.
Banaercss B 01X oT pasmepa crenbl. Hanpumep znadenue (.01 o3navaer, 4o
pagmyc cbopa Oymer paser 1 COTON MAKCHMAIBLHOTO pa3Mepa CIEHbI (IT0 0CSIM X,y
Wi 7).

Re-Trace each pass of - 3aaeT Kak 9acTo TPOU3BOIUTCS MEPETPACCUPOBKA (POTO-
HOB. Yem GosIbIlie 3HAYEHUE, TEM PEXKE MPOUCXOIUT TIEPETPACCUPOBKA (DOTOHOB.
Visibility Tracing - Bk/toyaer omnpejiejieHUue O-TOJUTOHAJIBHON BUIUMOCTH JIJIst
0bbekToB crienbl. Ha HEBUAMMBIX TOBEPXHOCTAX (DOTOHBI HE COXPAHIIOTCS.

Caustic power - MHOXKHUTEIb, OTBEYAIONINN 38 SPKOCTb KayCTHKOB.

Hacrpoiiku Bo Braagke 'SPPM (Diffuse)’ orsewaror 3a Hacrpoiiku riobanbHoit (hoTOH-

HO#T KapThl (pucyHOK 2.18) M aHAJOTUYHBI HACTPOUKAM B IIPEIBIIYINEil IpyIe.
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SPPM (Diffuse)

1000 ¥ \isibility tradng
Initial 0.001

le-Trac F i1

Puc. 2.18: Hacrpoiiku ryiobaabhoit (GOTOHHOM KapThI.

2.3.4 Hacrpoilku K3I1a OCBEIIEHHOCTH

Bo Bknagku Irradiance Cache pacionozkenbl HACTPOIKU K3Illa OCBeLIeHHOCTH. B aeii-
CTBATEIBLHOCTH, HECMOTPA Ha OOM/IMe mapaMeTpOoB B TaHHOH BKJIagke, Bam MoxKer mo-
HAHOOMUTCH HACTPAWBATEH JIWIIL HEKOTOPhIe n3 Hux. Jlasee sTu mapamerps OyayT BbIIE-

JIEHDBI IIOJYCPKUBAHUEM.

Irradiance Cache

40,0

16

Puc. 2.19: HacTpoiiku K3111a 0CBEIeHHOCTH.

e Hawnbosiee Baxkubiit mapamerp Max Passes Num - MakcuMasbHOE UHUCTIO TTPOXOIOB.

Ero Hy>xHO yBesnmdmBaTh B CiAy4ae eCaW Ha M300parKeHWMW OCTAJINCh HEHOJbINE
depHbIe 00/IaCTH, HE TIOKPBITHIE KIIIEM OCBEIIEHHOCTH.

e Jlamee WS Error (World Space Error) nyKHO yBeIWIHBaThH €C/Id HA [VIAJKHUX I10-
BEPXHOCTSIX BbI BUIUTE IPE3MEPHO OOJIBIIOE TUCJIO TOUEK.

e Ilpu srom SS Error (Screen Space Error) ma camom mese 3aiaer He ONIHOKY a
MHOXKHUTEJIb U €70 MPU HeJOCTATOUYHOM KadeCTBe MOXKHO TMOMPOOOBATE YBETHIHUTD,
B IIPU UYPE3MEPHO OOMBITIOM YUCTIE TOUEK HA0O0OPOT MOKHO yMeHbINaTh. CHHXPOHHO
Bce 3 mryku. [udpor 1, 2 u 4 0603HATAIOT MHOKUTE/IH MPU OIEHKE PA3HUIILI B
OCBEITIEHHOCTH MeXK1y coceaHuMu (1), KaXKIbIM BTOPBIM (2) U KaxKIbIM 4-bIM (4)
[UKCEJIAMH.

e IC Evaluation 3a;aer criocob KOHTPOJIsS OMKUOKY PYU BHIYKUCJIEHUH OCBEIEHHOCTH B
Toukax Karma. Fixed - dukcnposanroe 9ucso gydeil (caMo IHC/Io 3a1aeTcest HukKe ).
Progressive - Boruncienne Ha OCHOBAHUK KOHTPOJIS OIMTHOKMH.

Yr06b! yBAIETH MO3UIUA TOUEK KA OCBEIEHHOCTY PEKOMEH YT sl TI0JIb30BAThC S BHEII-

HUM gul.

2.3.5 Hacrpoiiku dunsrpa (Multy-Layered)

ITapamerpsr 'Radius’ u 'Sigma’ st pusbTpa - 3T0 TapaMeTpbl 00OBIKHOBEHHOTO (DUIBTPA

Taycca. 'Radius’ - 310 paguyc B nukcesax. dem oH HOJbINE, TeM JyUllle KadecTBO (DUib-
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Puc. 2.20: Hemoucrpamusa paborsl pergep-cuctembl Hydra.

Tparuu. 'Sigma’ - 970 curma B dopMmysae aasa Beca buabTpa raycca. dem ona 60bIIe,
TeM GuIbTP cuiibHee MoeT ocgerierue. Lanka Filter Primary Bkiouaer nin oTkJI09aeT

GUIBTPAITNIO TEPBUYHOTO OCBEIEHNA.

Tonuposanue uzobpazkenuit (Tone Mapping)

Tlocie 3aBepinennst perepa HaxkMuTe KHOTKY 'tone map’ B pa3mnesie "Tone Mapping’. Pe-
IyJIIpyeTe CHIy TOH-MAIUHTA TPH ToMoInu aByxX caaiigepos (White Point u Strenght)
1 HaXKMMaeTe KHONKY 'tone map’ urobsl yBujerh pesysbrar. [anouka ‘Bloom’ noka ne
paboTaet. BBl Takke MOYXKeTe UCTIOIB30BATE JTIOOYI0 CTOPOHHIOK TTPOTPAMMY /IS DEaJIH-
zanuu OoJiee CJI0YKHOTO TOH-MATINHTA, cKapMnBas eif .hdr wiwm .tiff daiia, B koTopom

coxpansiercs opurnHaabHoe HDR m306parkenme.



Wcrounuku cBera

Marepuassr Standart

Marepuassr hydraMaterial
Bxkmanka Emission

Bxaangka Diffuse

Bxuranku Specular u Reflectivity

Bkiragka Transparency

Bkagka Relief

3.1 HcTouynuku cpera

B wacroamuit momenT Hydra nmopiep:kuBaer Bce CTaHIapTHBIE U YACTUIHO (HOTOMETPH-
decKme: KBaAPATHBIN, Auck, cdhepwdaeckuii, Toueunsiit, sky-portal. Ixa doromerpuue-

CKUX UCTOUHUKOB TOIepyKuBaeTcs b dy3HOe U MPOKEKTOPHOE pACIpeIe/ieHNsT CBeTa.

3.2 Marepuass Standart

Hydra nomnep:kupaer crangaprabie Mmarepuasibl 3ds Max. OgHako B Tekyireil Bepcuu
HEKOTOPBIE TTAPAMETPHI MOTYT MMeTh HEOUEBHIHOE MoBemeHne. Mbl OTHITIEM TaKwWe ma-
paMeTphI HUXKE.
1. ITapamerp Soften uraopupyercst (Bo ckagke Specular).
2. Tekcrypusbiit ciaor Specular Glosiness He mogaep:kuBaeTcs. BMecTo HETO MOYKHO
TekcTypy B coT Specular Color. 9To mpuBeneT NpakTUYeCKN K TOMY 2Ke 3hdexTy.
3. Ecsn marepuas pospadnbiii (mapamrep Amt He paBeH HyJTi0), MOJIEb OTPAaKEHNUST
aBToMaTwdeckn crasutcd B fresnelDielectric mma Toro 9To6BI PEATUCTHYTHO CHMY-
JINPOBATH CTeKIsTHHbIE 00beKTHI. [Ipn aTOM npo3padHbie MaTepuaJsibl Beerga oyayT
MCTIOTB30BATH TOJBKO MOMETh (DPEHETeBCKUX OTPAKEHUN ISt TUITEeKTPHKOB.
4. Opacity 3amaercs TOJBKO TEKCTYPOil U CIYXKUT JIJIsT PEATU3AIINNA TAKUX OOBEKTOB

KaK TpaBa U JucThsa. SHaderus Opacity peH1epoM He UCIOIb3YEeTCH.

3.3 Marepuassl hydraMaterial

Opve u3 Hanbojiee BaXKHBIX MOMEHTOB, Ha KOTOPBIE CJIEyeT OOpaTWTh BHUMAHWE - B

Hydra marepuaisl UMEOT 8 IUTUBHYIO MOJIe/b. 10 eCTh, €CJiu MaTepruaJj UMeeT HECKOIb-
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ko napamerpos (diffuse, specular, reflection, transparency), To ocBermenne 0T HUX BCEX
OyaeT mpocTo cKAaabiBaThCst. Ilpu aroM, misa cobsomennst (PU3UIECKON KOPPEKTHOCTH
MaTepuaJia BaM He HY»KHO CAMUM CJIEIUTH 33 TeM, 4T00bl cyMMa BceX Kod(hMUIMEHTOB
0 KaXKJ0My u3 IBeTOB He npesbimaia 1. Pergep aBromaruveckn danancupyer ko3d-
butmeHTH 1A COOI0IeHNs (PUBNIECKON KOPPEKTHOCTH.

Crenyromuii HEOUEBUIHBIE MOMEHT - paccdeT KOHEYHOrO I[BeTa Marepuasa u ¢Jia-

ok 'Tint’ (pucynox 3.1). Muoxkuress 'Multiply’ Biusier Ha 1Ber Beerja.

1. Eciu tekcTypbl HET, PE3YIbTUDPYIONINI [IBET BEIYUCISIETCA KaK IPOU3BEJIEHIE [IBETA,
KOMIIOHEHTBI Ha MHOKUTEIb.

2. Ecun Tekcrypa 1t Kakoii-m6o kommonenThl (Hanpumep Diffuse) nmeercst u rajika
"Tint’ He ycTaHOBJ/IeHA, KOHEUYHBIH IIBET BLIYMC/IAETCS KAaK [IPOU3BEICHUE ITBETA
TeKCTyphbl Ha MHOXKHUTEb 'Multiply’.

3. Ecin rekcrypa mis kakoit-m6o kommonenTs (manpumep Diffuse) nveercs u ras-
ka 'Tint’ ycranossieHa, KOHEYHBIN IIBET BBIYUCASETCS KAK [MPOMU3BEICHUE BCEX 3

,Z];eIL/'ICTByIOHH/IX JIAIT - MHO2KHUTEJId, IBETa KOMIIOHEHTDBI U IIBE€Ta TEKCTYPLI.

Diffuse

Multiply 0.5 Color |

Mo IC Records Tint »

Puc. 3.1: Unrepdeiic MyabTUNINKATHUBHON MOIEIN HAJOKEHUS TEKCTYPhI.

Bxkianka Emission

Emission mcmonb3yercs TOALKO Ay Melnel, aBIdioNnXcd WITOHUKAMM cBeTa. Keam y
MaTepuasia 3aaH HeHYIEBOI mapamMeTp emission (Mau IPpUKPETIeHa TEKCTYPa), TO OH aB-
TOMATUYECKU CTAHOBUTCs u3stydarommm (u uciyckaer goronst B meroge SPPM!). Cronr
ydecTb, 9To cBeTdrmecs Mern camnarcsa B Hydra (s Path Tracing-e) Tosbko mpu momo-
IITA HESIBHOM CTpATErny CIMILTUPOBAHUS. DTO O3HAUAET, TAKON MCTOYHUK YIUTHIBAETCS
TOJIBKO TOT/Ia, KOT/Ta OTPayKeHHBIN JIyd caM B HEro TomaJja caM, ciaydatino. Takaa Mogens
XOpOIIO paboTaer, eCiu MeIll UMeeT peaHblii pazmep (He CTPEMANMHAC K HYJII0), & ero
TIOBEPXHOCTL He CauIKoM gpkad. l[lostomy Ecim Bam HYy:XKHO cMOmenmpoBaTh SpKuit
MCTOYHWK CBETa MaJIeHbKOTO pa3mMepa, emission jjid 3TOro MCIO0JIb30BaTh HE PEKOMEH-

Ayercd - Jiy4duie Co34aThb UCTOYHUK CBETa ABHO.

Bxragka Diffuse

Jlamnag koMmoHeHTa oTBedaer 3a jgambeprorckyio wacts BRDF momenn.

Bxaaaku Specular u Reflectivity

ﬂaHHbIe KOMIIOHEHTHI OTBEYaI0T 3a 3€PKaJIbHbBIEC OTPaXXKaTeJIbHbIC CBOMCTBA. HpI/I 9TOM

BKJIaJKa Specular OTBEYa€T 3a 3€pKaJIbHbIE CBOICTBa B OTHOIIIEHUN IpAMOro OCBEIICHUA
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(6yukm), a Braagka Reflectivity - 3a ocrambuble oTpakenus. /Inst Toro 4Tober mare-
puas 61T PUINUECKN KOPPEKTEH, BaM HEOOXOIMMO MMeTh OTHHAKOBBIE TTAPAMETPHI /TSI
Specular u Reflectivity. [duis yrobcTBa BbI MOKeTe UCIOb30BaTh rajiky 'Lock Specular’ B
pasnene Reflectivity (pucynok 3.2). Paznenenune na Specular u Reflectivity ocrasneno ma
ciydall ecju 1o Kakou-aubo npuunne Bam weobxogumo ybparh 6JuKu ¢ onpejieeHHo

MOJeIN, WK CAEJIATh UX JAPYTUM IIBETOM.

Specular

Multiply Color

Tint

Color

Tint

Fresnel IOR

Fresnel ecular

Puc. 3.2: Unrepdeiic 3epkaibHBIX 0TparKaTelbHbIX cBolicTB MaTepuasia. Yekbokce 'Lock

Specular’ aBromaruuecku xkonmpyer napamerpsl Reflectivity B Specular.

Haubonee Baxkubim siBasercs napamerp 'Cos power’ Wi aHaJOTHIHbBI eMy glosiness,
KOTODBIH 3371aeT MaTOBOCTEL oTpaxenuit ('glosiness’) maa secex tunos BRDF. g Jla-
MEpPTOBCKHX TIOBEPXHOCTEl, OTparKeHne MMeeT KOCHHYCOUIAIbHOE pacpejie/ieHIe B Ha-
npaBeHnn HopMaju. 91o coorsercTByeT 'Cos power’ = 1. Yewm BhIIIe CTETEHbL KOCUHYCA,
TeM 00JIee PE3KOe MOJIYUAeTCs OTPayKeHue, T.K. OOJIbIIe JIydeill yXO[uT B HAIIPABJICHUU
UJIeaJIbHOTO 3€PKAJIBHOIO OoTpakKeHusi. B pesysibrare mikasa 'Cos power’ SKCIIOHEHIIH-
aJIbHAsT W 3HAUYEHUS 33 1aI0TCsI B mHTepBaje oT 1 g0 OGeckoneunoctu. Ha mpakrTuke 3a
6eckoHeuyHOCTh MBI cunTaer | muwumon. [Ipu 3navenun Cos power’ paBHOE OJHOMY
MUJIJTUMOHY OTParKEeHUsT CTAHOBUTCS TOJHOCTHIO 3€PKATBHBIM.

Yexbokc fresnel” umurupyer bpeHeIeBCKUe OTPAYKEHUS JJIsT IUJIEKTPUKOB. B 3T0M

cayaae 3uadenne '1OR’ u3 ceutka "Transparency’.

Bkiranka Transparency
TIpospaunocts B Hydra nmeer odenn cxoxkee onmcamue ¢ mpo3padHocTbio B VRay.
e Transparency - mBeT MOBEPXHOCTH IIPO3PAYHOIO 00'bEKTA.

e [OR - Index Of Refraction. ITokazaress mpesoMieHns.

Cos power - 1o ke camoe uro Cos power Jas orpaxkenuit. [lozBonsger nemarsb

‘glossy’ (MaToBbIE) IPENOMISIONE OOBEKTHI.

Fog color - miBer BHyTpHU 06beKTA. Ccmonb3yercs npu yueTe 3aTyXaHUd 0 3aKOHY
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Puc. 3.3: UnmrocTparms pacrpeseseHus CBETOBOM SHEPTUH JJIA PASIUTHBIX CTereHeid

KOCHHYCA.

Byrepa-Jlambepra-bapa.

e Fog multiplyer - murOkuTens napamerpa 'Fog color’. 3uauenue (Fog multiplyer)*(Fog
color) ecTb cremeHu SKCIMOHEHTHI B 3akoHe Byrepa-/lambepra-Bapa.

e Exit color - mper, KOTOpPBIHI MpWHUMAET Jyd, AOCTUTINUN TPEIEIbHON TIyOuHbI
epeoTpaykeHuil, HO TEM He MEHEeE He BBIIIEINA U3 TPO3PAIHOTO 0OBEKTA.

e Thin walled ykaspiBaer Ha T0, IT0 OOBEKTHI C ITHM MATEPUATIOM TOHKHE. DTOT TEK-
OOKC MMeeT CMBIC BKJIHOUATh, HATPUMED, €CJIM Bhl HACTPAUBAETE MATEPHUAJ OKHA,
CMOJIEJIMPOBAHHOI'O TOHKUM KYCKOM ILJIOCKOCTH. OT TakuX 06'bEeKTOB OYIyT BHIUUC-
JaaTbea nperabie Tenu. Thin walled Takeke mHeoOx0aMMO yKa3bIBATH JJjid aabda-
TecTa, KOIV[a Bbl peajiu3yere JIUCTBY JepebBeB WM TpaBy. B 3rom ciyuae Bam
HYKHO B CJIOT TEKCTYDbI IIPO3PAYHOCTH yKa3aTh TEKCTYpy C opacity, ormerurs

Thin transparency kak 1, a ner mpospadnoctu ycranosuts B (0,0,0).

ITapamerp Transparency caesian Jjs TOTO, YTOOBI UMATHPOBATH TPOCTYIO MPO3PATHOCTH
(6e3 yuera 3aryxanug BayTpu obbekTa). [lapamerp "Fog color’ - mamporus, nmpesnasna-
YeH WUCKJIIOYUTEIBHO JJIsd ydera 3aryxanud. PaccMoTpum (pOpMysy, HCIOJIB3YEMYIO B
peHJepe JIUis yaeTa 3aTyXaHus (BBIUUCICHNs] TOBTOPAIOTCS JTst KazK/I0r0 [IBETOBOTO Ka-

Hasa -r,g,b).

opacity = max(1— fogColor,0)* fogMultiplyer (3.1)
1.0
attenuation = transparencyColor * ( - (3.2)
exp(d x opacity)

3xech d - paccrosinue, npoiijennoe BHyTpu obbexkTa. 1lpu aToM ciienyer yyects 4To cusia
3aTyXaHWd 3aBUCUT OT PeaibHOTO Macmrada crenbl. 13 dopmyssr 3.1 Bugno, aTo ma-
pamerp transparencyColor(Transparency) Biusier Ha 3aTyxaHue JIMHEHHO, a TapaMeTp
fogColor (Fog color) skcnonernuansro. [Ipudem, ncxogs u3 npusenennoil soime Ghop-
MYJIBI, HET CMBICJIA 33/1aBaTh 3HaUeHusi Fog color Beime 1 (Himke Hyss Toxke). Ecan Bel
XOTHUTE PEATU30BATH MPOCTYIO MPO3PATHOCTH HE3 yuera 3aTyXaHUsl, CTABETE MapaMeTp

Fog multiplyer B 0.
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Puc. 3.4: Hemoucrpanusi Fog color m Fog multiplyer. Yem 6oabme napamtp Fog
multiplyer Tem OnICTpee 3aTyxaeT cBeT BHyTpu mpospaunoro obwekra. Fog multiplyer
yBeJIUYUNBaeTCs caeBa Ha npaso. Chaenyer yuectb uTo mpu 3ToM Transparency Ha JaH-
HOM CKpHHITIIOTE ObLT mocTasieH pasubiM (0.95, 0.95, 0.95) s Becex 3 Kopobok (To ecThb

UX OBeT 0OYCIOBJICH TOIBKO 3aTyXAHHEM).

Puc. 3.5: Bamanue napamerpa Cos power (1000000, 4000, 500). 13-3a Toro 4o mpwu
opeJoMJICeHU JIYq IPOXOAUT Yepe3 IMOBEPXHOCTH ABAXK/AbI, IIPHU TEX-2KC 3HAYCHUAX COS

pOWer npeoMJieHusi Oy/IyT PAa3MbIBATHCH HAMHOI'O CUJTHEE OTPAKEHUI.

Bxranka Relief

JlamHas BKIAIKA CIYKAT 71 HACTPORKN MUK POpeibeda IOBEPXHOCTH Ha ocHOBE Normal
Bump xapt. B cior ‘Normal Map’ pekommergyerca nomermark umenao Normal Bump,
KapThl, COJlepKaIiue KapTbl HopMaJeil. O HaKo, MOXKHO HCIIOJb30BAThL U [IPOCThIE Kap-
ThI BBICOT. B cydae MCIIO/Ib30BAHUTS MPOCTHIX KAPT BBICOT mapaMerp 'Bump amount’
3a/1aeT CUJIYy UCKPUBJIEHUS] TIOBEPXHOCTH.

[Tapamerp height 3amaer rybuny 'poaasimBanus nosepxuoctu BHYTPs . Ecan height
paseH mysr0 win B NormalBump orcyrerByer kapra BeicoT (mpu ucmiosb3osanun NormalBump),
HCIIOJIb3yeTCst 00BIKHOBEHHDIN normal mapping. Eciu height we pasen mymio u 8 NormalBump
OPUCYTCTBYET KapTa BBICOT, JJI UMUTAIIMH MUKPOpeibeda HCIOIb3YETCS aJrOPUTM
"Parallax Occlusion Mapping’ u co3jaercs WIHO3WS HAJAIUS PEATbHON TeOMETPHH.

ITapametp Invert muBepTupyer KapTy BLICOT. /I MHBEPTUPOBAHNS KaHAJOB B HOPMAaJ-
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Puc. 3.6: ccepsl ¢ pazapiMu noKa3aTe My IpeaoMieHns (caeBa Hampaso - 0.8, 1.2, 1.6).
Ha camoii sieBoii cepe xoporio BujieH 3pdeKT MOJHOr0 BHYTPEHHErO OTPAXKEHUs! [11pK

oTCyTCTBUY (DPEHEJIECKOT MOIEIN OTPAYKEHUIT TIOSIBIIAETCS Pe3Kasi TPAHUI) ).

Marne ucroab3yiire crangaprabie dutaxku suyTpu NormalBump.



VmmopT crierst

YupaBieHue KamMepoit

Tone Mapping

Bxuagka Control

Hacrpoiiku rpaccuposkn my4eii (Ray Tracing)
Hacrpoiiku  rtpaccumposkum  myreii  (Path
Tracing)

Hacrpoiiku xsma ocsemennoctu (Irradiance
Cache)

Hacrpoiikn rmo6. doronmsx kapr (SPPM
Diffuse)

Kaxk npasunsHo nenarb Final Gathering

Hacrpoiikn kaycr. dorormbrx kapt (SPPM

4.1 IHmmopT cieHbl

CytrecTByeT 2 OCHOBHBIX CIIEHAPUS UMIIOPTA.

1. Ecnu BeI He ucnosbzyere 3ds max. 3anyckaere hydra gui.exe. File->Open Scene.
Haiitu nanky co cuenoit. Tanee soibpars tun daitna (’Collada(.dae)’ nau Internal
(.vsgf)), mocie gero BeiOparh HyKHBIH daiin. Haxars 'Restart’ wim Bpyunyio
zanycTuTh hydra.exe.

2. Ecan ucniopzyere 3ds max. 3amyckaere hydra gui.exe. B makce oTKphiBaeTe Ba-
Iy CIIeHY W B HACTPOiiKax pergepa ormedaere rajouky Use External Hydra Gui’
n naxxkumaere 'Render’. Ilocsie 3Toro penzgep 3amycrurcs ¢ COOCTBEHHBIM OKHOM, B
koTopoM Bl cmoxkere niosieraTs 10 crieHe. BaskHbI MOMEHT: ecjid XOTUTE [epeMe-
IATHLCS TI0 CIIeHe, B Pasjesie KaMepsl 3ajgatiTe i kamepwl Fuler’. Ecam xorure
SKCIIOPTUPOBATHL KaMepy u3 Makca, 3azaitre tun kamepnbl kak "UVN’. C UVN ka-
MepOoit JeTaTh He OYeHb YA00HO HO 3aTO OHA BCErJa KOPPEKTHO IKCIOPTUPYETCH.
Ecsn BB ucnosib3yere MexanusMm mnpoduseit, To nepes Haxkatuem 'Render’ B Mak-
ce, B TIATIKe CO CIEHOH (T/e JIeXKUT MaKCOBCKUit (haifr) co3maere myCToit TEKCTOBBI

daiin ¢ mmenem 'dummy.dae’. Janee File->Open Scene, ykazsiBaere 'dummy.dae’.

4.2 YmupaBieHue KaMepoit

YupasJenne Kamepoii ocytectsisgercs mpu moMorm kiaasum (W,S,AD); (Q,E); (R,F);
Barkarag kaasuia Shift ypesmausaer ckopocts nepemMertenns. Bul TakKe MOXKeTe yIIpas-
JIATH CKOPOCTBIO ITEpEMEITeHus IpH rmomortu ciaiifepa "FlySpeed’ Bo Bkajikke 'Camera’.
B roit ke sknagke FOV samaer texymmii yron o63opa). [Tapamerp 'Focal Plane Dist’

3aJIaeT paccTosinue 0 (hokamabHO mIockocTu a mapaMerp 'Lens Radius’ paauyc simH3bI
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U BJUSIET HA CUJTy pasMbIThs npu BKaovennn 3¢ dexta raybuns peskocru (DOF).

r) WUsmenenns FOV ne pmusior na UVN kamepy mockonbky s meé FOV Gepercs
U3 MAaKCA.

Tone Mapping

Cuna oreparopa TOHUPOBAaHUS M300PAXKEHUsT PETYJIUPYETCS IPU TIOMOIIH JIBYX CJaiijie-
pos (White Point u Strenght). White Point 3agaeT mopor spkocTu, moc/ie Koroporo Hadm-
HaeTcd paboTa omeparopa TOHUpPOBaHWSA, a Strength 3amaer cuay BHIpABHUBAHUS OCBe-
MICHUA. ()6I~)ILIHO7 YTOBI H306pa)KeHI/Ie BBITJIAE/IO BU3YaJIbHO dPYE€ HY?KHO YMEHLITTATH
White Point u yseamuuBars Strength. Eciin uzobparkenue uepecayp 3aCBE4€HO, YBEJIU-
gupaitre White Point. Eciiu ocserrienne ciuikomMm paBHOMEPHOe, yMeHbIaiTe Strength.
Yro6b1 3amycTuTh tone mapping HyKHO HaxkaTh KHOMKy 'Tone Map Again’. Kwomka
nHOT/Ia paboraeT He ¢ nepBOTo paza. HykHO HaaBuTh, MO/IEP)KATEL U OTHYCTHTL. He 3a-
OyapTe BEU3Y BMecTO 'Show simple image’ Beibpars ‘Show tone mapped image’. [asouka
'Bloom’ noka He paboTtaer. Bbl Takke MOKETe MOUTPATHCS ¢ TAMMO. Y MEHbIIEHIE TaM-
MBI 00BIYHO JeiaeT n3obpaskenne 6ojee HACHIIIEHHBIM, HO CHUYKAST BUAWMBIN BKJIA OT

BTOPUYHOI'O OCBEIEHUS .

Bxiragka Control

OcHOBHOE HAa3HAYEHME ITOH BKJIAJIKKU - BEIOOD pa3pelieHns u 3aIlyCK PeHjiepunra, (KHOI-
ka 'Path Tracing’). Ilpn nazkarun kronku 'Irradiance Cache’ 3amyckaercsa paccder Kama
ocsereHHocTr. UT00bI Ho/IyunTh (huHATBHOE N300paKEeHUe MOC/e OKOHYAHUS PACUETa

Hy»KHO HaxKaTb 'Path Tracing’.

R (DOTOHHbIe KapThl HE YOPABJIAKTCA U3 3TON TIaHEJIH. OHI/I ABTOMATUYECKHU BKJIIO-
JaTCs €CJIM YCTAHOBJIEHBI COOTBETCTBYOMMEe dekOokcehl 'Enable’ u 'Progressive’.

r) Pexum Multi-layered noka mejnocrynen npu ucnosnbszosanuu saenisero ryu. B
TeKylneil Bepcuu ero paboTy MOXKHO OLIEHUTDH TOJILKO LIPH MCIIOJIb30BAHUY DEH/IEPa

B MaKce.

R) Bwecro xnonok Path Tracing u "Trradiance Cache’ moxuo ucnonb3osars Kiasu-
mwm P u I B ocHoBHOM OKHe penjepa (korza oHo 3axBaruso dokyc). Ho Gyunpre
ocropoxubt! Ecnu Ber 3anycruin Path Tracing knasuineit a moToM 9T0-TO TTOMe-
HsieTe B OCHOBHOM gui, peHzep copocutcs. UToObl 3TOrO He NMPOM3OIILIO TTEPBBIM

n3MeHeHneM JI0JIKHO ObITh Haykarne KHonku "Path Tracing’.
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Hacrpoiiku Tpaccuposku syueii (Ray Tracing)

Tny6una TpaccupoBku (BepHEE KOJMIECTBO PACCIUTHIBAEMbBIX TIEPEOTPAYKEHWI ) 33148TCS
B 'Ray Tracing’ -> 'Ray Bounce Num’. [Ipu atom nosie "Diff bounce Num’ orpanuuunsaer
KOJITIeCTBO A DY3HBIX MEPEOTPAKEHUI. DTO UMEET CMBICH JeJaTh TIOUTH BCEr/a, Mo-
CKOJIBKY Tocsie 2-3 mudDy3HBIX TepeoTparKeHnii MyTh BHOCUT OUYeHb MAJEHBKWH BKJIAT
B m3obpaxkenne. Yexkbokc 'Show Statistics’ BritouaeT orobpaskenne CTATUCTUKU B OKHE
pengepa. Jlucrboke Measure orobparkaer, /iy KaKUX TUIOB JIy4deil ITPOU3BOISATCH W3-
Mepenusi. Hactpoiika Ray reorder m pattern Bk/OYaroT COPTHPOBKY WU YILJIOTHEHUE
gyueit Ha GPU ¢ 1esibio0 TOBBIIIEHNsT TPOU3BOAUTEIBHOCTH TpaccupoBku. Ha HacTos-
MU MOMEHT SKCIEPUMEHTHI TTIOKA3BIBAIOT GECIIONE3HOCTE 9TOrO PelleHusi (COPTUPOBKA

JIA€T TPUPOCT B CKOPOCTHU, HO CJMIITKOM JIOPOTasi cama, mo cebe).

) Ilpu BKMIOYEHHOH COPTHPOBKE HEKOPPETHO CYMTAETCs OCBEIIEHHe OT KapT OKpY-

xernd. He BrrowaiiTe COPTHPOBKY JIydeil, OHa BCe-pABHO HUYETO HE JaeT.

Hacrpoiiku Tpaccuposku myteit (Path Tracing)

Chaiiep 'Min Rays Per Pixel’ orBedaer 3a MUHHUMAJIBHOE YHCJIO COIMILIOB HA TTHKCEJ.
CootsercrBentno 'Max Rays Per Pixel’ - 3a makcumasnsuoe. Relative Error 3amaer xe-
JIAEMBIH YPOBEHb OTHOCUTETHHOU OMMUOKU B MPOIEHTAX [JIsT 3HAUEHUS OCBEIEHHOCTH.
PekoMertyercs BICTaBIATH 9TO 3HaYeHUE B mHTepBaJse oT 2 10 5%.

Jamee 110 4eKOOKCaM:

e Draw Blocks orobpakaer akTuBHbIe 6JI0KH (OJIOKH HAJ/l KOTOPBIMHU €III€ UIET Pac-
ger) ma skpane. Hexkbokc 'Stupid Mode’ 3amyckaer Tpaccuposky 1myTeii 6e3 Teme-
BBIX JIyYeil.

e Stupid Mode BbikJIOUaeT TEHEBBIE JIYUU U UCIIOJIb3YeT TOJbKO HEABHYIO CTPATErUI0
COMIIJINPDOBAHMW A. B OCHOBHOM 3TOT DEXKUM HCIIOJIbB3YECTCA Jjid BepI/I(i)I/IKa]_[I/II/I.

e 'Causrtics(PT)’ Brirogaer paccyer KayCTHKOB [IPH TIOMOIIH TPACCHPOBKHU Ty TEi.

e RR - BrO9aeT pycckyio pyiaerky Ha warp. OTKIIOUNTE ITOT 9eKOOKC, €CTM Ha
n300paAKEHUH MOSBJSIOTCS OCTAETCS 3aMETHBIN TPSIMOYTOJIBHBIN TITyM.

e QMC - ucmosib3yeT KOTepEeHTHBIN KBa3 MOHTE-KAPJI0. YCKOPIET TPACCUPOBKY JIy-
geil 10 3 pa3. Bee Jiyun mCHOB3YIOT OJHO COCTOSIHUE CJYJIARHOTO TeHepaTopa, B
pe3y/bTaTe Yero BMEeCTa IIyMa MOABJsgeTcd baHuHr .

e Coherent - mCoONB30BAHWE OJHOTO COCTOSHWS TEHEPATOPA CAYIAWHBIX THUCEST HA

warp. IlepemernuBaer mukcebl uTobbl yopars banding. Ho sTo cirabo momoraer.

) Ucnonssyiire QMC uiu Coherent Tosbko eciu Bbl 3apanee 3nauere, 4to Oymnere
cuuTaTh JI0 NPeIeJbHOro Kadecrsa (ckaxkem 1-2% ornocuresbhas ommnbka u 8-16
roicad "Max Rays Per Pixel). B srom ciyuyae 9Tu pexkumbl JajyT 3HAYUTEIBHOE

YCKODeHHe.
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R) Tem me memee QMC xopomo paboraer wa outdoor crenax gaxe NMpH OOBIYHBIX

HaCTpOMKax.

Hacrpoiiku karma ocsemennoctu (Irradiance Cache)

B neitcrBuTesbHOCTH, HECMOTPST HA OOWIME TApaMeTpPOB B JAaHHON BKJaJ Ke, Bam Mo-
JKET MOHAHOOUTCS HACTPAMBATD JIMIIThL HEKOTOPBIEe 3 HuX. Jlasee stu mapamerpsl OyayT
BBLJEJIEHE] TTOTIepKIBAHNEM.

Hamnbosee paxknuprit mapamerp Max Passes Num - MakCHMaIbHOE YHCIO TMPOXOIOB.

Ero myx)HO yBeIuuuBaTh B CAydae ey Ha M300parKeHUN 0CTaIUCh HeDOJIbINe YepHbIe
0b1acTh, He TIOKPBITHIE KITEM OCBEIEHHOCTH.

Hamee WS Error (World Space Error) Hy:KHO yBem9IuBaTh €CJIH HA TIAIKAX TIOBEPX-
HOCTSIX BBI BUJIUTE UPE3MEPHO HOJIBIN0E TUCTO TOUEK.

ITpu srom SS Error (Screen Space Error) na camom gene 3ajgaer He ommbKy a MHO-
JKUTEJIb U €ro MpHU HEJIOCTATOYHOM KadeCTBE MOXKHO IONPOO0OBATH YBEJIUYUTH, B DU
IPE3MEPHO BOBITIOM YUCIe TOUEK HA0H0POT MOKHO YMEHBITATh. CHHXPOHHO BCe 3 TITY-
ku. Hudpor 1, 2 u 4 0603HA9aI0T MHOXKHUTE/Ib IPH OIEHKE PASHUILI B OCBEIICHHOCTH
Mex iy coceanmm (1), KaxK M BTopbiM (2) n KaxapiM 4-biv (4) nukceasmu.

Draw Records mo3BoJisier BaM yBUIUTE MOJOXKEHUST TOUEK (3aIruceii) KIIa OCBeIeH-
HocTH. Jisi 9TO# 1esin Takyke MOXKHO MCIOJIB30BaTh KHOMKY "B’ B OCHOBHOM OKHE DeH-
Jlepa.

IC Evaluation 3ajaer crnocob KOHTpOJsS OMUOKKA IIPU BBIYUCIEHUU OCBEIEHHOCTH
B Toukax k3ma. Fixed - dukcuposanHoe umcio Jydeir (camMo 9mMCIO 3a/a€TCs HUKE).

Progressive - BBIYHUCJICHUE Ha OCHOBaHHNH KOHTPOJIA OIHOKH.

Hacrpoiiku rio6. doronubix kapr (SPPM Diffuse)

e Yekboke Enable Brirouaer ucmosnb3oBanne hpOTOHHBIX KapT (BepHee ryiobasbHOM
dboronHOIT KapTHI).

e Yekbokc Progressive - nenaer doronnbie KapThl TporpeccuBubiMu. [Ipu aTom eciu
BbI XOTUTE HCIIOJIB30BATH HEIIPOT'PECCHUBHBIC dDOTOHHbIe KapThbl, BaM HeO6XO,ZLI/IMO
BPYUYHYIO 3aIlyCKaTh TPACCUPOBKY (DOTOHOB Tipu momornu KHOmKH 'Single Pass’.
Bwmecro aToit kHomKu MOxKHO HaxKarh 'Shift+P’ B okHe ocHOBHOIO pengepa.

e Yekbokce Visibility Tracing gobasniser mpeaBapuTe/bHBIN STAM ONPEIETEHUS BH-
JIUMOCTHU. DTOT STAI HYXKEH, €CJIU 3HAYUTETbHOE YUCIO (DOTOHOB MOI'YT 110 KaKOi-
b0 IpUYMHE U3 MCTOYHUKA CBETA MONAJATh B HEBUAMMBIE 001acTH (HAIPUMED,
CBET NPOHUKAWOIINY Yepe3 OKHO B KOMHATY; B 9TOM CJAy4ae 3HAUYUTEJLHOE YHUCJIO
doronos GyayT ocraBarhca Ha 06PATHON CTOPOHE CTeHbI). JIAHHBINA PEXKUM TTO3BO-
JIFeT He COXPaHITh (POTOHBI HA, TAKUX 'HE3HAYAINX TOBEPXHOCTIX W, TAKUM 00pa-
30M, yBesmauBaeT >PdEeKTUBHOCTD peHaepunra. Jlanubiii 9eKO0KC BINSIET TAKIKe

U Ha KaycTudecKne (DOTOHHBIE KAPTHI.
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Max Photons(K) 3amaer pasmep Gydepa B Thicaaax hOTOHOB (HATPUMED 3HATECHWE
1000 ozrauaer 1 Munon GOTOHOB), B KOTOPOM aKyMyJupyOTCcs GoToHBI (st 1
uTepaiyn, eciu GOTOHHBIE KAPTHI MIPOTPECCUBHBIE).

Initial Radius - Paguyc cbopa st niiobasibHOM HOTOHHON KapThl. 3aJaeTcs B 10~
Jsix o7 pa3mepa cienbl. Hanpumep 3navenume 0.01 o3nadgaer, uro pajaumyc cbopa
Oyzer paBen 1 cOTOM MaKCMMATLHOTO Pa3Mepa CHEHbI (10 OCAM X,y WJIH Z).

Store Bounce - BayHc, HaunHas ¢ KOTOPOTO PA3pEIIeHo COXPAHATH (POTOHBI. 3HAUE-
are 1 uCIoIB3yeTCd M0 - YMOTIAHWIO U 03HAYAET 9TO (POTOHBI OYIYT COXPAHATHCH
TOJILKO TIOCJIe TIEPBOTO TIepeoTpaykeHnud. B aTom ciyuae Bo BpeMsi cbopa, TepBUd-
Hasd OCBEIIEHHOCT WBBIYNACIIACTCA KaK PaHbIIE MTPA NOMOIIA TPACCUPOBKM JIyUeil,
a POTOHHAS KAPTa MCIIOIB3YETCS I AIPOKCUMAIIUA BTOPUIHON OCBEIEHHOCTH.
Takoe periierne M0O3BOJISET 3HAUYUTENBHO CHU3UTH YHUCJIO HEOOXOIMMBIX (DOTOHOB
JIIS JIOCTHUYKEHUS TOM »Ke TOUHOCTH.

Gather Bounce - auddyzubiit 6ayHc, HaumHasi ¢ KOTOPOro 3ajeiicTByercs cbop
oceerienHOCTU. e pasen 0, UCMOIB3yeTCsT TaK HA3BIBAEMAS PSMast BU3YaTH3a-
st poronuoit kKapTel. Eciu 1 - Final Gathering.

Re-Trace Each Pags Of - wacrora neperpaccuposku ¢gpoToroB. Hampumep 3nasienmne
4 ozunagaer 4TO peHgep Oy/eT BHIMOJHATHL TPACCUPOBKY IIyTel W3 BUPTYAJIbHOM
KaMepbl 4 paza, 1Mocje 4ero BHIOJHUAT MEPETPAacCupoBKy ¢oronoB. IloToM cHoBa

4 paza Oyzmer TpacCHpoOBaAThH IMyTH W3 KAMEPHI.

4.8.1 Kak npasuasno genats Final Gathering

4.9 Hacrpoiiku kayct. dporonubx kapr (SPPM Caustic)

Yekbokc Enable Britouaer paccyer KayCTUKOB IIPU ITOMOIIM (DOTOHHBIX KAPT.
Yexb6oxc Progressive - jiejiaer (hoTOHHBIE KAPTHI IIPOIPECCUBHBIMU. UTOOBI NCIIOTH-
30BaTh HEIIPOTI'PECCUBHBIC (bOTOHHbIe KapThI JJid KayCTUKOB, HeO6XO,ZLI/IMO BPY4YHYTIO
3aIlyCKaThL TPACCUPOBKY (POTOHOB IPH IIOMOIIN KOMOMHAINK KAaBHIIL 'Shift+0’ B
OKHEe OCHOBHOTO PEHEepa.

Yexb6oxc Visibility Tracing B 3T0ii BKJIaJIKe OTCYTCTBYET, HO OMPE/IEIEHUE BUIUMO-
CTY UCTOJB3YETCS W KOHTPOJIMpyeTcs dek-00kcoM BO BKJaake SPPM Diffuse.
Max Photons(K) 3amaer pasmep G6ydepa B Thicsaax hbOTOHOB (HATIPUMED 3HAUCHNE
1000 ozragaer 1 Muainon GOTOHOB), B KOTOPOM aKyMyaupyTcs ¢Goronsr (s 1
ureparyu, eciim HPOTOHHBIE KAPTHI MIPOIPECCUBHBIE).

Initial Radius - Paguyc cbopa jiist kKaycTudeckoit (pOTOHHO# KapThl. 3a/1aeTCs TaK-
JKe B JIOJIX OT pasmepa crienbl. Kak npaBuiio, paguyc cbopa, s KayCTUKOB JT0JI-
JKeH OBITh CUJIbHO MeHbINe pajauyca cbopa ajis rinobasabHoit HOTOHHOM KAPTHI.
Caustic Power - MHOXKUTE/B, OTBEYAIONTHI 33, SPKOCTEH KayCTUKOR.

Re-Trace Each Pass Of - wacrora nmeperpaccupoBku GOTOHOB. AHATOTUIHO TAKOMY

ke nmapaMerpy B Bo Bkjajke SPPM Diffuse.
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