VrayMultiStageRender

VrayMultiStageRender — YTunuta gnsi peHgepuHra B 2 atana aHMMUPOBaHHOW KaMepoiA.
Ha 1-m npocuntbiBaetcs LightCache B pexume Fly-Through u Irradiance Map B pexume incremental add to current map, a Ha 2-M UaeT UHaNbHbIA PEHAEPUHT.
Takoli nogxop No3BOsISAET NOMYYUTb A1 BCEX KaApOB OANHAKOBO BbICOKOKAYeCTBEHHYHO Irradiance Map 3a MeHbLUee BpeMs.

OCHOBHbIe 0COOEHHOCTHU:

MpocueT B ABa 3Tana A1 nonyyYyeHnst 6onee kKaueCTBEHHOIO PeHAEPUHIa 3a MEHbLLIEE BPEMS.

Moanepxka ceteBoro peHaepuHra (BackBurner, Vray Distribute Render, Duma)

B0o3MOXHOCTb ncknoumTb U3 npocyeta Global lllumination VrayFur, RPC, HekoTopble UCTOYHMKM OcBeLLeHns 1 Displace.
ABTOMaTn4yeckoe cosfaHve aHMMMpoBaHHOM kamepbl VrayCam.

CoszpgaHue nognanok ana RenderOutput, RenderElements n irradiance map.

ABTOMaTM3npoBaHo nmeHosaHue LightCache, Irradiance map, RenderOutput u RenderElements.

. NnTepgoeitc
. PexomeHayemble HacTponku Ans
npocyeTa aHUMaunn.
4. Rendering HECKOJ/IbKMX KapOoB
(MHTEpbep unun aKkcTepbep)
Kak pa6otaet VrayMultiStageRender.
5. TBUKN.
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¥rayMultistageRender v2.0.3 E Tab HacTpoek ansa rendering 1-ro Stage. ¥rayMultiStageRender v2.0.3 F Tab HacTpoek ansa rendering 2-ro Stage.

1t Stage | 2nd Stage | Common | About | Rendering irradiance map 15t Stage | 2nd Stage | Common | About | Rendering Final Image.
B pexume incremental add
I To Stoge | _ 7z = 5nd Stage ] yﬂp_aBneHme npocyeTom Displacement, Reflective
Light Cache B pexume Fly-through. Caustics, VrayFur n Real People Creation(RPC)
— ray options: ~ Yray options: npu rendering final images.
m ¥ Displacement | Gl Caustics [1] Ynpasnenue npocuetom Displacement, Reflective .- ¥ Displacement [ Gl Caustics *Reflective Caustics 6yget paboTarb TO/IbKO
: Caustics, VrayFur n Real People Creation(RPC) _ coBMecTHoO ¢ Detail Enhancement.
Al e npwv rendering irradiance map. - Hender Objects: BkntoueHune npocyeta final images B ramme 1.
I WRayFur  RPC Reflective Caustics npu npocyeTe irradiance map v WRayFur ¥ RPC Heo6xoaumo npu nocneaytoLeil 06paboTke
OFf Lights List peKoMeHyeTCs OTK/Io4aTh. Off Lights List NPOCYNTaHHOIN CEKBEHLMN KaApOB B NporpaMmme
- = Cnncok NcTouHrkoB CBeTa, BbIK/IOHYAEMbIX NpK o . KOMMOY3WHra.
IZ: ITPhntnmetncnghtD'l_‘ [ @ Endering irr. map. P I TPhatornetricLig! xr.U.__I M eHym sbiBopa Network Manager.
| T T | [3] fo6aBnenvrelyaaneHue U3 cnmcka UCTOUHUKOB e AocTtynHbl 3HaveHus - Off, BackBurner, Duma.
L= s it niod e R il cBeTa. I P - AKTUBU3MpPYETCA ans oboux Stage)
~ Network manager [4] MeHto BbiGopa Network Manager. vis B 1.0 S cnabie Use Network Job Dialog - ecnivt BbiGpaHa aTa
E IBackBumer L' JocTtynHbl 3HadeHnsa - Off, BackBurner, Duma. onuud, To Npu oTNpas/IEHNN Ha NPOCYET Yyepes
AKTUBM3NpPYETCS An1s o6oux Stage) |- Metwork manager: 2nd Stage | BackBurner kaxgoro 3 Stage 6yget
5 ™ Use Metwark Job Dialog Use Network Job Dialog - ecnv BbibpaHa aTa — Network manager akTususmposaHo okHo Network Job Dialog ans
onuus, To Npy OTNPaBNEHNN Ha NPOCYET Yepes 60/1ee TOHKOW HaCTPOIiKN CETEBOIO NpocyeTa.
6] I Wray Distributed Rendering BackBurner kaxxpaoro u3 Stage 6yger 3] | BackBumer | Mpu aTom ponnayT BackBurner Render 6yaet
akTuBm3npoBaHo okHo Network Job Dialog ans 4 ™ Use Network Job Dialog HeOOoCTYMEH.
{ BackBurner Render | 60nee TOHKOW HaCcTPOIiKN CETEBOro NpocyeTa. (AkTnBM3MpYeTCAa ansa obounx Stage)
Mpwn stom ponnayT BackBurner Render 6yaet E ™ “rap Distributed Riendering BkntoueHue Vray Distributed Rendering.
E o HefOoCTYyMeH. HauvHasa c Bepcumn Vray 1.5 SP3 Vray DR
[ suspend [ include maps A . .
KTMBM3MpyeTcsa Ans obomx Stage) { BackBumer Fender ] nogaepxveaeT npocyert irradiance map
— Pick Servers: 6. BkntoueHue Vray Distributed Rendering. B pexume incremental add.
HaunHas c sepcum Vray 1.5 SP3 Vray DR 6./ HacTpoiikn gns npocueta yepes BackBurner.
e NoAJepXuMBaeT npocyer irradiance map [6] I suspend [ include maps (BbiGOp cepBepoB, Ha KOTOpbIE GYAET OTNPABIEHO
ucube B pexume incremental add. e e 3ajaHvie, BO3MOXHOCTb OTNPaBNTL 3aaHune B
HacTpolikn ans npocyeta yepes BackBurner. pexume Suspend)
(Bbi6op cepBepa, Ha KOTOpbI ByaeT oTnpaBneHo :s:ur'ur'l_','”_"_"jP [na 2-ro Stage foCTyneH BbIGOP HECKO/IbKNX
3ajaHne, BO3MOXHOCTb OTNPaBuTb 3agaHne B CepBepPOB.
. pexvme Suspend) [7] Ans kaxporo s Stage MoxHo 3agaTh cBoii Time
1= Time Output: 13t Stage \l [na 1-ro Stage AocTyneH BbI6GOP TONbKO OAHOro Output. Hanpumep irradiance map M0OXHO
E ¢ Singe 0 Eve: [T 2| N cepsepa. L nocunTark To/bKO Ans Kaxaoro 10-ro kagpa, a final
® Active 0-2 [8] insa kaxporo n3 Stage MoxHo 3aaaTh cBoli Time images nocuntatb A1 KaX4oro kagpa.
¢ Range |U 3| w[i0 2 Output. Hanpumep irradiance map MOXHoO E [- Time Output: 2nd Stage | Ponnayt goctyneH npu BbIK/IOYEHHOM YeKboKce
" Frames |03 nocunTaTb TO/IbKO AJ1A KaX/A0ro 10-ro kagpa, a final ¢ Single O Every: [T 2] Lock Time.
— 1" images nocuntatb 418 KaXA0ro kagpa. 6 Acive 0-2
— PonnayT gocTyneH npu BbIK/IIOYEHHOM YeKkboKce ¢ Range |0 2| to[700 2
ooy | Tock Time. Lock Time. b
7 Use Light Cache Stage 11— 9] Use Light Cache Stage - cTaHOBUTCS OCTYMHO
T Shutdown  Set | @ npu rendering 1-ro Stage ¢ nomowpto Vray
Distributed Rendering. I Mock i
Cloze | 2| Ceiiuac rendering Light Cache He pacnpegensietcs S g Light Cache Stage
k--studio.com Mo ceTu Aaxe c ncnonb3oBaHmem Vray Distributed I iShitdevr: lSar
Rendering.
Wcnonb3yite 3Ty onumio AN T0oro, 4To6bl BaLum Cloze | 3
cepsepa He paboTasi O4HOBPEMEHHO Haf, K:-studio.com

NPOCYETOM HepacnapasieniMBaemoli sagaqn.
BbIK/IlOYEHNE KOMMbIOTEPA MPU JIOKaSTbHOM
npocyeTe nocsie 3aBepLUeHNs.
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¥rayMultiStageR ender ¥2.0.3 B |

15t Stage | 2nd Stage | Common | About |
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i+ Render Dutput 5 ettings i
o - Wray Quick Settings |
— Dutput Size:;
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— G i
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— Light cache:
" Single Frame :
& Fly-through g
¢ From File [400 =
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— Image Sampler;
IE  MNone @ DMC: r'l_ﬂ |4_ﬂ
—DMC Sampler:

MNoise treshold: IIZI.EI'I =
Global subdivs: [10 -
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Tab o6wunx HacTpoek rendering.
Rollout “Vray Quick Settings”

¥rayMultistageRender v2.0.3

15t Stage | 2nd Stage | Commaon | About |

Render Output Size.

[2]] Global lllumination

3.| Detail Enhancement.

I'IepeKmoLleHl/le Irradiance map u Light Cache

L+ ¢ Custom path

B pexum From File (On)

Irradiance map B pexum Incremental Add
Light Cache B pexum Fly-through.
5.|Subdivs gnsa Light Cache.

6./ Pasmep coxpaHeHHOWN Ha XXeCTKWiA ANCK
Irradiance map.

7.|YnaneHne n3 RAM lIrradiance map.
8.|3arpy3ka B RAM paHee COXpaHEeHHOI Ha

I |Fiender0utput 5

- Render Dutput Setings |

— RenderQutput:

@ MaxFilePath\Subfolder
Subfolder:

XecTkuin auck Irradiance map.

C knasuwein SHIFT oTkpbIBaeTCA MEHI0 Bbibopa
ainna.

9.|Irradiance map preset.

Filenarne:
|]l‘--1 ulticamTest _ong_ v Auto
Standart; Wray:
I.tif j v I,e:-:r j v
—HenderElements:
HenderDutputsSubtalder;
|RenderElements I it LI

% HacTpoiikn Image Sampler n DMC Sampler.
11.|Co3gaHve aHUMMpPOoBaHHON kamepbl VrayCam
13 unhided cameras,

ONMHa aHMMaunn, COOTBETCTBEHHO,

¥ Use Outgut Filenarne as Prefiz.
[~ Elements Active.

6yaeT paBHa KO/IMYECTBY Kamep. [7]
VrayCam aHUMUPYEeTCSt B 3aBUCUMOCTM OT UMEHU
NCXOAHbIX KAMEpP U YHAc/eyoT 60/bLUNMHCTBO X
napameTpoB -

Takux kak Environment range, Clipping Range u T4,

BaxHO: uTO6bI NapameTpbl Environment range u
Clipping Range 6b1/11 KOPPEKTHO NEepeHeceHbl Ha
VrayCam,0oHV J0/MKHbI ObITb BK/IHOYEHbI Yy BCEX
Kamep, 0lHaKO 3HauYeHusa ux, pasymeeTcs, MOryT
6bITb pasHbIMW.

Cnucok ncxogHeix ana VrayCam kamep.
unhidden cameras)

Bbi60p 1 nepexof B BUA, U3 aKTUBHOW B CMMCKe
Kamepebl.

C knasuwweli Shift ko Bcem VRayPhysicalCamera
NMPUMEHSIITCA Takme napameTpbl BblIOPaHHOW
Kamepsbl Kak vignetting, whiteBalance,f_number,
shutter_speed, ISO,clipping n o6HoBNAIOTCA
napameTpbl aHUMUPOBaAHHOM Kamepbl Vraycam.

Pexvnm BU3yasibHOM NPOBEPKN 0OBLEKTOB,
3aC/IOHALWNX TEKYLLWNIA BUA.

Vicnonb3yeTcsa anis HacTpoliku clipping.

Cpaenartb BblbpaHHble 06BEKTbI HEBUANMbLIMM

[1]+

[2]

RenderElements | |d-manager !

— Indirect illumination folder:

RenderdutputsSubfaolder: |

Tab o6uux HacTpoek rendering.
Rollout “Render Output Settings”.

MyTb k RenderOutput dhainny.

Custom path - 3agaTb abCOMOTHbLIN NYTb K doainy.
MaxFile path - 3agatb nyTb K Output danny
OTHOCUTENBLHO dainia CUEHBI.

Set path k Output cbaiiny.

AKTMBHO npu Bblbope Custom path.

Vmst Output cpaiina.

Bbi6op chopmara Output chaitna v BkItoUeHe
coxpaHeHunsa B Common Render Tab n Vray Frame
buffer.

Bbi6op chopmata RenderElements haiinos u
yCTaHOBKa MyTu K paiiziam 0THOCUTENTbHO
RenderOutput folder.

I'Ip|/| BK/ItOYEHMM, K UMeHn RenderElements
chainnos gobaenserca numa Output dpainna.
OTkpbITb RenderElements dialog.
[8]3anyctuts ckpunt EffectsChannelSet

Ansa ynpasneHns ID matepuanos 1 06LEKTOB, a
Takke 414 3aaHus LBeTa kapkaca 00beKkToB.
Takke C ero NnoMOLLbI0 MOXHO aBTOMaTUYECKN
co3gaTtb render element MultiMatteElement .

[9] YcTanoBka nyTu k chaiinam irradiance map u light
cache oTHocuTenbHo RenderOutput folder.

Bl [l [o]

Create subfolders ‘ M Auto.

1= Metwork manager. 1st Stage |

— Metwork manager

IDuma

#

IT Use Wetwork Job Dislog

[~ Wiray Distibuted Bendering

B aKTVBHOM Kajpe A/19 Kamepsbl,
*He paboTaeTt npu cCeTeBOM peHAEpPUHTe.
*B03MOXHO NOAB/IEHNE YEPHbIX MATEH HA MecTe
CrpsiTaHHbIX OGBHEKTOB.

[167pn BbIKNIOYEHHOM Yekbokce Lock Time
napametpbl TimeOutput cTaHOBATCA 06LWMMY A1

- Alfred Render |
Comment; |
Exec order ITEJ Friority Wﬂ ﬂ
I Break frames....ooiie 50 |
| Every Nthframe............ ] =
E mail report
| 0=

Stipe backup Scene backuplSave to tmp

ob6ounx Stage.
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[10.| Cospanue Bcex Output folders.

HacTtpoviku Duma Network Manager.

BONbLUMHCTBO HACTPOEK 3TOr0 ponsiayTa
COBMajaeT C HACTPOKaMu CTaHAapTHOro Avasnora
Alfred render.

Break frames - ceiivac Duma Network Manager B
pexvme Every Nth frame peHgepuTt Ha ogHOM HoZe
6e3 nepesanycka 3dsMax, HO ¢ orpaHudeHnem 50
chpeiimoB (Boobule orpaHmyeHne okono 60 +/-

3T0 orpaHnyeHmne annHel cTpokn DOS)

[ns npocyeTta aHMMaumm ¢ 60/bLUIMM KOJIMYECTBOM
KaZpOoB CEeKBEHLMI0 HeobxoAnMo pa3bmBaTb Ha
Kyckn no 50 kagpos.

[na 2-ro Stage pekoMeHAyeTCcs BK/IOUYATb PEXUM
Tasks per Node.

Onuumio Use Light Cache Stage pekomeHayeTcs
BK/IHOUaTh, a Lock Time BbIk/1o4aTh.






