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OnTuMu3anysa Npoao/DKUTEJIbHOCTH BU3yam3anuu cuen ¢ Mental Ray

Paccmampuearomces cnoco6br onmumusayuu nPo00ANCUMENbHOCMU U3YAAUZAYUUY CYEH C UCNOAb308AHUEM BU3YANU-
samopa Mental Ray. [lposeden anaaruz ocobennocmeii Mental Ray, evisieaenbr Hacmpolku, okassiearoujue Hauboarvuiee
GAUSAHUE HA OAUMENbHOCMb 8U3Yalu3ayuu. Boiserensvr ocobennocmu pa3pabomrku upmyaibHolu MoO0eAU 8 YeasX COKpa-
weHus npodoaxcumensHocmu eusyaiuzayuu. Ilposedensl 3KcnepuMernmol ¢ HACMPOUKAMU SU3YAAUZAUUU, SAUAIOUUMU
6 boabuieli cmeneru Ha NPOOOANCUMEAbHOCIb GUZYAAUAUUU U HOMOPEANUCMUYHOCIb U300DANCEHU.

Karouesuwte caosa: onmumuzayus npoooadicumessHOCMu u3yalu3ayuu, onmumanvroie Hacmpouku Mental Ray, oco-
oennocmu Mental Ray, onmumu3sayus mooeau Ha HAYAALHBIX IMANAX MOOCAUPOGAHUS

Beenenne

[Ipu cTpemaeHun 10CTUYb POTOPEATUCTUIHO-
CTU CO3IaBaeMOro M300paxeHWs B MHporpamMmax
BUPTYaJIbHOTO MOIEIMPOBAHUS TIPOIOIKUTEIb-
HOCTb BHU3yaJIM3allMM MOXET YBEIMUYMBATHCSI IO
HeIpueMJIeMoro 3HaueHus1. BeaeacTBue 3Toro me-
pen MmoJab30BaTeIIMU BCTACT BOIIPOC 00 ONTUMMU-
3allMM IIPOJOJIXKUTEIbHOCTY BU3yaln3alluy CLICH.
HaHHas mpo0bjeMa aKkTyaJibHa, TOCKOJIbKY BbIYHC-
JINTEIbHBIE MOLITHOCTH COBPEMEHHBIX KOMITBIOTE-
pPOB OrpaHMYEHBI, a CTPEMJICHIE K COBEPILIEHCTBY
CO3aBa€MOro M300paxeHus1 0e3rpaHUYHO.

Llenpro maHHOTO MCCICHOBAHUS SIBJISETCS Ha-
XOXIAEHHE CIIOCOOOB ONTHMMM3AllMM CLIEHBI U €e
HACcTPOEK IJIsI ONTUMAaJbHOM CKOPOCTU pPeHAepa C
HanMEHBIIUMMU TIOTEPSIMHU C TOUYKHU 3peHUsT PoTo-
peaNMCTUIHOCTH II0Jy4aeMOT0 M300paKeHM .

IIponoMXUTEAbHOCTh BU3yaJIU3alUMd U OCO-
OEHHOCTHM CO3JaHMS CIEHBI 3aBUCAT OT KOHKpPET-
HOT'O BH3yaJiM3aTopa XU MPOrpaMMHOIO IIPOAYKTa
misa 3D-momenupoBaHusa. B maHHOM HccienoBa-
HUK OyJeT WATH pedb 00 MCIIOJb30BAaHWM IIPO-
rpamMmbel 3ds MAX B KOMOMHaIIMM C BU3yalin3a-
TopoMm Mental Ray.

st [OCTUXEHUS TOCTaBJIEHHON LeJIu He00X0-
OVMO PEIINTh PSII 3a1ad:

1) paccMoTpeTh OCOOEHHOCTH BM3yaJM3aTopa
Mental Ray. Ha 6a3e pe3yabTaToB pelueHUs JaH-
HOM 3aJa4M MPOBOMSATCSA HAJbHEUIIME SKCIIEPHU-
MEHTHI 110 ONITUMU3allM1 HAaCTPOEK peHIepa;

2) BBISIBUTb OCOOEHHOCTM Pa3pabOTKU BUPTY-
aJIbHOM MOJENIN B LEJsIX COKpAILEHU S TPOIOJIKM-
TeJIbHOCTU BU3yaJIu3aluu. Pe3yiabraThl peleHus
JaHHOM 3aJa4y MO3BOJISIOT ONTUMU3UPOBATh MO-
JIenb 0e3 yxyaleHus GoTopeaiucTUIHOCTU UTO-
FOBOI'0 M300pakeHU S,

3) onpenenauTb KCIEPUMEHTAIbHBIM MyTEM Ha-
CTPOMKM BU3yaan3aTopa, KOTOPbIE B KOMILJIEKCE I10-
3BOJISIIOT COKPATUTh IJIMTEIBHOCTh BU3yaIn3alin
MpU IpUEMJIEMOM JJi1 KOHKPETHBIX 3aJad yYpOBHE
¢doTopeauCTUYHOCTU H300paxeHus. B xome pe-
IIEHWST TaHHOM 3aJauyd MPOBOMUTCS PsII TECTOBBIX
BU3yaJM3allMii, TTIO3BOJISIIOLIMX CPABHUTD BHIMTPHILI
B IPOIOJIKUTENBHOCTU BU3yaJU3alLlMM MPU HU3Me-
HEHVU OIlpeAesIeHHbIX HACTPOeK BU3yaJlu3aropa.
DKCIepuMEHTHl TIPOBOAMJIMChL Ha 0a3e CLEHBI
C BUPTYyaJIbHBIMU apXUTEKTYPHBIMU OObEKTAMMU.

1. OcodennocTu Bu3yasm3aropa Mental Ray

BriOpanHast cucrtemMa peHIepuMHIa OKa3bIBaeT
3HAYUTEJbHOE BJIMSIHUE HAa KA4yeCTBO M NPOIOJI-
XKUTEJBHOCTh PE3YJBTUPYIOIIEH BU3yaJln3allvu.
BusyanuzaTtop BiusieT Ha OOIIMI BHEIIHWN BUI
CLIEHBI, Ha CBET, Ha MaTepuaabl. B 1TaHHOM HcCcle-
NIOBAHUU B KayeCTBE BU3yaJiM3aTopa paccMaTpu-
BaeTcs Mental Ray.

Y naHHO CUCTEMBbl pEeHAEepUHIa €CTh Habop
COOCTBEHHBIX TEKCTYP U UCTOYHUKOB CBETa, a TaK-
Ke uMuTanus armocgepsl. EcTh BOBMOXHOCTh Ha-
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CTPOMKHU paCCESIHHOIO M OoTpaxkaemoro ceta. PeH-
JIEPUHT OCYILECTBJISICTCS IOablIe, 9eM B Scanline
(craHmapTHOM BH3yaju3aTope), Tak Kak y Mental
Ray ecTbh cBoM 0COOEHHOCTHU pacyeTa UTOTOBOM Clie-
Hbl. Ha mpogosxutenbHOCTh BU3yaau3aiu B Men-
tal Ray oka3bIBalOT BIUSHUE CAEAYIOIINe (DAKTOPHI:
* CYMMapHOE€ YMCJIO MOJUTOHOB O0OBEKTOB B CLICHE;
* CTeNeHb UCTOJIb30BAaHUS TTOTYIPO3PAUYHBIX, OT-
paxkawIux, ISHLIEBBIX U pebe(@HBIX TEKCTYP;
* HCHOJb3yeMble UCTOYHUKM CBeTa (UX YUCIO U
Ka4yeCTBO);
* pa3Mephl CO34aBaeMOro Kaapa;
e TapaMeTpbl CUCTeMBbI peHaepuHra [1].
BusyanuzaTtopsl B Tipoliecce BM3yaJiM3aluu
BeAyT cebsl I0-pa3HOMY, IIO3TOMY MPUHSITO MX
JIeJUTb Ha IMpeAB3sAThie U HerpeaB3saTbie. OTau-
Yyye UX COCTOUT B TOM, UTO NPEAB3SITHIA METOH
(marmpumep, Mental Ray, V-Ray) nosBoisieT yka-
3aThb JOIIYIUEHMs, KOTOphlE BHU3yaJu3aTOpP MO-
KeT JeJlaThb B IMPOILeCcCe BBIYMCICHUS MUKCENeH,
a HempeaB3sAThI (Hampumep, Maxwell, Iray) He
npenycMaTpuBaeT OoNpelaeeHue NonyueHui [2].
Global Illumination — WHCTPYMEHT, MOIAEIUPY-
oM rmodanbHoe ocBeleHre. OH COmepXKUT Ha-
CTPOMKHM, OTBEUAOII1e 32 MPUHLIMII pacyeTa OCBe-
LICHUST, KOTOPHI YYUTHIBAET BTOPUUHBIE OTCKOKH.
Ju1st Takoro pacyeTa B CUCTEME BH3yaU3allid €CTh
MHOXECTBO HACTPOEK MapaMeTPOB, KOTOPHIE IT03BO-
JISTIOT BBIOpaTh (DOpMYITy, KOTopasi Obl ONTHUMAaJIbLHO
MOAXONMJIA JIJISI BRIYMCICHMS YCPEAHEHHBIX 3HAYe-
HUI OCBEIIEHHOCTH. TaKoe YMCIO HACTPOeK SIBJISI-
€TCS CJAEACTBUEM OTCYTCTBHUS €IMHOW CTaHIAPTHOM
(opmynel, KOoTOpast cMoria Obl OIMCaTh BCE BO3-
MOXHBIE puzndeckre 3¢ PeKThl (MIEPBUYHOE U BTO-
pUYHOE OCBENICHUE, KAYyCTUKY, OTPaXKeHUS U T. 11.).
Global Illumination y4nTEIBaeT BC€ 0COOEHHOCTH
OCBellIeHMsI, TaKMe KaK IlaJeHue JIydeil, oTpaxe-
HUe, TMpesioMJIeHne o0bekTamMu cBeTa. Ray Tracing
BBITIOJIHSIET TpaccUpoBKYy Jydeit, Radiosity momne-
nupyeT nuddy3Hoe oTpaxkeHue (MepeHoC u3Jyye-
Hus). Komounanus Direct Illumination m Indirect
Illumination popMupyer pe3yabTupylollee OCBelle-
Hue: Direct Illumination — mpsiMoe OcCBelleHUEe —
OT uctoyHuka cBeta; Indirect Illumination — He-
MpSIMOE OCBElEHUE TI0C/Ie OHOTO MJIM HECKOJIbKUX
OTpaXXeHUM OT Apyrux rnosepxHocreil. MHCTpyMeH-
Tl Photon Map (poronHast kapra) u Final Gather
(OKOHYATEIBHBIM COOp) TaKXXe UCIIOJIb3YIOTCS B
Global Tllumination. TIpuHLUIIMANBHOE OTINYUE
JaHHBIX METONOB COCTOMUT B TOM, YTO JIy4U, KOTO-
poie ucnonbaytoTcs s Final Gather, ncmyckarorcst
OT caMOro o0beKTa BU3yaJIM3alluM, a HE OT UCTOY-
HUKOB CBETa WM KaMephl. JJaHHBIA METOM ITPEeBOC-
xogut Meton Photon Map mo mpou3BoIuTeIbHOCTH
M Ka4eCTBY IOJly4yaeMoll BU3yaIu3allUMu.

OTpaxeHus1 U IpeJOMJEHUS B CUCTEME BU-
gyanmzanuu Mental Ray mmutupyrorcsa Ha 6ase
Ray Tracing. JIyun ucnyckaroTcs U3 MCTOUHUKOB
CBeTa, 3aTeM OTCKAaKMBAaIOT OT OOBEKTOB (COOT-
BETCTBEHHO (pPM3MUYECKUM 3aKOHAM) U B pe3yjbTa-
T€ MonaaalT B 00OBEKTUB Kamephbl. Becbh UX myTh
3anuceiBaeTcss B (aiin. Ilapamerp Trace Depth
(rmybuHa TpacCUPOBKM) KOHTPOJUPYET CKOPOCTH
pacueTa orpaxeHnii m TeHeil. OH orpaHMYMBa-
€T YMCJIO OTPAXEHUM, MPEIOMJIEHUN CBETOBOTO
noroka. Takoi HMPUHIMI PabOThl BU3yaJaM3aTO-
pa SBJSIETCS TMPUYMHON TOSIBJICHUS Ha UTOTOBOW
BU3yaJIM3alvy IYMOB, MNITEH U apTe(aKToOB. DTO
MIPOUCXOAUT BCIECACTBUE OTPaHUYCHHOCTH BBIUMC-
JINTEJIBHBIX PECYPCOB, HEBO3MOXHOCTHU UCITYCKATh
OeckoHeuHoe yucyio (poToHOB. s peleHus JaH-
HO IIp0061eMbl HPUMEHSIOTCS CIIeIIMalbHbIE (hOp-
MYJIBI IJISI YCPEeOHEHUsST 3HAUYCHUS OCBEIEHHOCTH
MeXIy TOYKaMU, KyAa ObLIM MYyILIeHbl HECKOJIbKO
JIydel, yKa3zaHHBIE T10JIb30BaTEJIEM B HACTPOMKaX.

CraHgapTHBIN BU3yaJn3aToOp BHEIBOOIUT B OKHO
pe3yabTaT paboThl B BUIE CTPOK ITMKCEIOB CBEPXY
BHM3, a Mental Ray Bu3yanusupyeT Kaap OpsMo-
yTOJdbHBIMU O710KaMu nukcenos (buckets — cermeH-
ThI). [Topsimok Bu3yannu3aluuy CerMEHTOB N300paxke-
HUSI MOXeET pazianydarbesd. Ilo yMonyaHuio cuctema
BU3YJIM3AllMM BBEIOMpAET MOPSIOK OOpabOTKM, MU-
HUMU3UPYIOLIN IIPpU Hepexoe K CISAYIOLIEMY Cer-
MEHTY 3aTpaThl ONepaTUBHOM MaMATHU [3].

Ocob6ennoctu Mental Ray:

* II03BOJISIET UCIIOJIb30BaTh JIIOObIE TUITHI MaTepura-
JIOB, HO TIPEAMNOYTUTEIbHEE UCIIOIb30BATh CIIE-
LHuaju3upoBaHHble MaTepuabl (Arch&Design).
JaHHBII MaTepra oNITUMU3UpPOBaAH noa Mental
Ray, moaToMy MO3BOJISIET JOCTUYD JIYYILETO Ka-
yecTBa BM3yaju3alluu TMOBEPXHOCTEW U Oosee
BBICOKOI CKOPOCTHU 00pabOTKM;

* KPUTUYECKM BaXXHO MCITOJIb30BAaHUE pPeaIbHBIX
(usznyeckux pasmepoB 00beKTOB. MonenpoBa-
HUe pU3NIECKU KOPPEKTHOIO OCBEILIEHH S CLIEHbI
HEBO3MOXHO ITPU HECOOTIOAEHUN TaHHOTO YCII0-
BMSI, TIOCKOJIBKY CHJIa CBETa 3aTyXaeT Mporop-
LIMOHAJIBbHO KBaJpaTy pacCTOSIHUSI MEXIY MC-
TOYHMKOM CBETa W OCBEIIAEMOM MOBEPXHOCTHIO;

* B ApPXUTEKTYPHBIX BU3yalIM3aLUSIX P UMU-
TallMd MCKYCCTBEHHOIO OCBEIEHHUS IIPeario-
YTUTeNbHee HcCIoJib30oBaTh Photometric Lights
(boTomMeTpruyeckre WMCTOUYHMKM cBeTa). [lmsa
HUMUTALMU IIPSIMOTO COJTHEYHOI'O U PacCesIHHO-
ro JHEBHOI'O CBETa MPEANOYTUTETHLHO UCTIOIb-
3oBathb mrSun u mrSky;

e pexkoMeHAyeTcsl wucrosib3oBaTh Ray Traced
Shadow B HacTpoiikax pacueTa MajaalolInX Te-
Heil. OH rapaHTHpPYeT OBICTPhIE BBIYMCICHMS
IpY MaJIbIX 3aTpaTax OoNepaTUBHON MMaMSITH;
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* pEeKOMEHIyeTCs MPUMEHATH pexuMm mr Photo-
graphic Exposure Control (¢pororpaduyeckuit
KOHTpOJIb 2Kcro3unuu). [Ipu mcnonap3zoBaHUU
B KOPPEKTHO CMOACIMPOBAHHON CIIEHE MO3BO-
JIsIeT TOYHO BOCIHPOM3BOAMTL HACTPOMKU pe-
aJIbHBIX ChbEMOYHBIX KaMep.

Takum o0pa3oMm, Ha pe3yJbTUPYIOUIYIO CKO-
pOCTh BHU3yaJdM3allMM 3HAUUTEJbHOE BIIUSHUE
okaspiBaloT: HacTpoiiku Global Illumination (He-
o0xogmMo oOpaTuTh BHMMaHMue Ha Trace Depth),
o011Iee YMCI0 MOJUTOHOB B CIIEHE, YMCJIO M Ka-
YeCTBO MCTOYHUKOB CBeTa. PeKoMeHmyeTcsl BHU-
MaTeJbHO OTHECTUCh K MCIIOJIb3YEMbIM B CIIEHE
MaTtepuajam, ucnonb3oBarb Ray Traced Shadow
(B HacTpoiikax mamalomux TeHeil) u mr Photo-
graphic Exposure Control.

2. OcobOennocTa pa3padoTKu
BHPTYAJIbHOM MOJEJH B NEJSX COKPamIeHHs
NPOIOJKMTEIbHOCTH BU3yaIH3aNHU

YT1o0OBl COKpaTUTh BpeMsl BU3yaJluU3alluM, He-
00X0AMMO Ha MPOTSIXKEHWUU BCeil paboThl C MoOjIe-
JIbIO TIpUIEePXKUBAThCA psga IIpaBUJI, IPeAcTaB-
JICHHBIX HUXE.

1. Ilpy KonmupoBaHUU OOBEKTOB, KOTOPBHIE HE
OyoyT B majbHEHIEM penaKTHpPOBAThCS, CIEAYeT
HCIIOJb30BaTh MeTon Instance.

IIpu ncnonb3oBanust metoga Copy B 3ds max
CcO3JaeTcsl TOUHO TaKOi Xe OOBEeKT, a CjemoBa-
TE€JAbHO, YBEJIUYMBAETCI YMCJIO MOJIUIOHOB U BEC
cueHsl. Instance, B ottmune ot Copy, He KOIMPY-
€T 00BEKT MOJHOCTHIO, a TUIIb XPAaHUT MHPOpMa-
IIMI0, YTO B CILIEHE paclojaraeTcs KOmus o0beKTa.

2. HeobOxoa1Mo KOHTPOJMPOBATh YUCJIO MOJIM-
TOHOB.

JaHHBIA OYHKT BKJIIOYAET B CeOs ClIemyIOlIne
PEKOMEH Il U:

* O0TKAa3aTbCs OT MOACIMPOBAHUS HE3HAYUTEIIb-
HBIX AeTajieli, KOTOpble HE BXOIST B KpYyT 3a-
Ja4, CTOSIIMX Tepe] UTOrOBOM BU3yaJin3aluei
MOJICJIUPYEMOM CLICHHI,

* UCIIOJb30BaTh ONEPALMU, CUJIBHO YCIOXHSI-
olMe TOJMTOHAJIbHYIO0 CeTKy (Takume Kak
TurboSmooth 1 MeshSmooth), ToapKO B Tex
cliydasix, KOorma 3TO AeWCTBUTEIbHO HEOOXOOU-
MO JIJIsl pelleHUs 3aa4u;

* BBIBECTM CTATUCTUKY 4YMCJIa MOJUIOHOB BO
Viewport 1 KOHTPOJUPOBATh UX POCT;

* mepea peHAepPOM OTCOPTUPOBATH OOBEKTHI IO
YUCY HNOJUIOHOB U MPOBEPUTH IEPBHIC IIO3U-
MM JAHHOI'O CIMCKa (OIpaBAaHO JIM MCIOJIb-
30BaHUE TAKOrO0 OIPOMHOIO YHCJa MOJUMTOHOB
JUISI KOHKPETHOTO 00BEKTA).

3. Heob6xoauMo MpoBOAUTH ONTUMU3ALUNIO 00b-
€KTOB CIICHHI.

st yMeHBIIIEHUSI 4YuClia ITOJIMTOHOB MOXHO
HCIIONIb30BaTh cleAyloline MoauGUKaTophl (JIyd-
1IIe TIPUMEHSITh Ha OTIaJICHHBIX M BBICOKOITOJIMTO-
HaJIbHBIX OOBEKTAX):
¢ Optimize ynpoiaeT TreoOMETpUI0O U YCKOpsieT

pEHIEPUHT TIPM COXpPaHEHUM IIPUEMJIIEMOTO

KayecTBa M300pakeHMUS 3a CUET YMEHBIICHUS

Yyucja TpaHeil U BEPIIMH B 00BEKTE;

e MultiRes cHUXaeT pacxom omnepaTMBHOM Ma-
MSTH TpUA BU3yaJW3alMM, YMEHBIIAs YMCJIO
BEpIIUH U TMoJuroHos. MultiRes B otnuuyue ot
Optimize obecrieunBaeT 60Jee OLICTPYIO pabdo-
TY U YKa3bIBaeT IPOLIEHT CHUXEHUS U YHUCIO
BEPIINH;

¢ ProOptimizer coxpaHseT BHELIIHUI BUA 00bEK-
Ta (MaTepua U KapThl) P YMEHBIICHUHN YUC-
Jla BepIIUH (a TaKxKe Yucjia rpaHei) B 00beKTe.
4. OnTuMu3aims MaTepuasoB:

e TIPEdIIOUTUTEIbHEE MCIOJIb30BaTh TEKCTYPhI
B ¢opmate JPEG. Takue ¢popmarsl, kak TIFF
n PNG, norpeOasiioT 3HAYUTEAbHO OOJIblle
namsTH, U, KaK CJICACTBUE, CHUXKAIOT OOILIYIO
MMPOU3BOAUTEIBHOCTD;

* ONTHMU3UPOBATH pa3pelieHue TEKCTYPhl B CO-
OTBETCTBUM C pellaeMbIMM 3aJadyaMu (HE HC-
MOJIb30BaTh TEKCTYPHl B OOJIBLIOM pa3pelicHUU
0e3 HeoOxomuMmocTu). Ecium B cleHe Bce Xe
IIPUCYTCTBYIOT TAKME TEKCTYPhI, TO MOXHO BOC-
MOJIb30BaThCA HacTpoliKaMu BKiaaaku Common
rpynnel mapameTpoB Bitmap Performance and
Memory Options, 4TO YBEIWYUT HPOU3BOIU-
TEJIbHOCTh M YMEHBIIIUT HArpy3Ky Ha OIepaTUB-
HYIO MaMSITh;

e u30eraTb ucHojab3oBaHusA ¢aiinoB PSD, Tak
KakK Mmpu oopaboTKe peHaepa TpedyeTcsl 0OJb-
mwe O3Y (maHHag mpobjema OLIYTUMO BHIHA
mpu Budyanuzanuu ¢ Mental Ray);

* ucnojb3oBaTh Kapty Displacment (cMmelneHue)
TOJIBKO B TOM CJy4ae, €C/ii ¢ momolibio Bump
HE TIOJy4yaeTcsl AOCTUYb HEOOXOAMMOTO pe-
gynabraTta. Displacment 3HaYUTETbLHO YBEINYU-
BaeT BpeMsl peHIepUHTa.

5. YnaneHue CKpbITOW T€OMETPUM.

Ecnu u3-3a ckpbiTOit reomeTpun aiia mpruood-
peTaeT 3HAUMTEJbHBINM padMep, TO Iepel peHe-
pOM cleayeT yaaauTh ee (MM mepes yaaleHuem
COXPaHUTH B OTIENbHBIN (Paityi, YTOOLI TOTOM J0-
0aBUTH 3TU OOBEKTHI MT03XKe) [4].

6. OGBEKT CO CIIOXHOI TeoMeTpueil (Hampumep,
KOBaHOE OrpakJecHue) MOKHO 3aMEHUTh TEKCTYPOIl.

Takum oOpa3om, s obOecrnedyeHUsl YCIOBUM
IJIS ONTHMMAJIbLHOTO BpPEeMEHHM BM3yaJIM3allud He-
00XOIMMO TIpM KOMMPOBAHUU OOBEKTOB MO BO3-
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MOXHOCTH MCHOJb30BaTh Instance, KOHTpOJIU-
poBaTh 4YWCJIO TOJWUTOHOB, IIPOBOIWTH OITH-
MU3aIMI0 O0BEKTOB CLEHBI M MaTepHalioB, IIpU
HEOOXOAMMOCTU YAAJATh CKPBITYIO T'€OMETPUIO,
3aMEHSITh OOBEKTHI CO CJIOXKHOM TeoMeTpuell TeK-
cTypaMu (TaM, Ille 3TO BO3MOXHO). JlaHHBIE OIle-
pauuy IMIOMOTYT COKPAaTUTh YUCIO OOBEKTOB (KakK
CJIeACTBUE, YMEHBIIUTH pa3Mmep ¢aiisa co cle-
HOI1), TIOJIMTOHOB U ONTUMU3UPOBATh KapThl TEK-
cTyp (Kak cieacTBue, OyaeT TpeOoBaThCsl MEHbIIE
03Y). Pasmep ¢aitna (mis 6onpiroro ¢aiina mo-
TpebyeTcsl OOJIbIIe PECYypPCOB ONepaTUBHON ITaMsi-
TH), YUCJIO TIOJIUTOHOB, UCIOJb3yeMble KAPThI AJIs
TEKCTYp OKAa3bIBAlOT 3HAUMTEJIbHOE BIMSIHHUE Ha
MIPOIOJIXUTEILHOCTh BU3YyaJIM3aIUU.

3. OnTuMH3anuA HACTPOEK BU3YaJH3AIHH

bbb IpoBeneH aHa N3 1IEJIEBOr0 Ha3HAYEHMS BCEX
HacTpoeK Buayajam3aropa Mental Ray ¢ mcmonab3o-
BaHMEM MaTepualioB caiita knowledge.autodesk.com
W IpYTUX MHTEPHET-pecypcoB. B pe3ynbraTe ObLIN
BBISIBJIEHBI HACTPOMKM, KOTOPBIE MOTYT OKa3aTh
OLIYyTUMOE BIMSHUE HA BpeMsl peHIepa.

TecThl MPOBOIMIIN Ha KOMITBIOTEPE CO CJIEIYIO-
IIMMU XapaKTePUCTUKAMMU:

» onepauuoHHas cucteMa Windows 10 (64-pas-
psiiHas);
» tpoueccop Intel Core i7-8700 CPU 3.20 GHz

3.19 GHz 12 sanep;

e omnepaTUBHag namgaTh 16 I'GaiiT;

e pugeokapta NVIDIA GeForce GTX 1060 3GB;

e nuckoBas cuctema SSD-gucK IJIsI CUCTEMBI U
nmporpaMm + OTHAENbHBIN AMCK AJSI MPOEKTOB
¥ JaHHBIX.

CueHa, Ha KOTOpPOI MPOBOAMJIN TECTOBbIE BU-
3yajau3aluy, MPeacTaBiaseT co00l BUPTYaIbHYIO
MoIelb nBopla bepnu-xayc, MOCTPOEHHYIO B CO-
OTBETCTBMHU C OCOOEHHOCTAMM Pa3pabOTKH, OIU-
CaHHBIMM B JaHHOI cTarbe. I3 NCTOUHUKOB cBETa
B ClIeHe IPHUCYTCTBYET CHUCTeMa ocBelleHHs Day-
light. Ins co3maHus pacTUTEIbHOCTHU MCIOJb30-
Baau 1iaruH Forest Pack.

M3HayanbHO BCe HACTPOMKM peHIepa COOTBET-
CTBYIOT IapaMeTpaM II0 YMOJIYaHUIO, 32 UCKIIO-
YeHHEM HECKOJIbKMX M3 HUX.

1. Bkimtouen metonm Photon Mapping. K ero mipe-
uMylIecTBaM oTHocutcs: pacuyeT Global Illumina-
tion, Xopolllee COOTHOILIEHNE KaueCTBO/CKOPOCTh.

2. Beiopan mr Photographic Exposure Control,
Tak KaK OH JaeT HAaWJIYyJdllHhe pe3yJbTaThbl IIpU
peHaepuHre ¢ Mental Ray.

Ot Output Size (pa3mepa) MTOroBOro m300pa-
JKEHUsI 3HAYMTEIbHO 3aBUCUT BpeMS pPEHACpPUHTIA

(m1s mpumepa: peHaep ¢ Output Size = 1080 X 1920
3aHsn 11 mmH 52 ¢, peHmep ¢ Output Size =
= 480 X 854 3ansan1 3 muH 12 ¢, 9TO B IPOLIEHT-
HOM COOTHOLIEHUUM COOTBETCTBYET YMEHBIICHMIO
BpeMeHU Ha 81 %) mjsg TeCTOBBLIX BU3yaJIu3alMid
BbIOpaH pasmep 720 X 1280 (5 muH 56 c).

Pesynbrar Bu3dyanusaluuu CLUEHBI ¢ JaHHBIMU
HacTpoOWKaMM IIpeIcTaBjieH Ha puc. 1 (CM. TpeThio
CTOPOHY OO0JOXKN).

Hanee NpOBOOMJIM TECTOBBIE BU3yaIU3allUMU,
1 WUTOTOBBIN pe3yjbTaT OLIEHWBAJIM IO IBYM ITa-
paMeTpaMm: IJINTeJbHOCTh BHU3yalu3alluy U Kade-
CTBO MTOrOBOM BU3yaJM3allUU (CM. TAOIULLY).

O1neHKy IpoBOAMIIN 110 1IKaje oT 1 g0 5. 3Haue-
HUS MeHee 3 CUMTAIOTCS HEeyIOBJICTBOPHUTEIbHBI-
MU. 3a 3TaJIOH, COOTBETCTBYIOILMIA 5 110 BCeM KpU-
TepusM, IpUHUMAETCSI BU3yajan3alus Ha puc. 1.

Kputepun omeHKM KadyecTBa HCIIOJb30BaJIMCh
clenyIolue:

1) orcyrcTBUE 1mymMa (5 — IIyM OTCYTCTBYET,
1 — ypoBeHb IIyMa HaUBBICIINIA);

2) KayecTBO OTpaxeHus/mpenaomiaecHuss (5 —
Haujaydiuee, 1 — Hauxyzaliee);

3) kauecTBO TeHel (5 — Hamyulnee, 1 — Hau-
XyalIee).

HM3meHeHne maHHBIX TapaMeTPoB (IJUTEIb-
HOCTb BU3YyaJIU3alIU1 U KaYeCTBO UTOTOBOI BU3ya-
JIM3allM1) YCKOPSAET BU3yalu3alnio, HO BIUSCT Ha
(oTopeaTMCTUYHOCTh MTOrOBOIO M300paKEeHUSI.
Kax bt mapamMeTp oTBeYaeT 3a CBOU OIpeesieH-
Hble (YHKILIUHU, KOTOPBIC OIMMCAHbl HUXKE:

1) mapametrp Quality ycTaHaB/IMBaeT KauyeCcTBO
pennepuHra. boinee HuM3KHMe 3HaUYeHUST OTOOpaXKa-
I0TCs1 ObICTpee, HO HaloT OoJjiee 3€pHUCThIE U30-
OpaxeHus. boyiee BpICOKHME 3HAUEHUS JAlOT Oojee
IagKue n300pakeHus1, HO 3aHUMAIOT OOJIbIIe
BPEMEHU;

2) rpynmna napameTrpoB Reflections/Refractions
(Orpaxenus/Ilpenomnenus) oTBeyaeT 3a Ha-
CTPOIKY TapaMeTpOB TPACCUPOBKU jayueir. [ny-
OMHa TPacCUPOBKU KOHTPOJUPYET UUCIO OTpaxke-
HUW WU IIPEJTOMIICHHUS CBETOBOIO JIy4a;

3) Soft Shadows Precision 3agaeT KayecTBO
MPOpabOTKU MSITKUX TeHEl OT (OTOMETPUYECKUX
u Mental Ray nICTOYHUKOB CBeTa;

4) Glossy Reflections Precision peryaupyet Ka-
YeCcTBO IPOpabOTKM OTpakeHWI Ha MaTepuajax
Arch&Design;

5) Glossy Refractions Precision onpenenser Ka-
YeCTBO IMPOPAO0OTKM IPOXOXKICHUS IPEIOMIICH-
HOTO CBeTa B CIELIMAJIM3UPOBAHHBIX MaTepuajiax
(Arch&Design);

6) Shadow Mode HacTpauBaeT T UCITOJIb3Ye-
MBIX TeHel. Transparent (More Accurate) — TeHU
MpO3pauyHbl M TOYHBI, HO BM3yaJiM3alus 3aiiMeT

MH®OPMALIMOHHbIE TEXHONOI MU, Tom 25, Ne 10, 2019

599



PeByﬂLTaTbl NMPOBEICHHBIX TECTOB

3HauyeHue Hogoe
['pynmna na- Ne
Bknanka CBUTOK [MapameTpbl 10 YMOJI- 3Haye- Bpewms KavecTtBo
paMeTpoB TecTa
YaHUIO HUe
Renderer | Sampling Samples per | Quality 0,25 1.1 0,1 2 muH 50 ¢ | Ha nu3o6paxkeHuu mnosiBu-
Quality Pixel JUch apTedakThl (3aLIyM-
JICHHOCTB), 3aMeTHbIE
HEBOOPYXEHHBIM TJIa30M
OTcyTCcTBME IIyMa = 2
1.2 0,18 |4 muH 24 ¢ |OTcyTcTBHE IIyMa = 3
1.3 0,22 |5 muH 14 ¢ | OTcyTcTBUE LIyMa = 4
Rendering Reflections / | 1) Max Trace Depth )6 2.1 1) 1 |5 muH 44 ¢ | KayecTBO oTpaxeHus /
Algorithms Refractions 2) Max. Reflections 2) 4 2) 1 npeJoMiIeHus = 3
3) Max. Refractions 3)6 31
Global — Soft Shadows 1 3.1 0,25 |3 mun 30 c | KauecTBO TeHei = 4
"[l;unlng Precision 3.2 0,125 |2 muH 51 c | KayecTBo TeHeil = 3
arameters 1) Glossy Reflec- 11 33 1) 0,1 |5 muH 46 ¢ | Bunumble u3MeHeHU ST
tions Precision 2) 1 2) 0,1 OTCYTCTBYIOT
2) Glossy Refrac-
tions Precision
Global Skylights & Skylight Shadow Mode Transparent | 4.1 | Opaque | 4 MmuH 8 ¢ | BuauMbie U3MEeHEHU ST
[lumi- Environment | Mode (More (Faster) OTCYTCTBYIOT
nation Lighting Accurate)
(IBL) Shadow Quality 0,5 4.2 0,25 |3 muH 28 c | Bunumbie u3MeHeHUS
OTCYTCTBYIOT
4.3 0,12 |2 muH 51 ¢ | OtcyTcTBHE IIyMa = 3
Caustics & Photon Maximum Num. 500 5.1 250 |5 muH 46 ¢ | Bugumbie u3aMeHeHUsT
Photon Mapping Photons per Sample OTCYTCTBYIOT
Mapping (GI) | (GI) 5.2 125 |5 muH 43 ¢ | Bunumble u3MeHeHus
OTCYTCTBYIOT
oonbiie BpeMmeHu. Opaque (Faster) — TeHu He- ¢ Shadow Quality = 0,25;

MMpO3pavyHbl, OHM MEHEE TOYHBI, HO BU3yaJIu3alus
3aliMET MEHBIIIE BPEMEHU;

7) Shadow Quality ycTaHaBJIMBaeT KaueCTBO Te-
Heit. Ilpu Goslee HU3KUX 3HAYEHUSIX TEHU CTAaHO-
BATCS Ooyiee 3epHUCTHIMU. bojiee KauecTBEeHHEBIE
TeHU 3aHUMAIOT OOJIbllie BPEMEHU;

8) Maximum Num. Photons per Sample ycra-
HaBJIMBAET, CKOJIBKO (POTOHOB MCHOIB3YETCS IJIS
BeIUMcaeHUs uHTeHcuBHOCTU Global Illumination.
Uem Ooublile 3TO 3HAYEHUE, TEM MEHEEe IIYMHBIM,
HO OoJiee pa3MBITHIM CTAHOBUTCS IJI00aJIbHOE OC-
BelIcHUE. YMEHBIICHUE 3TOr0 3HAYCHUS JejiaeT
o0ajabHOE OCBellleHHe 00jiee IIYMHBIM, HO Me-
Hee pa3MBITEIM. YeM BhIle 3HaueHHe "OOpa3isl’,
TEM NPOJOJIKUTEIbHEEe peHASPUHT [5].

CornacHo MpoBeAeHHBIM TeCcTaM ObIJIU BHIOpa-
HBI CIICAYIOIINE HACTPOUKM:

e Quality = 0,22;

e Max Trace Depth = 1;

e Max. Reflections = 1;

e Max. Refractions = 1;

* Glossy Reflections Precision = 0,1;
* Glossy Refractions Precision = 0,1;
* Shadow Mode = Opaque (Faster);

e Maximum Num. Photons per Sample = 125.

PesynbraT Busyanuszanuu CLEHBI C W3MEHEH-
HBIMM HacTpOMKaMH IIpPeACTaBlIeH Ha puc. 2 (CM.
TPEThbIO CTOPOHY OOJIOKKM).

B pesynbrare ygajioch COKpaTUTh BpeMs BU3ya-
nu3auuu (¢ 5 muH 56 ¢ 1o 2 muH 30 c) Ha 58 %.

B naHHOI1 cTaThe MpUBeAeH IpUMeEpP 0€3 UCTIONb-
30BaHUS JOMOIHUTENBHBIX 3(P(EKTOB BU3yaan3a-
uuu. Ecau B cuieHe OynyT HAcTPOEHBI JTOMOJIHU-
TeJbHbIE 3P EKTHI, TO CKOPOCTh peHAepa MOXHO
OyZeT yBEJIMWYUTH 3a CUYET TPAaMOTHOW HACTPOMKM
UX IapaMeTpoB, KOTOpHIE B [JAHHOI CTaTbe HE
paccmaTpuBalpoTca. HacTpoiiku, paccMOTpeHHBIe
B JTaHHOW CTaThe, MOT'YT ITOMOYb YCKOPUTh PEHIE-
PUHT B JII00OH clieHe, HO MX BKJIaA OyIeT OTIU-
YaTbCsl B 3aBUCMMOCTU OT CBOMCTB MCITOJIb30BaH-
HBIX MaTepuayioB, yucjia OObEKTOB C OIMpeaesieH-
HBIMU MaTepuaJlaMM.

Takum obGpa3oM, IJisI YCKOpEHUS BuU3yajiu3a-
MU HEOOXOAMMO HACTPOUTH B 3aBUCMMOCTU OT
ClLieHBI ciaenyrolue nmapaMmeTpsl: Quality (rpymnma
napameTpoB Samples per Pixel); Max Trace Depth,
Max. Reflections, Max. Refractions (rpymma ma-
pameTpoB Reflections/Refractions); Soft Shadows
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Precision, Glossy Reflections Precision, Glossy
Refractions Precision (cButok Global Tuning Pa-
rameters); Shadow Mode, Shadow Quality (rpymn-
na napameTpoB Skylight Mode); Maximum Num.
Photons per Sample (rpynna nmapametrpoB Photon
Mapping (GI)). B npoBeneHHOM TecTe 3a CUET U3-
MEHEHHUSI JaHHbIX IMapaMeTpPOB yAaJloCh COKpa-
TUTH BpeMs BU3yajusaluu Ha 58 %.

3akaoyenue

Takum oOpa3oM, IS ONTUMU3ALMU TIPOIOJI-
KUTEIbHOCTH BU3yaJIW3allM¥M HEOOXOAMMO IPOBO-
JIUTH PSLA IEUCTBUM HA TIPOTSIXKEHUU BCETO MPOLIEC-
ca paboOTHI CO CLIEHOI, HaUMHAs C CaMbIX PaHHUX
3TAIlOB. YCKOPUTh BU3yaJu3alldio 0€3 yXyIIIeHUS
(poTopeanMCTUYHOCTH BO3MOXHO 3a CUET NpHMe-
HEHUs METOHOB, OMMCAHHBLIX B pasnaene "OcobeH-
HOCTH pa3pabOTKU BUPTYaJIbHON MOMIEIMN B LEIIX
COKpallleHWsI TPOAOIKUTEIbHOCT  BU3yaiu3a-
uuu". Ecin JaHHBIX METOMOB OKa3ajoCh HEAOCTa-
TOYHO, TO MOXHO MPUMEHUTH METOABI W3 pa3ieiia
"OnTuMu3ansg HaCTPOEK BU3yaJIM3alnu’, ITOKC-

MePUMEHTUPOBAB C IPEIJIOKEHHBIMU HacTpoiiKa-
MU, YYUTBIBASS OCOOEHHOCTU CMOIEJIMPOBAHHOM
clieHbl. MeToabl U3 JAaHHOrO pasiesa BIMSIOT Ha
HWTOrOBOE KauyeCTBO BHU3yaJIu3alluM, IO3TOMY He-
00X0AMMO OINTUMHU3UPOBATh AAHHbIE HACTPOUKU
B COOTBETCTBUU C MOCTABJICHHBIMHU 3aJa4aMU.
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Optimization Duration of Scenes Visualization with Mental Ray

The present article examines ways to optimize the duration of scene visualization with Mental Ray. 3ds MAX software
was selected for research of Mental ray. The analysis of the features of Mental ray was performed. It helped to identify
settings that have the greatest impact on the duration of visualization. The connection between features of the development
of a virtual model and reducing the duration of visualization was identified. It has been revealed that a special optimization
should be carried out at each stage of the development of the scene for achieving the best results. All settings for Mental ray
were analyzed. It was concluded about the settings that can have a significant impact in the rendering time. The theoretical
results were proved by test renders. Experiments were carried out with each of these settings of the visualization. As a result,
the settings that have a greater effect on the duration of the visualization, and the effect on the photorealism of the resulting
image were identified. The goal was achieved. The final test showed that changing of these settings can help to reduce time of
visualization. Reduction of the visualization time by 58 % was achieved. The visualization time will reduce in any scene with
the help of the results of this research. The degree of success will depend on the individual characteristics of the scene.

Keywords: visualization duration optimization; optimal mental ray settings; features mental ray;, model optimization at the

initial stages of modeling

DOI: 10.17587/it.25.596-601

References

1. Timofeev S. M. Techniques for creating interiors of various
styles, SPb.: BHV-Petersburg, 2010, pp. 380 (in Russian).

2. Choosing the best visualizer for your tasks, available at: http://
www.cad.dp.ua/sovets/optima-render.php (date of access: 05.03.19).

3. Petrov I. B. Study Guide for the study of the educational
module Architectural Visualization using Autodesk 3ds Max Design
and mental ray, SPb., SPbSU ITMO, 2012, pp. 56 (in Russian).

4. A way to optimize the performance of very large
scenes 3ds Max, available at: https://knowledge.autodesk.com/ru/
support/3ds-max/troubleshooting/caas/sfdcarticles/sfdcarticles/
RUS/How-to-optimize-performance-in-very-large-3ds-Max-
scenes.html (date of access: 05.03.19).

5. 3ds Max Help, available at: https://knowledge.autodesk.
com/support/3ds-max/learn-explore/caas/CloudHelp/cloud-
help/2016/ENU/3DSMax/files/GUID-3C86B3A9-D670-4152-
832E-3E1B37B89AC2-htm.html (date of access: 05.03.19).

MH®OPMALIMOHHbIE TEXHONOI MU, Tom 25, Ne 10, 2019

601



