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Gl Renderers

Radiance (http://radsite.lbl.gov/radiance/)
Arnold (http://www.solidangle.com/)
Cycles Render Engine

Others: Maxwell, Indigo, Luxrender, V-Ray,
mental ray, Octane Render, iray, Mantra,
Povray, Yafaray, ...

» http://www.janwalter.com/RadianceVsYouNamelt/radiance_vs_younameit.html

« https://bitbucket.org/wahn/radiance_vs_younameit/wiki/Home

« https://github.com/wahn/export_multi/wiki

« https://bitbucket.org/wahn/blender-add-ons/wiki/Home



http://radsite.lbl.gov/radiance/
http://www.solidangle.com/
http://www.maxwellrender.com/
http://www.indigorenderer.com/
http://www.luxrender.net/
http://www.vray.com/
http://www.nvidia-arc.com/mentalray.html
http://render.otoy.com/
http://www.irayrender.com/
http://www.sidefx.com/index.php?option=com_content&task=view&id=1001&Itemid=266
http://www.povray.org/
http://www.yafaray.org/
http://www.janwalter.com/RadianceVsYouNameIt/radiance_vs_younameit.html
https://bitbucket.org/wahn/radiance_vs_younameit/wiki/Home
https://github.com/wahn/export_multi/wiki
https://bitbucket.org/wahn/blender-add-ons/wiki/Home

Let's Share ...

 Forum (share your own experience):.
http://www.janwalter.com/renderforum/

e Scene descriptions (provide scenes to tweak):
https://bitbucket.org/wahn/radiance_vs_younameit

https://github.com/wahn/export._multi

 Source Code (e.g. Blender to learn from):
https://bitbucket.org/wahn/blender-add-ons

* Pictures (host them yourself and link in forum):

http://www.janwalter.com/RadianceVsYouNamelt/radiance_vs_younameit.html

* Publications (publish yourself and link to it):

http://www.janwalter.com/Download/PDF/radiance_vs_younameit.pdf



http://www.janwalter.com/renderforum/
https://bitbucket.org/wahn/radiance_vs_younameit
https://github.com/wahn/export_multi
https://bitbucket.org/wahn/blender-add-ons
http://www.janwalter.com/RadianceVsYouNameIt/radiance_vs_younameit.html
http://www.janwalter.com/Download/PDF/radiance_vs_younameit.pdf

The Forum

 Browse: Just read it from time to time
* Register: In case you want to participate

Help Search Calendar Login

* Login: Required to post

Welcome, Guest. Please login or register.
Forever;j Login

Login with username, password and session length

* Post: New topics or reply to existing ones
m NEW POLL NOTIFY MARK READ m NOTIFY MARK UNREAD SEND THIS TOPIC PRINT

 New category? E.g. a new renderer? Ask!




Main Idea for Exporter
Cme tesaion >

Read scene description

Keep data in host without loosing settings
Export to several scene descriptions
Render with different renderers




Decisions Made So Far
(=)
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COICICED A CEDACETY
e Use Radiance files DICIO

 Blender as 'host' so source code Is free
e .aSs, .Igs, .Ixs, .mi, .mxs, .rib

« Arnold, Indigo, Luxrender, mental ray, Maxwell, RenderMan compliant




Radiance




Why Radiance?

* \WWe owe Radiance a lot: E.g. HDR

* Results may be displayed as color images,
numerical values and contour plots.

» Used by architects and engineers to
predict illumination, visual quality and
appearance of innovative design spaces,
and by researchers to evaluate new
lighting and daylighting technologies.
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Cafe Scene

» Use Anti-Aliasing settings for higher sampling




Gallery Scene
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Commercial Packages
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Commercial Packages
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Light Groups

.+ Right: Light emitter
 Below: Sky only =

e Bottom right: Sun
only
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Noise Free Image

https://support.solidangle. com/d|splay/mayatut/Removmg+N0|se+Workrow



https://support.solidangle.com/display/mayatut/Removing+Noise+Workflow

Arnold AOV Noise Reduction Il

8 0 O — — —— soda.blend

Default v Blender Render ¥




Camera Settings
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Gamma correction (MXS)

(=] defa | F [H23)

a

SingleImage ¥

Scene

&J Back to Previous

Blender Render

)

L < Gamma: 0.455 »

-| soda.blend

v Use Alpha
o

O < Alpha:  1.000 »
Q

' Use Alpha
L)

U< Aipha: — 1.000 »
° @4 1.000 *

=)y

o8

/' Use Nodes

v Backdrop

rioee

EION@ < ¢ IEEY

k] vetouter ¢ [O]x)
T

Single Image v

@ /Applications/Maxwell 3/default.exr [@@

Linear

v Use Alpha
Premultiplied

Lower First

v

A

B Color and Alpha v

< Zoom: 2.00 "

High
High
256x256




Source Code

Terminal — emacs — 80x16
blender multi git emacs

class CommonExporterInterface:
def (self, name, options):...
def (self, scene, directory, name, mblur, light_counter):...
def (self, name, lens, angle, resolution, border, AA_samples,...
def (self, name, transform, mat):i...
def (self, name, transform, mat):...
def (self, name, transform, info):...
def (self, name, transform, info):...
def (self, name, transform, info):...
def (self, name, transform, mat):...
def (self, name, transform, mat):...
def (self, name, transform, info):...
def (self, name, transform, info):...
def (self):...
—uu-:—-F1 export_multi.py 1% L93 (Python)

® O O Terminal — emacs — 80%20 e
class Options:...

class CommonExporterInterface:...

class AssExporter(CommonExporterInterface):...
class IgsExporter(CommonExporterInterface):...
class LxsExporter(CommonExporterInterface):...
class MiExporter(CommonExporterInterface):...
class MxsExporter(CommonExporterInterface):...
Class RibExporter(CommonExporterInterface):...

class MultiExporter:...

def (operator, context, filepath = "",...
—uu-:——F1 export_multi.py Bot L4698 (Python)




Future Plans - Ideas
 More renderers In unified exporter
e A unified exporter for a commercial app
* More (public) test scenes
» Radiance exporter (not just an importer)?
» Better set of materials (support for skin?)
* Animation support?
» Shading languages? OSL? MDL?
 Cooperation with you guys ...



http://opensource.imageworks.com/?p=osl
http://www.nvidia-arc.com/products/iray/mdl.html

Links

 The Mill
e http://themill.com

 http://www.facebook.com/MillChannel

e Jan Walter

http://www.janwalter.com or http://www.janwalter.org

.../RadianceVsYouNamelt/radiance vs_younameit.html

www.janwalter.com/Download/PDF/fmx_2014 slides.pdf

http://www.janwalter.org/renderforum

https://bitbucket.org/wahn/blender-add-ons/wiki/Home



http://themill.com/
http://www.facebook.com/MillChannel
http://www.janwalter.com/
http://www.janwalter.org/
http://www.janwalter.com/Download/PDF/fmx_2014_slides.pdf
http://www.janwalter.org/renderforum
https://bitbucket.org/wahn/blender-add-ons/wiki/Home
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