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Hayabusa Renderer 2.0 for Rhinoceros
Quick Start
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Files to use

The downloaded data folder contains the following files
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B Controler.3dm 3DM 27l
.Hayabusaloge_Ol.tga TGA Z7-TIl

g8 quickstart_01.hyp2 Hayabusa Project File
§i quickstart_02.hyp2 Hayabusa Project File
i quickstart_03.hyp2 Hayabusa Project File
i quickstart_04.hyp2 Hayabusa Project File

g4 quickstart_05.hyp2

Hayabusa Project File

» Control ler. 3dm

The first Rhinoceros 4.0 file to use.

- Hayabusalogo_01. tga
An image file to use as a material.

- quickstart_01 - 05. hyp2
A creating process file of Hayabusa 2.0

This is used when you want to start using in the




*Hayabusa Renderer 2.0 for Rhinoceros here in after may be referred to as Hayabusa 2.0 or Hayabusa.

Rhinoceros 4.0hereinafter may be referred to as Rhino4.0 or Rhino.

eExport from Rhinoceros 4.0
1. To start, double click the Rhinoceros 4.0icon on Desktop.

2. Inthe Startup Template dialog, select "Large Objects - Millimeters" and click Open

Select model size and units used when Rhino starts:

HLarse Objects — Centimaters BSmaII Objects - Milimeters
HLarse Objects — Feet

HLarse Objectz — Inches

HLarse Objects — Meters

— Milimeters

4 Small Objects — Centimeters
|5 5l Obie cts - Feet
BSmaII Objects = Inches
BSmaII Objects = Metars

Template details — Large Objects - Millimeters:

Use this tamplate file for building objects the size ofa truck or larger, and for
objects which need not be built to manufacturing tolerances.

Units: Millime ters
Abzolute tolerance: 01 mm

Ask every time Rhino starts

[ Open ][ Halp ]

3. Select Menu > File > Open, then select controller.3dm to open.
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4.  When you right click the Hayabusa icon in the top-right of the screen, the Output setting dialog opens. Here, you can

setup various things. Set up as illustrated below, then click the OK button to close the setup screen.

Export Option

=)

baterial Type
Rendering

ayer
Shading

Obje ct Type
Dlyg-:un

MURES

wertex weld
Weld

Fermiszible range

oo
(based on the unit)

Smoothing angle a0
Flat 0 - 120 Smooth

Export inwisible layer
@) Mot expart
Export
Hayabusa Rendaring Mode( Werl 0 Only )

DR (Meed special video card for use)
LER

Show Option

Show export option when exporting

Reload setting
| Reload file

‘Wake—up setting

Hayabu za directory: ECIT

C:¥Program File s¥Haywabu 522 OE¥Hayabusae

[ ok, Cancel

| |

Material type:

Rhino material is transferred as RGB value to Hayabusa
2.0.If you set it on a layer, the layer color will be exported
as a material so you can set up a quality level for each

layer.

Object type :

Select either Polygon or NURBS. If you export it as
NURBS, you can edit it later in Rhino when the model is
changed, but Polygon is easier to handle. This time,

select Polygon.

Hayabusa 2.0Mode :
Hayabusa 2.0, select HDR. You can display a HDR

image as a background.

5. Click the OK button to close and left click the Hayabusa icon on the Rhino 4.0 screen to start Hayabusa 2.0. When

you select Polygon as an Object type in the Output setting, the Polygon mesh options dialog appears. This time,

move the slide bar one notch to the More Polygon direction and click OK.

‘ Hayabusa

Exporting

=4 Polygon Mesh Options

s@%
=

Fewer Mare
polyeons U polygons
Ok, ] | Cancel | | Help m‘reuiew U}’tﬁnﬁu Controls.. i

When you click the

Preview button, you can

-

verify the current




mOption

the angle is steeper.

Fewear
polyEons

In Detailed Controls, you can set up how to divide the polygon like distributing more polygons to the area where

Crensity:

Maximum angle:
Maximum aspect ratic:
binimum edege langth:

Mazximum edege length:

(6K [(Goncel | [ e (Previen |((Betated sonroi. |

Maximum distance, edee to surface:

binimum initial grid quads:

Maximum angle:

More A smaller valuewill result
polygon s
more polygon, but will be
more accurate.

Minimum  edge/Maximum
edge:

These are the maximum and
minimum edge lengths of the
subdivided face. You can

set up the curve precisely

using the maximum and

Refine meash
Jagged seams

Simple planes

Pack Textures

minimum edge lengths. For

example, a shorter minimum

l Ok, I [ Cancel ][ Help ] [F’rem’ew ] [ Simple Contrals.. ]

edge length will define a

tight curve.

Default

Mesh example after setting options above

eStart Hayabusa 2.0

6. When Hayabusa 2.0 starts, the model exported will be displayed.

mOption

When Hayabusa is started automatically from the modeler, the model is opened as a temporary file until once you

save it. (You cannot change the name and the location of the temporary file.) When you close Hayabusa, select File

> Save Project and save the file using Hayabusa'’s file extension.hyp2.

mquickstart_01.hyp2



7.

When you click the + sign next to "root" in the Scene graph window on the left, you can see that the layer info set in

Rhino 4.0 was imported as it was.

File Edit Show Function Window Help

LHE @8N O ocslcerdnat - §3 1% | @8 0 @ X B FHll
ne ] Object 3
Scene ' Material @oby...  @Ma...  E¥Ca... | § Light | @ Ba...
[Ewewe™
= i | =
ngvdr I
<ontroler
1 B base
'-Bguunw @
I EIG B buton Esbw ]
I ¢ bution Show
B o_buttor
%gmmmm
1B R button
1 B move_buttony Shadow
T
| Number of Folygons |
k_________]|
Hmplereting
GG r.
Detail
: 0w |2
oo B
ateril | Danl Background | Animation | Rotational motion | Shew Comparison
Requlsr posi » [ Comesist
m
R e i
o o e e 2 iom
e B A

Ready

eOption
The window can be moved by dragging the upper gray title bar.
The docking guide appears when you drag a window to the top, bottom, right or left side of the screen. When you

drop a window on to the Docking guide, the window is docked to the side. Also, you can dock it by double clicking.

Background 3
@ob..." @Ma...  @¥Ca... |  Light’ (FBa...

A\ 4

Docking Guide

Notes : If the drawing is broken or you cannot redraw it after exporting from Rhino to Hayabusa, most likely the version of

your video card's driver is old. Update your video card's driver.

eView operation - Setup camera

8.

Let's play with the model in the viewport. Here's how to use a mouse.
Ctrl+Right click: Rotate camera
Shift+Right click: Move camera
Alt+Right click or wheel mouse: Zoom camera
To select an object, double click it. Then by holding Ctrl+G, the object will be zoomed fully.
Add a camera. With the angle you want, select the Default scene graph camera in the Camera tab and click the

Copy button. A new angled camera is added. Select the name and change it to "camera02".A camera will be added

5



to the presentation window in the bottom of the screen as well.

] 08 Default Scenegraph Camera
ﬂ cameral2

Remove

When you check camera02, the camera is switched to it.

*Another way to do it is to create and select a new camera first, then change the angle to one you like, right click in

the screen and select Save current view (F5) option to save the camera change.

Select Object from Material

Apply material to selected object

Fit to selected Object Ctri+G

Save selected Camera View

Save current view F5

Retrieve View

Register Eyedropper

Apply Eyedropper

Other than using the mouse, you can switch the fixed cameras by clicking the icon in the Presentation window (Ctrl+P)

in the bottom of the screen.

Presentation Window

Camera | Material | Par‘tl Backgroundl Animation | Rotational motion | Show Comparison
| 4 Reqular position 3 | Camera list

Default

Default camera

[-Z 270] [+X 180] [+Y]

eSetup floor

10. Looking at the model from the side (-Z 270), you can see the camera is partially buried in the floor.

6



As a default, Hayabusa 2.0 displays the floor as Rhino model's original floor plane.

Wireframe display

File Edit Show Function Window Help
IO =

11. Highlight and select the default background in the Background list in the Background tab. Then click the Automatic

button which is located to the right of Floor Height box. This will adjust the floor automatically so the floor does
not bury the model. Also, you can set the value high/low by typing a number. The reflection on the floor can be

adjusted as well here.

Background

/ Dbj...\<ﬂ Mat...\<ﬂ Ca... \<Q Light>/ Bac...\
Default Environment Mew |

Floor

Show Show Floor
Display Shadow

—
Color (O Sinel.. [+
(%) Flaor . D floor-nt00.dds

(| Shading
Floor Reflection

i 2200 21
oo o0 1240

eSetup lighting



12. Switch to camera02.
To turn the light on, switch to the Light tab and select Default scene graph light.

Light ]

/ﬁ Dhj...\<ﬂ Mat...\<ﬂ Ca... }f{,:' Light\< Bac...\

Also, the darkness of shadows and soft shadows can be adjusted.

Cast Shadow

Show
Apply Self Shadow

oo O —
Soft Shadow 0

It is helpful to display the guide to see the direction of the light source that you are adjusting. To display the light
guide, select the menu Show > Light Guide. Turn the light guide ON/OFF with Alt+L.

w Help.
882 6u1e)

Rotation - local

Absolute Offset

o5 2|+ e 2] -

Posture location* Center of

() Origin point
Genter of Ohject

Insslect | Arbitrary s

Local coordinat - QE‘EFW[ - g o | @ [P
= Also, directly clicking and

dragging the guide can be used

to adjust the light source.

Rotate tool
mquickstart_02.hyp2

13. Import a background scene from the library. Select the Library button from the toolbar to open the library.
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File Edit Show Function Window Help

LHE ¢ | a8 =K

QU [ e (P g s @eRe BEE

Switch to the Background tab and drag Multishadow-01.hbg?2 to the scene.

£ Library =] = =

Material @grnund :)

Default 0
= " EEEE

Black-TwoSpot.... Blue-TwoSpot.h... Gray-Spot-A.hbg2 Gray-Spot-B.hbg2
Broadocom E
Common Files

L fftp il
Google Horizontal-Top... \QEHEEERGEEG R/ MultiShadow-0...  Studio-circle.hbg2

- |, Hayabusa2.0 bg2
= |, Hayabusa2.0E

=
#- ) documents 4
) ico

o Image White-TopLight....
|, lang
- 1, Resource

- |, Adobe Media Player
|| Apple Software Update

= Jy Sample
EnvironmentLib¢
Gl |, MaterialLibSamy
\, sefttings =
< I | [

14. Adding the background scene library, four types of light sets are added to the Background tab. Check [Light-set-01]

to switch.

round 5

[C] [ Light-5et-02
[T (= Light-Set-03
[T (= Light-5et-04

15. As the background scene was imported with the floor, readjust the height of the floor with the Automatic button.

9



El Floor
Floor
Shaow Show Floor

Display Shadow

Floor Height |-0.021 =
Color (i Sinel.. |l ~
(%) Flaor .. D floor-nto0.dds

Shading
Floor Reflection

Floor -
Reflection = U
Floar .
Roughness m = ﬂ

16. Select Automatic for the size in the Background property. Hayabusa automatically adjust the size of the background

according to the size of the object.
| B Background property |

Background —
e [ |2 Guomese)
]

Geometry [Sphere

Color (7 Single color |l +
(%) Background env_n08.dds

Image shown the background by zooming the camera out

eOption
The background scene includes various settings such as light, background image and floor.

If you open the Light tab, you can see that several lights with soft lighting expressions are added. Switch

background environments and see how these lights are utilized.

%) Backeround E

(@ Object | @ Mate..." gl Cam...” @ Light @) Back.. env_n08.dds |

B Light List |
7 Default Scenearaph Light - MNew
[ & Multishadow01-Up02

; Copy
[C] & Multishadowd1-Dw0S — (+) Backeround = env_n09.dds |

Light-Set-01

m

[[] & MultiShadow01-Dw13
[ & MultisShadowd 1-Dw07
[ & Multishadowd1-Dw03 Light-Set-02
[ & Multishadow01-Dwos

[ & MultiShadow01-Dw11 - 0

mquickstart_03.hyp2

eSetup material

17. To make sure the "Use High Quality renderer shader" is selected as a rendering mode, select the menu Window >

10




Environment setup.

Environment setup (==3a]
| Coordinate | “iew mode I Library I Corversion YWindow | 30 device
Rendering quality | Real time Ray Tracing | Material Setup I Show
Rendering mode [High Quality Fenderer (Use Shader) v]
Standard Renderer
Bnti-aliazing High Cluality Renderer (Use Shader)

Feal time Ray Tracing (Use Shader + Feal time ray Tracing

Jittering Quality : . [

The smallest jittering
radiug 0500 0
HOR/TEL [Valid {with Bloom effect) -
[ ok [ &« || @R

mSelect/Deselect object
18. Double click the Body in the viewport to highlight it in yellow. Or, you can select it by clicking [body] in the Scene

graph on the left side of the screen. To release the selection to see its quality, press Esc key.

K

/ Scene Material®,

=) Scene
E-E D root
=l ) body
- HE® s
El .ﬂ controller

El .ﬂ base
- BE® 17N

*In the Scene graph, layers are displayed in hierarchy with "root" in the Top. There is an object info for each surface
under a layer name.
mChange the current material

19. When you switch to the Material tab (with the body object selected), the body material is highlighted which was

assigned automatically to the layer from the modeler.

/ o Db]ectyﬂ Mate. \<n cam. \<Q Light \<- @ Back. \
[BMateriallist ]

=g material

»
=
]
=

.
=1
3
=
=3
m
2
m
\c_
=
i

----- OB:butban | | ¥ |

----- (- D:butb.‘:n %

20. In the Name&Type pane, change the Type to Metallic.

11



A Mame |bndy

Type [Metalic |

21. In the Color setting pane, set it up as illustrated below.

[BColorsetting ]

Diffsecolor | 1% |3 J

Envirorment color [l v[0 |2 [J

Reflection color | ¥ |21 U

seffluminance  |HM [0 |3

Opacty | J

22. Set it up in the Material type parameters detail pane as illustrated below.
[ & Material Type Parameters detail |

Highlight Sharpness L0

Flake Size =l §

Flake Roughness ' 5

citercoor  |[HM s |2 0

Refraction rate [1.800 |2 (]

Scale 1000 |2 ()

Bias 0.000 | & )

Reflection roughness = . 1

mMaterial types in Hayabusa 2.0

Lambert Best for simulating materials which do not reflect light like rubber.
This only uses diffuse reflection based on the reflection rule that incoming lights diffuse evenly in
all directions.

Phong Best for simulating plastic. This diffuses components and mirror components separately for light
ray, sight line and normal vector.

Blinn Best for simulating metal. This calculates diffuse light and reflection light components in relation to
diffusion and direction of the model in addition to light rays, sight lines and normal vectors.

Clearcoat This simulates clearcoat. The surrounding environment is reflected.

Glass Best for simulating glass or transparent plastic. Do the semi transparent process and the
environment reflection process as well.

Metallic Best for simulating metallic paint. This shows fine particles and reflects the surrounding

environment.

12




mApply a material from library
23. Also, instead of creating a new material, you can apply an existing material from the library. Select Window > Library
to open the Material library.

Select [clearcort.hmt2] from the Library file name, highlight [CCBlack] and drag & drop it to the [base] object in the

viewport.
& Library = E- ™™
Material ¥ Backeround
‘ Default | 0 Library File name l L= |
e : SampleMaterial.hmt2 |
=1~ |, Program Files -
= o0 rubberhmt2 =
A lastic.hmt2
G- |, Adcbe Media Player e |
- ), Apple Software Upda| e fime
-}y Broadcom = @
G- |, Common Files | clearhmt2 i
)y fiftp il A
[ )y Google .
- |, Hayabusa2.0
=k |, Hayabusa2.0E

CC Brown

CC White CC Silver

B 1 documents GunMet... Bordeaux
.} ico AR LN T L1 P T IS T LN LA
- | image y i 1 £
- lang
-y Resource
| Sample cc CC Blue CC Navy . cC CC Green ,
, ) Orange LightBlue DarkGr... LightGr...
. EnwironmentLi PR p—
, MaterialLibSan

24. When you open the material list, you can see the [CCBlack] that you applied is added. You can also see the [base]

material that had been applied is now grayed out because it is no longer used.

Material

o Object>/° Mate..?{ﬂ Cam...\<9 Light \< Back..

=@ material - New |
- Default N c
-i@ body LI
@ controller 3 Remove |
B riven i iy .
. g g||—— e _button .
g move_button A | ¥ | g B_button A | v |
i) spline | 4 i@ C_button
@ CHak > - 0 @) D_button - 0

13



25.

26.

Change the name of the base material from

[CCBIlackK] to [base_2].

F

Mame |I:uase_2

Type [Clearmat

Change the Color setting like the image below.
[BColorsetting
Diffsecolor WM w5 |5 [
ervromentcoir [BE]0 1210
Reflectoncolor || w85 |2 0
[ =R

. )

Self Luminance

Opadity

In the same way, apply the material from the library listed below to [center_button] in the center and [ move_button]

(the cross key).

Change the material names to [center_button_2]and[move_button_2].

ecenter_button

SampleMaterial.hmt2 [metallic_04_gold]

Library Eile nam

emove_button

Plastic.hmt2 [PLSilver]

Library File name

(@mplel‘ﬂaterial.hmd )

rubberhmt2
plastic.nmt2
metal.hmt2
clearcoat.hmt2

clearhmt2

Q ‘\“‘aiii‘“n“’

shibo_0...

Eiﬁ‘"ﬂﬁﬁﬁﬁ

Hairline... Hairline... Hairline... Hairline... Hairline... Hairline... gold_A gold_B

E‘“‘l“““‘ii

shibo_0... shibo_0... shibo_0... shibo_0... shibo_0... Hairline... Hairline...

SampleMaterial.hmt2
rubbechmf?

D

metal.hmt2
clearcoat.hmt2
clearhmt2

W

PLBlack  PL Red PL

Bordeaux

NS_CT... PL White
GunMet..
‘ ’iiiﬁ

PL Oramge FLBlue PL PL Green
nghtBIue DarkGr

PL Brown

nghtGr

clome A clome B metalic.. metalic... metalic... metat[cﬂ metglic... metalic...

4 gold

14
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mDrag & drop to layer
27. Then apply the material from the library listed below to [controller].
Even if you drag them only to the parts on the left hand side, same materials are applied in both right and left sides,
since it is the same layer.
Change the name of the material to [controller_2] and set the diffuse reflection color as you like.
econtroller

SampleMaterial.hmt2 [shibo_02_gray]

Library File name
rubberhmt2
plastic.hmt2
metal.hmt2

clearcoat.hmt2

clearhmt2

ﬁi‘ y

shibo_0... shrbcu il shibo_0... shibo_0... shibo_0...
Q‘m‘f

ST _ZWN |

Type [Blinn

Diffuse color @l = _
Environment color | ¥[# [ 1

Reflection color  [I |50 |2 b
Seffluminance  [EM w0 [ [)

Opadity = U

28. For the LR button, apply [RBSliver] material from the [rubber] library. If you apply it by dragging and dropping, all

four buttons are updated, because they use the same layer.

15



lerary File name

SampIeM aterial.hmtz
perhmtz >
plastic.hmt2
metal.hmt2
clearcoat.hmt2

RB White RB Silver RB RB Black RB Red

GunMet...

| “‘iiii
RB Brown RB Blue RB Navy RB
Orange LightBlue

29. Select the upper two buttons by double clicking and holding the Shift key. In the same way from the library, select
and right click [RBBlack] and select the Apply to Scene from the context menu. This allows you to apply an individual

material to objects on the same layer.

»

lerary File nhame
SampIeMaterlaI hmt2
rhm

plastic.hmt2
metal.hmt2

clea rcoat.hmt2 2

Copy

RB Whlte RE Silver Paste

GunMEt
Remaove

Change name

RB Biack
‘“‘ii

Then, change material names from [ RBSilver] to [LR_down], from [RBBIlack] to [LR_up].

*When you do not apply a material from the library, you can select a material that you like from the Material list or

create a new material and click the Apply button.

=g material -
----- @ Default I —
..... @ body = Copy
----- @ controller Remove

i

Apply new

;
d
&l

mCopy & paste a material with Eyedropper

30. Select [A_button] from the Material list. To make it a plastic material, switch the type to Phong.

16



=@ material

Mame |A_butt0r1 |

Type [Phong )

31. Also, change the other settings as illustrated below to make a gloss highlight for the plastic material.
[Bcolorseting |

Difusecolor B 75 |3 U

Ervirorment color | <0 |2 [

Reflecton color | ¥[80 |2 | 1

seffluminance.  |EM [0 |2 0

Opacity = 5

Highlight Sharpness 20.0000 2 | [

32. Double click the object A_button to select it, and zoom into the object by using Ctrl+G. If you deselect it by pressing

Esc key, you can see the highlight is set.

33. If you want to copy these plastic attributes to the another button and apply [A_button] material to the another object
as it is, the diffuse color will be also copied.
34. Then use the Register Eye dropper. Select and right click A_button in the view, then select Register Eye dropper

from the context menu. Uncheck the Diffuse color from the opened window, and click the Register button.



Register Eyedropper E

—Twpe&Color
Type [Phong |
(| piffuse color Self Luminan
Environment Opadty
|¥|  Reflection cc

—Mapping
Texture [monE |
Bump [MonE |
Specular [MonE |
Customize Er [monE |

Switch Show ON/OFF

—T¥pe parameter

Apply new Material Highlight Sharpnes: || Reftachion e
Select Obiect fr Material [ | Highiiahitstrenatt [ &cale
] Ol e e ] Hohightsize ] Bias

Apply material to selected object | | Fefiestion raugfine [ | ReflEstance
W FEE R W FE g

Fit to selected Object Ctrl+G [ | Gitkertolor

Save selected Camera View ABL setup

Save current view F5 Effect to Environment Effect to reflaction ¢

Borrah eI 6 Contrast of Highlight Highlight Spread

Register Eyedropper Select All | Release Al |

T A —
Apply Eyedropper Redist | Cancel |

35. Select and right click [B_button] in the same way and select Apply Eye dropper from the context menu, then apply

it in the opened window.

Apply Eyedropper E
—Tyvpe&Color
Type
| P ifhise ol Self Luminan
Enwvironment Opacity
Reflection cc
—Mapping
Texture
B
Specin
Switch Show ON/OFF e
Apply new Material (Type parameter
Select Object from Material th L Reifacinrs
|| Highiliaht Strenath [ | Geale
Apply material to selected object || Higfiliatit-5fee [ | Eias
|| Hefestiomranahne [ | Hefestance
Fit to selected Object Ctri+G | P RlEkEGRE [ HEke Eatat

| | Gitter Gl

Save selected Camera View

—IBL zetup
Effect to Environment Effect to reflection ¢
Contrast of Highlight Highlight Spread

5 : Select All Release Al |
Apply Eyedropper Appiynewt...[ ) cancel |

36. Inthe same way, apply Eye dropper to all buttons. The status of the highlight is copied.

Save current view

18



mApply logo texture

mquickstart_04.hyp2

37. Apply a logo to Body. Select [body] in the Material list, and click None in the Texture in the Mapping pane.

38.

Texture

Bump

Specular

Customize
Environment map

e >

Mone

Mone

Mone

Adjus...

In the opened Mapping window, select Image setting > Image, and specify "Hayabusalogo_01.tga" from the file.

[ Mapping

—Mapping Category

Category Texture
RNttt Multiplication
—Image setting
[ijiziej= < = >r_’
Hemowve Display Image
Irage 7 —
Lliraction .’_'|I1-. U Rew. | @ = W Bew.. ,fl,_T-LI‘-.-‘ Be..
HesetHeverse

Hayabusalogo_01. tga.

ayapusa

Color images

ayapusa

Alpha channel

19



39. To adjust the position and size of the image, select Mapping > Adjust > Show Guide .

40.

41.

—Mappinge
How to paste [Plane v]
Adjustment @/
[/ Move | (T)FRotation| [ Scale
Size @ Relative () Absolute
wlow s nfow 1z
Reset Move Rotate/Scale/Size |
Repeat
Dire;i;:sn of 3 W q 7 l
Rererence | -] _rer. |

Switch the camera to the Fixed Camera-Z. Since the

O

Since the direction is different, switch the Direction of Axis to Z.

Set the size Relative W 0.3 H 0.3. Deselect the Repeat check box.

logo

o0 C O

is flipped,

select

Image setting > U



Presentation Window —Image setting
Camera l Material l Part l Background l Animation l Ro Image Hayabusalogo_01.tga |
‘ Regular position ) |
o Remave ‘ Display Image|
-2 wl Im
age =1
) - 4 /:?ﬂ oreg®  JhURev.| = VRev.| AUV Fle...‘
0 s fmn o 150 flo
Reset Reverse |
B ¥

Reverse.

42. Adjust the position and size of the image again. Select Adjust > Move, drag the shown handles to adjust the height

and the position.
Also, switch the size to Absolute to change it to W 36.000/H 12.000 (same as the aspect ratio of the image).

—Mapping:
How to paste

[Plane v]

Adjustment ‘ Show Guide
e —

1@3 Ratation

[~ Scale

Size

Reset MoveRotate/Scale/Size ‘
[7]  Repeat
Direction of ‘ ‘
e M Y zZ
Mapping ‘
Reference ’ h ] it

43. Finally switch the Operation for each map category to Decal. Multiplication superimposes the RGB of the texture

image on the base color, but if you choose Decal, you can paste the logo, based on the alpha channel that the image

had.

Mapping Categary
Category Texture

Operation  |pecal -

mquickstart_05.hyp
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eSwitch to Real time ray tracing [ Ctrl+ F3 ]

44. Switch to camera02. Select the menu Window > Environment setup, change the rendering mode from the High
Quality Renderer to the Real time ray tracing.

Environment setup
| GCoordinate | View mode I Library I Conversion Window | 30 device It is handy to use the shortcut for
Rendering quality | Real time Ray Tracing | Material Setup | Show switchi ng render ing modes.
Rendering mode [F{eal time Ray Tracing {Lze Shader + Real time ray Trac v]
Standard Fendarer
dnti-aliasing  Hieh Guality Renderer (Use Shader) Ctr1+F1 —> Standard Renderer
Feal time Fay Tracing LU hader + Real time ray Tracing)
Jittering Quality <1 [0 Ctr1+F2 —> Advanced Renderer
The smallest jittering ]| Ctrl+ F3 Real time ray tracin
radiuz 0500 5 U y g
HDR/IBL [\.I’alid {with Bloom effect) -
[ ok [ Feew | #EREA

The main difference between the Standard renderer and the High Quality Renderer or the Real time ray tracing
that you can simulate more accurate reflection and refraction because the High Quality renderer and the
Real time ray tracing perform the reflection and refraction several times.

In this case, you can see the reflection against the body or base object that shows the surrounding objects (the

controller and the button, etc.) and not just the environment.

\

. .

eOption

Ray tracing is a rendering method that casts a sight line from the view point to every pixel of the display and
renders in relation to light reflection and transparency on 3D models. It can represent objects realistically as it
traces light paths emitted from a light source accurately according to reflections, refractions or transparency.

However, since the calculation amount is enormous, it usually needs a very long time for the calculation.

Hayabusa 2.0 uses your computer's GPU (Graphics Processing Unit: a semiconductor chip for 3D drawing

equipped on a video card), not your computer's CPU, to perform the real time ray tracing.
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Without real time ray tracing With real time ray tracing

eExport images

45. You can export a rendered image set in Hayabusa 2.0 as a still image or create an animation from it. Select
Function > Create Image
Function Window Help

Il Create Image

Reload

Camera matching
Show Absolute size

Solar position calculation

Clean up Scene

46. Not only still images (snapshots) but also registered snaps of several camera images and fixed cameras can be
exported in the Export Images window. You can export an animation here too. It is possible to export in higher
resolution than the display resolution. You can set up t012000 x 12000pixel. (Depending on the video card, there
may be a limit to the resolution size.)

This time, set 64 for the Jittering Quality,800 x 600 for the pixel size and 300 dpi for the resolution, then click the Start

button. Then, save the image file with a name of your choice.
* Jittering quality

Hayabusa 2.0 superimposes CG more than once by displacing a viewpoint position little by little randomly to make

the curves less jaggy (Jittering). Here, you can specify how many times to repeat the jittering process.
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Export Images =
/Bnap Shot'{ Ficed Camera List % Reeular position % Turntable % Camera mation % Animation %

Jittering Quality "

Pixel size pixel
Standard val - pinel
Size mm
Standard val - mm
Resolution DPI %) Real time
] Fix Aspect ratio () Offline (3DzmartRender) Setting

Cancel

-

-END-
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