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Installation and Overview

Software and Hardware Requirements

The plugin does not require OctaneRender™ Standalone Edition to be installed. However you must own a
license for Standalone Edition in order to use the plugin (your Standalone credentials will be requested when
you activate the plugin). If you do install Standalone Edition, it does not need to be the same Octane version as
the plugin — since they operate separately.

The plugin requires Autodesk AutoCAD 2014, 2015 or 2016 to be installed. It runs under Windows 32 or 64 bit.

Itis also highly recommended that you use your on-board graphics or a second graphics card for the Windows
display adapter. If you do not have an on-board or second graphics card, use the Low Priority Render Priority
described in "GPU Settings" on page 4.

If you are running a GTX 690, or multiple graphics cards, itis important to disable SLI in the Nvidia control
panel.

Internet Access
The OctaneRender™ for AutoCAD plugin requires internet access to launch the first time. Internet access is not
required to use both OctaneRender™ and OctaneRender™ for AutoCAD plugin.

When no internet access is present, the Live Database will not be accessible. Upon launching the plugin for the
firsttime, the user will need to log in to their OctaneLive™ account which associated with their forum log-in
information. This information can be found in the customer section of the OctaneRender™ website.
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OctaneRender for AutoCAD

. v1.20 beta
OctaneRender ® 2012, 2013
for use with AuteCAD® by Autodesk Inc @uluy

Settings | Materials | Cuda Devices | Activation
Octanelive User Id 00000000
Pazsword

Activate Deactivate

Account is currently ACTIVATED cn this machine

Release Mumber: 1.20.1.10
For use with AutoCADE by Autcdesk®
Developed OTOY, Inc.
© OTOY, Inc 2013, All rights reserved.

CctaneRender™ and OTOY @ and their logos are
trademarks of OTOY, Inc.

Autodesk and AutcCAD are registered trademarks of
Autodesk and/or its subsidiaries and/or affiliates in the U.5.

Open Viewport Resolution Lock Settings

Installation of the Plugin into AutoCAD

Ensure AutoCAD is not currently running on your PC, and then run the provided installation file (eg.
OctaneRender_for_AutoCAD_2014_64bit_ Setup_1.20.1_Beta.exe). The installer will copy all the plugin files
into the default plugin folder for AutoCAD (C:\ProgramData\Autodesk\Application\Plugins\OctaneRender for
AutoCAD.bundle).
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i Setup - OctaneRender for AutoCAD 2013 =

Welcome to the OctaneRender for
AutoCAD 2013 Setup Wizard

This will install Octanefender for AutoCAD 2013 version 1 on
your computer,

It iz recommended that you dose all other applications before
continuing.

Click Mext to continue, or Cancel to exit Setup.

Cancel

Once installed, when you next run AutoCAD, the plugin will be available from the Plug-ins Tab.

Drawing1.dwg

(e e (573D Modeling
Solid  Surface  Mesh  Render Parametric  Inset  Annotate Layout View  Manage  Output
W %
Explore Exchange Import OctaneRender

App Manager | SKP File

Home Plug-ins

Content | App Manager | Import SKP | OctaneRender

You will need to activate the plugin prior to using it for the first time. Open the plugin, and enter your
OctaneLive User ID and Password in the Activation tab, and click the Activate button. Once activated, the other
tabs (ie “Settings”, “Materialsl”, etc) will be selectable and you can start using the plugin to render.

1A set of attributes or parameters that describe surface characteristics.
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You can also run the plugin via the OCTANERENDER AutoCAD command.

GPU Settings

The Cuda Devices tab will display the following window:

aneRender for AutoCAD

Settings | Materials | Cuda Devices | Activation

Use
Active Pricrity

GeForce GT 740M (compute model 3.0) ]
Mot Available
Mot Available
Mot Available
Mot Available
Mot Available
Mot Available
Mot Available

Render Pricrity: Low v

Apply Reset Cuda Errors

Tick 'Use Prionty' for any devices which you want to manually
set the priority for. Then set the render pricnty for all the
devices in the 'Render Priority' popup.

If you have cne card being used as both display adapter and
for rendering, set a low pricrity for it.

You can enable or disable your Cuda Devices from this window. If for some reason you need to reset the Cuda
devices, use the Reset button.
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You can also specify particular cards render at the currently selected Render Priority. To do this, tick the Use
Priority checkbox, and then select High, Medium or Low as the Render Priority. If you are using a single card
for both Cuda rendering and as you Windows display adapter, it is recommended that you select the Low Pri-
ority. Remember to click Apply to apply a changed Render Priority to your video card.

IMPORTANT!!

1. Ifyou have an on-board graphics card (or second graphic card), use it as your Windows display adapter

2. Ifyoudo NOT have an on-board graphics or 2nd graphics card to use as your Windows display adapter,
set the Render Priority of your card to Low (as described above).

3. Ifyougetan Nvidia driver crash, this is due to a time-out. In the case, install Octane Standalone (since
the installer will change the Nvidia time-out settings), and set the Render Priority of your card to Low
(as described above).

In the unlikely event that you get a Cuda error from your video card, click the Cuda Errors button to display spe-
cific details on the error.

For troubleshooting problems, refer to the OctaneRender™ Standalone Edition User Manual.

Rendering Performance and Quality

A render is not finished when the “kernel”->"maxsamples” are reached. It s finished when the Viewportimage
quality is free of noise and all details have been rendered to a fine level. For some simple scenes, this will be
after 500 samples. For some complex scenes it may take 10,000 samples.

Tips to increase render speed (by increasing sample/sec or reducing the samples required
to finish the render):

« Use the “directlighting” kernel. This may provides a lower quality output but is much faster than “pathtra-
cing” and “pmc”. Only use this option if the reduction in render quality is acceptable.

« Minimise the use of SSS (“diffuse”->"scatter”)

« Set“imager”->"hotpixel_removal” to 0. This eliminates most ‘fireflys’

« Increase “kernel”->"caustic_blur” (to whatever level needed —even'1"). This smooths out the noise in
the render

« Use a higher-powered graphics card, or add additional graphics cards to your system

« Ifthe lightilluminating the scene has come through a specular (glass) material, using “pmc” rather than
“pathtracing”. In this situation you can also reduce “kernel”->"direct_light_importance” to give the light
that has passed through the glass more priority. Also, you can let more direct light through the glass by
reducing the glass material’s opacity (from 1 to say 0.2).

« Ifilluminating the scene by emitters, make sure those emitters have as few polygons as possible, and
are as large as possible. If using emitters, it is highly recommends that you an IES! file in the “dis-
tribution” pin to direct the light as required.

1An IES light is the lighting information representing the real-world lighting values for specific light fixtures. For
more information, visit http://www.ies.org/lighting/.
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IMPORTANT: Remember to adjust “kernel” -> “rayepsilon” for each scene. The “rayepsilon” will be smallest
for close-up renders, and increase as the camera moves further away from the subject.

For very small scenes (millimeters) or very large scenes (spanning many kilometers) you may not be able to
get the “rayepsilon” small or large enough. In this case, set the scene scale in the Configuration accordingly
(mouseover the scale field for guidance on this).
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OctaneRender Setup Window

To open the Setup Window, select the OctaneRender icon from the Add-ins ribbon.

BB Drawing1.dwg

Cols (o =l 15430 Modeling |

Heome Solid  Surface Mesh  Render  Parametric  Insert  Annotate Layout  View Manage  Output

G

Explore Exchange Import OctaneRender
App Manager | SKP File

Plug-ins

Once the Setup window has authenticated your credentials, the main plugin setup screen will display, with five
tabs:

« Settings — The Octane rendertarget settings

« Materialsl — The Octane materials used in the scene
« Cuda Devices — The available rendering devices

« Activation - You OctaneLive account credentials

1A set of attributes or parameters that describe surface characteristics.
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X » v1.20 beta
s OctaneRender ® 2012, 2013
= for use with AutoCAD® by Autodesk Inc @nl‘w

Settings | Materials | Cuda Devices | Activation

EI--E' Diefault rendertarget [rendertarget] ~
Elﬁ Camera [thinlens]

/B Fov:50

Aperture : 1

/B Pos:0.0,10

Target: 0,0.0

/B Up:0.1.0

Stereo : Disabled

Sterecdist : 0.02

|Z| LeftFilter : 254/0/232

|Z| RightFilter : 01254/120

——i—

Rightclick for options. k
< >

Mode Parameters

Mode Type:  rendertarget

Cpen Viewport Resoluticn Lock Settings

¥ OctaneRender for AutoCAD

Each Tab contains the following controls:

Open Viewport

Opens the OctaneRender Viewport window and commences rendering (see OctaneRender Viewport).
Resolution Lock

If this button is ON, then the resolution of the render is controlled by the Settings Tab resolution settings. If it is
OFF, then the render resizes to the Viewport size (and you can resize the Viewport by stretching the window).

Settings

This button opens the configuration settings window (See Configuration).
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Configuration

In the Settings tab of the OctaneRender Setup Window is a Configuration button. The OctaneRender for
AutoCAD plugin does all the conversion of the AutoCAD scene to Octane for you. However, there are some set-
tings which you can tune to speed up your workflow. Mouseover each of the settings for more details.

In summary:

Progressive Save Enabled — Tick to have the plugin save the render every “Save Interval” samples.
Useful for analysis to determine have many samples are required for a render to be finished.

Image Save Format —the format that the Viewport image will be saved as when you click the Save
button on the Rendering tab.

Solid Triangulation Level of Detail — Specifies the Level of Detail for Solids that get loaded into
Octane. Smaller nummbers give a finer level of granularity, but slower load times.

Solid Smoothing Angle — Specifies the smoothing angle (in degrees) for Solids.

Surface Triangulation Level of Detail — Specifies the Level of Detail for Surfaces that get loaded
into Octane. Smaller numbers give a finer level of granularity, but slower load times.

Max Number of Polygons — The maximum number of polygons that can be loaded into the Octane
scene. Larger numbers require more memory to load.

Display Diagnostics -Enables printing of scene load diagnostic messages when the Viewport is
opened.

Scene Scale Factor — Scales the entire scene by this value. Scale ‘mm/inches’ scenes up by 10-100
and ‘kilometers/miles’ scenes down by 10-100 if you are getting self-shadowing render artifacts
Materiall Conversion —these parameters are unlikely to need to be changed, however you can
mouse-over each parameter for more information.

1The representation of the surface or volume properties of an object.
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Configuration

Progressive Save Enabled :

Cutput Folder

Save Interval (Samples) :

Image Save Format :

LiveDB Texture Scaling :

O

C\Users\Paul\Documents

1000
PNG & bit W

0.01

Wiewport Nawvigation Controls ;| MME = pan, shift MMB = rotation, Ml w

Display Node lcons :

Scene Loading
Solid Triangulation Level of Detail :

Solid Smoothing Angle

Surface Trnangulation Level of Detail

Max Number of Polygons :
Display Diagnostics :
Scene Scale Factor :

Materal Conversion

Glossy Glossiness Thresheld :

Specular Transparency Threshold :

Default Specular Fin Value:

Default Roughness Pin Value:

oK

[v]

0.0001
S0
0.05

20000000
vl
1

30
40

0.3

Cancel

Settings Tab

Octane for AutoCAD Plugin Manual

The Settings Tab tree contains all the Octane nodes defining the scene rendering parameters (ie. All nodes con-
nected to the “rendertarget” node EXCEPT the mesh pin). Click on any of the settings to enable the edit options
in the Node Parameters window.

The main rendertarget pins are:

Camera — Position, target, aperture, etc

10 — OctaneRender Setup Window
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Resolution — The output render resolution

Environment — Scene lighting (IBL or daylight)

Imager — Post-work functions which can be changed without restarting the render

Kernel — The core rendering method

Postproc — Additional post-processing functions which can be changed without restarting the render

Rightclick the rendertarget tree for additional options:

Settings | Materials | Cuda Devices | Activation

—--@ Default rendertarget [rendertarget] ~
—@ Camera [thinlens]

/B Fov:50

B Ape .

5 Pos Copy

B Tar Paste

Up Save as Default
Ste
Ste Load from Default
Lef Export Rendertarget Settings
3 - ’

< Import Rendertarget Settings

Load Background Image
Show Mode Graph

Mode Parameters

MNode Type:  flo

® o 1.00000 0 100

Copy - Copies the currently selected node into the plugin clipboard. Only one node can be in the clipboard at
any given time.

Paste — Pastes the clipboard node into the currently selected tree node. The Paste option will only be available
when the clipboard node is compatible with the currently select node pin.

Load/Save as Default —allows you to save the current rendertarget as the “default” to be used on all new
scenes.

Import/Export Rendertarget Settings — save the current rendertarget to disk for re-loading in other
scenes. Very useful for saving image based lighting setups so they can be quickly reloaded.

Load Background Image - If you have ENABLED “Rendertarget”- -> “Kernel” -> “Alphachannel”, load a
background image with this option.
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Clear Background Image — Clears a previously loaded background image.

Octane Camera

All Octane camera controls are under the “rendertarget” tree in the Settings tab of the plugin.

The Octane camera “pos” and “target” are taken from the current AutoCAD view camera position and view dir-
ection, and are always kept in sync. Panning, zooming and rotating the AutoCAD camera will resultin the same
movement in the Octane camera. So to move the Octane camera, simply move the AutoCAD camera.

To have the Octane camera sync to the AutoCAD camera, it is important to:

1. Use perspective mode
2. Use WCS, not UCS
3. Setthe Octane “fov1” to the Autocad current view “fov”

7\ ” \

The Octane camera “fov”, “aperture”, “up” vector and “lensShift” are NOT connected to the AutoCAD camera.
These parameters can be adjusted in the plugin Settings tab under “camera”. The default AutoCAD field of
view? is approximately 50 degrees, so the plugin also defaults to 50.

If the “A/F” button (focus pick) is enabled on the Viewport, you can click in the Octane Render Viewport to set
the Octane “focalDepth” pin to the element distance that you clicked on. Doing so will also disable the “auto-
focus” pin.

For interior renders, there may be situations where the camera is positioned inside a wall. In this case,
increase the “nearClipDepth” to remove the wall from the rendered geometry.

Itis not recommended that you adjust the “scale” pin unless you are in “othographic” mode, since the “fov”
value will override the “scale”.

1The area that is visible to a camera lens usually measured in millimeters. A wide angle lens provides a larger
field of view and a telephoto lens provides a narrow field of view.
2The area that is visible to a camera lens usually measured in millimeters. A wide angle lens provides a larger
field of view and a telephoto lens provides a narrow field of view.
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Settings | Materials | Cuda Devices | Activation

EIEI Default rendertarget [rendertarget] L
Elu Camera [thinlens]
-{B Fov:50
Aperture : 1
/B Pos:0.0,10
Target: 0. 0.0
- Up-0.1.0
-{fl Stereo : Disabled
[ Stereodist: 0.02
-2 LeftFilter : 254/0/232
{2 RightFilter : 0/254/120
/B LensShift: 0.0
/B3 FocalDepth: 10
ﬁ Autofocus : Enabled
B8 NearClipDepth : 0.001
/i Orthographic : Disabled
/B Scale:9.326154
Aperture edge : 1
Distortion : 0
/g Resolution: 1024 x 512 v

Octane Daylight, Emitters, and IBL
Octane Daylight

Go to the environment tree item under the rendertarget item in the Render Options List on the Settings tab, and
change the default “texture environment” to “daylight”. When the “environment” is set to “daylight”, the sun
position is set by the AutoCAD sun direction if the AutoCAD sun is ON, or the Octane “environment”->“subdir”
node sliders if the AutoCAD sun is OFF.

The Octane “daylight” settings are as follows:

13 — OctaneRender Setup Window
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Settings  Materials Cuda Devices Activation

EI&I Default rendertarget [RenderTarged] ]
a Camera [Thin Lens Camera]
EI[..j.:ﬂ Environment [Daylight Environment]

Sun direction : -0.9814847, 0.1562448, 0.1107357

/B Sky turbidity - 2.4

Power : 1

Morth offeet : 0

@ Daylight model : New

{2 Sky color : 63/148/254

1£| Sunset color : 203/87/38

Sun size : 1

Ground color: 0, 0, O

Ground start angle : 90

Ground blend angle : 5

----- Sky texture [Mot Connected]

@ Importance sampling : Enabled

----- Medium [Mot Connected]

Medium radius : 1

Backplate : Dizabled

@ Reflections : Dizabled

|E| Refractions : Disabled

----- Visible environment [Mot Connected] W

Mode Parameters

Mode Type: | Daylight Envirenment w

“power” sets the sun power and for exterior renders should be in the range 0.8-1.2. For interior renders you
can increase the “power” substantially to illuminate the interior from snu light through windows.

|ll

“model” selects between the Old Octane daylight model and the New model. The New model is the recom-
mended model to use.

“turbidity” and “sun_size” can be used to adjust the sharpness of the sunlights and shadows. A low value cre-
ates sharp shadows (like on a sunny day) and a higher value diffuses the shadows similarly to a cloudy day.
“sky_color” and “sunset_color” control the sky color at various times of the day.

“sky_color”, “sunset_color” and “sun_size"” are only used with the New “model.
l.
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Emitters

Whilst IBL and daylight modes are the preferred methods for illuminating outdoor scenes, for indoor scenes
you will need to create emitter geometry. This is best done by adding geometry to the scene and assigning a
new material to it which you setup as an Octane diffuse emitter.

Settings | Materials | Cuda Devices | Activation

Scene Materials: Click to Select W
Selection Matenals: Chck to Select W
Favourites: Select to apply favournte to mat v

= Emitter [diffuse] A

{2 Diffuse : 254/254/254

----- Transmission [not connected]
15' Bump: 0

15' Mormal : 0

15' Opacity : 1

|_| Smooth : Enabled

= # ' Emission [blackbody]

. Temperature 6500

B {Power: 100

. ﬁ Mormalize : Enabled

~{ Distribution : 1

15' Efficiency or texture : 0.025
Orientation : 0, 0, O
Sampling rate : 1

EILGJ Medium [absorption]

----- FPriority [not connected]

15' Absorption : 0
5 M8 ©rsla- 100

15— OctaneRender Setup Window
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Emitters much be Octane “Diffusel” materials, and have a Blackbody or Texture Emission assigned to the
Emission pin.

The emitter can be visible in the scene (set the the opacity to 1), or invisible (set the opacity to 0).

Any emitters in your scene should be as low-polygon as possible (ie. not high density meshes).

IES2 Lighting

Itis highly recommended that all emitter materials be setup with an IES distribution. This allows the emission
of light to be distributed to certain parts of the scene. IES files can be downloaded from various sources, includ-
ing this link and this link.

With no IES file plugged into the “distribution” pin, the light spreads equality in all directions from the lamp.

- nomal : 0

- opacity 1 0

- smooth : Disabled

[=- emission [blackbody]

- temperature : 6500
- power : 15000

- nomalize : Enabled
- distribution : 0.5

- efficiency or texture : 0.001
- orientation : 20, 0. 0
- sampling_rate : 1
[=-medium [absorption]

- priorty : 10

- absorption : 0
--scale 1 100

- matte : Disabled

With an IES distribution file plugged into the “distribution” pin (as an “image” node), the light now only goes
down. The direction of light can be controlled by the “orientation” pins.

1 Amount of diffusion, or the reflection of light photons at different angles from an uneven or granular surface.
Used for dull, non-reflecting materials or mesh emitters.

2An IES light is the lighting information representing the real-world lighting values for specific light fixtures. For
more information, visit http://www.ies.org/lighting/.
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i--smooth : Disabled
- emission [blackbody]
- temperature : 6500
power : 15000
--nomalize : Enabled
[=I- distribution : 3W GL10 LED Spotlight (3000k-2
power : 0.9

m

=] m_edium [absomtion]
E---pnority 210 <
4 [ 2

Node Parameters

Mode Type: float3 -

Image Based Lighting

To setup Image Based Lighting for a scene, select the “environment” pin from the Settings tree and change the
node type to “texture environment”.

Settings | Materials | Cuda Devices | Activation

EE.% Envircnment [daylight] (e
w-{E8 Sundir: NiA

/B3| Turbidity : 2.2

B Power: 1

~|E Morthoffset : 0

. |g8 Model : Old

2] Sky color : 63/148/254

2] Sunset color : 203/97/38

Bl Sun size : 1 ¥
< >

Mode Parameters

Mode Type:  |daylight W

daEIiEht I

ider for AutoCAD

Then select the “texture” pin of the “environment” node, and change it's node type to “image”.
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Settings | Materials | Cuda Devices | Activation

£

El{z_ri Envirenment [texture envircnment]
@ Texture - 1

Power : 1
Rotation : 0, 0
Importance sampling : Enabled

EI@ Imager [camera]

Exposure : 1
Fatop: 2.8
50100

Mode Parameters

Node Type:

floattexture

£ 1.00000

Cpen View

¥ Uctanebkender 1or AutoLAL

Then select the HDRI! you wish to use to illuminate the scene.

alphaimage
checks
clamptexture
color correction
cosinemix

dirt

falloff rmap
floatimage
floattexture
gaussianspectrum
radient

invert
marble

mix

multiply
RGEspectrum
ridgedfractal

p== &

Octane for AutoCAD Plugin Manual

1 An image which presents more than 8 bit per color channel unlike most common image formats.
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o5l Select an Image File @
@le < My Documents » Environment Maps - |6’| | Search Environment Maps ol
Organize MNew folder > ':9'
. lib = dt_afaun rendertarget [rendertarget] -
't Favorites chu ments library Armangeby:  Folder = - camera hinens]
Environment Maps ;- resolution : 798 x 424
Libraries — environment [texture environment] L
— __| Lake _CraterLake03_sm.hdr P E 3
h& RenoSuburb01_sm.hdr
H 1]
Sl il [ FAD094_LL10BAhdr
) = hdrmaps_com_free 19 tonemapped...
"M Computer B, Field
ield.png
Hill rotation : 0, 0
i Network B Hills.png i ‘-importance_sampling : Enabled
s R Sunset.png +-imager [camers =
/% pAUL-PC £ meger feamem]
Node Parameters
Node Type: image -
File name:  Sunset.png - ‘Imaga Files (*.png;".jpg;".bmp;’ - | Image: Click to Gelect
[ open |+ [ concel |
Open Yiewpork ‘ [ Resolution LDDK] | Settings

Once the new image map is loaded, open the Viewport and adjust the scene lighting levels by changing the
“power” slider in the “environment” node. Once you have the right light level, it is recommended that you
export the rendertarget so that if you need to re-use that image in the future, you can simply import the render-
target rather than selecting the image and finding the right power levels again. To do this, rightclick the tree
and select “Export Rendertarget Settings” from the popup menu.

Note: Octane currently supports lat/long HDRI maps.

Rendering Kernels

There are four major rendering kernels in OctaneRender™ : Direct Lighting, Path Tracing and PMC and Deep
Channel.

They are switchable by changing the type in the Node Type combo box.

In general, “directlighting” is used for drafts (although can be used for final copy), “pathtracing” and “pmc” are
used for high quality rendering, and “deep_channel_kernel” is used for analytical output.
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Mode Parameters

Nade Type: | alileills|giyx l:]
dE channel_kemel
pathtracing
pmc

Post Processing

To add and adjust post processing effects, select:
rendertarget ->postproc
On/Off (on_off)

This is a boolean value used to enable or disable post-processing effects on the resulting render. Post-pro-
cessing is disabled by default.

Bloom Power

Controls the size of the glow originating from an emitter, the size of the halo of light orginating from the sun
and/or concentrated light on reflective glossy materials to add a bloom effect to the rendered image.

Glare Power

Controls the size of the visible rays originating from an emitter, the size of the glare orginating from reflective
glossy materials at a point where concentration of light is at the higest to add a glare effect to the rendered
image.

Glare Ray Amount
Controls the number of visible rays radiated or reflected.
Glare Angle

This is used to adjust the direction of the glare relative to the object. A glare angle of -90 and 90 results to one
main horizontal glare, and a glare angle of 0 results to one main vertical glare.

Glare Blur

Controls the sharpness of the glare. Smaller values will result to a crisp linear glare and this is softened as the
value is adjusted and set higher.
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Settings | Materials | Cuda Devices | Activation

{EJ Kernel [pmc] ~
/i On off : Disabled

-/ Bloom power: 1

-/ Glare power: 0.1

E Glare ray amount : 3

{3 Glare angle: 15

--|Bal Glare blur : 0.001

B8 Spectral intensity - 0

Spectral shift : 2

~ W
5 Mode Parameters

'g MNode Type: | postprocessing

=

Materials Tab

The Materials! Tab displays a list of all the AutoCAD materials, along with the Octane node structure that
those materials where converted to.

Material2 Conversion

The first time am AutoCAD material is selected from the plugin, the plugin will convert that AutoCAD material to
an Octane material. Once this happens, the Octane material should be the “master copy” of that material, since
changing the AutoCAD material will not automatically change the Octane material. If you need to at any point,
you can re-convert the AutoCAD material to an Octane material by rightclicking the material tree and selecting
“"Re-Convert From AutoCAD".

NOTE: If an AutoCAD object has it's material “"ByLayer”, the plugin will create an Octane material for that
layer.

Material Tab Controls

Scene Materials — This combo box contains a list of all AutoCAD materials in the scene. Selecting a material
from this box will present the Octane material for that AutoCAD material in the tree structure.

1A set of attributes or parameters that describe surface characteristics.
2The representation of the surface or volume properties of an object.
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Selection Materials — This popup box contains a list of all AutoCAD materials for the elements that are cur-
rently selected in AutoCAD. Selecting a material from this box will present the Octane material for that
AutoCAD material in the tree structure.

Favourites — Provides access to assign the current material with your “favourite” nodes setups (saved via the

“Save as Favourite” menu option).

Material editing tree —each tree item represents an Octane node pin. Click on any item, and the edit
options for that pin will appear the the Node Parameters box. You can change the node type by selecting a dif-
ferent node type in the Node Type popup control (only node types compatible with the selected Octane node

pin will be available).

Rightclick the tree for additional options:

Load LiveDB Material ==
Categories M aterialz
=~ I'u'!ateﬁals amethyst marble -
- Organic ArtRack b
Stone ArtRack L
. Wood Asphait_1 3
----- WVegetation Asphatt_2
""" S.k'". brick runing w1
s N‘;‘H'j;;'::ic brick wall vO1
. Misc brick wall w01
Brick Floor_Vpat_Red
Brick Round
Bricks running
bricks v5
Bricks v&
Bricks vertical
Broak: w1
Broak w2
brown marble
Capuccino MOSAIC
Capuccino MOSAIC v2 1
O T —

Cancel

Copy — Copies the currently selected node into the plugin clipboard. Only one node can be in the clipboard at

any given time.
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Paste — Pastes the clipboard node into the currently selected tree node. The Paste option will only be available
when the clipboard node is compatible with the currently select node pin.

LiveDB — This option allows you to load a material from the Octane LiveDB database into the currently selec-
ted material. To select from the LiveDB, select the category from the Categories tree, and then selecting Mater-
ials will fill the preview window. Click OK once you have the required material.

livedb

Re-Convert From AutoCAD - Select this option to reconvert the selected AutoCAD material to an Octane
material.

Load/Save as Default — If you save this Octane material as a default, when this AutoCAD material next
needs to be converted for a scene, the saved default will be used. Itis highly recommended that you save all
materials as a default as you edit them in order to minimise the amount of effort required to edit Octane mater-
ial for each new scene. Defaults are saved in the Users[username]AppDatalLocalOctaneRender for AutoCADDe-
faults folder (on Windows 7).

Import/Export Material — Allows you to save and load materials into the currently selected Octane mater-
ial. Material exports are saved in the Users[username]AppDatalocalOctaneRender for AutoCADEXxport folder
(on Windows 7).

Save as Favourite — Adds the current Octane material node setup to the “Favourites” combobox.

Save All Materials To Defaults — This option saves all the converted (and modifed) materials from the
AutoCAD scene as Octane default materials, so they will be next used on a new scene.

Materials

OctaneRender™ has 5 basic materials.

Mode Type: | glossy l:]
diffuse

material mix
portal
specular

Diffuse Material

Diffusel materials do not reflect light, and have the following parameters to adjust:
Bump / Normal

The Diffuse value gives the material it's color.

1 Amount of diffusion, or the reflection of light photons at different angles from an uneven or granular surface.
Used for dull, non-reflecting materials or mesh emitters.
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Bump / Normal

Both the Bump and Normal channels can load images to control the amount of bump mapping and normal map-
ping. The Bump channel should be set to floatimage to load a bump map. The Normal channel should be set to
the image data type to load a full color normal map.

Opacity

Opacity sets the transparency of the material. Set the data type to alphaimage(if the image has an alpha chan-
nel) or floatimage (for black/white images) to load an image to set the transparency (use the Invert checkbox
if necessary to adjust whether black or white regions are considered transparent.

Normal Smoothing

Normal Smoothing is a Boolean value that sets whether to smooth the normals of all meshes sharing that mater-
ial. When off, the materials can be faceted and polygonal.

Emission

The Emission setting controls whether the material acts as a light source.
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V2
OctaneRender™ ® 2012, 2014
for use with AuteCAD® by Autedesk Inc @ﬂw’

Settings Materials  Cuda Devices  Activation

Scene Matenals: Click to Select

Selection Matenals: Click to Select

Favourites: Select to apply favourite to material

=-i g 0 [Diffuse]

@ Diffuse : 217217217

@ Roughness : 0

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Dizplacement [Mot Connected]
@ Opacity : 1

-{fl Smooth : Enabled

Rounded edges radius : 0

----- Transmission [Mot Connected]
----- Medium [Mot Connected]

----- Emission [Mot Connected]
i Shadow catcher : Disabled

Mode Parameters

Mode Type: | Diffuse

Scale Texturemaps
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Glossy Material

Glossy! materials have some light reflection, and have the following parameters to adjust:
Diffuse? (diffuse)

The value gives the material it's color.

Specularity (specular)

The value determines the amount of specularity on the mesh.

Film Width (filmwidth)

This controls the thickness of a optical, thin film on the material. This is useful in creating rainbow or oil slick
effects.

Film Index (filmindex)
This controls the Index of Refraction of the thin film.
Roughness

The roughness determines the amount of reflection that will be present. A low roughness value will create
blurry reflections and a high value will produce a mirror like reflection.

Bump / Normal

Both the Bump and Normal channels can load images to control the amount of bump mapping and normal map-
ping (respectively). The Bump channel should be set to floatimage to load a bump map. The Normal channel
should be set to the image data type to load a full color normal map.

Opacity

Opacity sets the transparency of the material. Set the data type to alphaimage(if the image has an alpha chan-
nel) or floatimage(for black/white images) to load an image to set the transparency (use the Invert checkbox if
necessary to adjust whether black or white regions are considered transparent.

Normal Smoothing

Normal Smoothing is a Boolean value that sets whether to smooth the normals of all meshes sharing that mater-
ial. When off, the materials can be faceted and polygonal.

1The measure of how well light is reflected from a surface in the specular direction, the amount and way in
which the light is spread around the specular direction, and the change in specular reflection as the specular
angle changes. Used for shiny materials such as plastics or metals.

2Amount of diffusion, or the reflection of light photons at different angles from an uneven or granular surface.
Used for dull, non-reflecting materials or mesh emitters.
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OCTAMEREMDER FOR AUTOCAD

V2
OctaneRender™ ® 2012, 2014
for use with AuteCAD® by Autodesk Inc @ﬂw’

Settings Materials  Cuda Devices  Activation

Scene Materials: Click to Select w
Selection Materials: Click to Select w
Favourites: Select to apply favourite to material w
-4 0 [Glossy]
{2 Diffuse : 21712171217
@ Specular: 1

@ Roughness : [

Index of refraction : 1.45

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Displacement [Mot Connected]
@ Opacity : 1

-l Smooth - Enabled

Rounded edges radius : 0
@ Film width : 0

{3 Film IOR : 1.45

Mode Parameters

Mode Type: | Glossy w

Scale Texturemaps
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Specular Material

Specular! materials are transparent surfaces (ie. glass) and have the following parameters to adjust:
Reflection

The Reflection value determines the glossiness of the mesh.

Transmission2

The Transmission value gives the base color to the mesh.

Index

The Index represents the Index of Refraction of the material. Standard values of Index of Refraction (IOR) can
be readily found via searching the internet. Glass typically has a value of 1.53 and water 1.33.

Film Width (filmwidth)

This controls the thickness of a optical, thin film on the material. This is useful in creating rainbow or oil slick
effects.

Film Index (filmindex)
This controls the Index of Refraction of the thin film.
Bump / Normal

Both the Bump and Normal channels can load images to control the amount of bump mapping and normal map-
ping (respectively). The Bump channel should be set to floatimage to load a bump map. The Normal channel
should be set to the image data type to load a full color normal map.

Opacity

Opacity sets the transparency of the material. Set the data type to alphaimage(if the image has an alpha chan-
nel) or floatimage(for black/white images) to load an image to set the transparency (use the Invert checkbox if
necessary to adjust whether black or white regions are considered transparent.

Normal Smoothing

Normal Smoothing is a Boolean value that sets whether to smooth the normals of all meshes sharing that mater-
ial. When off, the materials can be faceted and polygonal.
Dispersion Coefficient (dispersion_coefficient_B)

The dispersion in OctaneRender™ is based on Cauchy’s equation which has two terms: A which is the index of
refraction and B which is the dispersion coefficient. Increasing the value increases the amount of coloration and
dispersion in the object and in caustics.

1 Amount of specular reflection, or the mirror-like reflection of light photons at the same angle. Used for trans-
parent materials such as glass and water.
2 surface characteristic that determines if light may pass through a surface volume.
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Absorptionl

Absorption means that the material slightly absorbs light while passing through. The color resulting from this
absorption is dependent on the distance light travels through the material. With increased distance it will get
darker, and if the absorption is colored it will get more saturated.

Absorption Color (absorption_color)

The absorption color gives the spectrum remaining from white light after traveling through the material for a
certain distance. Only constant colors are supported correctly.

Depth of Absorption (depth_of_absorption)

The Depth of Absorption specifies the aforementioned distance (in meters). The smaller this distance, the
stronger the absorption will be.

1Defines how fast light is absorbed while passing through a medium.
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vz
OctaneRender™ ® 2012, 2014
for use with AutoCAD® by Autodesk Inc @m’

Settings Materials  Cuda Devices  Activation

Scene Materials: Click to Select

Selection Materials: Click to Select

Favourites: Select to apply favourite to material

=00 0 [Specular]

%] Reflection : 254/254/254
{2 Transmission : 254/254/254
@ Roughness : 0

B Index of refraction : 1.45
- Dizpersion coefficient : 0

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Displacement [Mot Connected]
15' Opacity : 1

-{fl Smooth : Enabled
Rounded edges radius : 0
----- Medium [MNot Connected]
|l Fake shadows : Disabled
-|fl Affect alpha : Disabled

{8 Film width : 0

/B FilmIOR : 1.45

Mode Parameters

Mode Type: | Specular

Scale Texturemaps
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Mix Material

The Materiall Mix option is used to combine two different materials. It accepts any two material nodes and a
texture to control the mix. In the example below, a white glossy material is mixed with a red specular material.
A checks texture node is used to control the mixing of the two materials.

1The representation of the surface or volume properties of an object.
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Settings

Scene Materials:
Selection Matenals:

Favourites:

V2
OctaneRender™ ® 2012, 2014
for use with AuteCAD® by Autadesk Inc @ﬂw’

Materials Cuda Devices Activation

Click to Select
Click to Select

Select to apply favourite to material

- 0 [Mix]
1£| Amount: 0.5
=) First material [Diffuse]

F_j Diffuse : 21712171217

15' Roughness : 0

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Displacement [Mot Connected]
15' Opacity : 1

-/l Smooth : Enabled

Rounded edges radius : 0

----- Transmission [Mot Connected]
----- Medium [Mot Connected]

----- Emission [Mot Connected]
-l Shadow catcher : Dizabled

=) Second material [Diffuse]

fﬂ__ﬁl Diffuse : 21712171217
1E| Roughness : 0

----- Bump [Mot Connected]
----- Marmal [Mot Connected]

Mode Parameters

Mode Type: | Mix

Scale Texturemaps
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Portal Material

The Portall Material? option is used in pathtracing type kernels, eg “pathtracing” and “pmc”. (not direct-
lighting/ambient occlusion). Please refer to the Otoy forum “Resources and Sharing” for a tutorial on using
portals.

1A technique that assists the render kernel with exterior light sources that illuminate interiors. In interior ren-
derings with windows, it is difficult for the path tracer to find light from the outside environment and optimally
render the scene. Portals are planes that are added to the scene with the Portal material applied to them.
2The representation of the surface or volume properties of an object.
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OCTAMEREMDER FOR AUTOCAD

v2
OctaneRender™ ® 2012, 2014

for use with AuteCAD® by Autodesk Inc -@m’

Settings Materials  Cuda Devices  Activation

Scene Matenals: Click to Select e
Selection Materials: Click to Select e
Favourites: Select to apply favourite to material w

=-{@ 0 [Portal]
../l Enabled : Enabled

Mode Parameters

Mode Type: |Bool Yalue

Enabled:
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In order to use a mesh as a light source, it needs to be changed to a Diffuse materiall type. The Emission

parameter has two different options: “blackbody” and “texture emission”.

By default the “emission” pin is not connect to either “blackbody” or “texture emission” nodes, and is in a “not

connected state”.

=-{J 0 [Diffuse]
]ZI Diffuse : 217217217
15' Roughness : 0.0632

..... Bump [Mot Connected)]

[

----- Mormal [Mot Connected]
Displacement [Mot Connected]
@ Opacity : 1

Smaooth : Enabled

Rounded edges radius : 0
@ Transmission : 254/254/254
]E| Medium [Absorption]

-4 Emission [Black Body Emission]

{8 Texture : 0.025

Power : 100

|l Surface brightness : Disabled
-{fll Double sided : Disabled
Temperature : 6500

ﬁ MNormalize : Enabled

- Distribution : 1

Sampling rate : 1

- |gm Light pass ID: 1

-{fll Visible on diffuse : Enabled
ﬁ Yisible on specular : Enabled
ﬁ Transparent emission : Enabled
ﬁ Cast shadows : Enabled

Blackbody Emission

The Blackbody Emission type uses Colour Temperature (in Kelvin) and Power to control the colour and intens-
ity of the light.

1ysed for dull, non-reflecting materials or mesh emitters.
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V2
OctaneRender™ ® 2012, 2014
for use with AuteCAD® by Autodesk Inc @ﬂl’ﬂf

Settings Materials  Cuda Devices  Activation

Scene Matenals: Click to Select
Selection Matenals: Click to Select
Favourites: Select to apply favourite to material

1Z| Diffuse : 21772171217

1£| Roughness : 0

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Dizplacement [Mot Connected]
1£| Opacity : 1

{8 Smooth : Enabled

Rounded edges radius : 0

----- Transmission [Mot Connected]
----- Medium [Mot Connected]

-4 Emission [Black Body Emission]
{8 Texture : 0.025

Power: 100

-{f Surface brightness : Disabled
-{f Double sided : Disabled
Temperature : 6500

i Mormalize : Enabled

- Distribution : 1

Sampling rate : 1

-|g Light pass D : 1

-{f Visible on diffuse : Enabled
i Visible on specular : Enabled
i Transparent emission : Enabled
i Cast shadows : Enabled

Mode Parameters

Mode Type: | Black Body Emission
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Texture Emission

This allows any valid texture type to set the light intensity. This can be used to create neat effects such as TV
screens by using an Image Texture as the source (i.e., set the “Efficiency or texture” pin to an “image” node).
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OCTAMEREMDER FOR AUTOCAD

V2
OctaneRender™ ® 2012, 2014
for use with AutaCAD® by Autodesk Inc -@m’

Settings Materials  Cuda Devices  Activation

Scene Materials: Click to Select e
Selection Materals: Click to Select e
Favourites: Select to apply favourite to material w

=3 0 [Diffuse]

lﬂ Diffuse : 217217217

|E| Roughness : 0

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Displacement [Not Connected]
|E| Opacity : 1

-{f Smooth : Enabled

Rounded edges radius : 0

----- Transmission [Mot Connected]
----- Medium [Mot Connected]

[—] Emission [Texture Emission]
{8 Texture : 0.025

Power : 100

-{f Surface brightness : Disabled
/il Double sided : Disabled
- Distribution : 1

Sampling rate : 1

~{@m Light pass D : 1

-{f Visible on diffuse : Enabled
i Visible on specular : Enabled
i Transparent emission : Enabled
-|f Cast shadows : Enabled
@ Shadow catcher : Dizabled

Mode Parameters

Mode Type: | Texture Emission w
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Mediums

OctaneRender™ has two types of mediums: Absorptionl and Scattering2. These medium can only be con-
nected to “Diffuse3” and “Specular?®” materials (ie. they cannot be connected to “Glossy>” materials).

15' Opacity : 1 ~
@ Smaooth : Enabled

Rounded edges radius : [

/¥ Medium [Absorption]

----- Density : 100

Yolume step length : 4

Tl

1£| Absorption ; 187187187
Invert absorption : Enabled

@ Fake shadows : Dizabled

-{f Affect alpha : Disabled

{2 Film width : 0

/B FilmI0R : 145

Mode Parameters

Mode Type: | Absorption

Disconnect

Scattering

Absorption Medium

Absorption® means that the material slightly absorbs light while passing through. The color resulting from
this absorption is dependent on the distance light travels through the material. With increased distance it will

1Defines how fast light is absorbed while passing through a medium.

2Defines how fast light gets scattered when traveling through the medium.

3 Amount of diffusion, or the reflection of light photons at different angles from an uneven or granular surface.
Used for dull, non-reflecting materials or mesh emitters.

4Amount of specular reflection, or the mirror-like reflection of light photons at the same angle. Used for trans-
parent materials such as glass and water.

SThe measure of how well light is reflected from a surface in the specular direction, the amount and way in
which the light is spread around the specular direction, and the change in specular reflection as the specular
angle changes. Used for shiny materials such as plastics or metals.

6Defines how fast light is absorbed while passing through a medium.
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get lighter, and if the absorption is colored it will get more desaturated. It works in a substractive way, so you
need to configure the inverted colour instead to get an absorption colour desired.

15' Opacity : 1 ~
-{i Smooth : Enabled

Rounded edges radius - 0

—-{48] Medium [Absorption]

- {& Density: 100

Yolume step length : 4

fﬂ._.j Absorption : 187187187
ﬁ Invert absorption : Enabled

Fake shadows : Dizabled

- {i Affect alpha : Disabled

- Film width: 0

-{&@ FilmIOR : 1.45

ml

Scattering Medium

This is a medium with single-scattering SSS, and also absorption. To use this medium you need to create a
volume, it will not work correctly on simple surfaces.

You can use it to create true unbiased SSS (although not multiple-scattering yet), using various parameters,
including scattering texture, emission texture and various other parameters.

Note that this is single-scattering SSS, not multiple-scattering. It's much faster than the latter, and much more
practical, although it does not allow a few things such as volumetric caustics.

Important: In order for the “Scatteringl” node to work, the kernel must be set to “pathtracing” or
“pmc” and a node MUST be plugged into the “transmission” pin. Also, “scattering” is only available for
“diffuse” and “specular” materials.

1Defines how fast light gets scattered when traveling through the medium.
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----- Displacement [Not Connected] [
15' Cpacity : 1

i Smooth : Enabled

Rounded edges radius : [

=[] Medium [Scattering]

{3 Density : 100

Volume step length - 4

@ Absorption : 187187187

ﬁ Invert absorption : Enabled

1"5._._ﬁ| Scattering : OVO/0D

-4, Phase [Schlick]

----- Emizsion [Mot Connected]

|}l Fake shadows : Disabled W

Textures

The Texture types allow for creating very flexible materials.

These are used to create patterns that can be used alone or in combination with the Mapping and Colour tex-
tures to create memory efficient, procedural textures that, in turn, can be used to create textures, bump maps
and other advanced materials with minimal impact to GPU1 memory.

Itis therefore advantageous to explore creating materials using these textures before resorting to image
based textures.

1The GPU is responsible for displaying graphical elements on a computer display. The GPU plays a key role in
the Octane rendering process as the CUDA cores are utilized during the rendering process.
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OCTAMERENDES

Clamp Texture
Color Correction
Octan Comparison
for use o Cosine Mix Texture
Dirt Texture
. Falleff Map
Settings | Mate Gradient
Scene f'-.-"laterialsGr'ar'rs':al'E Color }
Greyscale Image
Selection Maten Guassian Spectrum }
] Instance Color
Favourites: Instance Range i
Invert Texture -

=@ 0 [Glo|Marble
E]ﬂ Dniff Mz Texture

..... Multiple Texture
@ Moise

) Polygon Side
{3 Sp Random Color Texture
I£| Ro|RGE Color
/¥ Ind RGB Image
..... g, Ridged Fractal Texture
o Saw Wave Texture
T15ine Wave Texture
""" Dis subtract Texture
IEI Op| Triangle Wave Texture
~{f Sn{Triplanar Map
- gl Turbulence

LWVW Transform B
Mode Paramew Coordinate W
Mode Type: | Multiple Texture w

Checks Mix Texture

The Check procedural texture is useful for making stripes, checker board and grid patterns. It is controlled by a
float3 value. It is most useful when mixed with other textures.

Change the “scale” pin from “float” to “float2” or “float3" to control the different dimensions of the checks pat-
tern.
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Settings Materials
Scene Materials:

Selection Materials:

Cuda Devices | Activation

Click to Select

Click to Select

v

L

X 1.00000 | 0,001

I 1ar AL ALY

FloatImage (Gray Scale)

1000

Favourites: Select to apply favourite to mat w
-4 0 lglossy] ~
- Diffuse [checks]
: EI% Transform [scale]
15' Specular: 1
15' Roughness : 0.0632 o
Mode Pararmeters
Mode Type: | float v

Octane for AutoCAD Plugin Manual

The image is interpreted as gray scale even if it is a full colour image, thus saving GPU RAM. The Invert

checkbox can be used to invert the image (useful for bump and opacity maps).

A

aci

Bump [Not Connected]
Normal [Nt Connected]
Displacement [Not Connected]

@ opacity: 1

{8 smooth : Enabled

Rounded edges radius : 0

A Film width : 0

Film IOR : 145

Node Parameters

Node Type: | Greyscale Image -

Program Files

¥ for use with AutaCAD® by Autodesk Inc  @oloy’
A Select an Image File
Settings Meaterials  Cuda Devices  Activation « . > ThisPC >
Scene Materials: Click to Select -
Organize »  New folder
Selection Materials. | Click to Select v
Favourites: Select to apply favourite to material - From ki3t
5 0 [Glossy] html2shtrml-1.3
(] Diffuse
-] Power: 0.9 [Exp0.tmp
8 camma:22 [ExpT.tmp
B invert: Disabled
b= Intel
% [3D Transformation]
.. (YZ to UVW] NVIDIA
8 ode : Wrap Around Perflogs
A sp
h
A Ro 0.0632 Fhe
&

Program Files (c36)
ProgramData
Python2?

Staging

Terure Images

Local Disk (C:) > Texture Images

“~

black-feltpng

el e )

<P

bokeh7.jpg

random1 jpg

v &/ | Search Texture Images »

stonejpg

woods.png

File name: |

| [Image Files (png:*jpg;*bmp;

1The GPU is responsible for displaying graphical elements on a computer display. The GPU plays a key role in
the Octane rendering process as the CUDA cores are utilized during the rendering process.
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The image is interpreted as being full colour even if it is a grey scale image, and therefore take up more GPU1

memory.

Settings Materials | Cuda Devices Activation

A Select an Image File

Scene Materials: Click to Select

Selection Materials: Click to Select ~ < .

Favourites Select to apply favourite to material
Organize +

New folder

B4 0 [Glossy]

2 pifiuse [Marble]
A Power: 0.9
- Offset: 0

L Octaves: 8

Vari
4 UWiransform [3D Transformation]
{8 Projection [XYZ to UVW]
A Specular: 1
1 Roughness : 0.0632
Index of refraction : 1.3

Bump [Not Connected]

A Film width - 0
& FimI0R: 145

[ ThisPC
& A360 Drive (nzadmin)

~

> ThisPC > Local Disk (C:) » Texture Images

black-felt.png

pate. e i

4
bokehTjpg

v &/ | Search Texture Images »

bokehijpg

Node Parameters
Node Type: |RGBImage

Marble Texture

The Marble texture is a procedural texture that can be used to create marble-like noise. Itis similar to a tur-

denim3.png filegrainjpg

rattan.png

random1jpg

lattice png

corkboard.png

grassipg

woods.png

stone jpg

v‘ Image Files (*png;” jpg;”bmp;’

bulence texture but more fine-tuned to create marble-like patterns.

=@ 0 [Glossy]

(& Diffuse [Marble]

% UVW transform [3D Transformation]
-{B Projection [XYZ to UVW]
15‘ Specular: 1

(| Roughness : 0.0632

Index of refraction : 1.3

----- Bump [Mot Connected]

----- Mormal [Not Connected]

----- Displacement [Not Connected)]
15‘ Opacity: 1

-{fll Smooth : Enabled

Rounded edges radius : 0
(| Film width : 0

/B FilmI0OR : 145

1The GPU is responsible for displaying graphical elements on a computer display. The GPU plays a key role in

the Octane rendering process as the CUDA cores are utilized during the rendering process.
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Mix Texture
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The Mix textures are used for mixing two textures together (either linearly or according to a cosine wave).

For example, you place a Checks Mix combined with a Trianglewave.

Turbulence Texture

B-B Default rendertarget [RenderTarget]
u Camera [Thin Lens Camera]
= {5 Environment [Daylight Environment]
Sundirection: 0. 1.0
B8 Sky turbidity : 2.4
- Power: 149899
-{E8 North offset: 0
E Daylight model : New
# Sky color - 95/151/254
7] Sunset color : 203/97/38
-- Sunsize: 1
-- Ground color: 0, 0,0
-- Ground start angle : 90
-- Ground blend angle : 5
Sky texture [Not Connected]
ﬁ Importance sampling : Enabled
Medium [Not Connected]
-- Medium radius : 1
il Backplate : Disabled
~{flll Reflections : Disabled
{8 Refractions - Disabled
Visible ervironment [Mot Connected]
B@ Film settings [Film Settings]
i -{B Resolution: 1024 x 512

= R RO, DU Y

The Turbulence texture can be used to create many different effects based on banded noise. This flexible tex-
ture can be used to create wood, marble, flesh, and many other useful textures.

- 0 [Glossy]

- Diffuse [Turbulence]
Power: 0.9
{3 Offset: 0
. Octaves: 5
Omega:05

- Projection [XYZ to UVW]
[l Use turbulence : Enabled
.{@l Invert : Disabled

. Gamma : 2.2

15‘ Specular: 1

--{* Roughness : 0.0632

Index of refraction : 1.3

----- Bump [Mot Connected]

----- Mormal [Met Connected]

----- Displacement [Mot Connected]
15‘ Opacity : 1

-l Smocth : Enabled
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Connecting and Disconnecting Nodes

The default Emission and Transmission? pins of a “diffuse” material node will be unplugged (i.e., have no
node connection).

"

=-(J 0 [Diffuse]

1£| Diffuse : 2172171217

15' Roughness : 0.0632

----- Bump [Mot Connected]

----- Mormal [Mot Connected]

----- Displacement [Mot Connected]

15' Cpacity : 1
i |E| Smooth : Enabled
: | Rounded edges radius : 0

]fl Transmission : 254/254/254
- {_| Medium [Abscrption]

=¢ Emission [Mot Connected]
@ Shadow catcher : Disabled

Favourites

The Materials? tab of the plugin contains a Favourites combobox. You can now save a material as a “Favour-
ite” by rightclicking the material tree and select the “Save as Favourite” menu option and entering a Favourite
material name. That material will then be available in the Favourites combobox, and can be quickly applied to
the current material by simply selected it from that combo box.

1A surface characteristic that determines if light may pass through a surface volume.
2 set of attributes or parameters that describe surface characteristics.
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Where a Favourite (which is an xml material export file) contains image/alphaimage/floatimage files with NO
FOLDER specified, the image file will be loaded from the Favourites folder (i.e., “C:\Users\[user-
name]\AppData\Local\OctaneRender for AutoCAD\Favourites”). This allow users to put together and distribute
“Favourites” material libraries — where the XML and image files are stored in the Favourites folder.
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OctaneRender Viewport

To display the OctaneRender™ Viewport, click the “Open Viewport” button in the main plugin Setup window.
This will open a new window, load the scene geometry into Octane, and start rendering the scene in the View-
port.

AN G e (07 3D Modeling - visualization_-_conference_room.dwg
Surface  Mesh  Render Parametric Insert  Annotste Layout View  Manage Output [JETERCS

Explore | Exchange | Import | OctaneRender
App Manager | SKP File

Content | App Manager | Import SKP | Octant der

£ OctaneRender for AutoCAD
vi.20 beta OctaneRender Viewport
OctaneRender™ ®2012, 2013
for use with AutoCAD® by Autodesk Inc  @otey’

Settings | Materials | Cuda Devices | Activation

- [&] Imager [eameral ~
Exposure : 2
G Fstop: 28
1S0: 100
Gamma 0.8
-[M] Response : Misc- F125CD
{3 Vignetting : 0.3
5 saturation : 1.2
{5 Hotpixel removal : 0
B Premutiiplied alpha - Disabled
B Min display samples : 1
S i

Node Parameters.

NedeType:  float

% [1.20000 0f G 4
Samples/Pixel: 45538000 MSamplesiSec: 122011 Time:00:37:07/01:05:13
Textures Used/Total RGB LDR 0/144 HDR 0/10 Grayscale LDR 0/68 HDR 0/10
Memory Used/FreeiTotal: 16/191872048MB Resolution: 543x343 Triangles: 54095 Meshes: 1
Open Viewport | Resolution Lock | | Settings
AR el
R B ] ][] e A e (=R = mopeL | B [T 1482 |0 | [

Whilst rendering the scene in the Viewport, you can move the AutoCAD camera around, and this will be imme-
diately reflected in the Viewport. To keep the AutoCAD and Octane camera in sync, ensure you are in Per-
spective mode, WCS and set the Octane “fov1” from the current AutoCAD fov.

The Viewport contains the following button at the top of the window:

Pause

Pauses the render.

Continue

Continues the render (after it has been paused).

1The area that is visible to a camera lens usually measured in millimeters. A wide angle lens provides a larger
field of view and a telephoto lens provides a narrow field of view.
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Refresh

Reloads all scene geometry and materials from AutoCAD to OctaneRender. This is used after changing ele-
ments in the AutoCAD scene.

Focus Pick (AF)

Click the toggle button to enable the setting of the Octane camera focal depth by clicking on an item or ele-
ments in the Viewport.

Materiall Pick (AF)

Click the toggle button to enable the selecting of the Octane material by clicking on an item or elements in the
Viewport.

Lock Scene (X button)

Clicking this toggle button will means that NO changes to the scene, camera position or Octane node setup will
propagate to the Viewport (means the render will continue whilst you work on the underlying scene). NOTE.
Imager and Postprocessing settings changes will not be applied whilst the Lock Scene button is ON.

Save

Saves the current render in the Viewport to file. The file type is determines by the Image Save Formatin the
Configuration screen.

The Viewport contains a range of render metrics at the bottom of the window, including render time (elapsed
and estimated), memory usage and texturemap usage.

Viewport Navigation

Clicking the “Viewport Navigation” button will put the plugin in a mode where the AutoCAD camera is no longer
used to position the Octane camera. Instead, navigation via the mouse buttons in the viewport.

L+ 3 OctaneRender Viewport

I » | | 5 | af| @ | X &

1The representation of the surface or volume properties of an object.
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The mouse controls are set in the Configuration.

gn, MMB=Rotate, MMB Scroll=7oom] &3

LME=Pan, MMB=Ratate, MMBE Scroll=Z4
Scene Loading LMB=Rotate, MMB=Zoom, RME=Fan

Wigwport M avigation Controls ;

In both navigation system above, scrolling the mouse wheel with Zoom.
The scene position 0, 0, 0 will be used as the center of rotation.

Once the Viewport is in Viewport Navigation mode, you can save the rendertarget to the view to retain the cur-
rent (Octane) camera position.
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Geometry Conversion

When the Viewport is opened (or the Refresh button pressed), the plugin extracts geometry from the AutoCAD
scene as follows:

Solids

All 3D solids are transferred into Octane, including Box, Cylinder, Sphere, Polysolid, Wedge, Cone, Pyramid,
Torus and Region. All vertices and normals from these objects are transferred, however for some objects UV
coordinates do not match AutoCAD in direction due to limitations in the AutoCAD API. Solids which have Nurbs
curved surfaces in them may not have UV coordinates scaled correctly.

Surfaces

All surfaces should be transferred into Octane, with UV’s scaled as per Solids (i.e., scale should be correct, but
the direction may not be).

Meshes

Mesh vertices are transferred into Octane, but no normal or UV information is available from the AutoCAD API,
so there are no UV’s, and normals are calculated (assumes a rounded body).

Due to the way AutoCAD supplies vertex and polygon data for Polyface Mesh objects, normals are NOT cal-
culated, so DISABLE Smoothing on all materials for these objects.

AEC Objects

These need to be converted to Solids in order to be rendered with the plugin.
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Octane 2.0 Features

Displacementl Mapping

This is a new pin on each Octane Material? type. Change the Displacement pin type to Displacement and
assign a Grayscale Image node to the Texture pin and load the displacement map. Use caution when setting
thing displacement amount — since high amounts may cause a video card error. It is highly recommended that
you use 16 bit displacement maps (since 8 bit maps do not provide the granularity required for high quality
renders).

NOTE: You may need to adjust the Kernel->Ray Epsilon to ensure there is no self-shadowing from dis-
placement geometry.

o OctaneRender Viewport
-] Displacement [Displacement] A
&8 Texture : 124.png
{3 Power - 1

Invert : Disabled
=-%% Transform (3D Transformation]

- O —
ni » & lzl & 100%
RPN L (T

{8 BorderMode : Wrap Around
{2 LevelOMDetil : 1024x1024
Amount : 0.02
Shift:0
) Opacity : 1 v
Node Parameters

Mode Type: | Float Value v

X 1E-05 1000

ples/Pixel: 68/16000 M: {Sec: 1.60 Time:00:00:06/00:23:46
Textures Used/Total RGB LDR 1/144 HDR 0/10 Grayscale LDR 0/68 HDR 0/10
Memoary Used/Free/Total: 10/1922/2048MB Resolution: 493x288 Triangles: 0 Meshes

Network Rendering3

Fully supported, and available from the Device tab of the plugin (Network Rendering button). Setup the Slave
PC as per the Octane Standalone instructions, the activate in the Network Render window. To do this, untick
Enable Network Rendering, select the appropriate Daemon Scan Subnet (may only be one option), tick Enable
Network Rendering, then tick the Slave PC which is found on the network that you want to use. Subsequent ren-
dering in the plugin will use that slave PC.

IMPORTANT: The Octane version for the Slave must be the same version as the plugin you are using (ie. if you
are using version 2.0.10.x of the plugin, you must run the slave for Octane 2.0.10).

1The process of utilizing a 2D texture map to generate 3D surface relief. As opposed to bump and normal map-
ping, Displacement mapping does not only provide the illusion of depth but it effectively displaces the actual
geometric position of points over the textured surface.

2The representation of the surface or volume properties of an object.

3The utilization of multiple CPUs or GPUs over a network to complete the rendering process.
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(W BB S e e (573D Modeling -

Home Solid  Surface  Mesh  Render  Parametric  Insert

OctaneRender Network Preferences

Network Settings

X V2.0 beta Master Network Port " Enable Network Rendering
g OctaneRender™ ®2012, 2014 Dasmen Network Fort
E for use with AutoCAD® by Autodesk Inc @ oloy”
Daemon Scan Subnet
Settings | Materials| Cuda Devices | Activation Subnet Scan Range
Use
Active  Priority Estimated Scan Time 2 seconds, 540 milliseconds
GeForce GT 740M (compute model 3.0)
i Daemon Overview
Mot Available
Mot Available Enabled IP Address Name # Devices | Status
Mot Available 10.1.1.6 PAUL-PC 1 GRU T
Mot Available
Mot Available
Mot Available
Mot Available
Render Pricrity: Low v
Apply Reset Cctane Log
% Tick 'Use Pricrity’ for any devices which you want to manually
3 set the pricrity for. Then set the render pricrity for all the
5 devices in the '‘Render Priority’ pepup.
‘E If you have one card being used as both display adapter and
o for rendering, set a low pricrity for it.
[ -
_E Network Rendering
% Using 1/1 GPU's of 1 slaves.
[F]
=
[l
©
o Cpen Viewport Resclution Lock Settings
L& Enable All Disable Al

Random Color Texture
Not useable — since the AutoCAD plugin does not support Octane scattering.

HDRI1 & Sun

This is supported through the Octane Daylight Environment node. Connect an IBL texturemap to the “Texture”
pin to enable this option.

1An image which presents more than 8 bit per color channel unlike most common image formats.
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Settings | Materials | Cuda Devices | Activation

|_:_|{._J.-i Envirenment [Daylight Envirenment]
B Sundir:0.1,0

(B8 Turbidity: 2.2

Fower: 1

Morthoffset : 0

@ Model : New

{2 Sky color : 63/148/254

@ Sunset color : 203/97/38

Sun size 1

()-{4a| Texture : Eden_Pano.jpg
FPower: 1

. Gamma: 2.2

~{@ Invert : Disabled

-7 Transform [3D Transformation]
B Projection [UV]

{8 BorderMode : Wrap Around

. Importance sampling : Disabled
[ P P o — P———

=2

Ambient Occlusion

Octane for AutoCAD Plugin Manual

This is a new render type in the Info Channel Kernel. If using this, enable the AlphaChannel pin.

Normal Space Position Type

This is a new Position Type that is used for IES! lighting — which when used, directs the IES light in the dir-
ection of the normal of the emitter geometry. For best results with IES lights, use a Spherical Projection, and

set the Position Type to Normal Space.

Render Region

Enable the selection (via mouse dragging in the Viewport) of a render region by clicking the Render Region but-
ton. All other pick functions (focus, material, white balance) are disabled whilst Render Region is enabled.

1An IES light is the lighting information representing the real-world lighting values for specific light fixtures. For

more information, visit http://www.ies.org/lighting/.

54 — Octane 2.0 Features



$ OCta neren d er " Octane for AutoCAD Plugin Manual

' - OctaneRender Viewport - =

‘Ilhbmﬂ@

Perspective Correction

Enabling this camera option renders vertical lines parallel. This requires the Octane Camera Up Vector to be dir-
ectly “up”, so you will need to manually override the Camera “Up” pin to be 0, 1, 0. Moving the AutoCAD cam-
era will reset the Up vector to match the AutoCAD Viewport.

Edge Rounding

Not currently supported — since AutoCAD does not provided welded vertices on geometry items.
Strand Hair

Not currently supported — since AutoCAD does not support vertex strand geometry items.
Subdivision

Not currently supported — since AutoCAD does not provided welded vertices on geometry items.
Object Motion Blurl

Not currently supported — since AutoCAD does not have an object animation system.

1An optical phenomenon that occurs when a camera'’s shutter opens and closes too slowly to capture move-
ment without recording a blurring of the subject.
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Limitations

« Rendering animations from within the AutoCAD is not currently supported.

« To have the Octane camera follow the AutoCAD camera, ensure the AutoCAD view is in Perspective
mode, is in WCS, and set the Octane “fov1” from the current AutoCAD fov.

« Loading geometry from AutoCAD is as per the guidelines in the "Geometry Conversion" on page 51
topic.

« Opening scenes with Materials? created with AutoCAD 2012 or earlier may result in the converted
Octane material not having the directory reference to the Autodesk material library texturemaps, due to
an issue with the AutoCAD API. These can be manually corrected.

« Rendering of AEC objects (created in AutoCAD MEP or AutoCAD Architecture) is not supported, due to
limitations in the AutoCAD API. These objects will need to be converted to Solids in order to be rendered
in the plugin.

1The area that is visible to a camera lens usually measured in millimeters. A wide angle lens provides a larger
field of view and a telephoto lens provides a narrow field of view.
2 set of attributes or parameters that describe surface characteristics.
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FAQ

1.

Should I be enabling “smooth” on materials or not?

In general, due to the nature of the way AutoCAD constructs surface geometry, the majority of mater-
ials should have “smooth” ENABLED.

Windows becomes unresponsive when rendering large scenes.

This is due to using the same card for Octane rendering and for your Windows display adapter. Itis
highly recommend to have a separate card as your Windows display adapter (your on-board graphics
card for example).

If you are using one card, set the Render Priority to Low.
For reference, Otoy has recommended registry settings that you should use:

In cases of the Windows Vista/7 “"Timeout Detection and Recovery”, settings can be changed using
Regedit. The recommended setting for Octane are registry setting HKLMSys-
temCurrentControlSetControlGraphicsDrivers, TdrLevel = 3, TdrDelay =10. If these settings are not
already there, right-click the right panel -> New -> DWORD. Reboot after changing these settings.

I am an experienced OctaneRender Standalone user and would like to access the node graph in the
AutoCAD plugin.

The AutoCAD plugin does not have a node graph. Instead it uses a tree structure which enables macro
type functions (copy, paste, import, export, etc.) which is more efficient and much better matches the
AutoCAD workflow.

Can I import a material from an OCM file exported from Octane Standalone?
Not at this stage, but itis planned.
How many texturemaps can I fitin my card?

The GTX 500 series cards have a limit of 64 LDR! (8 bit) RGBA, 32 LDR (8 bit) greyscale, 4 HDR (16
bit) RGBA and 4 HDR (16 bit) greyscale texturemaps. The GTX 600 series cards have a limit of 144 LDR
(8 bit) RGBA, 68 LDR (8 bit) greyscale, 10 HDR (16 bit) RGBA and 10 HDR (16 bit) greyscale tex-
turemaps.

If I get 2 graphics cards, do I double the memory available?

No, the memory available will be the memory capacity of the smallest card in your system. If you have
a 1Gb and a 2Gb card, and need over 1Gb of memory for your scene, turn off the 1Gb card in the Cuda
Devices tab of the plugin.

1Image formats that have 8 bits per color channel such as the common image formats JPEG, PNG, GIF among

others.
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7. Is Octane “Instancingl” supported?
No.
8. Can texture map have their tiling disabled, be offset, or rotated?

At this stage texture map scaling is implemented, however Octane does not currently support texture
map offsets or rotations, nor disabling of tiling. To use these effects in your renders, manually adjust the
texture maps in your image editing program.

9. What does “Error searching for missing texturemap...You do not have read access to that folder” mean?

When a Rhino scene is loaded which has Octane materials, the plugin checks to ensure the texturemap
files for each Octane RGB Image node actually exist on your hard disk. If they do not, the plugin
requests the user select a search path for locating the missing texturemap. If you “Cancel” at this point,
searching for missing texturemaps is aborted (and if you open the Viewport, Octane will report an error
for the missing texturemap, but the Viewport will still open and the render will still start). However, if
you do not Cancel, and instead specify a search path. the plugin will search all folders inside that search
path for the missing file(s). If the plugin encounters a folder within the search path for which the users
does not have read access to (ie. the plugin cannot read the files in that folder), the message “You do
not have read access to that folder” is displayed. If you get this error, refine the search path so that itis
searching a folder which you do have access to.

Instancing an object means taking a single imported mesh object, such as an OBJ or an FBX and making mul-
tiple copies, each of which can be placed in different parts of the scene. This saves an enormous amount of
computational resources because only a single object is loaded into the scene.
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Glossary

A

Absorption
Defines how fast light is absorbed while passing through a medium.

Adaptive Sampling
A method of sampling that determines if areas of a rendering require more
sampling than other areas instead of sampling the entire rendering equally.

Alembic
An open format used to bake animated scenes for easy transfer between digital
content creation tools.

Alpha Channel
A greyscale image used to determine which areas of a texture map are opaque and
which areas are transparent.

Anti-Ghosting
The automatic or manual correction involved in the merging a stack of images dur-
ing the creation of a High Dynamic Range image. The process aims to correct the
strange effect when objects that change position in the image set is partially visible
(like a ghost) in the final HDR image.

Aperture
Determines how much light enters a camera lens. A large aperture produces a nar-
row depth of field and a small aperture produces a wide depth of field.

AR

Viewing a conceptual three dimensional scene in context to see how it might look
in the real world.
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Augmented Reality
Viewing a conceptual three dimensional scene in context to see how it might look
in the real world.

Batch Rendering
The process of assigning sequential portions of frames to be rendered across mul-
tiple systems.

Black Body
An opaque object that emits thermal radiation. In Octane, this is used to designate
illumination properties for mesh emitters.

D

Deep Image
Renders frames with multiple depth samples in addition to typical color and opa-
city channels.

Depth Buffer
A measure of object distances from the camera typically represented as a grayscale
image.

Depth of Field
The distance between the nearest and farthest objects in a scene that appear
acceptably sharp in an image. Although a lens can precisely focus at only one dis-
tance at a time, the decrease in sharpness is gradual on each side of the focused
distance, so that within the DOF, the unsharpness is imperceptible under normal
viewing conditions. source: wikipedia (https://en.wikipedia.org/wiki/Depth_of_
field)

Diffuse
Amount of diffusion, or the reflection of light photons at different angles from an
uneven or granular surface. Used for dull, non-reflecting materials or mesh
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emitters.

Diffuse material
Used for dull, non-reflecting materials or mesh emitters.

Displacement
The process of utilizing a 2D texture map to generate 3D surface relief. As
opposed to bump and normal mapping, Displacement mapping does not only
provide the illusion of depth but it effectively displaces the actual geometric pos-
ition of points over the textured surface.

DoF
The distance between the nearest and farthest objects in a scene that appear
acceptably sharp in an image. Although a lens can precisely focus at only one dis-
tance at a time, the decrease in sharpness is gradual on each side of the focused
distance, so that within the DOF, the unsharpness is imperceptible under normal
viewing conditions. source: wikipedia (https://en.wikipedia.org/wiki/Depth_of_
field)

Drivers
Files that allow hardware devices to communicate with an operating system. In the
case of Octane, the latest Nvidia drivers should be used.

Effective Focus Range
The distance between the nearest and farthest objects in a scene that appear
acceptably sharp in an image. Although a lens can precisely focus at only one dis-
tance at a time, the decrease in sharpness is gradual on each side of the focused
distance, so that within the DOF, the unsharpness is imperceptible under normal
viewing conditions. source: wikipedia (https://en.wikipedia.org/wiki/Depth_of_
field)

Emissions
The process by which a Black body or Texture is used to emit light from a surface.
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EXR
Also known as OpenEXR. This image file format was developed by Industrial Light
& Magic and provides a High Dynamic Range image capable of storing deep image
data on a frame-by-frame basis.

F

FBX
.fbx (Filmbox) is a proprietary file format developed by Kaydara and owned by
Autodesk since 2006. It is used to provide interoperability between digital content
creation applications. As of Octane 3.07, a scene node will also be available as an
FBX file, allowing for quick and easy transport of assets from industry standard
DCC applications

Field of View
The area that is visible to a camera lens usually measured in millimeters. A wide
angle lens provides a larger field of view and a telephoto lens provides a narrow
field of view.

Focus Range
The distance between the nearest and farthest objects in a scene that appear
acceptably sharp in an image. Although a lens can precisely focus at only one dis-
tance at a time, the decrease in sharpness is gradual on each side of the focused
distance, so that within the DOF, the unsharpness is imperceptible under normal
viewing conditions. source: wikipedia (https://en.wikipedia.org/wiki/Depth_of
field)

FoV
The area that is visible to a camera lens usually measured in millimeters. A wide
angle lens provides a larger field of view and a telephoto lens provides a narrow
field of view.
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G

Gamma
The function or attribute used to code or decode luminance for common displays.
The computer graphics industry has set a standard gamma setting of 2.2 making it
the most common default for 3D modelling and rendering applications.

Glossy
The measure of how well light is reflected from a surface in the specular direction,
the amount and way in which the light is spread around the specular direction, and
the change in specular reflection as the specular angle changes. Used for shiny
materials such as plastics or metals.

Glossy material
Used for shiny materials such as plastics or metals.

GPU
The GPU is responsible for displaying graphical elements on a computer display.
The GPU plays a key role in the Octane rendering process as the CUDA cores are
utilized during the rendering process.

Graphics Card
The GPU is responsible for displaying graphical elements on a computer display.
The GPU plays a key role in the Octane rendering process as the CUDA cores are
utilized during the rendering process.

H

Hardware
Any physical device present in a computer system. A Nvidia GPU is a required hard-
ware device for using the Octane Render engine.

HDRI
An image which presents more than 8 bit per color channel unlike most common
image formats.
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High Dynamic Range Image
An image which presents more than 8 bit per color channel unlike most common
image formats.

I

IES
An IES light is the lighting information representing the real-world lighting values
for specific light fixtures. For more information, visit http://www.ies.org/lighting/.

IFL
(Image File List) file is an ASCII file that constructs an animation by listing single-
frame bitmap files to be used for each rendered frame. When you assign an IFL file
as a bitmap, rendering steps through each specified frame, resulting in an anim-
ated map. (reference: https://knowledge.autodesk.com/support/3ds-max/learn-
explore/caas/CloudHelp/cloudhelp/2017/ENU/3DSMax/files/GUID-CA63616D-
9E87-42FC-8E84-D67E1990EE71-htm.html)

Independent Software Vendor
An individual or business that builds, develops and sells consumer or enterprise
software. Although ISV-provided software is consumed by end users, it remains
the property of the vendor. An ISV is also known as a software publisher.

Instancing
Instancing an object means taking a single imported mesh object, such as an OBJ
or an FBX and making multiple copies, each of which can be placed in different
parts of the scene. This saves an enormous amount of computational resources
because only a single object is loaded into the scene.

Interactive Photorealistic Rendering
Provides artists a quick preview of the image prior to the final render, and effi-
ciently allows for adjusting some elements in the scene such as lights, shaders and
textures interactively. An IPR image contains shading and lighting data including
some for visibility, in addition to the software render.
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IPR
Provides artists a quick preview of the image prior to the final render, and effi-
ciently allows for adjusting some elements in the scene such as lights, shaders and
textures interactively. An IPR image contains shading and lighting data including
some for visibility, in addition to the software render.

ISV
An individual or business that builds, develops and sells consumer or enterprise
software. Although ISV-provided software is consumed by end users, it remains
the property of the vendor. An ISV is also known as a software publisher.

K

Kernels
By definition, this is the central or most important part of something. In Octane,
the Kernels are the heart of the render engine.

L

LDR

Image formats that have 8 bits per color channel such as the common image
formats JPEG, PNG, GIF among others.

Low Dynamic Range
Image formats that have 8 bits per color channel such as the common image
formats JPEG, PNG, GIF among others.

Lua
A scripting language that supports procedural, object-oriented, functional, and
data-driven programming. It can be used to extend Octane’s functionality.A script-
ing language that supports procedural, object-oriented, functional, and data-
driven programming. It can be used to extend Octane’s functionality.
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Lua Scripting
A scripting language that supports procedural, object-oriented, functional, and
data-driven programming. It can be used to extend Octane’s functionality.A script-
ing language that supports procedural, object-oriented, functional, and data-
driven programming. It can be used to extend Octane’s functionality.

Material
The representation of the surface or volume properties of an object.

Materials
A set of attributes or parameters that describe surface characteristics.

Mediums
The behavior of light inside a surface volume described by scatter, absorption, and
transmission characteristics.

Mesh Emitters
The ability for a surface to emit illumination usually described by a Black Body or
Texture emission type.

Mix material
Used to mix any two material types.

Mixed
The ratio of diffuse and specular reflection.

Motion Blur
An optical phenomenon that occurs when a camera’s shutter opens and closes too
slowly to capture movement without recording a blurring of the subject.
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Network Rendering

The utilization of multiple CPUs or GPUs over a network to complete the rendering
process.

NGE

0

Node Graph Editor

Open Shader Language

A shading language developed by Sony Pictures Imageworks. There are multiple
render engines that utilize OSL as it is particularly suited for physically-based ren-
derers.

Open SubDiv Surfaces

A set of open source libraries that implement high performance subdivision sur-
face (subdiv) evaluation on massively parallel CPU and GPU architectures. This
code path is optimized for drawing deforming surfaces with static topology at inter-
active framerates. Source: Pixar (http://-
graphics.pixar.com/opensubdiv/docs/intro.html).

OpenVDB

Dreamworks’ open-source C++ library housing the data structures and tools imple-
mentation for storing and manipulating volume data, like smoke and other amorph-
ous materials. The purpose of OpenVDB is mostly to have an efficient way to store
volumetric data in memory and on disk. It has evolved into a more general toolkit
that also lets you accomplish other things, such as fracturing volumes, converting
meshes to volumes and vice versa. However, it does not include a computational
fluid dynamics solver, and therefore it cannot procedurally generate smoke or fire.
OpenVDB is fully integrated as a library in OctaneRender. For more information
about OpenVDB, check at http://www.openvdb.org/.
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ORBX
The ORBX file format is the best way to transfer scene files from 3D Authoring soft-
ware programs that use the Octane Plug-in such as Octane for Maya, Octane for
Cinema 4D, or OctaneRender Standalone. This format is more efficient than FBX
when working with Octane specific data as it provides a flexible, application inde-
pendent format. ORBX is a container format that includes all animation data, mod-
els, textures etc. that is needed to transfer an Octane scene from one application to
another.

Out-of-Core
When scene assets become too large to load completely onto the system’s GPU,
Out-of-Core technology allows the render engine to utilize the CPU to assist in the
rendering process.

P

PBR
A contemporary shading and rendering process that seeks to simplify shading char-
acteristics while providing a more accurate representation of lighting in the real
world.

Portal
A technique that assists the render kernel with exterior light sources that illuminate
interiors. In interior renderings with windows, it is difficult for the path tracer to
find light from the outside environment and optimally render the scene. Portals are
planes that are added to the scene with the Portal material applied to them.

Post Processing
Effects such as Bloom and Glare that are applied after a scene has been rendered.

Projections
Methods for orienting 2D texture maps onto 3D surfaces.
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Proxy
An object saved as a separate file with the purpose of being reused in larger
scenes. This is used to minimize any addition to the total polygon countin the
scene, especially if the scene requires the same object to appear several times. If
used in conjunction with instancing, Proxies help keep very large scenes from
reaching polygon limits and also keeps the relative file size of the main project file
manageable.

Proxy Server
A Proxy Server, also known as an application-level gateway, is an intermediary
server between the local network and the external servers from which a client is
requesting a service. The external servers will only see the network proxy server's
IP address thus providing some degree of security and privacy. There are various
kinds of proxies, the most common are Web Proxies.

R

RAW
In HDR imaging, this refers to minimally processed HDR image formats. Raw files
can have 12 or 14 bits per color channel, although the available dynamic range
might be cut down due to noise.

Render Layers
Render layers allow users to separate their scene geometry into parts, where one
part is meant to be visible and the rest of the other parts “capture” the side effects
of the visible geometry. The layers allow different objects to be rendered into sep-
arate images where, in turn, some normal render passes may be applied. The
Render layers are meant for compositing and not to hide parts of the scene.

Render Passes
Render passes allow a rendered frame to be further broken down beyond the cap-
abilities of Render Layers. Render Passes vary among render engines but typically
they allow an image to be separated into its fundamental visual components such
as diffuse, ambient, specular, etc..
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S

Scattering
Defines how fast light gets scattered when traveling through the medium.

Shadow Catcher
The Shadow Catcher can be used to create shadows cast by objects onto the sur-
rounding background imagery. The shadows cast are not limited to simply a
ground plane but can be cast onto other surfaces of varying shapes.

Spectral Light Transport
A technique in which a scene's light transport is modeled with real wavelengths.
Spectral rendering can also simulate light sources and objects more effectively, as
the light's emission spectrum can be used to release photons at a particular
wavelength in proportion to the spectrum. Source: Wikipedia (https://en.wiki-
pedia.org/wiki/Spectral_rendering).

Specular
Amount of specular reflection, or the mirror-like reflection of light photons at the
same angle. Used for transparent materials such as glass and water.

Specular material
Used for transparent materials such as glass and water.

T

Texture Baking
A process in which scene lighting is "baked" into a texture map based on an
object's UV texture coordinates. The resulting texture can then be mapped back
onto the surface to create realistic lighting in a real-time rendering environment.
This technique is frequently used in game engines and virtual reality for creating
realistic environments with minimal rendering overhead.
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Textures
Textures are used to add details to a surface. Textures can be procedural or impor-
ted raster files.

TMO
Maps HDR images to standard displays which have a limited dynamic range. The
more prominent TMOs are Mantiuk’06, Reinhard’02, Drago, and Durand.

Tone Mapping
A term referring to various methods of “converting” HDR images into a viewable
format.

Tone Mapping Operator
Maps HDR images to standard displays which have a limited dynamic range. The
more prominent TMOs are Mantiuk’06, Reinhard’02, Drago, and Durand.

Transformations
Tools used to rotate and position 2D and 3D texture maps onto 3D surfaces.

Transmission
A surface characteristic that determines if light may pass through a surface
volume.

U

Unbiased Rendering
Unbiased rendering does not introduce any “errors” or shortcuts into the ren-
dering process. It will calculate all scene data using real-world calculations. This
type of rendering is known for producing exceptional render quality.

\'/

VDB
Dreamworks’ open-source C++ library housing the data structures and tools imple-
mentation for storing and manipulating volume data, like smoke and other
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amorphous materials. The purpose of OpenVDB is mostly to have an efficient way
to store volumetric data in memory and on disk. It has evolved into a more general
toolkit that also lets you accomplish other things, such as fracturing volumes, con-
verting meshes to volumes and vice versa. However, it does not include a com-
putational fluid dynamics solver, and therefore it cannot procedurally generate
smoke or fire. OpenVDB is fully integrated as a library in OctaneRender. For more
information about OpenVDB, please see http://www.openvdb.org/.

Virtual Reality
Immersively engaging and experiencing depth perception in a three dimensional
scene through stereo vision goggles and head-mounted displays.

Volume Medium
A shading system designed to render volumes such as smoke and fog.

VR

Immersively engaging and experiencing depth perception in a three dimensional
scene through stereo vision goggles and head-mounted displays.

y 4

Z-Buffer
A measure of object distances from the camera typically represented as a grayscale
image.

Z-Depth
A measure of object distances from the camera typically represented as a grayscale
image.
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Index

A
alpha channel 24, 26, 28

D
daylight environment 53
daylight model 14
devices 4, 7,57
diffuse material 23, 35

F
field of view 12
Fov 12,48, 56

G
glossy material 26, 31
graphics card 1, 5, 57

H
hardware 1
HDR 57

I
IES 5, 16, 54
imager 5, 11, 49
installation 1-2

K

kernels
direct lighting 19
info channel 54
path tracing 19
PMC 19
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LDR 57
lights 54

M
materials 3, 7, 16, 20-21, 23, 26, 28, 31, 39-41, 46, 49, 51, 56-57

mix material 31

(o)
Octane material 21, 49, 52, 56

P
post processing 20

S
specular material 28, 31
sun 13, 20, 53

T
texture environment 13, 17
textures 41-42, 44-45

u

Unity settings 3-4, 7, 9-10, 12-13, 17, 49, 57
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