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hrender
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henderer%

ece < o] localhost

cene7 71)l

TER &Y —Ib

[

Save 7 7 1 LR

CreateCamera
GreateLineModel
GreatePointModel
CreatePolygonModel
CreateTetraModel
CreateVectorModel
GreateVolumeModel
GubeGenerator
FloatToString

LN feWebX—X 7

/

Console

Timeline

LoadCDM

LoadHDM

Loadimage

LoadOBJ

LoadPDB

name RenderToConsole
varname renderConsole3
[RenderObject] |3 B
RenderObjectO | (Object)
RenderObject] | (Object)
RenderObject2 | (Object)

localhost

New.

Property
Name:
Translate:
Rotate:
Scale:

Shader:

Color:

Item

o view

=

a o [F
Save

Add Key

bunny_obj2

Add Camera

print(’Render Obj)

local camera = Camera()
cameraSetScreenSize(1024, 1024)
camera:SetFilenamel’render_objjng’)

camera:LookAt(
0,0,100,
0,00,
01,0,
60

)

local obj = OBJLoader()
objLoad("bunny.obf)

local model = PolygonMadel()
local meshdata = objMeshData()
modelCreate(meshdata)
modelSetShader(’normal frag)

local analy = PalygonAnalyzer()
analyExe cute(model|
print{analy:Minx())
print{analy:Maxx())
print{analy:MinY())
print(analy:Max¥())
print{analy:Minz())
print{analy:Maxz(})

render {camera, model}

e Camera-1
e Camera-0
@ bunny_obj2

output.mp4



HIVE Applications

HIVEIZLLTD3IDD 7 7V o= g sl TWVWEI,

# ANV RSV TLYTUVT hrendel"

$ cd SHIVE/hrender/test
$ mpirun -np 1 ../../build/bin/hrender
render_obj.scn

SURFACE

SceneNodeEditor

HIVE Ul

standalone renderer

raytracing library
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web interface node
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web interface animation

editor
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. Windows(F 7€)
. HPCHEBIE
- WAV 1—4Y(BE/—R, /RA NLE/ —R)

- FOCUS



¥ Debug

8
Transfer function param
-1.800
16.660
8.818
8.88218
8. 888008 8, 888888
8.0800
enable_cut_plane
8.688
16. 868
8.188
8.818

1. 888088

-

frameno




srcvolume
X
VolumeDaty
Width
Height
Depth
Component

olume

ume
srcvolume
H X
VolumeDat§
Width
Height
Depth

filepath

srcvolume

volume I

volume model

Uniform0
Uniform1

volume Uniform2

re
position
target
up

fov

camera

color_file
depth_file

Itel
volume

model

shadername

Uniform1

volume Unifor

osition
target

camera

color_file
depth_file

RenderObj
RenderObjec
RenderO

RenderObjectl
RenderObject2
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HIVEDBEIEE— K ICDWT(2)

- A—HILPCLICH BT —F DRIHE{LHRIEET I
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hrender hrender hrender

SceneNodeEditor HIVE Ul command line
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HIVEDBEIEE— K ICDWT(2)

. UE—LFEELICHDT—FY DORIBRILHFIEETT,

hrender hrender hrender

Remote Server

SceneNodeEditor HIVE Ul command line

PC1 PC3

JE— AR




HIVEDEIEE— K~ ICDUWWT(3)

e VZAL—IDWHANITBT—IYZHAIXMNL—IZEHALT. 3
B & RFICRIEL

hrender hrender

Server] Server?2 Server3

command line SceneNodeEditor command line

PC1 PC2 Jox

>vAL Y NE[fR1E
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WMERY—ILEZAT Y

. cmake 2.8 LUfE (2.8.12 LIRFHELE)
. gcc 4.4 LUfF (gcc 4.8 LIEHELR)
. Intel C Compiler®Z& (EVer.13 LIEHELRE
- MPI O2I)\A ZIRE
- autotools (autoconf, automake, libtools)
- zlib

- hode.js v0.12.6 (http://nodejs.org)
. HTML5 Ul v —)LTTHIH

hrender Z8IH I IBIEIC CTRYIC/\ANERESINTVWDIEDELET




ZOMZA475Y (F—FYO—5FmEF)

yAolir: IR AN HDMlIib, PDMIlib, UDMLIB

-http://www.cs.sandia.gov/Zoltan/

fpzip 1.0.1 PDMIib

-https://computation.linl.gov/casc/fpzip/

-cgnslib 3.2.1 HDMIib

-http://cgns.github.io
O —HEERIFHETIEIRWD, HERESI N TWS

INsSDOIA47 7V ENBLIT 1M XDEE L HIVE ICEHTERAETE
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- CDMIlib http://avr-aics-riken.github.io/CDMIib/

- HDMlib https://github.com/avr-aics-riken/HDMIib
- UDMlib http://avr-aics-riken.github.io/UDMIib/

- PDMIlib http://avr-aics-riken.github.io/PDMIib

DT 7AINEAXAT T 7AIVICEDEEEL.,
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%

—5—Z4 7= xDMlib
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EERIR

Intel C Compiler 13

ICC ODAREE () ICKD, RWIKRDEETTIE cgns DEJLR
ICREULZET.

XJ4L;% © ~/work/HIVE BEDFE WA TEILRULET.

npm (nhode.js package manager)

LSF @ npm &AN¥ Y REDINRBT=6, LSF i’1 >V X =)L
SN TWBRIE T, BARNAZR/CZT nodejs npm AY Y R
ZIEEITDDEHEBUET.



HIVE D EXi=

~/WOrk/HIVE T« LI M) TR T D EIRELXT.

L)L

PR, SHIVE & Fcs

(UET.

GitTEUS (clone) 9 % b\ Zip7 7ML EF7>O—RKRULET,

cd ~/work

git clone

cd HIVE

git submodule update --init

fpzip, zoltan, cgns 74 77'J% third party T« LZ KNUICOE—UET
HIVE % UDMlib, CDMlib O—4 547U YUY ULTEIRULABWVWEEIERNETT.

cp /path/to/fpzip-1.0.1.tar.gz third party/
cp /path/to/zoltan distrib v3.8l.tar.gz third party/
cp /path/to/cgnslib 3.2.1l.tar.gz third party/

MEICIHUTHSHIUHY O vO—RKRUL WA/ —%20E—




HIVE cmake A 7> 3>

EILRXZYUZRNZFBAUBWESIE, UTOA T3 >% cmake ITIEELT
NRAILDEILRZEBZZEMNTEKT.

HIVE_BUILD_K_CROSS_COMPILE

HIVE_BUILD_WITH_MPI

HIVE_BUILD_WITH_OPENMP

HIVE_BUILD_WITH_CDMLIB

HIVE_BUILD_WITH_PDMLIB

HIVE_BUILD_WITH_HDMLIB

HIVE_BUILD_WITH_UDMLIB

HIVE_BUILD_WITH_COMPOSITOR

On/Off

On/Off

On/Off

On/Off

On/Off

On/Off

On/Off

On/Off

KIFX10 70XV INAILZ{TWET.

MPI EILRZTSHZEIBELET. O—5 17>, Compositor ZFIFET 25H& & On H
WBICIRD XY,

OpenMP OFBZHEELXT.
CDMlib EU YT T ZEELEXT.
PDMib &>V 920 EIBELET.
HDMiib &Y >V I 2hEIBELET.
UDMIb £V I 350 ZEELEXT.

234 Compositor U >V 750 EIBELXT.
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HIVE/scripts ICHERT DA CEILRZITOEILR RS
U7 ZHELTHD FT.
/ MP I

Linux + GNU Compiler OPENMP
X ntel C ! HDMLIB
inux + Intel Compiler SOMLIB
UDMLIB
IR
COMPOSITOR
Mac OSX IRiE \ /

MWEICIHEUTEILR R Y 7 ~NDiRE

AT
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Linux + Intel compiler J|ETOEJL R

4 p
build loader libs linux-x64-icc.sh
cmake linux-x64-all-icc.sh

J

HIVE WA IT 20— 51477 U= —EILRULET.

./scripts/build loader libs linux-x64-icc.sh

SO—452477)&EYYITBHRET HIVE D configure ZITWET .
(METHNITZERIC .sh ZiREL, cmake D/INRREZFRELXY)
rm -rf build # LEID build ¥IHHNIFEIR

./scripts/cmake linux-x64-all-icc.sh
./scripts/cmake linux-x64-all-icc.sh # cmake DREZMERXICITORHD, 2 [MOIEDRULET.

build 4L Z KUT "HIVE OOV/NMILZEZ{TWVWET .

cd build
make




Linux + gcc IBETDEIL R

4 R
build loader 1libs linux-x64.sh

cmake linux-x64-all.sh

N y

HIVE WA IT 20— 51477 U= —EILRULET.

./scripts/build loader libs linux-x64.sh

SO—452477)&EYYITBHRET HIVE D configure ZITWET .
(METHNITZERIC .sh ZiREL, cmake D/INRREZFRELXY)
rm -rf build # LEID build ¥IHHNIFEIR

./scripts/cmake linux-x64-all.sh
./scripts/cmake linux-x64-all.sh # cmake DHREZMERICITORH, 2 [EIEDERLEXT.

build 4L Z KUT "HIVE OOV/NMILZEZ{TWVWET .

cd build
make




K/FX10 IREIETOEJL R

f N
build loader 1libs k cross.sh

cmake k cross.sh

N y

HIVE WA IT 20— 51477 U= —EILRULET.

./scripts/build loader libs k cross.sh

SO—452477)&EYYITBHRET HIVE D configure ZITWET .
(METHNITZERIC .sh ZiREL, cmake D/INRREZFRELXY)
rm -rf build # LEID build ¥IHHNIFEIR

./scripts/cmake k cross.sh
./scripts/cmake k cross.sh # cmake DREZMERICTDOMCH, 2 [EEHERLFT .

build 4L Z KUT "HIVE OOV/NMILZEZ{TWVWET .

cd build
make




MacOSX IRIETODE )L R

4 N
build loader libs macosx.sh

cmake macosx.sh
\- J

HIVE WA IT 20— 51477 U= —EILRULET.

./scripts/build loader libs macosx.sh

SO—452477)&EYYITBHRET HIVE D configure ZITWET .
(METHNITZERIC .sh ZiREL, cmake D/INRREZFRELXY)
rm -rf build # LEID build ¥IHHNIFEIR

./scripts/cmake macosx.sh
./scripts/cmake macosx.sh # cmake DFREZMEREICITO, 2 [MOIEDIRULEXT.

build 4L Z KUT "HIVE OOV/NMILZEZ{TWVWET .

cd build
make




hrender Ej{ERES.

# hrender %ZfFE\L\, ONYVRZAYTLYFYVT (AIRIL) TE2DZHERULET.

S cd SHIVE/hrender/test
$ mpirun -np 1 ../../build/bin/hrender render obj.scn

# render obj.jpg MEMN, UTDELSICHW bunny HLVFU VI INNIERINTY .




SceneNodeEditor, HIVE Ul

SceneNodeEditor, HIVE UI DFEITICHELR
node.js EVa1—I/LOEEREEILRZITWET.
node modules ZERUL X .

cd SHIVE/build/bin/SceneNodeEditor
npm install

cd $HIVE/build/bin/HIVE UI
npm install

server.js, hrender server.lua Zim&EL,
MR—KBES(T7AIL 8080) ZZZVWTWBRESAEZEULET.

vi SHIVE/build/bin/HIVE UI/server.]s
vi $HIVE/build/bin/HIVE UI/hrender server.lua
vi SHIVE/build/bin/SceneNodeEditor/server.js

M— hBSFEFFICHERECESEI,




HIV

Ul

HIVE UI DOEsZHERLUEXT.

cd $HIVE/build/bin/HIVE UI
node server.js

FclIR— M ES [portnum] ZEE U TEH)

node server.js [portnum]

http://localhost:[portnum] ZFJjt PC D7 VY THE, UTOEENIRRS NNIXEINTT .

8 06 172.19.6.115:8080

n?l
(<> ])[=](+]€ 172196205800 clrede (O]

New

Property

Console

Timeline Item Add Camera Add..

0.0[sec] . _ _ _1.0[sec] _ . ~ 2.0[sec] _ ~ _ 3.0[sec] . _ . I




SceneNodeEditor

SceneNodeEditor DEEIZMEIRLET .

cd SHIVE/build/bin/SceneNodeEditor
node server.js

FclIR— M ES [portnum] ZEE U TEH)

node server.js [portnum]

http://localhost:[portnum] ZFJjt PC D7 VY THE, UTOEENIRRS NNIXEINTT .

8 06 NodeEditor

.

13

[«l>])[2][+£]6 172006158080 cle=dc](O]
se File




SSH R—KNT7AD—FT«4 >0

- =)DV EE—NICHD, 7747 S IFEER GV (ssh TV
TATEBR)GEIL, SSHR—MNT7 AT —F 0 VT tERE={EVNE T .

# 7747 MNITITWET .
S ssh -L 8080:1localhost:8080 serveraddr

# INICKD, http://localhost:8080 [CFIV RIS E, serveraddr:8080 ICDRHADET.




SceneNodekditor



SceneNodeEditor# &7

SceneNodeEditorig>—> 7 7 A ILIERBD = D
WebT7 29— R—XA 7Y 5r— 3>

o0 e < im) localhost 0] g

7 7 1)L %RR

CreateLineModel
position camera CreatePointModel
CreateCamera
target CreatePolygonModel
up CreateVectorModel
fov FloatToString
screensize
filename
RenderObject0
RenderObject1
RenderObject2

X

filepath MeshData mesh
PointData translate
LineData rotate .

NormalDate scale =
: shadername instOBJLoader3

Uniform0
Uniform1
Uniform2

bunny.obj




SceneNodeEditor#iZ (1)

SceneNodeEditoriflLuaz /19 %

SceneNodeEditor

w\mgﬁrﬁéﬁ
Scene file

(lua file) RCENS | BUCIERE
.scn, *.lua

> hrender

*




SceneNodeEditor#iZ (2)

. SceneNodeEditor(L{ FNodeEditor) (ZScene fileD{ERL
BT B2 DY — )L T,

. script interfacez 8/ 9 5 2 &<, BRI Scene file
DERDHEEE D F£9 (WIFZEMAEIT) o

. YEEL U /=Scene filex. hrenderd Ah7 71J)LELTL
V&YV IDEBET Y,

. NodeEditor ¢/t U f=Scene filezX—X|lc LTz —>
REDHAEETI,




SceneNodeEditoric &5
GEYANE R R L




¢llr

SceneNodeEditor &

SceneNodeEditorig>—> 7 7 A JLERR D T b D
WebT7 20— R—-XA 7TV 5— 3

@ ® < [Em] localhost [ t ) ’T

position camera
target

up

fov

screensize

filename :

RenderObject0
RenderObject1
RenderObject2

LoadO X ate P

filepath MeshData mesh

PointData translate
LineData rotate L oad0n)

scale
shadername instOBJLoader3

Uniform0 " -
Uniform1 [fllepath] bunny.obj

Uniform2

NormalDat¢




NodeEditoric & % a[#21b51(1)

~ ClearAll

Render

iR

e CreateCamera
« RenderToConsole

fAHEEN—>E LYYV TL., R %ZNodeEditor &R




SceneNodeEditoric & % n[tR1L 4

J—RET%Z

+

'ﬁH’ﬁlﬂiﬁéﬁ'

e0e@ < O j 7(_d: Lj;‘ %
hrender

target
up

fov I 1/,
screensize nénaerio : % 'f I
clearcolor RenderObject0

gl RenderObject! Sretetnevioe
depth_file RenderObject2 CreatePointModel
CreatePolygonModel
CreateTetraModel
CreateVectorModel
CreateVolumeModel
CubeGenerator

%I:I %
E ‘ name CreateCamera
I_I varname instCreateCamera4

[position]

RENDER!! > scene.scn
Execute Scene file:/Users/kioku/git/HIVE riken/build/bin/SceneNodeEditor/scene.scn
create camera 256 256 nil 60

[screensize]

[clearcolor]

Debug: FileName = output.jpg
RenderObjects Num = 1 -
RenderCore: :RENDER! ! 1! [color_file]

output.jpg

Save:output.jpg
[HIVE] Resize=0.000 DrawCall=0.000 Readback=0.001 Save=0.002 [depth_file]
RenderObject0 CAMERA

Send: ws://localhost:58432

~onnect > ws://localhost:58432



SceneNodeEditoric & & B2 16451 (1)

- RenderToConsole/— R

- LYY VT RETL. HE%ZSceneNodeEditoric x5

- CreateCamera/—R _

name CreateCamera

varname instCreateCamera4

: jj >( 5 7|_ 7\\ :/\\I 7 l\ €1/E}ﬁ L/\ [position] 0 E E |
NSA—5HBET S o

[up] 0 E o |
[fov] 60 |

N AN N » [screensize] |2s6  |256 |
' I//g IJ /gﬁzlj:{%}g\ :%5% N\ E E |

[clearcolor] |o

EEME. BEERT 7 AE o e

uuuuuuuuuu

75\\ TE /Z'_E E_[ﬁE [depth_file] |




SceneNodeEditoric & % r]124L. 5
teapot®ETFTIZ L VF ) VT U, ER%ZNodeEditor &R

[ } ® < il localhost & M [m] o ’T

7 71 I)IVERER

 ClearAll

position camera
target Render
up
fov
screensize
clearcolor .
color_file RenderObject0 CreateCamera
I . CreateLineModel
depth_fﬂe RenderObJ'ecn CreatePointModel
RenderObJeth CreatePolygonModel
CreateTetraModel
CreateVectorModel
CreateVolumeModel
CubeGenerator

FloatToString
mesh Isosurf

translate LoadCDM
LoadHDM

rotate LoadImage

scale LoadOBJ
L PDB

shadername cad

Uniform0O

Uniform1

Uniform2

X
MeshData

name RenderToConsole

varname renderConsole3

[RenderObject] |3 B

%j: % & reate C amera RenderObject0| (Object
] \I:l v RenderObject]1 | (Object)
= RenderToConsole
BI{R

TeapotGenerator
s e GI€ATEPOIlYygonModel

create camera 256 256 nil

RenderObject?2 | (Object)

Debug: FileName = output.jpg
RenderObjects Num = 2
RenderCore: :RENDER!!1!!



SceneNodeEditoric & & v]#84L451(2)

- TeapotGenerator./— R
. HHAAHDTeapotETETILD XAy 2 F—FZ1ET 5./ —R

- CreatePolygonModel/— <

- AV aTFT—IRTBATI LV b EERT D/ —R

- TeapotD Ay a1 T7—Y =L, XIS

C EELOMNEB, YI—5 T 7L EDIEERE




SceneNodeEditoric & 5 B]#8{L41(2)

Y1 —%—(Shadern) 7 7 1 ILDEKRTE

RISEIRZ E Y

i BALBHS % Ei
CreatePolygonModel® ./ — K T e h

name

varname

mesh

ranslate] o o o |

[rotate] o o o |

[scale] == F7AIANDTILINR
[shadername]

A F7z1%. NodeEditorh 5 DHEXT/CR %= 3¢

SHIVE/hrender/test/
BTV 71

UniformO

Uniform1

Uniform?2




SceneNodeEditoric & & 8484451 (2)

-HIVED > £ —%5—
- GLSL (OpenGL Shading Language) @ Fragment
Shader (7 27 XY Ny o —4—) (CEEHL

#ifdef GL_ES

precision mediump float; white.frag
#endif

void main(void)

{
y

gl_FragColor = vec4(1.0, 1.0, 1.0, 1.0);

R GBA 3:(1,1,1, 1)




SceneNodeEditoric & & v]#8{b451(2)

. $HIVE/hrender/test/*frag (AEhTWd> T —45—)

- A—H—PARICEDLE TER LY 1 —F—Z25mHAD
CEMNAEETT,

iR (N)
#ifdef GL_ES 2
precision mediump float; 7
#endif <7‘|:‘ R (L)
varying vec3 mnormal; )4

/A ———
void main(void) ’ 5%%% (N)

{
vec3 lightdir = vec3(0.5, 1.0, 0.5);
float shade = max(0.0, doE(lightdir, mnormal));

gl_FragColor = vec4(shade\shade, shade, 1.0);
return;

N - L




(] ® < E] localhost ] i) )] (4]

$SHIVE/build/bin/SceneNodeEditor

el — & scene.sin

fov

screensize [

clearcolor

color_file RenderObject0

depth_file RenderObject1
RenderObject2

Lua% ngd)
| (‘MeshDatax osn

FloatToString
mesh Isosurf

translate LoadCDM
LoadHDM
rotate

A P

Loadimage

scale LoadOBJ
LoadPDB

shadername
UniformO
Uniform1

Uniform2 name RenderToConsole

varname renderConsole3
[RenderObject] s :|
RenderObjectO | (Object)
RenderObject1 | (Object)
RenderObject?2 | (Object)

RENDER!! > scene.scn
Execute Scene file:/Users/kioku/git/HIVE_riken/build/bin/SceneNodeEditor/scene.scn
create camera 256 256 nil

Debug: FileName = output.jpg
RenderObjects Num = 2
RenderCore: :RENDER!!!!

S hrender scene.scn

output.jpg




>~—> 7 741)l (Scene file)

Scene fileldM—% 7ILIZ R D 6h. MEDIREIC T
E—U. hrendertxE179 5 &ENA[EETH D

Scene file
(lua file)
*scn, *.lua




SceneNodeEditor® &£ & &

. SceneNodeEditori&Scene fileD1ER = BT B 1=6D D
\\/_)I/—C\g_o

- script interfacez 8189 5 2 &<, BERMARScene file
DIEDAIBEE TR D T,

- YERL L 7=Scene fileldhrendercd L > %Y > 7 N AJRET
ER

. NodeEditor ¢fER U 7=Scene filezRX—X [c U ¥ — iR
£HAEETY,




SceneNodeEkditor™T
EER LTz —> D
hrendercdD L >% ) > 744



hrenderic ks L > >7(1)

. IR EfRIEFHIZETTRIC. SceneNodeEditorfit T ic

scene.scnE WS V=V T7 7AILADMERK SN TWVNDS s

- hrender707 S LADERENGIKICEKRET D &ETLYY U Y

JDETHAEETH S
. $ hrender /path/to/scene.scn

. scene.scn® 7 A )L% ICoutput jpgMER SN TWBIET T
ER



hrenderic &KdL >4V > 5(2)

- fBOETERETCOLYYY VY

. Scene fileld/h—% IV AR D=6, DFEEICIE—L. hrender ¢

?i-—g-%) Z_ é:h\j- b_taé%)o

- BITOBRIEE. T—Y 770N, ¥x2—F T 7AILINR%ZTI)VIXXT

IZ7x <. scenescn7 7AILHDS DHET/INAICKEBDRDICEELTHELLD
MNEXL L

- INADEFRE ENodeEditord 7O/ 74 FZEMN S TH. scenescn7 7-1J)L

DANRZEEEZELTHELESTHLW

- AFREDTRANKIF. YUY 3y TF—FTITW REBRICEIT—YTL

V)T BEERE. COAENFIATES
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HIVE UIBEZ(1)

HIVE Ull&Scene Interface® 1~ > K(Lua)%Z

®EIT2707 5 A
- > | scene
HIVE Ul LTEULUREI - X—g % file
T ZAR— bk
Luad~¥ Y R%Zx(E
H{R - B Z X5

hrender

Luad~Y > RZEZELT




HIVE UIEZ(2)

- HVE UIEAXZ 7 ZX—2 g3 ERRY — )L
 F—T L —LR—ZADT A= 3V HERTTRE
- BEEEICEK DT A — g {ERHYEIRE

- V=T DINTA=FZEBULET7ZX—2 3 VH'E
AR AJBE

- AERR U A= %2—>T7 714 )bIcHE AU,
hrenderclL >~ > HA]EE



HIVE UIF] a5 AR

. HIVE UIOFIBAEICDWTIZRIBRIZSBOD Z &

- HIVE UIF|FHERERE




HIVE UIEEEEREIT

HIVE UIICEE I N TWBEFBREREICDWTHENT %,

TR 2—ALL V) TOEERERICDOWVWT

NIVFAAXATDERTEICDWT

HIVE UITD L—E—ERTTE

Scene Node Editorn*SHIVE UIND Y = —5 D& AL



MUa—LL2Y Y
7 DAGERIC DT



\Ja—LLYT YT DmERL()

M)a2—LAYT—5D
INTGAX—=5E LT,
EREDImER
(Transfer function)H®
RX7E Al BEo

A ZT0T4TIC
ZEERHES AR




MR a—LL>YY VT OEZERE(2)

(3ER# (Transfer Function) DUl
MY 1—LTF—5YDFR/IME. RKXEZR

0.0-1.0&ULT. ZDEZ256EFEIC

EFL. WILTHET—TILERE
92HDTHD,

Ffe. UIRICRY 2 —ALAF—5 D
EANTSLDERRLTH S,
FICENZL EENIHEIET T 7D
ENKRELES

Transfer Function:

X T—7)

Max
Es‘clJ\f"E' Hs-d(f'ﬁ'
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BESHD 27—y 3>y TERRULESELTVESD
SENICEROC UL TWSH
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L ANTSLDT—IHEWERZD
ZILT FIEZEODICEKREL. FElZREn Ll
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BEDT—YEZENICENMITLILYT Y > T4
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NILFHXZDEEE(T)

- HIVE UITIIZEHED A X ZEREDREETH B

. AT®D TAdd Cameray MY >V EDEHEDHIAS
ZEBINE, XMYE1—0DHLELED AXSDEIR
(RRUIDEZ)DAEIREIC TR S

ltem Add Camera Add..

® view
e Camera-1
e Camera-0




NILF DX ZDEETE(2)

- AIATDERZITOIE. Ea—DEEZzI 52 &
T. FERESICHASTEHRETE D,

- COBRIFCUTDOLSREEZIT> T

camera-0 camera-1




NILFHXZDEETE(3)

=JLr==

XE. Export scene TV —r DI AR— K Z{TUN
hrendercL % U > T 925 TOI3IDOEEMNHEISIN

view.jpg camera-0.jpg camera-1.jpg



NILFHXZ DEKTE (4)

HERIICERE TE 5728,

%h%“h@ﬁ%%ti NIATZFPZA—=23YV
XTZ TP A= 3 VERDSAIREE 13 %,

E—7—% TORIFZ>TILTDH

BRIDAX T T ZA—2 3 VEREICDWTIERIER Z S
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HIVE UITTD L

—E—D1ERE(T)

- HIVE UlTIEEF—7 L

— L7 ZA=23VICXD
EBRER _A—320Y—>T7 714N
17 Z/_I_{J_ I\E_[JEET“ZVD%O

. T EREBRE
HEZHRENT B,

WAL, L—E—Z1ERT %



VE UITD L—E—DIERTTEA(

E!HHE II

ew_000000.jpg ew_000001.jpg ew_000002.jpg ew_000003.jpg ew_000029.jpg ew_000030.jpg

L —L7 :X avicy—2mERU.

5
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. HIVE UID21ESFEICD WTIFZHIVE Ul =2 7)L
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m . ffmpeg

= UITD L—E—DERRTE(3)

view_000000.jpg S view_000030.jpg

output.mp4

. ffmpeglc &2 L—E—7 7 1 JL1ERR

. LU FURLD S ffmpegZz¥ 7> O—R

- https://www.ffmpeg.org/download.html




HIVE UITD LA—E—DER T E(4)

. TFoavy R

- $ ffmpeg -r 30 -i view_%06d.jpg output.mp4

FPSZIEE Z ZTld30fpszD< 57 “r 30" LiIEE

- WREET 71)LIE view 000012.jogd &K SR EFH 6 H1D
T77AIBIBEDTAANT 71ILE LT “-i view_%06d.jpg” &
WOSERTT7 7MILRZIEE

HHIT2L—E—"T 71L& E UTERREIC output.mpd” =18 7E
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SALRATYTT—5D

Ih—E—D1ER 7

(1)

. NodeEditorcfEpk Uicy—>F— DS YA LRATYVS

T =Y DL—E—1ERTEZBENL XTI

- FlELT

ors_0000000000.sp
ors_0000000199.sp
ors_0000000399.sp

N

prs_000001 7399.sph

. EWS200stepXll A DT—IhH B E UKD,



YSALRATYVTT—FD
Lh—E—D1EBTTE(2)
: i’g’”“NodeEditor% IWT, Y1 LRTYTIT—5Dl1step

TDT 714 )ILZ2EBWT,
BE ORI ZETVET, (prs_0000011999.sph% FH)




TSALATYVITT—ID
Ih—E—DIERTTIE(3)

. £9 NodeEditoric & > TYERL = 11 7cscene.scnz hrender

UK LYY Y Y THEFETWENMESR U XD,

TEITUL. 1

. $ ../hrender scene.scn

o




SALATYTT—5FD
Lh—E—D1ERR G E(4)

scene.scn7 71 ILDRAZER UL THEXEL &5
FA1ILDRBEBICUTDOXSBB AN ERTETET,

filepath="'/work/cyl2d/2d/prs_0000011999.sph’ &7 > T
WBHEZBET, A7 7AILDEESNTVWSDIMER TS X,

local instCreateCamerab = CreateCamera({position={0,0,500}, target={0,0,0}, up={0,1,0}, fov = 60, screensize={512,512},
clearcolor={0,0,0,1}, color_file='output.jpg’, nil})

local instSPHLoader1 = LoadSPH({filepath='/work/cyl2d/2d/prs_0000011999.sph"})

local instVolumeModel2 = CreateVolumeModel({volume=instSPHLoader 1:VolumeData(), translate={0,0,0}, rotate={0,0,0},
scale={1,1,1}, shadername='/work/cyl2d/heatmap.frag’', Uniform={nil, nil, nil}})

local renderConsole4 = RenderToConsole({RenderObject={RenderObjectO=instVolumeModel2:model(),
RenderObject1=instCreateCamerab:cameral), nil}})

-- Generated Footer by NodeEditor



SALATYTT—5FD
Lh—E—D1ERR A E(D)

c AT 7ANZIANLRTY TOEBEICERE U W,
ITOLSICscene.scnziREL £,

fori=0, 17400, 200 do -- IL—7DE&TE

local tstep = math.max(i - 1, O)

local timestepfile = string.format('/work/cyl2d/2d/prs_%010d.sph', tstep) --AH17 7 1IL%
local outputfile = string.format('output_%010d.jpg', tstep) --HH7 71 IL%

local instCreateCamerab = CreateCamera({position={0,0,500}, target={0,0,0}, up={0,1,0}, fov = 60, screensize={512,512},
clearcolor={0,0,0,1}, color_file=outputfile, nil})

local instSPHLoader1 = LoadSPH({filepath=timestepfile})

local instVolumeModel?2 = CreateVolumeModel({volume=instSPHLoader 1:VolumeData(), translate={0,0,0}, rotate={0,0,0},
scale={1,1,1}, shadername='/work/cyl2d/heatmap.frag’', Uniform={nil, nil, nil}})

local renderConsole4 = RenderToConsole({RenderObject={RenderObjectO=instVolumeModel2:model(),
RenderObject1=instCreateCamerab:cameral), nil}})

end



SALATYTT—5D
Lh—E—D1ERY /7 7%(6)

- hrenderTsceneschz L5 U>T095E&E SANNT7AI)L
I UTee LTFD 7 71 IIVEEDMER S NS DDQESRTE X,

output_0000000000.jpg

output_0000017399.jpg
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Lh—E—D1ERR A E(7)

ffmpegliXEHRBESDANT 71 ILIC UDKIIS U AW
H. BT 7ANBADERZULTDELSICEELXT,

localcnt=0

fori=0, 17400, 200 do -- JL—7DE&E

local tstep = math.max(i - 1, O)

local timestepfile = string.format('/work/cyl2d/2d/prs_%010d.sph', tstep) --AH17 71 IL%
local outputfile = string.format(‘output_%010d.jpg’, cnt) --HH7 71 IL#A

cnt=cnt + 1

local instCreateCamerab = CreateCamera({position={0,0,500}, target={0,0,0}, up={0,1,0}, fov = 60, screensize={512,512},
clearcolor={0,0,0,1}, color_file=outputfile, nil})

local instSPHLoader1 = LoadSPH({filepath=timestepfile})

local instVolumeModel2 = CreateVolumeModel({volume=instSPHLoader 1:VolumeData(), translate={0,0,0}, rotate={0,0,0},
scale={1,1,1}, shadername='/work/cyl2d/heatmap.frag’', Uniform={nil, nil, nil}})

local renderConsole4 = RenderToConsole({RenderObject={RenderObjectO=instVolumeModel2:model(),
RenderObject1=instCreateCamerab:cameral), nil}})

end



SALATYTT—5D
Lh—E—D1ERRF75(8)

- hrenderTsceneschz L5 U>T095E&E SANNT7AI)L
I UTee LTFD 7 71 IIVEEDMER S NS DDQESRTE X,

output_0000000000.jpg

output_0000000087 jpg




TSALATYVITT—ID
Ih—E—DERTTIE(9)

- T Offmpegd~NY Y R TLA—E—(ICEBRULET

. $ ffmpeg -r 10 -i output_%010d.jpg output.mp4

. ZElIZT10FPSZ 18 %E
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HIVE UIND Y = —% DEEx(T)

- NodeEditorcfEp U7z > = —% ZHIVE Ul TF]

ER VbR I




HIVE UIND Y = —5 DE#H(2)

T —5D
JNR % Z%5E




HIVE UIND Y £ —% D& #(3)

T —IMSINTA—=F[CUTEWEEH ZuniformZ
HICEKREULE T,

vec4 samplingVolume(vec3 texpos, vec4 sum) {
vec4 dens = vec4(texture3D(texd. texpos).rgb, 1.0);
float r = length(dens.xyz) *x 100.0;
= 1.0 / pow(1.0 + exp(-r), z.v);
vec4 col = vec4(hsv2rgb_smooth(vec3(r, 1.0, 1.0)), r);
return col; // add to sum

uniform float lenscale;

vec4 samplingVolume(vec3 texpos, vec4 sum) {
vec4d dens = vec4(texture3D(texd. texpos).rgb, 1.0);
float r = length(dens.xyz) * lenscale;
r=1.0 / pow(1.0 + exp(-r), z.vJ;
vec4 col = vec4(hsv2rgb_smooth(vec3(r, 1.0, 1.0)), r);
return col; // add to sum




HIVE UIND Y = —% DE§x(4)

uniform float/ — K %ZENNU. %<& U fzuniform
ZTHEMBEEERTELUVolumed / —RICEH L X9,

name UniformFloat

varname instUniformFloat1

[name] Blienscale

[val]

EELET 3 & ERERD
Zh% I EHERTEET,




HIVE UIND > = —% D E#(D)

- ER U feshaderzHIVE_Ul/shader 7 #JL4IC A E—
LE,

.clang-format bin » [ ball_and_stick_render dkjson.lua const.frag
.git 4 cmake_install.cmake glsl = HiveCommand.lua const.json
.gitattributes | CMakeCache.txt HIVE_UI hrender_server.lua
.gitignore CMakeFiles » [ hrender hrender_thumbnail.lua normal.frag
.gitmodules CPackConfig.cmake libLSGLES.a lib > normal.json
build > CPackSourceConfig.cmake liblua.dylib package.json pathtrace.frag
° CMakelists.txt CTestTestfile.cmake @ Isglsandbox root > pathtrace.json
doc > HIVE > M lua server.js polygon.frag
fabfile.py hrender > M luac shader > polygon.json
HIVE > Makefile @ nonuniform_volume_render raymarch_tf.frag
hostconfig.json third_party 4 SceneNodeEditor > raymarch_tf.json
hrender > tools > [l sparse_volume_render volume_trans.frag
| LICENSES.3rdpaty.txt @ swc_render volume_trans.json
README.md test 4 volume.frag
scripts > @ tetra_render volume.json
third_party > @ variable_line_size_render white.frag

tools > white.json



HIVE UIND > = —% D E#(6)

heamap?2.frag’: ® Theatmap?2.json) = ER L.
FEZDTDXISICEKREL X,

. EB U feshader & [RI—D % Fl.json 7 7 1 )L (S [E] &

- heatmap?Z2.json

{
"type":"VOLUME",
"uniforms": [

{"label" : "LenScale", "name" : "lenscale", "ui" : "slider", "uniform" : "float", "val"

]
¥

: 1.0, "max":1000.0, "min":0.0 }

R heatmap?2.frag
. heatmap?2.json



HIVE UIND Y = —% DEE(7)

. HIVE UlZ&& L. VOLUMETF—4%%2#O0— K93 &
LIFEHREULIEY T —IIEIRTELSICHE>TED,
HEUE/INOAXA—=—INKRETCETDIDONERTEXY,

Name:

Scale:

heatmap2

Shader:

LenScale: :
377.77778

ooooooo

view
fvel_0000001470_sphO



hrender{Cc D WT



hrendertiZ(1)

§)§&\(\g\anguage .\
hrenderldLuaX—X DIV —)L70O7 5 L @

Scene file

¥ [— e ==
(Iua flle) EE)J%'S&LL}EIIE) hrender

*

.scn, *.lua

scene 7 71 ILIETHFRA NIF v ¥ THRETTEE,
SceneNodeEditorz{#E S & GUITIER RIEE,

LuaDEITIRIE & [FAFDEIF
_l_
BR{b D= DEEEt v b (Scene Script Interface)




Lua

BERAYV YU T NEE. SFEEE
= WILRME
COHATOAVINAILE]

o K—FEUT . CEDHRME

JIL—55E

AVR—XY NEZDBRST—0 7




hrenderiffiZ (2)

luablBUEMEZ LE T,

$ cat test.lua
print(‘hello, world')

$ lua test.lua
hello, world

$ ./hrender test.lua

RENDER!I > test.lua

Execute Scene file:~/work/HIVE/build/bin/test.lua
hello, world

Exit hrender.



LuaDETIRIE & [FEFOEIME

test.lua
(LuaXZ U787 71)0)

S lua

test.lua
hello, world

« Lua hrender
S ./hrender test.lua

RENDER!! > test.lua

Execute Scene file:~/work/HIVE/build/bin/

test. lua
hello, world
Exit hrender.




AR D= DEE L v ~

g9 tostla g

local camera = Cameral)

camera:SetScreenSize(512,512) hrender
camera:SetFilename('output,jpg') ‘
render({camera})

U J

S ./hrender test.lua

RENDER!! > test.lua

Execute Scene file:~/work/HIVE/build/bin/
test.lua

Debug: FileName = output.jpg

output.jpg

Save:output. jpg
Exit hrender.




hrenderlc KB L5 U >

- $ hrender /path/to/scene.scn
- fOERTIRIEBTOLYY Y VT

- BTG, T—Y T 7AILIRAY, Y —F T 71AILILR
ZTJ)VIRZATIER <. scenescn7 71 )LD 5 DEXT/INXIC
BRABEOSICEELTELDONEZL L LY

. )N ADFRTE FENodeEditor 7O/ 4 RENS TH.
scene.scn7 71 ILOARABZEEZELTHEESTHLW

AR DTR REE. UST Y3 TF—4 TN, ABRIC
AMF—FTLYT UV ITR2EE,. COAENHATES




Scene Script Interface

- https://github.com/avr-aics-riken/HIVE/

blob/master/doc/
scene_script_interface.md

Scene Script Interface

Basic function

render()
fETE SN T-RenderObject TL 5 s F&1TD
render ({renderobjectl, renderobject2, renderobject3 })

B8 LA ThOO— )Ly JREEE IS TE O RE



7 71)U1/0
TRIA P & E FIAMA)
lcDWT

'I:IIIII
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HIVETXIID LU TWEST—Y 74 —Y v &

— 7R Y 2 — A (SPH, VOL, RAW) & s VI

L]
L ]
W
_ 1] o — |
. K71\ | /
D B t . é '
vi-1= —
. \/ ] — |
HEADER  EXTRACELLULAR WATRIX 224408 1431
TILE  X-RAY CRYSTALLCORAPHIC DETERMINATIC CF 4 COLLAGEN-LIKE
TILE 2 PEPTICE WITH THE REPEATING SECUENCE (PRO-PRO-CLY)
EXPOTA  X-RAY DIFFRACTION
AUTHRR  R.Z.KRMER L VITAGLIANO, J BELLA R BERISIO,L. HAZZARELLA,
AUTHRR 2 B.BRODSKY 4. ZAGARI , H. . BERMAN
tb » I RENARK 350 BICOLECULE: 1
RENARK 350 APPLY THE FOLLORING TO CHAINS: A, B, C
. Iy / \ — I RENARK 350 BIOWTI 1 1.000000 0.000000  0.000000 0.00000
= y REMARK 350 BIOWT2 1 0.000000 1.000000 0.000000 0.00000

SEGRES 1A 9 PRO PRO GLY PRO PRO GLY PRO PRO GLY

SEGRES 1B 6 PROPRO GLY PRO PRO GLY

SEGRES 1 C 6 PROPRO GLY PRO PRO GLY

ATOM 1N PROA I 8.316 21.206 21.530 1.0017.44 N
ATOM 2 CA PROA 1 7.608 20.729 20.33% 1.00 17.44 C
ATOM 3C PROA 1 8.487 20.707 19.082 1.00 17.44 c
ATOM 40 PROA I 9.466 21.457 19.006 1.0017.44 0
ATOM 5 OB PROA | 6.460 21.723 20.211 1.00 22.%8 €

oo

y == e mi—" .
/ — FETATH 130 C ACY 401 3.682 2.541 11.28 1.0021.18
. = HETATH 131 Pl 2.807 23.007 10553 1.00 21.19 0
HETAN 132 OXT ACY 401 4308 2,101 12.201 1.00 21.18 0

mRUd>Y7F—4 (STL




‘_$§7R[)_L——1A

. SPH

- SPHLoader, SPHSaver

. VOL (HIVE #8)

- VOLLoader (& ZiA# & RawVolumeSaver % )

- RAW (R 2 —LFT—%)

- RawVolumeloader, RawVolumeSaver
- DFAIAREEETAHACTHIHULTWVWET.
- float O AHDXMIGICTRD T




PDB

PDBLoader: PDB(Protein Data Bank)f={d O —
NICXIHUTWET.

Atom ZHIF, Bond 251> & UTHEHB TEXT.

Bond (& Atom D7 7 > FI)L 7 — )L X IEERE R D
S5O—5EAITCEETERUET

Bond EtEICIX, EET—IBEEEREIT D,
100 A%=#8Z2% Atom 8THRT—F7)lIC
Bond Z#E 9T 5 ENTEXT

Atom &S 999900 ## % % Atom {T%Z/\—X T 3
CEMNTE XTI (PDB kAN TH S, ILsRXTIH LT

'3
( 2
N

4,

bmg?”

ball and stick(atom&bond)

$HIVE/hrender/test/render pdb.scn




\ s —

NFT—%

PDMIlib Ic&D, RiFT7—F &5 AAD ENTEET.

.PDMLoader. h AYLFZ MU E 13— NDFHHAMHICHEIIHUTWET.

IRED PDMIib 0Fl#Ic & D,
(FEXF/XRIEE T dfi DFEAHRAHFDTE W)

pJLY

$HIVE/hrender/test/render _pdm.scn




P —1kR ) 2 — LA

. HDMlib BHIC & D, BE—HK Y 1 —LF— 9 OFEHABETS T &
MTEEY.

. double BB OR 7 EILT—FE, O— REFIC float INTHaEI N ZE T

. HDMLoader TiZ, IH7E MPI 1 /—K TCO5EHIAHFD AT U TULE
ER

. CelllD 74—=ILRF—H & float BEE UTFHAIAD CENTEET.

- LoadField("CelllD", "Float32", 1, timestep)

- VTK Plmage 2= (.pvti)IcH—EZEIH L TWEKT
Ejbaj‘l_aj‘_lj-/jjl//_/

$HIVE/hrender/test/render_hdm.scn
$HIVE/hrender/test/render pvti.scn




Velocity 7« —JLREJf&1L  CelllD 7« —J)L REJ#R1L



FE—1RRN) 12— L

|

. CDMllib #2RIC LD, IE—krY 1 —
LADOO—RICHIHGUTWET.

. CDMLoader

- T—IHIE— R TIHRAIENDD
E DML, dfi DFEERMICHEWVWK T,

RAIAMT T —

$HIVE/hrender/test/render cdm.scn

Y AmRICIE—ER



s T—

- UDMlib #%

ik D, JEt

N
Bla

WZET.

- UDMLoader

* E%ﬁgs /o

$HIVE/hrender/test/render udm_tetra.scn

T— Y DFAHARCXT I U T

ER & 7NEED
FLAIAFHCKIILH L TWVWE T




T4 )L EREEICDWT



4L 77Uty

S<HBEENZT70ILZIE 7Ly & UTEEK
BUTWET. WIS TIELLTD 2 DI LT
WET.

Laplacian : 7 R 727V %=5EUXT.

Norm : R KNILDO /)L LAZEHEULFT.



MmMUa—LT7«)L%

C/C++ A= RTRY2—LF—FDTANF YUY T H—FILERRTE
* 9 (RERHIILHE).

HVE AT 7SV 7 VDt EREZTTOIEMNTEXT.

il

4 DRTANDORY 2—L7VIT 1 TZEETEEXT.
float B, AU A XD 2 —L DAY R—KULZXT.
— RN 2 —LDHDKIIHICZD X

JE—1RMR U 2 —Ald SparseVolumeToVolume ./ — K Z&fELY, —
B 2 —LICEHBUET.



PP AT R R 24

// numComponents #®D (w, h, d) OMYJa1—LBAXTHLT, (x, v, z) UE
DINT EILD
// index EEHONIEBIDF7Z RLA%ZEEIT SV rO.

// %, vy, z lFFENZEN (0, w-1), (0, h-1), (0, d-1) DEHLHODEICY S
nNx9.

IDX (numComponents, x, y, 2z, index, w, h, d)

[/ AARY 2 —LF—FI DKLV 5.

float* src0, srcl, src2, src3;

// BARY 2 —LFT—FI\NDIRA>H.
float* dst;

/] M)a—LTF—FDYAX. ANAEEATHAXETIRTEHELWELFXT.
size t width, height, depth;

// WEDKY BILIE

size t x, y, 2;




7 1)L KB

// SHIVE/hrender/test/volume filter expr.scn &K D

local filter = VolumeFilter();

—— lua DEZRFaXVb(11, 11 THD)GEICKD, O—RZEHUXT.

—— BHIC src0 DAANTZ—MRYa—LZzdE—935T740)LFI—R

local filterCode = []

// IDX(number of components, X, y, 2z, current component index, w, h, d)

dst[IDX(1l,x,y,2,0,width,height,depth)] = srcO[IDX(1l,x,vy,2Z,
0,width,height,depth) ];

1]

filter:CompileOption('gcc', '-02'); // AVINA4Z &, AVINAMILAT > a>=is
ELXT.
filter:Expr(sph:VolumeData(), nil, nil, nil, 1, filterCode);

filter:VolumeData(); // 7«4ILFYU>TEnfc volume 7Y 7o JZEUS




// REALTVYVIDE_REZE (= laplacian(P))Zst8EI 571U A

// srcO0 = volume data of u(3 components)
// Wij =du j/ dxi

// IDX(number of components, X, y, 2z, current component
index, w, h, d)

float W1l = srcO[IDX(3,x+1,y,2,0,width,height,depth) ]
srcO[IDX(3,x-1,y,z,0,width,height,depth)];

float W12 = srcO[IDX(3,x+1l,y,z,1,width,height,depth)]
srcO[IDX(3,x-1,y,2,1,width,height,depth) ];

float W13 = srcO[IDX(3,x+1,y,2z,2,width,height,depth)]
srcO[IDX(3,x-1,y,2,2,width,height,depth) ];

float W21 = srcO[IDX(3,x,y+1l,2z,0,width,height,depth)]
srcO[IDX(3,x,y-1,2,0,width,height,depth) ];

float W22 = srcO[IDX(3,x,y+1l,z,1,width,height,depth)]
srcO[IDX(3,x,y-1,z,1,width,height,depth)];

float W23 = srcO[IDX(3,x,y+1l,z,2,width,height,depth) ]
srcO[IDX(3,x,y-1,2z,2,width,height,depth) ];




float W31 = srcO[IDX(3,x,y,2+1,0,width,height,depth)]
srcO[IDX(3,x,y,z2-1,0,width,height,depth)];

float W32 = srcO[IDX(3,x,y,2+1l,1,width,height,depth)]
srcO[IDX(3,x,y,2-1,1,width,height,depth) ];

float W33 = srcO[IDX(3,x,y,2+1l,2,width,height,depth) ]
srcO[IDX(3,x,y,2-1,2,width,height,depth) ];

Wll
W12
W13
W21
W22
W23
W31
W32
W33

we e e

o we

e e

e

O O O O O O O O O
OO 000 00 01 OO O O O
-

e

float I = W22 * W33 - W32 * W23 + W1l * W22 - W21 * W12 +
W1ll * W33 - W31 * W13;
dst[IDX(1l,x,y,2,0,width,height,depth)] = I;
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HDMIib # —RRY 2 — A
load INpit

# norm(Vel) 55

=l ST ODY

Z D—EDIIE%E HIVE T
T5>FIR=SZHE LTRULET.




—>V AU T ~aoah

V=YXV Y T lua)zEh9 S I & TRRILZETTOFIRE
ANVESCH

- HDMIib ﬂ:/_t@T 9 j: floato4 ﬂ:/_t@/\ﬁ |\)|//_|_\U 1 —
LT—TH “Velod” 74—V RZTHREITSELFXT.



—-- 1) HDMlib O—%Z{ER L, #HEZITVWET.
—— Init FX¥—YRIVYTNHNT—ERIOHFEOHET Z ENFIEETY

local hdm = HDMLoader()
hdm:Init('cellid.bcm', 'data.bcm')




—- 1) HDM1lib O—%Z{ERk L, #HA{LZITWET .
—— Init F¥—YRI VT RNANT—EIOHAFEOHT Z EDAEETY

local hdm = HDMLoader ()
hdm:Init('cellid.bcm', 'data.bcm')

—— FHRAL timestep T VT VI RZIEELXT.

local timestep =1

—— 2) 714—)LRZFHMHMAH XTI (Sparsevolume )
— (714—)LR&, 7a—JLRE, EFRH, timestep)

local volVel = hdm:LoadField("Vel64", "Float64", 3, timestep)
print(“vel”, volvel)




—- 1) HDM1lib O—%Z{ERk L, #HA{LZITWET .
—— Init F¥—YRI VT RNANT—EIOHAFEOHT Z EDAEETY

local hdm = HDMLoader ()
hdm:Init('cellid.bcm', 'data.bcm')

—— FHAD timestep T VT VI RZIEELXRT.

local timestep =1

—— 2) 74— )LRZFHEHAHXT (Sparsevolume ER)
—— (714—ILR%&, 74—J)URE!, EXRH, timestep)

local volVel = hdm:LoadField("Vel64", "Float64", 3, timestep)
print (“vVel”, volVel)

—— 3) a4 YIBZITS/HIC, Sparsevolume HNMS5—Fk Volume T—FZ4HERBKUXT.

local sv2vVel = SparseVolumeToVolume()

sv2vVel:Create(volVel, 1.0) -- 0.5 (L9 5&H5, 0.25 Tl 1/4 OUAZXDRY a—LZERHRUET.

local srcVolumeVel = sv2vVel:VolumeData()

- RET7 Y Z#EALD, HIVE UI CRIFMEOARITS I8

-- SPH BREDEHTT I Z2RELTH LEHTT.

—-- local saver = SPHSaver()
—-- saver:SetVolumeData(srcVolumeVel)
-- saver:Save(string.format('output.%06d.vel.sph', timestep))

%




-- 1) HDMlib A—%Z{E L, #HA{LZITLET .
—— Init F¥—YRATJUT7NAT—EOHAFEOET Z EHAIEETT

local hdm = HDMLoader ()
hdm:Init('cellid.bcm', 'data.bcm')

—— FHAY timestep T VTV I RXZIEELET .

local timestep = 1

—— 2) 74— )LRZFHMHMAHZXT (Sparsevolume )
— (74— ILR%, 71— JLRB, EFEXRH, timestep)

local volVel = hdm:LoadField("Vel64", "Float64", 3, timestep)
print (“vVel”, volvel)

—- 3) 74 Y0BZITSHIC, Sparsevolume NS5—%k Volume T—HFZHEBKULET.

local sv2vVel = SparseVolumeToVolume() ;

sv2vVel:Create(volVel, 1.0); -- 0.5 [c9B&¥5, 0.25 TiE 1/4 DA XD 2 —LZERULET.

local srcVolumeVel = sv2vVel:VolumeData()

— BETAIIWNYZHERALED, NSX—FZZZTORAHAIZEDRIEEEEFEIIT—EH
——- SPH R EDHEATT— Y %2RELTHL &EFTY.

—-- local saver = SPHSaver()
—-- saver:SetVolumeData(srcVolumeVel)
-- saver:Save(string.format('output.normvel.%06d.sph', timestep))

—— 4) —KRRJ21—ALFT—%IC norm ZFEITZ 7L ZEEULET.

local filter = VolumeFilter();
filter:Norm(srcVolumeVel);
local filteredVol = filter:VolumeData()




—- 5) MUa—L7FSAYZEAL, BVICTILITLEBITONHIMERLET .

local analy = VolumeAnalyzer()
analy:Execute(filteredvol)

print('volume min/max X:', analy:MinX(), analy:MaxX())
print('volume min/max Y:', analy:MinY(), analy:MaxY())
print('volume min/max Z:', analy:MinZ(), analy:MaxZ())




-- 5) MYz—LT7FSAYZEAL, EYICT«ILYLBNMTONCHMERL XY .

local analy = VolumeAnalyzer()
analy:Execute(filteredvVol)

print('volume min/max X:', analy:MinX(), analy:MaxX())
print('volume min/max Y:', analy:MinY(), analy:MaxY¥())
print('volume min/max Z:', analy:MinZ(), analy:MaxZ())

—-6) TUEBYRNDLAN—F Iy z—F%FEN, LT VTNEBEITVWET.
local tftex = JetTransferFunctionTexture() -- Fiflld $HIVE/hrender/render rawvolume.scn ZR

local volume = VolumeModel /()
volume:Create(filteredvol)
volume:SetShader('def volume raymarch tf.frag') -- 7 7 J)LIE $HIVE/hrender/test ICHD XT .

volume:SetTexture('tf tex', tftex:ImageData())

-- CLAMP TO EDGE wrap mode for transfer function texture.
volume:SetTextureWrapping('tf tex', true, true, true)

-- CLAMP TO EDGE wrap mode for voxel data.
volume:SetClampToEdge (true, true, true)

-- ZZ7T, tf min, tf max, tf opacity ZiHEI DI ETEAGLWNEDLD XT.
-- VolumeAnalyzer DIFRDEZZZEICTDBRELT, [EZROTVWEXT.

volume:SetFloat('tf min', -10.0)
volume:SetFloat('tf max', 20.0)
volume:SetFloat('tf opacity', 0.002)

local camera = Camera()
camera:SetScreenSize (1024, 1024)
camera:LooKkAt (

-200,400, 400,

-100,0,0,

0,0,1,85 -- z-up
)

camera:SetFilename(string.format(‘render.%06d.vel.png’, timestep)

render {camera, volume} -- ERICL>VF VI ZERTULXT.




SHIVE/hrender/test TIEEUXT.

cd S$HIVE/hrender/test
vi render vel.scn

mpirun -np 1 ../../build/bin/hrender render vel.scn

HDD N5 Volume TF—F ZFZHmrAD s, RFHDOO—RNITEFBZENNDET .
render.XXXXXX.vel.png DNERKEI, HFITIEERNL VYUV ITINTULWNIEERIITY .

# HDD 5 Volume — 4% Z 5 H AL /-
O, ZHOO— RICEERIFENIND F
97

# render XXXXXX.vel.png HV&ERL & 1,
HF I 2EERN LYYV TEINTWhn
XA TY.




|Isosurface

. —RRY 2 =AU T Isosurface X w¥aE4KT 5T &
MWTEZET.

. BERERY 2 —LRBREDERXDEZEIE. —B—1FKMJ 1—A
ICEMUTRELY.

. BN —F X1 —TFEFIBLTWS O, £

Ay 2D0mBIEHEDELHDIEA



-

_

Isosurface

—iRARY 2 — A
o I

» Isosurface
i

»

D—EDLIE% HIVE T
- IEESE & LTORUET

$HIVE/nhrender/test/volume to_mesh.scn



—— 1) AXSDBEBERELXT .
camera:SetScreenSize (1024, 1024)

camera:SetFilename( 'image sph isosurf.jpg')

camera:LookAt (
-50,80,80,
40,0,0,
OPRIFA0r
60

)

—— 2) NJa—ALT—% (SPH) ZFHrAHET .
local sph = SPHLoader()

sph:Load(‘prs _0000002000.sph"')

local volumedata = sph:VolumeData()

-- 3) Isosurface ZHHHEHUZET.

local surfacer = VolumeToMeshData()

local isovalue = 0.0005 -- iso {E
surfacer:Create(volumedata) -- WRDKNY 21 —LAF—FZztv bk
surfacer:SetIsovalue(isovalue) -- Iso {EZt vV bk

surfacer:IsoSurface() -- EFRIC Isosurface MWIEZITS.

—— 4) £ &N Isoruface XY ¥a%ZLYFUVIULET.

local model = PolygonModel ()
local isosurface = surfacer:MeshData() -- NJOIVICELD isosurface XvaZHEUS

model :Create(isosurface)
model:SetShader( 'normal.frag')

render {camera, model}
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—— SHIVE/hrender/test/render volume cut plane.scn

— LAN—FUTICHATHEONELTS Y T —5

volume:SetShader(‘def volume cut plane.frag’)

— WEO/NZA=Y (‘FEAEN)ZFEELXT .

volume:SetVec4 (‘cut plane’, 0.0, 0.0, 1.0, 0.0);
volume:SetFloat(‘enable cut plane’, 1.0); —- MiEHZEXICT 5.

render {camera, volume}




v —

- VY THEAZEATEDIIISIET, VY —=RELET,

AV —TAVIEHFRTRBIEITELGW S, OV —/ITX—FPEAIC L
STRSFELAVI—FAVEFHR TERWIT—IANH D X,




—— SHIVE/hrender/test/render volume cut plane contour.scn

— LAN—FUJICMATHEO IV Y —IBHT5 c—5
volume:SetShader (‘def volume cut plane contour.frag’)

— KMED/INIX—5 (FEAER)ZIEELXT.

volume:SetVec4 (‘cut plane’, 0.0, 0.0, 1.0, 0.0)
volume:SetFloat(‘enable cut plane’, 1.0); -- KrEmZzBMICT 5.

—— AVI—DINTA—F%ZIEELET.
—— (RIME. BXE. Ry iR A5 —S4 VE)

volume:SetVec4 (‘contour param’, -0.5, 0.5, 0.1, 0.1)

render {camera, volume}

zc g i
s




MPIES L > &5 Y >
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MPI S5 L&) >

- MPI Compositor Z#f]F(HIVE_BUILD_WITH_COMPOSITOR # 72 3> %1 EE LT hrender %=
EILR)TBZ&lCLD, BEEAPEIB I CT—F LI TOIUIIILVFT Y VT & T EMTEET.

- BHERE YAV T NTEREZITD 2 & T, HVE(SURFACE)INE® CEBIEmZ & U X
.

L RTINS/ —RIZIRED, LYF U YT ICEBLID NS & S ICEMTT (8K, 16K BRIRE
TEARILR ).

- T=HFEH  A—UHRATRNICED / — RICT—5 ZEET 5H%Z SceneScript [CEEMR T D wh
ENHDXT.

P INKRELTE S — RICRBOF— F DI TE RN E X (LB T



A g7 MPI BS3E

SceneScript TF

- bool mpiMode()

-hrender B MPI EJLRENTWE I DIERZEELET
-int mpiRank()

-MPI D227 &S%ZRUET.

-int mpiSize()

-MPI D8 Z > 78 &RUEXT.

- screenParallelRendering(bool)

-BEAEITLYY Y VT FEhEEE L X (default = false)
NZVIRICEERZEEHTNFILET.

R LS TEDEITERWT—INHD FT.
VU HPEEMRREICIE 2 OB EE DDA UL I WMEZREL TSI,

2 B2



T STAANES,
nEIL> T ) TP




— XY TN

—— SHIVE/hrender/test/render obj screenparallel.scn

—- MPI A TEILRENTLWLWIIL, screen parallel LYF U2V IZEBMICTS.

if mpiMode() == true then
screenParallelRendering(true)
end

render { camera, model }

—— HRIE rank = 0 ODHEIDEINET.
— BV DERZFREFELEWE Z(E camera:GetImageBuffer() & ImageSaver %
MAETHIENTEEXT




T—=F M= X7 T~

- ZVIBICHUT, BRICDEBRADT 7MIL20— KT 5.
local obj = OBJLoader()
obj:Load(string.format(’input.%06d.obj’, mpiRank())
—— optional: ZVVICIHUTUEDA 7Y hZ25Z5.

——- obj:SetTranslate(mpiRank() * 100, 0, 0)

render { camera, model }

—— HRIE rank = 0 DALHASINET.
—— Compositor ICKDBEZVIVDODHKRIEEEZEINSCH, BT 7DEKERZEGS L THHIF
I BHHERICIEZE>TLWEXREA.
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. HIVE TI&, GLSL [ &b ¥ —Fa T (BN %=
NHAIYA AL, A—FICIDZELREZITS 2
EMTEET.
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GLSL

¥ —%1& GLSL(OpenGL Shading Language) T
LEHUXT.

hrender(SURFACE) fJfKf & C/C++ ICEH S
NTETINS18, CPU TEIMEL £ 9 (x86,
SPARC XJI%).

GLSL sandbox

GLES 2.0(WebGL) D7 S0 X Y Ny —5 [
R UTWET.

GLSLb;n e 00O

P e . ESYI—YIREEELTWEEA.

GLSL Z&l L7 D, GLSL OFEEd TED KSR = —

glslbin is a fragment shader sandbox similar to ShaderToy or GLSL Sandbox. It's

e T4V ITDTEBDHIE, glslsandbox.com +°

shared code snippets from npm.

. + - A\
These modules are sl hosted as part of the stack gl project: you oan find a ful list CALT ey 0 0D 0L |S|b T %%%% < 7".— é L\
of packages in the *Shader Components' section here. Enjoyl . = o .
gl_Frag or.rgb color)
Pragcolc




// tutorial.frag
// RIND GLSL Yx—FT>TF).

// BAEICYIR=HETEDBELET.

#extension GL LSGL trace : enable
#extension GL OES texture 3D : enable

main() BN TV K UIRA > MTED FT.
gl_FragColor ICHAIDEBZEZTIAHAFTT

(RGBA)
alpha = 0.0 CEEFEHA,

volid main(void) alpha = 1.0 TRENERICED X

{

gl FragColor = vec4(1.0, 1.0, 1.0, 1.0);
return;




VERICDWT

T OHiREREZ T R— M U TWET.

// trace(), isectinfo() BREDLA ML —AHBKZEZSLDICLET

#extension GL LSGL trace : enable

// random() B ZFEZSKLDICLET.

#extension GL LSGL random : enable

// 3D texture ZFERICULZEXT.

#extension GL OES texture 3D : enable




/1 BTILGRYITY, RUa—L4h, KIF, F14)HEBD
// Y x—YREEH

/] BETINEIERTE

model:SetTranslate(tx, ty, tz)
model:SetScale(sx, sy, sz)
model:SetRotate(rx, ry, rz)
model:SetTransformMatrix(tbl)

[/l Yx—F=EDHT
model:SetShader(‘shaderfile.frag’)

// uniform float ZH %ZX7TE

model:SetFloat(‘name’, value)

// uniform vec2, vec3, vecd B %x KT

model:SetVec2(‘name’, valueO, valuel)
model:SetVec3(‘name’, valuelO, valuel, value2)
model:SetVec4 ( ‘name’, value0O, valuel, value2, value3d)

/] T RAF v ERZHKE

// uniform sampler2D & LTI T—%RNTFYtXARE.
model:SetTexture(‘name’, image)

/] TORAFYDITAILY VT ZEE

model :SetTextureFiltering(‘name’, trueOrFalse)

/] TORAFYDIVTE—RZRET 5.

// MY a21—ALFT—HF% 1D texture DHFHIC, true ZHREI DI ET wrapping ULBWKSICTES
model:SetTextureWrapping( ‘name’, clampToEdgeS, clampToEdgeT, clampToEdgeR)



S T—T+4 V7 ZE’

r—T 4 VU World B =&EEE- UFET.

isectinfo() TEIE N MENY MUK World ZE/], 7EENRNT NLIE inverse
transpose ZH#aic & D World ZEIANETINTWET

FDMI—ERD varying 2L, B ETHNIEEE world ZEEICEBREIND L SIC
FEICUIBITZNENBDXT.

Isgl_World
Isgl_Worldlnverse

Isgl_WorldInverseTranspose

' predefined &7 mat4 uniform Z# & U THIAERIEETT .



[/ MR)a1a—LTIVIT 4 TOBBOire RT—LZERBL Yz —T 1 VI %75V TI.
// RUa—LTIVIT4 TORADEZIRT .

#extension GL LSGL trace : enable
#extension GL_OES_ texture 3D : enable

#ifdef GL ES
precision mediump float;
#endif

// == -> HIVE (hrender)MBEITEHI % uniform {E
uniform sampler3D tex0; // MUai—LTFTIRAF+¥

uniform float width, height, depth; // volume dim
uniform mat4 1lsgl WorldInverse; // world -> local Z#i{T%l

/] == <-

void main(void)
{
vec3 p, n, dir;
isectinfo(p, n, dir); // p & world ZE[E

// lsgl WorldInverse ZMMF3Z &ICLD, local ZEFEN & Z i

vec3 localP = (lsgl WorldInverse * vecd (p, 1.0)).xyz;
vec3 localTexCoord = localP / vec3(width, height, depth); // -> [-1, 1]"3
localTexCoord = 0.5 * localTexCoord + 0.5; // -> [0, 1]1"3

vecd4 dens = texture3D(tex0, localTexCoord);
gl FragColor = vec4(normalize(dens.xyz), 1.0);
return;




HIVE(SURFACE) #i:5R

HIVE(SURFACE) TO & FAHAEE/R GLSL #LRICDWTERBAL 9.

GL_LSGL random

random()

GL LSGL trace

tracel()

raydepth()

iIsectinfo()

rayattrib()



float random(out float rnd)

- —IRFLELRZEISUET.

ER

/711

- [0.0, 1.0) D{EZIRU 2

- NIV FRALY RE—TDEEEL->TWVWET.



float trace(vec3 org, vec3 dir);
float trace(vec3 org, vec3d dir, out vecd col);
float trace(vec3 org, vec3d dir, out vecd col, float attrib);

org 5 dir AANLAZ ML —AL, Rz RDF
ENCH

RDEICARRETTOERt ZRUKT.

REDNEDODISRWGESIE, BEORKENFED X

5
co
COl(FE=S|IH)M B ESNIEE, RENREDh okt E
¢ EICFDBATY T —Ta 7 %1TW\, BERUET.
d% - attrib(EBESIE) TLAICAR Y LMEZFHF TS &
MTEXIT (BIFEDY = —5 AT rayattrib() TlE%Z

org EX1S A EE)



float isectinfo(out vec3 p, out vec3 n, out vec3 d);

ot

RBHREBSULET.

BOE: RR(—DRHOY =T 1Y
d 7 R)h 5 D eE

P XRALE (world Z2fH)
N : ¥MERRT ML (world ZEfH)

d: AFNRZY KNl (world ZEfH)



int raydepth(out int depth)

REDL 1M DRFEIHZRDE, £KXU5|/% depth [
RUEXT.

trace() BEEIC L D ¥ T —FDBIRMNICIEIIN S 126,

1—%|E raydepth TKEI[E

e R CHHTRMICTT S Y]

D% =5 NTITOURENHDXT.

o0

O

UELRHT 255,

R — &kt T BRI

BHINICT AT LR T UXT.



float rayattrib(out float attrib);

// 2nd shader call

float attr;
rayattrib(attr); // => 3.14

—DRIDY T —4 T trace B DEUS| %K
ittty hehicZ7hNUE2—MNBEZEEL
9.

LA BB TID D RS L DILE
S BEECHALET.

// 1lst shader call

trace(org, dir, col, 3.14);




i I INaII S b= e =% /s
// trace & random ZFHUTEVTAHIONRIANL—I VT %ITWET .

#extension GL_LSGL_trace : enable
#extension GL LSGL random : enable

#ifdef GL_ES
precision mediump float;
#endif

#define PI 3.141592

// EREREENY MLZER. SVTLBLADABEZERT DDICFHIA

void orthoBasis(out vec3 basis0O,out vec3 basisl,out vec3 basis2, vec3 n)

{

basis2 = vec3(n.x, n.y, n.z
basisl vec3(0.0, 0.0, 0.0

)
)

if ((n.x < 0.6) && (n.x > -0.6))
basisl.x = 1.0;

else if ((n.y < 0.6) && (n.y > -0.6))
basisl.y = 1.0;

else if ((n.z < 0.6) && (n.z > -0.6))
basisl.z = ;

else

basisl.x

basis0 = cross(basisl, basis2);
basis0 normalize(basis0);

basisl = cross(basis2, basis0);
basisl normalize(basisl);




/] VT EBIRANL— Ty —5 2/3

vec3 randRay(vec3 nn)

{

}

float r0, rl;

random(r0);

random(rl);

float theta = sqrt(r0);
float phi 2.0 * PI * rl;
vec3 ref;

ref.x = cos(phi) * theta;

ref.y sin(phi) * theta;

ref.z sgqrt(l1.0 - theta * theta);

vec3 basis0 = vec3(1,0,0);

vec3 basisl = vec3(0,1,0);

vec3 basis2 = vec3(0,0,1);

orthoBasis(basis0,basisl,basis2, nn);

vec3 rray;

rray.x = ref.x * basis0.x + ref.y * basisl.x + ref.z * basis2.x;
rray.y = ref.x * basisO.y + ref.y * basisl.y + ref.z * basis2.y;
rray.z = ref.x * basisO0.z + ref.y * basisl.z + ref.z * basis2.z;
return rray;

void main(void)

{

int depth; raydepth(depth);
if (depth > 10) { // LA OKRHEEEHNZWNEEIZHTEHD

gl FragColor = vec4(0.01], 0.01, 0.01, 1.0);
return;

}

vec3 p, n, dir;
isectinfo(p, n, dir); // RRDERZHIE




/] IVTIBINANL—Y 20 —% 3/3

vec3 Lo = vec3(0.0);
int numSamples = 1;
if (depth == 0) numSamples = 128;

int s;
for (s = 0; s < numSamples; s++) {
float rnd; random(rnd);
if (rnd < 0.5) { // russian roulette
vec3 V = normalize(-dir);
if (dot(n, V) < 0.0) { // face forward
n = -n;

}

vec3 wi = randRay(n);

vecd4d traceCol = vec4(0.0);
float t = trace(p + 0.001 * n, wi, traceCol,
if (t < -1.0) {
Lo += vec3(1.0);
} else {
Lo += traceCol.rgb;
}

}
}

Lo /= float(numSamples);

gl FragColor = vec4(Lo,
}




INANL—220 Y —5EARFR




> —5 771

$HIVE/hrender/test/** frag

ICW DO xT—D Tty "B D FT.

SURFACE Dexamples ICHSZEERDI T —IHHD X
+

https:.//github.com/avr-aics-riken/
SURFACE/ tree/master/examples




