MeToabl pacyeTa MHTerpana
OCBelleHHOCTUN Ha OCHOBe
TPACCUPOBKU NyHEN



TpaccnpoBKa ny4den

“Whitted-style Ray Tracing”
shadow ray
mirror
’@N scene object
trace ray
spectator trace ray
shadow
trace ray

screen-Pixels shadows



TpaccnpoBKa nyyeu

e [eHepauma nyyen

float3 EyeRayDir (float x, float y, float w, float h)

{
float fov = 3.141592654£f/(2.0f) ; mirror
float3 ray dir;

shadow ray

scene object

trace ray

x+0.5f - (w/2.0f);
y+0.5f - (h/2.0f);
-(w)/tan(fov/2.0f) ;

ray dir.x
ray dir.y
ray dir.z

spectator

trace ray

rays
trace ray

return normalize(ray_dir);
} screen-Pixels shadows

float3 EyeRayDir2 (float x, float y, float w, float h)
{
float4 pos( 2.0f * (x + 0.5€) / w - 1.0f,
-2.0£f * (y + 0.5€) / h + 1.0£, 0.0£, 1.0f );

W
aspect = —

pos = g _mViewProjInv*pos; // (mView*mProj) '*pos
pos /= pos.w;

pos.y *= (-1.0f);

return normalize (pos.xyz) ; near o
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TpaccnpoBKa nyyeu

* CteKkno: popmynbl PpeHens
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TpaccnpoBKa vs Pactepumsauma

[1Ba OCHOBHbIX noaxoaa

PacTtepusauus: TpaccupoBkKa nyyen:
[MpsiMasa npoekuns reometTpumn ObpaTHas npoeKkuusa nukcenen
n3obpaxeHus




PacTtepusauma n TpaccnpoBKa

* [lpeacrtaBneHne o6 bEKTOB
— AHaInTNU4YecKoe

— Mewwu n3 TpeyrosibHUKOB




PacTtepusauma n TpaccnpoBKa

 Kak onpenenntb NexXuT 11 TOYKa BHYTPU
TpeyroabHUKa”?

MK 2
olo|o|o|o|(o|o|e|e

© www.scratchapixel.com



TpaccnpoBKa nyyeu

* [epeceyeHne nyyem u NPUMUTMBOB
u:=u/s
v:=v/S
t1:=t1/S(t1=1—u~—v)

Z(u,v)=(l-u—-v)*vl+u*v2+v*v0
z(t)=p+t*d
p+t*d=(1-u—v)*vi+u*v2+v*v0



TpaccnpoBKa nyyeu

* [lepeceyeHune Ay4yem N NPUMUTUBOB

t  dot (O,E2)

i | = : *| dot (P,T)
dot (P,E1)

7| L dot (Q,D) |

El=vl-v0

E2=v2-v0

I"= p—3()

P =cross (D,E?2)
Q = cross (', E1)
D=v



TpaccnpoBKa nyyeu

* [lepeceyeHune Ay4yem N NPUMUTUBOB

— “unit test” : :

float3 o
float3 d

float t
float u
float v

e O (

affine triangle
transformation

mul3x4 (m, ray origin);
mul3x3(m, ray direction);

-o.z/d.z;

X y
O0.X + t*d X/ (a) world coordinate space (b) unit triangle space
o.y + t*d.y:
1 0
1 1
bl o Y=4 T70E 1 [ =B
0 0
Ax—Cy By—Cy Ny—Cy Cy 0 0
.'1'\' - (“ B_]' — ('\ 4\"?] - C“ '-\—_— C\‘ T l O - ( T l 0 o= .I\‘,"
Ai—~C BrCy Ne—~G C: o i



TpaccmpoBKa nyyvyeu

e 3aTeHeHue (shading)

shadow ray

» color +=1/(R*R); e

trace ray

. ? spectator trace ray
r shadow
trace ray

* OTparkeHua/npenomneHy s s

scene object




TpaccnpoBKa nyyeu

* Markue TeHu




TpaccnpoBKa nyyeu

* [lpobnema To4HOCTU

\l/
/T\

1/
I\

X
/

M-

Due to precision problems
the calculated intersection
IS beneath the surface

“\

2.When a shadow ray
starts from this point,
it hits the sphere
surface,and is in
shadow

Problem in surface intersection.



TpaccnpoBKa nyyeu

* OYHKUMN pacCTOAHUA
 D=1(x,y,z)
* Distance-Aided Ray Marching

Distance-aided ray marching




TpaccnpoBKa nyyeu




TpaccnpoBKa nyyeu

222 NI
= A



http://www.gamedev.ru/code/forum/?id=146616

TpaccnpoBKa nyyeu

He anAa Bcex noBepxHocTeu Takyo popmyny
MOXHO BbIYUCANTb aHANUTNYECKMU !

* NURBS (Non-uniform rational B-spline)
e Catmull-Clark subdivision surface
e CnnaunHbl besbe

AL

FAASE/




TpaccnpoBKa nyyeu
* “Whitted Ray Tracing”




TpaccnpoBKa nyyeu

* [lpobnema (MHOro TpeyrobHMUKOB)

— lNMouncK nepeceyeHnn




YCKOpeHUA NoOUCKa nepeceyeHni

* [loBEpPXHOCTb 3a4aHa KaK MaccuB
TPEeyro/ibHUKOB

* Y3KOe MecTo — MOMCK nepecevyeHmna ayya c
NOBEPXHOCTbIO

— 1 000 000 TpeyronbHMKOB
— 1 000 000 ny4yen

— =>10%% onepauui

— log(N)k * 106 (k~[1..2])




TpaccnpoBKa nyyeu

* YcKopAawuwime CTPYKTypbl KXY &

— PerynapHble U nepapxmyeckme CeTku

— OKTOAEepeBbA

— kd-pepesbs, bsp-gepesbs

— BVH-pepesba, BIH aepeBbAa

* Pe3iome No yCKOPAKOLWMM CTPYKTYPam
— HeperynapHble pa3bueHuna ny4duwe perynsipHbix
— [lepeBbsa A0MKHbI ObITb pa3dbanaHCMpPOBaHDI
— Hanbonee npakTU4YHOM CTPYKTYpOM cuntaetca BVH



PerynapHaAa ceTka




PerynapHaAa ceTKa

* NHnumnanmnsauuma

e traversal

if (tMaxX <= tMaxY && tMaxX <= tMaxZ)

{
tMaxX += tDeltaX;

X += stepX;
}
else if (tMaxY <= tMaxZ && tMaxY <= tMaxX)

{
tMaxY += tDeltaY;

y += stepy;
}

else

{
tMaxZ += tDeltaz;

z += stepZ;

}




PerynapHaAa ceTka

* [lpenmyLiecTtBa
— [1pocTOo 1 BbICTPO CTPOUTCH
— [lpocTon anroputm TpaBepca
* HepocTaTKu
— [1noxo cnpaBnaeTca ¢ NyCTbiM NMNPOCTPAHCTBOM

— TpebyeT MHOro NnamaTu

— MHOro noBTOPHbIX NEPECEYEHNI — OTBPATUTE/IbHO
pa3bunBaeT reomeTputo

* |Tonbko ana Hebonbwmx cueH (1-50K)




PerynapHaAa ceTKa

* [loyeMy ceTKa NJI0X0 pa3buBaEeT reoMeTpHIO?

#6 Nepebpann 15 Bokcenei

46 7 pa3 nocumTanum nepeceyeHme ¢ OAHUM U TEM Ke
TpeyroabHUKom!



Nepapxmnyeckaa ceTKa

Hebonblloe YNC/10 BOKceneu

PeKypcnBHO pa3bnBaem BOKCE/IM B MeCTaXx C
NAOTHOU reoMeTpmen

Vi e i VPR | Ve



Nepapxmnyeckaa ceTKa

+PellaeT npob6aemy YamMHWKa Ha CTaZIMOHE
- [lepexon MexAay y3namMm BblYUCIINTE/IbHO CJ/IOXKEH
- Jlon. peKypcua




Npyrue yckopatwoLme CTPYKTYypb!

* jmp “SpaceSpacialStructuresFrolov.pdt”



TpaccnpoBKa nyyeu




[nobanbHOe ocBelleHune




MHTerpan oceBelweHHOCTH
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MHTerpan oceBelweHHOCTH

1(¢,,6,) = | | L(@,6)R(9,, 6, 9,.6,)cos(n,1,, , )dg,d6,

N —nopmans

|, o —6exmop

R(ern q)r: eis ¢r) _

© www.scratchapixel.com



[nobanbHOe ocBelleHune

-v—" &,

(0,0 = | [ L0 0)R(9,, 00,6, cos(n.1,, ,)d,d6,

@; 6,



MeTtoa MoHTe-Kapno

* u-cnyy. Beanunna, pasH. Pacnpea. Ha [a,b]

* p(u) — NNOTHOCTb BEPOATHOCTU CAYY. BEINYMHbDI U

* Torpa f(u) — ToXKe cnyy. BeanumHa. a

Ef (u) :T f (x) p(x)dx

1

p(x) “b_a

jf(x)dx (b— a)Ef(u)~ Zf(u)



MeTtoa MoHTe-Kapno

1(9,,6,) = [ [ L0, 6)R(,,6,,9,,6,) cos(n 1, , )dp,d6,
p b—a
jf(x)dx:(b—a)Ef (u)zTZf(ui)
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TpaccnpoBKa nyTeu

Z L(¢, 6,)R (¢, 6, 9,,6,)cos(n, I(pi,ei )

1 (,,6,) = -




Z L(¢| J 6|)R(¢| , ei ! ¢r , er) COS(n, I(pi,é?i)
1(¢,,6,) =~

N

Ucxoanbie napamerpsr: ray - JIya, depth - tiybuna pexypcenn
Pesyabrar: Monre-Kapio BuiOopKa 3HATEHUS OCBEHICHHOCTH
Function TracePath(ray: Ray; depth : Integer) . Integer is

if depth MAX_DEPTH then
‘ return Black;
end

hit <~ RayScenelntersection(ray)
if not hit.erists then

‘ return Black:

end

m < hit.material
if m.IsLight then
‘ return m.emittance;

end

newRay.O < hit.pos
‘ N+ xr
newRay.D < RandomUnitVector InHemaisphereO f(hit.norm) ! l;aw

0% A
cosTheta « dot(newRay.D, hit.norm) \A g(} A \J

BRDF + m.reflectance x cosT heta K>

return BRDE * TracePath(newRay, depth — 1) ;

end
Anropurm 2: [Ipocreitmumii sug Monre-Kapiao rpacenposkn nyreii. |



TpaccnpoBKa nyTeu




YTO BbIYMCNATL U KOraa OCTaHOBUTbLCA ?

* HyXXHO HaKanaueaTb:

Co = P,
— Cymmy uBeTOB 1 1
y y Cwl — ;—C?’[] + ‘_Pl
— CyMMY KBaApaToB LBETOB § f
Cy = TC'*l + TPQ
* OwnbKa oueHnBaeTcA u3 P
— CTaHAapTHOrO OTKAOHeHMa 3~ 7¢2 T 1%
. J) n 1
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MeTtoa MoHTe-Kapno

* BbibOpKa No 3HAYMMOCTH

* [lpaBunnbHaa ¢opmynal

— U — cayy. Ben-Ha, HeKoTopbiMm 06pasom pacnpea. Ha [a,b]

— p(u) — NNOTHOCTb BEPOATHOCTM CAYY. BEINYUHbBI U

if(x)dXzb&a f(u)

b

1 f(u)
f(X)dx =~ — '
! (x)ax NZp(ui)




BbibopKa no 3HaYnMmocTu

1(¢,.60,) = [ [ L(¢.0)R(9,.6,.9,.0,) cos(n, 1, , )dp,d

?; 6,
HUcexogaeie mapamerpsr: ray - JIya, depth - mnybuna pexypenn
Pesynerar: Monre-Kapio guibopka sHatenns oCBenenHoCTH
Function TracePath(ray: Ray; depth : Integer) @ Integer is
if depth MAX DEPTH then
‘ return Black;
end
hit « RayScenelntersection(ray)
if not hit.exists then
‘ return Black;
end
m +— hit.material
if m.IsLight then
‘ return m.emittance;
end

newRay.Q < hit.pos

newRay. D «—| RandomUnitVector InHemisphereO f(hit.norm)

~as T heta latlnew Ray 1 hat sarin)

BRDFE + m.reflectance c(ﬁeﬂ‘r

return BRDF * TracePath(newRay, depth + 1)

end
Agropnrm 2: [Ipocreitmunii suy Monre-Kapao rpaccuposxn nyreii. |

HMexonnbie mapamerpsr: ray - Jlya, depth - toyOuna pekypeun
Pesyabprar: Monre-Kapiio Beibopka snadenus ocBernenocTu
Function TracePath(ray: Ray: depth : Integer) @ Integer is
if depth MAX DEPTH then

‘ return Black;
end

hit + RayScenelntersection(ray)
if not hit.exists then

‘ return Black;
end

m +— hit.material

if m.IsLight then

‘ return m.emittance;

end

newRay.O + hit.pos

newRay. D + RandomCosineVectorO f(hit.norm)
BRDF «— m.reflectance

return BRDF * TracePath(newRay, depth + 1) ;

end

Anropurm 3: Tpaccuponka nyreil ¢ yaeToM KOCHIYCOUIAILIOID PACITPCICIIe

HUA OTPaMeHHBIX JIyUeil.



[eHepaumna cny4amHOro siy4ya

float3 MapSamplesToSphere (float rl, float r2) // [0..1]

{
float phi = r1*3.141592654£f*2; //[0..2*%PI]
float h r2*2 - 1; //[-1..1]

float sin phi, cos_phi;
sincosf (phi, &sin phi, &cos_phi);

float x = sin phi*sqrt(l-h*h);

float y = cos_phi*sqrt(l-h*h); ~TB g O
float z = h; ff;G e EEH\
/ o
/e oo A
II =] o 5 2 o \
return float3(x,y,z); | © o g
} e oec e o 4q
g L og

http://www.raytracegroundup.com/



[eHepaumna cny4amHOro siy4ya

float3 MapSampleToCosineDistribution (float rl, float r2)

{

float e = 1.0;
float sin phi, cos phi;

sincosf (2*r1*3.141592654f, &sin phi, &cos_phi);

float cos_theta powf (1.0£f-r2,1.0£f/ (e+1.0£f)) ;
float sin _theta = sqrtf(l1.0f-cos_theta*cos_ theta);

float x = sin_theta*cos phi;
float y sin_ theta*sin phi;
float z = cos_theta;

return float3(x,y,z);

http://www.raytracegroundup.com/




[eHepaumna cny4amHOro siy4ya
* He andpdysHaa BRDF

float3 MapSampleToCosineDistribution (float rl, float r2,
float3 direction, float3 hit norm, float power) ({
float e = power;
float sin_phi, cos_phi;

sincosf (2*r1*3.141592654f, &sin phi, &cos_phi);

float cos_theta
float sin_theta

powf (1.0£-r2,1.0£/ (e+1.0£f));
sqrtf (1.0f-cos_theta*cos_theta) ;

float3 deviation(sin_theta*cos_phi, sin_theta*sin phi, cos_theta);

float3 ny direction;

float3 nx = normalize(cross(ny, float3(1.04,2.93f,-0.6234f)));
float3 nz = normalize(cross(nx, ny));

swap (ny,nz) ;

float3 res = nx*deviation.x + ny*deviation.y + nz*deviation.z;
float invSign = dot(direction, hit norm) > 0.0f ? 1.0f : -1.0f;

if (invSign*dot(res, hit norm) < 0.0f)
res = -nx*deviation.x + ny*deviation.y - nz*deviation.z;

return res;

} http://www.raytracegroundup.com/



[eHepaumna cny4amHOro siy4ya

* [lpaBnnbHaa opToroHannsauma lpamma-LLmmnara

float3 GetPerpendicular(float3 a_vec) const
{

float3 leastPerpendicular;

float bestProjection;

float xProjection = fabs(a_vec.x);

float yProjection fabs (a_vec.y);

float zProjection fabs (a_vec.z);

if ((xProjection <= yProjection + le-5) && (xProjection <= zProjection + le-5))
{

leastPerpendicular = float3(1, 0, 0);

bestProjection = xProjection;

}
else if((yProjection < xProjection + le-5) && (yProjection <= zProjection + le-5))

{
leastPerpendicular = float3(0, 1, 0);

bestProjection = yProjection;

}

else

{
leastPerpendicular = float3(0, 0, 1);

bestProjection = zProjection;

}

return normalize (cross(a_vec, leastPerpendicular));



[eHepaumna cny4amHOro siy4ya
* He tonbko anddpy3Haa BRDF

> = kd+ ks + Kkt

Diffuse (D) Glossy (G) Specular (S

&- — T’ﬂ»d((l 1) Reflection |M \% \/ |
kd
&- E [0 E] = d?:ff.use Transmission % \ \
kd kd + ks
§ € [2 Ty | = specular
kd + ks

£ e |- 5 —. 1] = transmittion

Mpwn atom: (ecau 2 == 1)
YKe He HYXHO YMHOXaTb uBeT
Ha KoaddunuymeHnTbl kd, ks, kt!




[eHepaumna cny4amHOro siy4ya

e lobaBnaem uBet

Pd = max(kd.r,kd.g, kd.b)

Ps =max(ks.r, ks.q, ks.b)
Pt = max(kt.r, kt.g. kt.b)
> =Pd+ Ps+ Pt

£ =rnd(0,1)

Pd
¢ €10, ?d] = dif fuse

£ e [Pd Pd+ Ps
> )y

Pd + Ps

Cel—s—

| = specular

] = transmittion

Specular (S)

Diffuse (D) Glossy (G)
| |
\

| \%
N\,
N

Reflection |

Transmission :at;

PL—;
color.r = color.r/ (g)

PL—,
color.qg = color.q/ (YS)

jDL—a
color.b = color.b/ (YS)



Mpmnmep paboTbl anropnuTma




TpaccnpoBKa nyTeu

 lobaBnaem TeHeBble Nyyn
* BbIbOpKa N0 3HAYNMOCTHU

¢ 3aTyxa Huel float attenuation = 1/(R*R);

Lambertian

_ligh
b
BRDF /"’ Ny o
/ ' \
lI v“ '|
|

diffuse surface

appropriate sampling incident radiance is
small for many samples



Function TracePath(ray: Ray: depth : Integer) : Integer is
if depth MAX DEPTH then
return Black;

! I
;_Blfld o Tt et (o I(x, 1) = J R(x. "Q",‘!)L(;LT, L-",'r) a4 ("059(?59
vit < RayScenelntersection(ray) H‘E — H
it not hit.exists then &
return Black;
end

m. < hit.onaterial
it m.IsLight then
return Black;

end
Ipos < LightSample(light)

shadow < Visibility(hit.pos, lpos)

R « dist(hit.pos, [pos)

sdir < normalize(lpos — hit.pos)

cosT hetal < —dot(sdir, light.norm.)

cosT heta2 < dot(sdir, hit.norm)

lgt Pdf < (1.0/light.sur faceArea) x R x R /cosThetal
lgtVal < light.intensity x (m.re flectance x cosT heta2/T);
explicitColor < lgtVal/lgt Pdf; -
newlRay.O « hit.pos

newRay.D < RandomC'osineVectorO f(hit.norm)

cosT heta < dot(newRay.D. hit.norm)

pdf < cosTheta/m

BRDF < m.reflectance x cosTheta/m;

return explicitColor + (BRDF /pdf) * TracePath(newRay, depth + 1) ;
end




ROPPEKTHOCTb

* [loyemy cxema paboTtaet?

 Tonbko 1 ctpaterna, HeNb3a NOBUTb UCTOYHUK!




Mpmnmep paboTbl anropnuTma




YTOo AatoT TeHEeBbIE Ny4n?

* CpaBHeHUe

Puc. 1.35. Cpasuenne upocroro ajropurMa rpaccupopku uyrei (64 myry na nmkces, ciesa

Ha U300PazKCHUK) U aJArOPUTMA TPACCHPOBKU LYTCH UCIOJBL3YIONIEro Tenesbie Jyun (32 myrd
Ha HUKCe/I. cupapa na uzobpazkenun). Oba u3o0pazkenud 1OV ICHbL 3 IPUMEPHO OJUHAKOBOC

BpeMs.



Mpmnmep paboTbl anropnuTma

* Kyaa genncb KaycTmkn?




Mpmnmep paboTbl anropnuTma

* KaK BEPHYTb KayCTUKK?




[lBe cTpaTermm CaMmnanMpoBaHUA

Multiple Importance Sampling

Reflection of a circular light source by a rough surface
Radius

Shininess

Sampling the light source Sampling the BRDF
[ fogods

CS348B Lecture 12 Extra Pat Hanrahan, Spring 2002



Mpmnmep paboTbl anropnuTma

 MHorokpartHas BblbopKa no 3HaymmocTtu (MIS)




MHOrokpaTtHaAa BbIbopKa no
3HaymmocTtu (MIS)

e KombuHmnposaHumne obounx ctpaternn B 1
HEeCMELLEHHYHO OLLEHKY

o , N1 ., \
pi =cos(f)/m 1 f (:Irl-h)
L=
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p; T De i 9 = O
pf l—0 P2k
Wi ~ B 5]
P; t+ Pe
_,:':'j) = 2 N1 N2
1 5 1 5 _
L. I NT 2 ik T g 2 ek = 1
LI.'. = We - e -u_.'_'_,-_—g' k=0 k=0

Pe P



MHOrokpaTtHaAa BbIbopKa no
3HaymmocTtu (MIS)

e KombuHmnposaHumne obounx ctpaternn B 1

HEeCMELLLeHHYIO OLLeHKY
pi =cos(0)/m
d?

Pe — —
I I be cos(o) x A
LA o Pe Pi We = — € -
| f
w: P;
P; T Pe
_,:'f.j) — 2
I
N1 . N2
D BTEE>S
w; Je — We J. =
\ J— : L\ 2 ‘




MHOrokpaTtHaAa BbIbopKa no
3HaymmocTtu (MIS)

it depth MAX DEPTH then
‘ return Black;

end

hit +— RayScenelntersection(ray)

if not hit. evists then
‘ return Black;

end

m. < hit.material

if m.IsLight then
D « dist(prevHit.position, hit.position)

pe + D?/(light.sur faceArea * dot(light .norm, —ray.direction))

pi + dot(prevH it norm, ray.direction)/w
\ 2 2 2
wi + p; [ (Pe + i)
return light.intensity “w; ;
end

lpos + LightSample(light)

shadow + Visibility(hit.pos, lpos)

R + dist(hit.pos, lpos)

sdir < normalize(lpos — hit.pos)

cosThetal < —dot(sdir, light.norm)

cosTheta2 + dot(sdir, hit.norm)

lgt Pdf + (1.0/light.sur faceArea) = R * R/cosThetal
lgtV al « light.intensity * (m.reflectance * cosT heta2/);
explicitColor « lgtVal/lgt Pdf;

newRay.O + hit.pos

newRay.D < RandomCosineV ectorQ f(hit.norm)
cosT heta «— dot(newRay.D. hit.norm)

pe — R?/(light.sur face Area * cosT hetal)
pi — cosTheta/m
we + pz/ (P2 +p7)

BRDF + m.reflectance * cosT heta/;

return explicitColor*w, + (BRDF /pdf)*TracePath(newRay, depth —

1) ;

pi  =cos(f)/n
d?

D, = .
be cos(o) = A
fuy — I)E’
e o It 3
D; + Pe
N
K 51 3
P; T Pe

L. = w,.— + w;

N1 ; N2

% Z wj T % Z We |o = 1

k=0 k=0






B yém npobnema

* ESDSL
e ESSL (EGSL)
* [IByHanpaB/ieHHaA TpacCMPOBKa NyTen

Pa (Xo) pm—(xl _>X2) pm—(xél(_XS)

pa(x,)



Bidirectional Path Tracing

* MIS Ha Bcex bayHcax!
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Bidirectional Path Tracing

* MIS Ha Bcex bayHcax!




Ligh Tracing

* [MpAamasa TpaccmnposKa - LT (Light Tracing)




DOTOHHbIE KapTbl

* TpaccupoBKa + cbop ocBeLeHHOCTH




DOTOHHbIE KapThl

e Cymma K bamxKanwmx ¢oToHOB
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DOTOHHbIE KapTbl

e TpaccupoBKa POTOHOB
* [locTpoeHME YCKOPAOLWMUX CTPYKTYP
 ObpaTHaA TPAaCcCUPOBKA N COOP OCBELLEHHOCTU

— Bo3amorkHa MoHTe-Kapno tpaccupoBKa (FG)
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Set of Rays in Conventional Final Gathering



DOTOHHbIE KapTbl

* Otamyma ot Light Tracing n BDPT
— POTOHbI NEPEHOCAT NOPLNN SHEPTUM

— BKnap poTOHA yynTbiBaeTca Ha naowaam He 0-ro
pa3mepa!
* Ho Tpaccupytotca GOTOHbI KaK 0ObIYHbIE NYyYM

— PyccKkaa pyneTka
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DOTOHHbIE KapTbl

* PyccKasa pyneTtka

— He moandunumpyem sHeprmio ¢oToHa npu
OoTpa*keHunun!

e 10,d — diffuse reflection
£ €ld,s+d —— specular reflection
£ €ls+d,1] — absorption

* CoxpaHeHMe
— TonbKo Ha ANPPY3HbIX NOBEPXHOCTAX

— Kaxkabi GOTOH MOKeT ObiTb COXPAaHEH MHOrO pas3



DOTOHHbIE KapTbl

e [1Ba meToaa cbopa ocBeLWweHHOCTH
— k-6nmnxkanwmnx
— PUKCMpOBaAHHbIN paaunyc
* JlBa meToAa BU3yaan3auUnu
— [1pAamasa sBu3yannsaumna
— PuHanbHbIN cHOP
* Tpu GOTOHHbIE KapThbl

— Indpdys3Han

— KaycTtunyeckas
— ObbemHasn (ana obbemHbix 3dPeKTOB)



DOTOHHbIE KapTbl

. .. . 9
given the photon map, a position x and a max search distance d
this recursive function returns a heap h with the nearest photons.

Y K_ 6j-| M H‘(a I\/’I LLI M X Call with 1ocate_photons (1) te initiate search at the root of the kd-tree

locate_photons( p ) {
if ( 2p+1 < number of photons ) {
examine child nodes

kdtree +balance( points ) { Compute distance to plane (just a subtract)
Find the cube surrounding the points & = signed distance to splitting plane of node n
Select dimension dim in which the cube is larges if (0 < 0) {
Find median of the points in dim

sl =
s2 =
node
node
node

all points below median
all points above median
= median

.left = balance( sl )
.right = balance( s2 )

return node

We are left of the plane - search left subtree first
locate_photons( 2p )
if (8% <d)
locate_photons( 2p+1 ) check right subtree
} else {
We are right of the plane - search right subtree first
locate_photons( 2p+1 )
if (8 <d?)
locate_photons( 2p ) check left subtree

}

Compute true squared distance to photon
52 = squared distance from photon p to =
if (82 <d?) { Check if the photon is close enough?
insert photon into max heap h
Adjust maximum distance to prune the search
d?> = squared distance to photon in root node of h



DOTOHHbIE KapTbl

e CTPYKTYpbl AaHHbIX

struct Photon // 20 6amnr struct Photon // 24 6awnra
{ {
float3 pos; float3 pos;
char color[4]; uint compressedNorm;
float phi, theta; half4 color; // wmnm uchar4
short flag; }
}
float3 decodeNormal (uint a_data)
uint encodeNormal (float3 n) {
{ const float divInv = 1.0£/32767.0f
short x = (short) (n.x*32767.0f) ;
short y = (short) (n.y*32767.0f) ; short2 a_enc;
a_enc.x = short(a_data & 0x0000FFFF) ;
ushort sign = (n.z >=0) ?2 0 : 1; a_enc.y = short(int(a_data & OxFFFF0000) >> 16);
int sx = (int(x & Oxfffe) | sign); float sign = (a_enc.x & 0x0001) ? -1.0f : 1.0f;
int sy = (int(y & Oxfffe) << 16 ); float x = short(a_enc.x & Oxfffe)*divInv;
float y = short(a_enc.y & Oxfffe)*divInv;
return (sx | sy); float z = sign*sqrtf (fmaxf(1l.0f-x*x-y*y, 0.0£f));

} return float3(x,y,z);



DOTOHHbIE KapTbl

* [lpobnemol

— MNamAaTb (CxkaTtme, ppm)

* Ho cxkaTme MoXKeT CHM3UTb CKOPOoCTb cbopa!

— CkopocTb (ynpoctntb anroputm cbopa)

* HO 3TO CHU3UT TOYHOCTb!

— TemHble yrnbl (Convex Hull, FG)

* CHUXKaeT CKopOoCTb

— becnone3Hble POTOHDI
* [lomeTKa BUOUNMDIX HOBerHOCTeVI

* YacTnubl BUAMMOCTU (MamATb)



DOTOHHbIE KapTbl

 OUHanNbHbIN cHOP

Set of Rays in Conventional Final Gathering



DOTOHHbIE KapTbl

* becnonesHble GOTOHDI
— KapTbl npoeKkuum
— OnpegeneHmne BUANMbIX MOBEPXHOCTEN

* [lpocTtaa nomeTKa

* Yactuubl BUAUMOCTU



DOTOHHbIE KapTbl

* [lporpeccmBHblie GOTOHHbIE KapTbl (PPM)

PPM Radius Update Rule Our Radius Sequence
r? N M; r? '

i1 N+ M it1 T

7’2-2 N; + M; 72 1+ 1

Local Statistics

http://users-cs.au.dk/toshiya/starpm2012/



http://users-cs.au.dk/toshiya/starpm2012/

DOTOHHbIE KapTbl

[MporpeccmBHbie POTOHHbIE KapTbl (PPM)

()
o N

- o\
/ @] PERT —
m\o PBRT

\O/

PBRT 1000

http://users-cs.au.dk/toshiya/starpm2012/
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DOTOHHbIE KapTbl

* [lporpeccnBHble OTOHHbIE KapTbl (PPM)




DOTOHHbIE KapTbl

* [lporpeccnBHble OTOHHbIE KapTbl (PPM)




DOTOHHbIE KapTbl

* 2 MUNNOHA POTOHOB




DOTOHHbIE KapTbl

e 20 mmnnnmnoHa potoHos (10 ntepauunin)




DOTOHHbIE KapTbl

e 200 mnnnmnoHos ¢otoHoB (100 utepauunin)




DOTOHHbIE KapTbl

e 2 munnunapaa ¢otoHos (1000 ntepauun)




DOTOHHbIE KapTbl

e 2 munnunapaa ¢otoHos (1000 ntepauun)




BDPM

 jmp “05 vf mlt _cgevent v4.pptx”



Bonpochl

B yem oTanume $oToHHbIX KapT oT BDPT?
— BDPT ncnonbsyetr MIS
— PyccKasa pyneTKa, nopuumn aHepruuy, naowaab

B yem 0cob6eHHOCTb PYCCKOW PYNeTKn?
— CToxacTnyeckoe oTparkeHue

Cnocobbl cbopa ocBeLLLEHHOCTU?
— K-6amkanwmnx, dukc. Pagnyc

Kakne Tunbl POTOHHbIX KAPT MCNONb3YIOTCA?
— nddy3Han, Kayctmyeckasa, obbemHas



