MeToabl pacyeTa MHTerpana
OCBelleHHOCTU Ha OCHOBe
TPACCUPOBKU NYyHEN



[1naH nexkuuun

TpaccmpoBKa nyyeu
— CTpPYKTYpbl NPOCTPAHCTBEHHOIO pa3bueHuns
NHTerpan ocseweHHOCTH
— MeTtoa MoHTe-Kapno, biased/unbiased meTtoabl
CToxacTuyecKas TPacCUPOBKaA JIy4en
— PT, LT, BDPT, MLT, ERPT
— Crpartermm camnamMpoBaHUA — CTOXACTUYECKaA U AeTEPMUHUPOBAHHAA
— MIS
DPOTOHHbIE KapTbl
— PPM
OnTMmmsaumu
— Kaw ocBeweHHocTH (Irradiance cache)
— [Mapannennsm



TpaccnpoBKa ny4den

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

spectator trace ray
shadow

trace ray

screen-Pixels shadows



TpaccnpoBKa nyyeu

* [eHepauma nyyeu

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

{
float fov = 3.141592654f/(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 -
L
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TpaccnpoBKa nyyeu

* MepeceyeHune nyyem nu NPUMUTUBOB
u:=u/s
v :=Vv/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 ny4yem N NPUMUTUBOB

[

1

%

u

v

" dot(P.E)

El=v1-v0

E2=v2-v0

"= p—w(

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

D=v

 dot (O,E2)
dot (P,T)

dot(Q,D)

v2



TpaccnpoBKa nyyeu

* [lepeceyeHune ny4yem N NPUMUTUBOB

— “unit test” Z

float3 o
float3 d

float t
float u
float v

TN (X) = ( A

affine triangle
transformation

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

-o.z/d.z; x y x y

O0.X + t*d X/ (a) world coordinate space (b) unit triangle space

o.y + t*d.y:

| 0
1 1
il o |=4 171 1 |=B
0 0
v —Cy By—Cy Ny—Cy Cy 0 0
-l'r — (‘ BJ- - (‘ \T\ — C‘ X+ C" /5 1 0 = T 1 0 =N
4.—~C. B.—C: N.—C: C - 0 - I



TpaccmpoBKa nyyent

* 3aTeHeHue (shading)

shadow ray

» color +=I/(R*R); ez

trace ray

spectator
o ? trace ray
L]
trace ray

* OTparkeHua/npenomneHy s s

scene object

shadow




TpaccnpoBKa nyyeu

* Markue TeHu




TpaccnpoBKa nyyeu

* [Ipobnema To4HOCTHU

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
 “Whitted Ray Tracing”




TpaccnpoBKa nyyeu

* OYHKUMKN pacCTOAHUA
 D=1(xy,z)
* Distance-Aided Ray Marching

Distance-aided ray marching




TpaccnpoBKa nyyeu




TpaccnpoBKa nyyeu

22553 NN

“\SNS



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

TpaccnpoBKa nyyeu

* [lpobnema (MHOro TpeyrobHUKOB)

— lNMouncK nepeceyeHnn




TpaccnpoBKa nyyeu

* YcKopAtowme CTPYKTypbl YHEY

— PerynapHble U nepapxmyeckme ceTku

— OKTOOEepeBbA

— kd-pepesbs, bsp-gepesbs

— BVH-pepesba, BIH aepeBba

* Pe3tome no yCKOPAOLWMUM CTPYKTYpam
— HeperynapHble pa3bueHus nyyiue perynapHbix
— [lepeBbsa A0/MKHbI ObITb pa3dbanaHCMpPOBaHDI
— Hanbonee npakTU4YHOM CTPYKTYpOm cuntaetca BVH



TpaccnpoBKa nyyeu




MHTerpan oceBeleHHOCTU

1(9,.0,) = | [ L(¢,,0)R(9,.6,,0,,0,) cos(n L, ,)dp,db,
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[nobanbHOe ocBelleHune




MHTerpan oceBeleHHOCTU
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[nobanbHOe ocBelleHune

I(¢r . er) = I I L(gﬂl ) Hi )R(¢z ’ Hi ’ ¢r ’ 9,» ) COS(I’Z, l¢i,9i )d(ﬂldgl

®; 0,



MeTtoa MoHTe-Kapno

* u-—cayd. BeanuunHa, pasH. Pacnipea. Ha [a,b]

* Torpa f(u) — ToXKe cnyy. BeanymHa.

Ef (u) = [ f(x)p(x)dx

1
b—a

p(x) =

[ Fdx=b- B =" fw)



MeTtoa MoHTe-Kapno

1(9,.0,) = | [ L(g,,0)R(9,.6,,0,,60,) cos(n L, ,)dp,db,
o 0.

[ F(ds=b-@Bf =2 3 )

Z L(goz > gz)R(qu > Hi > P, 5 QF)COS(H, l¢i’0i )
I(ggr’ 0}’) R —
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MeTtoa MoHTe-Kapno

 CmelleHHas oueHKa (biased)
* HecmeweHHana oueHKa (unbiased)

* BbibopKa no 3HaunmmocTtu (Importance sampling)

> L(9,.0)R(9,.6,,9,,0 )cos(n,l, ,) 1
' 1270 1270 r>=r ., 0, . ui)
I(p,,0)~— ~ Zl

N M

p— R(er’ q)ra eia (t)z) _
h




MoHTe-Kapno TpaccnpoBKa

Z L(p,,0,)R(¢,,0,,9,,0 )cos(n,l, ,)
[(p,,0,)~—=

.




TpaccnpoBKa nyTeu

Z L(gp,,0)R(¢,,0,,¢,,0,)cos(n,l, ,)
I(g,,0,)~—




Ncexoanbie napamerpsl: ray - JIyvu, depth - tvouna pexypenn
PesyabraTr: Monre-Kapiio sbIi0oOpKa 3Hadenns OCBEIeHHOCTH
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
newRay.D <+ RandomUnitVectorInHemisphereO f(hit.norm)

cosTheta < dot(newRay.D, hit.norm)
BRDF + m.reflectance x cosT heta

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

end
Agaropurm 2: [Ipocreiimumit sBug Monre-Kapao rpaccnposkn nyreii. |



[eHepaumna cny4amHoOro siyya

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);
float z = h;

return float3(x,y,z);

http://www.raytracegroundup.com/



YTO BbIYMCAATL U KOraa OCTaHOBUTbLCA ?

* HyXHO HaKan/nBaThb:

Co =1
— Cymmy LBeTOB 1 1
yMMY C)=-Cy+ =P,
— CyMMY KBaapaToB LBETOB § f
Cy = .-_Cfl + TPQ
* OwunbKa oueHmBaeTcAa m3 I
— CTaHOapTHOrO OTKNOHEHMUS Cs = ICQ * IPS
; T X;)2 |
s Zm X o L
D — n n—+1 n—+1
n—1
D



BbibopKa no 3Ha4MmocCTu

Hcxonnbie napamerpon: ray - Jlyda, depth - niybuna pekypeun Wexonueie napamerpsr: ray - JIyu, depth - tiybuna pekypenu
Pesyanrar: Monre-Kap/io poidopka snadenns oCBenieniocTi Pesynsrar: Monre-Kapio seidopka 3HATCHIS OCBEITEHHOCTH
Function TracePath(ray: Ray: depth : Integer) : Integer is Function TracePath(ray: Ray: depth : Integer) : Integer is

if depth MAX DEPTH then if depth MAX DEPTH then

‘ return Black: ‘ return Black;

end end

hit <= RayScenelntersection(ray) hit + RayScenelntersection(ray)

if not hit.erists then if not hit.cxists then

‘ return Black: ‘ return Black;

end end

m < hit.material m <+ hit.material

if m.IsLight then if m.IsLight then

‘ refurn m.emittance; ‘ return m.emittance:

end end

newRay.O < hit.pos

newRay.O + hit.pos
new Ray. [ <) RandomUnitVector InHemisphereO f(hit.norm)

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

BRDF « m.reflectance ‘W return BRDE * TracePath(newRay. depth 1) ;
return BRDF * TracePath(newRay, depth — 1)

cas T heta latlnew Raw 1) Lot narin)
= e 7

end
end Anropurm 3: Tpacenposka 1nyTeil ¢ vIeToM KOCHHYCOUIAILHOTO DACIPe/Iee

Anropurm 2: [pocreitnuii uy Monre-Kapio rpaccuposku nyreii. | . ”
: HUs OTPAZKEeHHBIX JIyeil,



[eHepaumna cny4amHoOro siyya

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 cny4amHoOro siyya
* 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 cny4amHoOro siyya

* [lpaBnnbHaAa 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));



Mpnmep paboTbl anropmntma




TpaccnpoBKa nyTeu

* UnntocTpauna




[eHepaumna cny4amHoOro siyya
* He TtonbKko anddpy3Haa BRDF

> = kd + ks + kt

Diffuse (0)  Glossy (G)  Specular (S
& =rnd(0, 1) eteion |N% \% v |
¢ €10, %] = dif fuse % \ \
§ € [kd u ; i S] = specular
§ € [kd ; - 5; 1| = transmittion

[lpn aTOM:
YK€ He HY)XHO YMHOXaTb LBET
Ha KoadpPpunumeHTsl kd, ks, kt!




[eHepaumna cny4amHoOro siyya

e lobaBnAaem uBeT

Pd = max(kd.r,kd.g, kd.b)
Ps = max(ks.r,ks.g, ks.D)
Pt = max(kt.r, kt.g, kt.b)
Y2 =Pd+ Ps+ Pt

& =rnd(0,1)
P

§ €0, —d] = dif fuse
Pd Pd—l—P_s

Pd + Ps
fe

| = specular

1] = transmittion

Diffuse (D) Glossy (G) Specular (S

Reflection |

|\%| e
AN \

Transmission : a t ;

Ps

E

P
color.q = color J/( S

Ps
Z

color.r = color.r /(—

color.b = color.b/(—



TpaccnpoBKa nyTeu

 lobaBnaem TeHeBble Nyyn
* BbIbOpKa N0 3HAYNMOCTHU

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

Lambertian

_lig
;0
BRDF/’/ i
/ : \
|l’ "

diffuse surface

appropriate sampling incident radiance is
small for many samples



WUexoansie napamerpor: ray - Jlyu, depth - tuybuna pekypenn
Pesynsrar: Monre-Kapio seibopika sHatue s 0CBenienioes i
Function TracePath(ray: Ray: depth : Integer) : Integer is

if depth MAX DEPTH then

‘ return Black;

end ! ’
dA cosBcost

hit «— RaySecenelntersection(ray) I(;l?, L‘) — R(J:- ﬁl/") L(;LT, 't.*":"!) ‘ ‘ T ‘!‘ ‘

if not hit. crists then " . !

‘ return Black:

end

m <+ hit.material l"._ ’//41
) i "
if m.IsLight then Y N' "
4 + ~

r
‘ return Black:

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)

implicitP « light.area % cosThetal x cosTheta2/(m %« R?)

newRay.O + hit.pos

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

explicitColor + shadow + BRDF = light.emittance * implicit P
return explicitColor — BRDF * TracePath(newRay, depth — 1) ;

end
."&Jll'Opldl'f\-'] 4.: T[JH('('H[JUHKH uly'n'ﬁ C TEHEBLIMH JIVHAMH.



ROPPEKTHOCTb

* [loyemy cxema paboTtaet?

 Tonbko 1 ctpaterna, HeNb3a NOBUTb UCTOYHUK!




Mpnmep paboTbl anropmntma




Mpnmep paboTbl anropmntma

* Kyaa genncb KayCcTmkn?




YTo AatoT TeHeBble Ny4n?

CpaBHeHUe

Puc. 1.35. Cpasuenne upocroro ajropurMa rpaccupopku nyreit (64 myryd na umkced, ciesa
Ha 1300pazKeHNK) U aJrOpUTMa TPACCHPOBKU LYTCH HCIO/BL3YIONIEro Teuesbie Jyun (32 myrd
Ha HUKCe/I. cupapa na uzobpazkenun). Oba u300pazkenud 1OV UCHBL 3 IPUMEPHO OAUHAKOBOC

BpeMs.



Mpnmep paboTbl anropmntma

* KaK BEPHYTb KayCTUKK?




[lBe cTpaTernm comnanpoBaHuUA

* ABHaA
* HeAaBHan
Multiple Importance Sampling
Reflection of a circular light source by a rough surface Pi = €05 (9) / m
Radius
pe =1/A
W, — Pe
‘e — 3 _'}
P; T Pe
g
N
: w; = —
3 P; T De

Sampling the light source Sampling the BRDF
I f(x)g(x)dx

CS348B Lecture 12 Extra Pat Hanrahan, Spring 2002



Mpnmep paboTbl anropmntma

 MHorokpaTtHas BbibopKa no 3Ha4YmumocTtn (MIS)




Mpnmep paboTbl anropmntma

Puc. 1.36. Cpapnenne npocroro ajJiropurya TpaccupoBku nyreit (64 nyrs Ha HHKcel. cieBa

Ha ll'i()()])&l’/l\'(‘llllll) 11 AJITOpHTMa TpacCHpPOBKH ll'\"l‘(‘lul HCHOJIBL3VIOHIETrO MHOIOKPaTHY IO IS])I(’)()I)I\'.\'
IO 3Ha1TUMOCTH (;_) HVT? Ha HHUKCe . clipaBa Ha ll"»()(/)])il}l\'(‘llllll). e KapTHHKI HOJOVUCeHBL 3a
IPHUMEPHO OJHHaKOBOEe BPeM:.

MpocToit npumep peanunsaumm http://ray-tracing.ru/articles229.html
http://code.google.com/p/ada-ray-tracer/



http://ray-tracing.ru/articles229.html
http://ray-tracing.ru/articles229.html
http://ray-tracing.ru/articles229.html
http://ray-tracing.ru/articles229.html
http://code.google.com/p/ada-ray-tracer/
http://code.google.com/p/ada-ray-tracer/
http://code.google.com/p/ada-ray-tracer/
http://code.google.com/p/ada-ray-tracer/
http://code.google.com/p/ada-ray-tracer/
http://code.google.com/p/ada-ray-tracer/

Ligh Tracing

* [MIpamasn TpaccuposKa - LT (Light Tracing)




TpaccnpoBKa nyTeu
e [1ByHanpasseHHasa (BDPT)

pA (XO) p(ui? p(u—(xél- «— X‘E)

p,=cos(0)/ «
p,=1/A

p.(X,) D,.(Xs<X,) pa(Xs)




TpaccnpoBKa nyTeu

e [1ByHanpasseHHasa (BDPT)




MLT, ERPT

 MLT (Metropolis Light Transport)
 ERPT (Energy Redistribution Path Tracing)




MLIT, ERPT

 MLT (Metropolis Light Transport)
 ERPT (Energy Redistribution Path Tracing)

T(ylx)= p(y—2>x) ﬂ

FO)T (x| §>}
FOOT(y]x)

1— a(y | X) * «— INITIALPATH()

image — { array of zeros }
fori—1to N
y — MUTATE(Z)
a — ACCEPTPROB(y|Z)
if RANDOM() < a

a(y | x) = min{l,

then 7 — 7y 3
RECORDSAMPLE(image. T) .
return mage .




Bpems penaepuHra (~ 20 mmHyT Ha CPU )



MoHTe-Kapno TpaccnpoBKa




DOTOHHbIE KapTbl

* TpaccupoBKa + cbop ocBeLeHHOCTH




DOTOHHbIE KapTbl

e NnddepeHuUManbHbiK NOTOK MOKHO
annpPOKCMMMPOBATb CYMMOMN SHEPTUN
$GOTOHOB B OKPECTHOCTHU

[(p.,0.)= IIL(%,QZ' R(9,,6,,0,,0.)cos(n,l, ,)dp.do,
i 6;
d*®
cos(n,l, , )dp,d0,dA
d*®
cos(n,l, ,)dp,d0,dA

L((oi,ﬁi) —

I(9,.0,) =

®; 0;

I(§Dra9r) = II R(¢i’ei’¢r’
9 0,

R(p,,0,,9,.,0, )cos(n,l, ,)dp,d0,

2
0) 1L
dA




DOTOHHbIE KapThl

* B pe3ynbrate nosnydyaem cymmy K 6amKamwmx
$OTOHOB

d*®
dA

I(Cﬁr,gr) = jj R(¢i96i’¢r99r)
¢ 0;

1 K
19,.6)~—5 > R(©.6,.0,.0)00(¢,.0)
1




DOTOHHbIE KapTbl

* TpaccupoBKa GOTOHOB
* [loCcTpoOEeHME YCKOPAIOLWMUX CTPYKTYP
e ObpaTHasa TpaccupoBKa 1 cbop ocBeLeHHOCTH

— Bo3moxkHa MoHTe-Kapno TpaccupoBKa (FG)

o
A
‘:\\‘i.
/)
-
DS
\\1/4

o
I Q@
. 4
| _____'\.
SJQ
f \
| .
L= . |I
\ i
1
{ A c
- 2]
o !
» :’_/ fe]
T
/24

Set of Rays in Conventional Final Gathering




DOTOHHbIE KapTbl

* OTtnnumna ot Light Tracing n BDPT
— POTOHbI NEPEHOCAT NOPLNN SHEPTUN

— BKnap poTOHa yuymnTbiBaeTca Ha naowaam He 0-ro
pa3mepa!
* Ho Tpaccupytotca GOTOHbI KaK 0ObIYHbIE NYyYU

— PyccKkaa pyneTka

/ . — |
[~ i,\ 7/3‘% \9 oA ©
'lll ] I.".l
f" ‘,3 /
/Y N I~
"'.I - ! E |II /
I-*' = o e e o ;I
f II o) ) / ] III.'
/- ) J N\ \

|III
a— 2 \'; /

! !
/ o -




DOTOHHbIE KapTbl

* PyccKasa pyneTtka

— He moandunumpyem sHeprmio ¢oToHa npu
oTparkeHuu!

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

* CoxpaHeHMe
— TonbKo Ha ANPPY3HbIX NOBEPXHOCTAX
— Kaxkabi GOTOH MOKeT ObiTb COXPAaHEH MHOro pas




DOTOHHbIE KapTbl

e [1B8a meToaa cbopa ocBeLWEeHHOCTH
— k-6nmnxkanwmnx
— PUKCMpOoBaHHbIN paaunyc
* JlBa meToAa BU3yann3aunu
— [1pAmaa sBu3yanunsaumna
— PuHanbHbIN cHOP
* Tpn GOTOHHbIE KapPThbl

— 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.

® K_ 6“ M H.(a I\/’I LLI M X Call with 1locate_photons (1) to initiate search at the root of the kd-tree

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

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

sl =
s2 =
node
node

all points below median
all points above median
= median

.left = balance( sl )
node.

right = balance( 52 )

return node

We are left of the plane - search left subtree first
locate_photons( 2p )
if (82 <d)
locatephotons( 2p+1 ) check right subtree
b else {
We are right of the plane - search right subtree first
locate_photons( 2p+1 )
if (8P <d?)
locate_photons( 2p ) check left subtree

}

Compute true squared distance to photon
52 = squared distance from photon p to x
if (2 <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 Bant 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

— MamAaTb (CkaTtne, ppm)

* Ho cxKaTne MoXKeT CHMU3UTb CKopoCTb cbopa!

— CKopocTb (ynpoctntb anropmutm cbopa)

* HO 3TO CHU3UT TOYHOCTb!

— TemHble yrabl (Convex Hull, FG)

* CHUXKaeT CKopOoCTb

— becnone3Hble POTOHDI
* [lomeTKa BUOUNMDIX I'IOBerHOCTeﬁ

* YacTunubl BUANMOCTU (MamaATb)



DOTOHHbIE KapTbl

 OUHanNbHbIN cHOP

3
%
[} v

Set of Rays in Conventional Final Gathering




DOTOHHbIE KapTbl

* becnonesHbie POTOHDI
— KapTbl npoeKkuunm
— OnpepgeneHne BUANMbIX MOBEPXHOCTEN

* [lpocTaa nomeTKa

* Yactuubl BUAMMOCTU



DOTOHHbIE KapTbl

* [lporpeccmsBHblie GOTOHHbIE KapTbl (PPM)

PPM Radius Update Rule Our Radius Sequence
r2 N: + aM; r2 '
i1 N+ M it1 T

2 Ni+ M, 2 i+l

B | | a¥y 4" - Il
N O ocCAa S Trariericel
IND LLOLdA] LALIOLILS:

Local Statistics

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

[MporpeccuBHble POTOHHbIE KapTbl (PPM)

()
o N

- o\
/ @] PERT —
m\o PBRT

\O/

PBRT 1000

http://users-cs.au.dk/toshiya/starpm2012/
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* [lporpeccmBHblie GOTOHHbIE KapTbl (PPM)
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* [lporpeccmBHblie GOTOHHbIE KapTbl (PPM)
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* 2 MUNINOHA POTOHOB




DOTOHHbIE KapTbl

e 20 mmnnnmnoHa potoHos (10 ntepauunin)




DOTOHHbIE KapTbl

e 200 mnnnnoHos ¢otoHos (100 ntepaumni)
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e 2 munnunapaa ¢otoHos (1000 ntepauunn)
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e 2 munnunapaa ¢otoHos (1000 ntepauunn)




Bonpochl

B yem oTanume $oToHHbIX KapT oT BDPT?

— PyccKana pyneTtka, nopumm sHepruu, naowaab

B uem ocob6eHHOCTb pyccKoM pyneTkn?

— CToxacTnyeckoe oTparkeHue
Cnocobbl cbopa ocBeLLLEHHOCTU?

— K-6amkanwmnx, dukc. Pagnyc

Kakne Tunbl POTOHHbIX KAPT MCNONb3YIOTCA?

— Nnddy3Hana, KayctmyecKkasa, obbemHasn



K3l ocBelweHHOCTH




Kaw ocBelWweHHOCTH

Algorithm 5 Lazy irradiance evaluation used in irradiance caching.

function IrradianceCaching(p, n)
if one or more irradiance values can be used for interpolation at p then
return irradiance interpolated from the cached values.
else
Compute new irradiance value and gradients by hemisphere sampling.
Store the value with gradients as a new record in the cache.
return the new irradiance value.

end if

end function




Kaw ocBelWweHHOCTH

* TOHKOCTU
— OueHKa TOYHOCTHU

— BbluncneHmne paguyca BasiIMaHOCTU

Algorithm.’i Lazy irradiance evaluation used in irradiance caching.

function IrradianceCaching(p, n)
if one or more irradiance values can be used for interpolation at p then
return irradiance interpolated from the cached values.
else
Compute new irradiance value and gradients by hemisphere sampling.
Store the value with gradients as a new record in the cache.
return the new irradiance value.

end if

end function




Kaw ocBelWweHHOCTH




Kaw ocselweHHOCTU + FG




Kaw ocselweHHOCTU + FG




[1TapannenbHOCTb

* KaK pacnapannennBaTb PaCCMOTPEHHbIE
meToabl?




Pestome (MMXO):

OueHka B dpopmarTe: $YHKUMOHANbHOCTb/ CKOPOCTb / NpocToTa

 Hanbonee npakTnyHble NOAXOAbI:

" PT (6e3 TeHeBbIX Iyyei) 10/2/10
= PT + LT 8/8/8

* Mpocto PPM 10/5/5
= PT + PPM gnAa KaycTuKkos 10/8/5

(PT + PM + FG + IC) + PPM pana Kayctukos 10/10/2

= 1nsa FG Heobxoammo aenatb Irradiance Maps
= Nnun Recursive IC






