3D rpaguka ¥ TpacupaHe Ha J'b4U v.2.0

ey T -
— - AW

http://raytracing-bg.net/



Tema 14

PeTpeHCHHTI B pea/IHO BpeMe
OnTuMusanuu
Vista 6ydepH, aganTUBEH peNTPEUCHHT



e AHOHCHU

* PeTpelCHUHT B peajlHO BpeMe



AHOHCU

e Jlata 3a tectoBe: 10.02, ot 17:30y, 200/ PMHU

* Camo 3a X0pa, KOUTO He Ca ITPaBHUJIM HAKOHU OT TECTOBETE

* TecT 2 11e BK/ItOYBA BBIIPOCH U OT Ta3u JieKu4 (#14)

 U3b6epeTe cu gaTa 3a 3alMTa HA NPOEKTH (3 uaun 12
deBpyapu) U ri1acyBanTe BbB popyma



PenTpencUHT B peasTHO BpeMe

* KakTo crioMeHaxMe B MMHaJIaTa JIEKI[US, eJUH OT
Ha4YUHHUTE 3a YCKOPsSIBaHe Ha peUTpercUuHra o Realtime
CKOPOCTH € KaTo [0JI3BaMe XUTPU aJITOPUTMH, KOUTO
paboTAT J00pe B IOBEYETO CJAy4Yau (UJM [IPU HaJlaraHe Ha
HAKOM OTPaHHUYEHHS KaKBO MOXe Jla Ce peHJepupa)

* B Tasu jieKu4 1je 006ChKgaMe OCHOBHO TO3UM THUI aJITOPUTMU

* [loBeyeTo OT TUX CbIIO Ca TPUBHUAJIHHA 34 IIdapPaJJI€JIn3dllhd, TdKd
qe HE U3IIYCKaM€ B'b3MO>KHOCTTA id C€ B'b3I10JI3BAME OT rpy6aTa
CHhJia, KOI'daTO MO?KEM



LDR pengeprpaHe

* LDR =low dynamic range, T.e., o6paTHOTO Ha HDR

* Hanpumep, a nosi3Bame 32-6UTOB L[€JIOYHCJIEH LIBAT,
BMecCTO ceraiHus kjac Color

e typedef unsigned Color;
— CamMmo 4e TpsIOBa Aa peajiM3upaMe ¥ BCUYKHU operator-u!

* Taka npeacTaBsIHETO Ha IIBETA € MHOI'O KOMIIAKTHO U C€
BIIMCBA 00pe B apXHUTeKTypaTa Ha 32-O0UTOBUMAT X386

 Hanpumep, eqHa pyHKLUs, KoATO Bp'bia Color (a ToBa ca roJsisima
4acT OT QYHKIHHUTE B retrace!) 1e s Bp'bllla B perUCTbP, BMECTO B
CTPYKTypa B IaMeTTa



LDR pengeprpaHe

* [IpegumcTBa

CKOpOCT (0-MaJIKO OIlepalyu, l0-MaJIKO KOIIUpPaHe)
[lo-masiko mameT (0co6eHO 3a TEKCTYypHU!)
[To-Masniko TpaHchep Mexay NPOLLeCOPUTE U IaMeTTa

— Oco6€eHO BaXXHO B MHOT'O-ITPOI[ECOPHUTE CUCTEMU

B HAKOU caiyyar MOXKe [ja U3BMHUCJIHUM Kak Jia peajJiu3upaMe HAKOU
OT IPUMHUTUBHHUTE onepaluu cbC SIMD-nogo06€eH Koz

MMamMme ,6e3n1aTeH” 4eTBbPTHU KaHaJl, KOUTO MOXEM /Jia
[10JI3BaMe 3a pa3HOOOpa3HU TPUKOBE (ayida, MaCKUpaHe, ...)



LDR SIMD npumep

* C/IeJHUAT IPUMEP CMeCBa LIBETOBETE OT JiBa oydepa
(HanpuMep, TEKCTYpH ) B CboTHOILIeHUE 50:50

void mixArraysUint32(unsigned bufferA[], unsigned bufferB|[], int numPixels)

{

for (inti = 0: i < numPixels: i++
bufferAli] bufferAli] 1) & 0x71t7f7f bufferBJi] 1) & 0x7f7171);



LDR pengeprpaHe

* Hegocrarpuu

* OyeBHugHO, He e HDR

* Yc/0XKHSBAT Ce 40CTa OIepalMUTE C AIPKU LIBETOBE, HAIIPUMED,
KaKTO Ca JIAMIIMTE IPU HaC

* Bcako HaTpynBaHe (Hanpumep, 3a Glossy orpakenus, 3a DOF u
poyee) TpsiOBa /la Ce U3BbPIIBA BPEMEHHO B MMO-IIMPOK 00XBAT
U U3KCKBa CllelidaJieH KO/ 3a BCEKH CJIy4yau

* HepgocTaThbyHa TOYHOCT — aKO I[BETA HA €IUH ITMKCEJ 3aBUCH OT
MHOTI'O Pa3JIMYHU NPUHOCH (pa3/JINYHU CBETJIMHHU U3TOYHMIIH,
pa3JIMYHU CJ0€eBe Ha Leruabpa U Ip.), 8 6MTa TOYHOCT HE CTUTraT
(mosiyyaBa ce KBaHTH3alMs )



[[bpBHUYHU U BTOPUYHHU JbYU

e H"prI/I‘IHI/I JI'bYA: IBIYUTE, KOUTO U3JIN3dT OT KdM€E€PATaA

* BTopy4HU J'bYH: BCHYKU OCTaHAJIU JI'b4YH (CJieJ] IbPBOTO
[IpecM4yaHe OT KaMepaTa C TeOMETPUITA):

* JI'buu 3a NpoBepKa 3a ceHKHU (shadow rays)
 OTpaseHU U NIpeYyIeHH JbYHU
* Glossy srbun

e Gl 1BuUM

* OTHOILIEHUETO IbPBUYHU:BTOPUYHU NPU Gl e HUIIOXKHO



[[bpBHUYHU U BTOPUYHHU JbYU

e H'prH‘{HI/ITe JI'b4H Ca B JK'bJITO, BTOPHUYHHUTE Ca B I PYTI'UTEC IBETOBE




[[bpBHUYHU U BTOPUYHHU JbYU

* [IpyuyrHaTa Aa ce TpeTUpaT OTAEJNHO €, Y€ UMa ChlleCTBEHA
pa3JiuKa MexXAy TsIX

e [I'bpBUYHHTE JI'bYH Ca I10-,,BA2KHU", HE MO>KEM Jla MUHEM 0€3 TSAX

e [I'bpBUYHUTE JI'bYHU Ca KOXePEHMHU, T.€., Te Ce ABWKAT B
NPUOJIM3UTEJNHO IOJ00HA ITOCOKA, TP’hbIBAT OT €JHAa TOYKA U Ca
,PAaBHOMEPHO" pa3mnpeae/ieHU

i {sa pa3JIMKa OT BTOPHUYHHUTE, KOUTO TP'bI'BAT OT IIPOU3BOJIHKA TOYKH B
ITPOU3BOJIHH ITOCOKH — T.€., C J0CTA [10-XdOTHUYIHO IIOBEJE€EHHUE

2 E,Z[Ha HEMaJIKd 9dCT OT OIITUMHU3dAIIUUTE NEJIAT YCKOPABAHE Hd
TPACHUPAHETO HA I'bPBUYHHUTE JI'b49HU, 3d BTOPUYHHUTE HE MOZKE d
HAIllpaBHUM HHUIIO, OCBEH A4 C€ CTPEMUM [d ' HAMAJIUM



Vista oypepu

* Unedra e ga nosssame Z-buffer aaropursMm 3a a yCKOPUM
TpacUPaAHETO HA I bPBUYHUTE JI'bYU

* 3a1e/Ta, peHaepupaMe TPUbI'bJHUIIUTE OT T€EOMETPUATA,
M0JI3BAaMKH pacTepu3salnus, B clieliyajeH oydep (vista
oydep). B 6ydpepa 3anucBame id-TaTa Ha 0OEKTUTE-
COOCTBEHHMIY HA TPUBI'bJIHULMTE. TaKa HaKpasd UMaMe
00pas, Halmo400sBalll KpaHaTa KApTUHKA, CaMO 4Ye, BMECTO
[IBETOBE, B IUKCEJHUTE 1le UMaMe id-Ta Ha 00eKTUTe, KOUTO
J'bYHUTE 1e VI EJSIT KaTO ' TpacupaMme

* Taka cu criecTsiBaMe TpaCUPaHETO HAa I'bPBUYHUTE JI'bYU



Vista oypepu

* T.e., cjen IoCTpOsABAHETO HA BUCTA Oydepa, 3a BCEKU
[IMKCeJI lle 3HaeM KOU Iiie e 00eKTa, KOMTO Ji'b4a llie YIeJIH,
aKO IIYCHEM MCTHHCKO TpacUpaHe

e 3aToBa MOXe JUPEKTHO Ja IIpecedyeM J'b4ya ChC CAMUS O00EKT U
cjeZ KoeTo cM BUKaMe Shader-a Ha 060eKTa, KaKTO U Jocera.

* AKO BCe IIaK JI'bY'bT He IIpeceye npeJcKa3aHusi 00eKT?

— MoXeM Jia yCHeM IT'bJIEH PEUTPEUCHUHT; OYaKBaMe Te3U NMUKCeJIU [a ca
MHOI'0 MaJIKa 4aCT OT KapTUHaTa



Vista oygep - npumMep

* OTsagaBo e Vista 6ydepbT, OTASICHO € KparHaTa KapTHUHKaA



PevTpencuHr c Vista oypepu

def computePixelWithVistaBuffer(x, y
ray = getScreenRay(x,y
objectld = vistaBuffer|x, y
if objectld == None:
return getEnvironment(ray
obj = getObjectByld(objectld
if obj.intersect(ray, info
return obj.shader.computeColor(ray, info
else:
return oldRaytrace(ray

- (pasuuTtame oldRaytrace() ga ce BuKa ocTa psiJiKo)



PevTpencuHr c Vista oypepu

* Kak ce noctposBa camudar Vista oydep?

* Bcsaka reomeTpus TpsibBa Aa MOXKe Jla FeHepupa CIIMChK OT
TPUBI'bJHULYU, KOUTO Jia S IpeACTaBAsIBaT

— 3a Mesh e TpuBHa/sHO; HO, HaIpuMep, cdpepaTa e TpsibBa Ja ce
IpeBbpPHE B KbJIOOBUJEH MHOTOCTEH

— Jlonycka ce Level-of-Detail onTumusanus; ako gajieHa cpepa e Hajajley,
TO HEMHUST MHOTOCTEH MO>Ke /Ia € I0-TPyo, C N0-MaJKO TPU'bI'bJIHUIIH

* Bceku TpUBI'bJIHUK HOCHU HSKAKBO id, KOeTO e JHO3HAYHO
ompe/jiesis Ha KOsl reOMeTpUs NPUHAAJIEKH



PevTpencuHr c Vista oypepu

* Csen KoeTo TpU'bI'bJIHUIIMTE Ce U34epTaBaT BbB Vista oydpepa
4ype3 pacTepur3alus

— Use the GeForce, Luke...

— ... HO MO>Ke U COPTYepPHO

* HepocraThbiuu Ha Vista 6ydpepure

* [los3BaT KaKTo raytracing, Taka u Z-buffer, HocaT
HeJOoCTaTbLUTE U Ha iBaTa CBATA

* He paboTHaT c He-ipaBO'bI'bJIHK KaMepH (Hatp., fisheye)

T YCKOpHBaT CaMoO ITbPBHUYHHUTE JI'IbYHU

— B 3aTBOpeHa ClieHa, 3a BCEKU IbPBUYEH JI'bY, 1l KMa IIOHE M0 eI1H
BTOpHUYeH (shadow ray kbM JlaMIiaTa), Taka 4e nmoJidata € max. 50%



[locTposiBaHe Ha Vista 6ypepa (copTyepHO)

1) O6xoxaaT ce Bcuuku Node-oBe U ce B3UMAT CIIMCBIU C
npeACcTaBSaIlld TPUbI'bJIHULU

2) TpUBI'bJHULUTE Ce U3PA3BAT CIPSAMO 3PUTEJIHOTO I10JI€E
(M3XBBbpJIsIMe TPUBI'bJIHULUTE U3BbH 10JIE3PEHUETO; OT
4aCTUYHO yYacTBalllUTe U3psi3BaMe HeEBUAUMATA YacCT)

3) CopTupaMe TPUBI'bJHUILIUTE 10 PA3CTOSTHUE 0 KaMepaTa

4) 3a BCeKH TPU'bI'bJHUK, TPaHCPOPMUPaMe 3-Te MYy BbpXa B
2D (upe3 oopaTHa Ha getScreenRay() QyHKIMS) U TO
pacTepu3vpamMme pej 1o peji BbB Vista 6ydepa, yepTaeuKHU C
id-To, KOeTo e 1a/ileHO Ha TO3U TPU'bI'bJIHUK.



MHOTOC/IONHO pEHAEPHUPAHE




MHOTOC/IONHO pEHAEPHUPAHE

* B HAAKOM cJly4yau ce OKa3Ba y/J1a4yHO, Pa3JIMYHUTE €JIEMEHTU
OT CIleHaTa [ja Ce peHAepuparT OTAEJNHO, U CJieJ, KOeTO Jia Ce
KOMITIO3UPaT M0 NOAXOASA1] HAYUH

 Hanpumep, 3agHus GOH MOXKe Ja ce peHaepupa ypes
pacTepu3alnus

* JlemoHcTpanu4 [fract]

* Moxe ga cumysmpame DOF kaTo peHaepupaMe caMo 4acT OT
ClueHaTa (3afHaTa 4acT), CJieJl KOeTO U IIPUJIOKMM 3aMa3BaHe
(gaussian blur), ¥ BrocsiegcTBMEe KOMIIO3UpPaMe C IIpeAHaTa 4yacT
OT ClLleHaTa, KOSITO € psA3Ka



Shadow map

 Shadow map e egHa TeEXHHKA, I103BOJIsIBallla IPOBEPKHUTE 3a
CEHKH /Jla ce NpaBsAT 6e3 nyckaHe Ha shadow 1buy;
OpUTI'MHAJIHO IIpeaJioxeHa oT Lance Williams (1978r)

* [Ipeau peHJieprupaHeTO HAa OCHOBHOTO U300paKeHHeE Ce
yCcKa eUH pPeHJep OT I'JieJHa TOYKA Ha JlaMIlaTa.
OO6UKHOBEHO ce peHaepupa B 360° guamna3oH (Harp.,
cpepuyHa KaMepa). 3a BCeKH IMHUKCeJI, ThPCEHUST pe3yaTaT
€ pa3CTOSIHUETO OT JlaMIlaTa [0 Hau-0JIu3KUs 00eKT. Te3u
pPa3CTOSIHHUS Ce 3allMCBAT B ClieljiaJiHa TEKCTypa, HapeyeHa
shadow map (1o esiHa TeKCTypa 3a BCsKa JiaMmIa)



Shadow map

* ETo npumMep 3a shadow
map

* (3a0: uctuHckus shadow-
map e e 360-rpaZycos,
ChC cpepUuyHa (UJIH
Cubemap) kamepa)

* Bceku nukKceJ1 nokasBa
T'bJIO0OYMHATA 10 HAaU-
OJIM3KUAT 00€EKT (T.e.,
depth map)




Shadow map

* Bce enHo, B shadow map-
a UMaMe pPa3CTOsIHHUsTa
OT JlaMIlaTa 0 HaH-
OJIU3KUTE 00EKTH BHB
BCsSKa I10COKa

* C orpaHuyeHa pe30JII0lud;
[10-BHUCOKA Pe30JII0LUA 111€e
Jajzie No-TOYHO
[peJicCTaBsHeE, HO II1e
KOHCyMHpa II0BeYye nmaMeT




Shadow map

» KoraTo uckame aa
IPOBEPUM JaJU AajJieHa
TOYKa € B CSHKQ,
HaMHpaMe pa3CTOSHHUETO
OT Hes [0 JlaMIlaTa U
CpaBHsSIBaMe C HaU-
0JIM3KaTa CTOMHOCT B
Shadow map-a. Ako ca
(NIpUOJIU3UTENHO)
eJHaKBH — HsIMAa CSHKa.




Shadow map

* AKO pa3CTOAHHUETO OT
TOYKaTa [0 JlaMIlaTa e
3HAYUTEJIHO 10-TOJIAMO,
3HA4YU CMe B CAHKaA

e Heobxoaumo e ga ocTaBUM
MaJIKO aBaHC 3a Ja
KOMIIEHCHUpaMe
HETOYHOCTUTE 3apajiu
OVCKpeTU3alUAaTa B
TeKcTypara (shadow map

bias)




Shadow map

* [IpegumcTBa
 [lo3BoJiIIBa 3HAUUTEJIHO HAMaJISIBaHe Ha BTOPHUYHHUTE JI'bYH
e PaboOTH 3a BCAKAKBU reOMETPpHUHU U CE BIITMCBA TPUBHUAJIHO B € 1UH
pPeENTPEUCHP
* Hegocrarpuu

* Pa3uuTa, ye cBeT/IMHATA U 00EKTHUTE ca CTaTU4YHHU. [Ipu npoMsiHa
Ha CILieHaTa, Ilie Ce HaJIOXKHU HOBO NpeMn3ducJaeHre Ha shadow map-
a, KOEeTO e MOTEHIUAJTHO TEXKKO

* HM3uckKBa ce BUCOKa pa3jeauTesHa ClIOCOOHOCT Ha shadow map
TEKCTypaTa, 3a Ja ce u30erHaT Ha3’bOEeHU CEHKHU



Shadow map

 Kyobuuyen shadow
map, 128x123
TEKCTYpPU 3a
BCsIKa CTpaHa Ha
Kyba




Shadow map

* Ome HeaoCTaT bl U

* CuMyJiMpa caMO TOYKOBH CBETJIMHHU U3TOYHHIIY; 3a 1A CE
CUMYJIMpa MPaBO'bI'bJIHA JIaMIIa, MOXKE JIa Ce IIpUeMe 3a
CbCTaBEHa OT MHOXXECTBO MaJIKU TOYKOBH JIAMIIH, HO TOBA 1€
nosejie 10 banding (cioeBe) B MoJiyCeHKUTE (10 MO400Ue HA
deHOMeHa, KOMTO Ce MoJly4aBa, KoraTo u3oupaMe pUKCHPaHH, a
He cJy4YauHH, TOYKU OT RectLight-a)

* JleMoHCTpanud



Texture baking

* AKO 4acCT OT JIaMIIUTe U 00EKTHUTE HsMA Jla Ce MEeCTHAT, TO
(mo nmogo6ue Ha Shadow map, HO B IMo-pajMKaJiHa I0COKaA),
BCUUYKM TEKCTYpPH B CIleHaTa Morart Ja ce ,M3IeKaT", KaTo
MM Ce CMETHAT KpauHUTeE LIBETOBE, KOUTO OMXa U3JIS3JIH OT
TAX [IPU peHJepUupaHe

* T.e., npu peHJepupaHe C ,M3MI€YEHUTE" TEKCTYPU, BMECTO Ja

CMAATaMe OCBETJIEHHE, CEHKH U IIpoYee, IPOCTO B3UMaME IiBeTa
OT TEKCTypaTa 1 Io Bp'bIllaMe

 Hanpumep, ako uMaMe ClieHa C HSIKaKkBa paBHHHA, U YaWUHUK
OTTOpE U, TO, CJIeJ] UBNTNYAHETO, CAHKATa HAa YalHHUKa I1I€e Ce
OTIleYyaTa BbpPXy TEKCTypaTa Ha paBHUHATa



Texture baking - mpumep

* OOMKHOBEH peHEP C
BKJI0YeH Gl (oTHeMa e
4.5 MUHYTH)




Texture baking - mpumep

* 3nmeyeHU TEKCTYpPH, CbOTBETHO, HA paBHUHATA MO/
Kopaba, M Ha YaCTHUTE Ha Kopaba



Texture baking - mpumep

* Penpep 6e3 nouTtu
HUKaKBH ePEKTH —
IV PEKTHO B3UMaHe Ha
[IBETOBETE OT
TEKCTypUTe (8 ceKyHaU)




Texture baking — mpumep

e Oule elMH IPUMeEpP, ChC ClieHa, OCHOBHO ChCTaBeHa OT J|Be
pejiepHU KapTH (M C MHOTO MHAUPEKTHO OCBETJIEHHE):

* PesedHa kapTa

HeorneuyeHa TeKCcTypa

OneyeHa TeKCTypa



Texture baking — mpumep

e AHAJIOTUYHO 34 ,TaBaHa":

* Pened HeormneyeHa TekcTypa OneyeHa TeKCTypa



"

Texture baking — mpumMep

Pesyurar:

(Ipu TpacupaHeTo, IIBETAa,
KOMTO TpsibBa Jia Ce BbPHE, Ce
B3UMa JIUPEKTHO OT
TEKCTypaTa, 6e3 HUKaKBHU
M34YUCJIEHUS Ha OCBETJIEHUE;
TOBA [103BOJISIBA
peHJepupaHe c realtime
CKOPOCTH)




AJlaniTUBEH PEUTPEUCHUHT

* OcHOBHATa UJes Ha aJaliITUBHUS PEUTPEUCUHT € Jia
HaMaJIMM OpoOsl Ha I'bPBUYHUTE J'b4YH (EBEHTYAJIHO Jia I'U
HalpaBXUM I10-MaJIKO OT Op0s Ha IUKCEJIUTE), KaTO 3aceYyeM
,0E€3UHTEPECHUTE" 006J1IaCTHU B U300pAXKEHHUETO U TaM
yCKaMe J'bYMUTe I0-HapPSAAKO. 3a IMKCEJIUTE, 3a KOUTO
HAMa JI'b4YU, UHTEPIOJIMPaMe MeXy Hau-0JIU3KUTE
CTOMHOCTH, 32 KOUTO CMe IyCHAJIU JIbYHU



AJlaniTUBEH PEUTPEUCHUHT

* PaznensMe kaabpa Ha KBaJipaTyeTa C HIKaKBa roJIEMUHA,
HanpuMep 8x8 (He e f00pe Ja ca IpeKaJeHO I'oJIEMU, Ye
MOKe [a U3IYCHEM HAKOM (UHU JleTalJIU OT ClieHaTa Taka)

* 3a BCAKO KBaJipaTye:

* [IyckaMe JI'b4M B KpaUlllaTa Ha KBaApaTYeTO U B3UMaMe II'bJIHA
MHGOpMaLUs 3a TO3U IHUKCeJI: LIBAT, id Ha yiapeHHsI 00€eKT,
TEKCTYPHU KOOPAWHATH, I'bJI00YHHA (CbBKYIIHOCTTA OT Ta3H
MHOpMaLUsl OOMKHOBEHO Ce Hapu4a (opazmeHm)

e [lo HAIKAK'bB EBPUCTUYEH KPUTEPHUH pelllaBaMe AaIu
KBaJlpaT4YETO € ,MHTEPECHO"



AJlaniTUBEH PEUTPEUCHUHT

* AKO e KBaZipaT4yeTo ,MHTEPECHO", TO ro pa3jessaMe Ha 4
KBazpaTdyeTa (B ciaydyad 4x4). [lyckame He0OXOAUMHUTE JI'b4YH 34
TAX (omge 5 ¢pparmeHTa). C HOBO-IIOJIYyYEHUTE JJAHHU pelllaBaMe

3a BCAKO 4x4 KBaZipaTye JaJiy ChII0 € UHTEPECHO, U aKO €,
pasgesigiMe OTHOBO U T.H.

* AKO KBaJipaTyeTO He € UHTEPECHO, TO MOXKE Jla UHTEPIOJHUPaAME
10 HIKaK'bB HAYWH HHPOpMaLUMITa MeXy GparMeHTHUTE, 3a Jia
CMETHEM IIBETOBETE Ha IIMKCEJIMTE, 32 KOUTO HIMaMe pparMeHTHU

— Hawu-npocTo, Moxxe 1a uHTEepriosinpame 4-te 1iBdaTa (bilinear filtering), Ho
TOBA OOMKHOBEHO U3TJIEX/d MHOT'O TPO3HO

— JlocTa no-A00bp BapyaHT € Jla UHTePINoJMpaMe TEKCTYPHUTE
KOOPJMHATHU U Jla B3MMaMe [IBETOBETE OT TEKCTypaTa



KpuTtepunu 3a ,MHTEPECHOCT - IIpUMepH

 KakBO KpUTEpUHU 3a ,MHTEPECHOCT" Ha KBaJipaTyeTaTa
MO>Ke Jia IT0JI3BaMe:

* Depth - ako HKOM OT pparMeHTHTE € 40CTa 0-JajJeuye, 3Ha4yu
KBa/IpaTYETO € Ha HAKAKbB P'b0 Ha 00EKT, 3HAa4YU € UHTEPECHO

* [IBAT — aKo [IBETOBETE Ca IIpeKaJIeHO pPa3JINuYHU
* Id - ako 4-Te Id-Ta He nprHaAJIeKaT HA €AUH U Cbll, 00EKT

* ..M ApYyTHY, criequHUYHHU 3a Caydasd



* Physically Based Rendering o D

PH‘VSEEALL‘V BASED
: ENDERHNE

* Must-read =-)

e Source at

github.com/mmp/pbrt-vl/
e github.com/mmp/pbrt-v2/



Books / RenderMan

* Also RiSpec

* A bunch of SIGGRAPH
courses at renderman.org

Anthony A. Apodaca
Larry Gritz




wr

Books / Procedural

e Nice stuff

David S. Ebert

F. Kenton Musgrave




Books / Real time

e Also

* OpenGL Distilled
* OpenGL Shading Language

Real-Time
Rendering

Third Edition

TS QAR UIUS Y

uswjoH

I
g
3
]
]

Third
Edition

Tomas Akenine-NMadller
Eric Haines
Naty Hoffman

AKPETERS



Papers

* SIGGRAPH papers index
* http://kesen.huang.googlepages.com/
* Various
* http://graphics.pixar.com/research/
* http://www.crytek.com/technology/presentations/

* www.graphics.stanford.edu/papers/


http://kesen.huang.googlepages.com/
http://graphics.pixar.com/research/
http://www.crytek.com/technology/presentations/
http://www.graphics.stanford.edu/papers/

Communities

* Ray tracing forum
 ompf.org/forum/

* Bulgarian game devs
* gamedev-bg.net

e 3d artists' forums&lists



Work in BG

* Chaos Group

* Haemimont Games, Black Sea - Crytek, Ubisoft Bulgaria,
Masthead, etc.

e World-wide FX, etc.
* Work for yourself!



Work world wide

* Game industry - huge
* Crytek, Blizzard, id, EA, Naughty Dog, etc...
* Movie industry

* Pixar, Blue Sky, Sony Imageworks, Industrial Light & Magic, Weta
Digital, etc...

* Various developing and consulting companies



To infinity & beyond!
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