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Tema 3

OCHOBHHU KOHIENIMH B peHleprupaHeTo U raytracing-a
basoBa MH@pacTpyKTypa Ha raytracer-a



ChABpKaHUE

* OCHOBHMU IIOHATUA B PEHIEPUPAHETO
* CueHa
* Kamepa
* [eomeTpuda
* MaTtepuanu
* CBeTJIUHU

* OOKpBbKEHHE

* baszoBa HHQpPACTPYKTYypa HA peuTpernchpa

* [lokasBaHe Ha rpadurKa Ha ekpaHa (SDL)



OCHOBHHU TTOHATUA

CuieHaTa BKJIIOYBA BCUYKU OCTAHAJIH €JIEMEHTH
CueHaTa € ,BUpTyaJiHaTa PeaJHOCT , KOSTO peHJieprupaMe

[oBOpUM 3a ,,apXMTEKTYpPHa ClieHa", ,MHTEPUOPHA ClieHa’,
,TEXKa clieHa", ,CBeTJ/ia ClleHa" U IIp.

ClieHUTe OOMKHOBEHO Ce 3allMCBaT B HIKAKbB
KOHTeHHepeH popMaT, KOMTO A'bPKU LisijaTa ClieHa (C
HAKOM M3KJIIOUYEHUS) Ha €JHO MSICTO

 Hanpumep, * MAX dansioBe 3a 3ds Max, *.POV 3a POV-Ray



Kamepara

Kamepara npeacraBJisiBa ,,0KOTO" Ha HAOJIO4ATeEJ IS

 EXBHBaJIEHTHA e Ha ¢poToamnapara BbB poTorpadpusTa

— C Ta3u pasJjvKa, ye e HeBUAuMa

[Ipy aHMMaLusl, MOXKe Jla UMaMe HSKOJIKO KaMepH B
ClleHaTa, HO caMO e/lHa € aKTMBHaA 3a AaJieH KaJbp

[Ipu raytracing-a, kKamepaTa € MsICTOTO, OT KOETO TP'bI'BaT
JIBYNUTE

Mma pa3JindyHU BH/I0BE KaMepH



BugoBe Kamepu

HopwmasHa (rectilinear)
OpTorpaduyecka
Pubeiiko oko (fisheye)

Ilpyru (U3KyCTBeHHU ) — CPpepUYHa,
[UJIWHAPHUYHA, ...




XapaKTepHuCTUKH HAa KaMepaTa

[lo3unus (3D BekTOp)

[Tocoka — Moxke J1a ce 3aJajie Mo pa3JMiYHU HAYUHU:

* Ypes briu (yaw/pitch/roll cucrema)
* Ypes3 oc Ha BbpPTEHE U 'bI'bJI HAa 3aBbPTAaHETO OKOJIO OCTa

* Ypes no3unus Ha nesta (look-at cucrema)

— Ilpu Hes ce HaJara Jia ce moco4Hu U ,,up-vector”. Tor moka3Ba B KaKBa [10COKa €
,Harope, Thb1 KaToO HHa4Ye He MOXKe Jla CUMyJaupa epekTa Ha ,roll” broja

3putesieH b (FOV (Field-of-View))
Aspect ratio

JI'b1604yrHa Ha noJsieto (DOF (Depth-of-Field))



Yaw /pitch/roll cucrema

* [lo ananorug c KOHTPOJIUTE HAd CaMOJIET

* Yaw bI'bJI'bT YKa3Ba II0COKATA ,HAIpe/ Ha
camoJieTa caupsimo ,3emsara’; [0°.. 360°)

* Pitch bruabT ykasBa ,M3KauBaHETO" HA
caMmoJieTa crupsamo 3emdara; [-180° .. 180°]

* Roll br'babT yKazBa 3aBbpTaHETO HA CaMOJIETA

CIIpSIMO HaAJIb>KHaTa My oc; [0°.. 360°)

* [IpusiaraHeTo Ha poTtaluuTe e B pega roll, pitch,
yaw




FOV

* JPpUTEJIHUAT 'bI'bJI ONIpenesd KOJIKO
L2IIUPOK" e morJieJla Ha KaMmepaTa

* OOMKHOBEHO Ce JilepUHHPA KaTO:

e /luaroHaJjieH 'bI'bJI, B IpaJlyCcy

 DOKYCHO pa3CTOsSIHME Ha 00EKTHBA, B
MHJIMMETPH (3a KJaCU4YEeCKU PpoToamapar C
35mm ¢puam)

e J/IBeTe ca 0O0paTHO-NPONOPLMOHAJIHU: I10-
roJisiMO pOKYCHO pa3CTOSIHUE = [10-MaJI'bK
3pUTEJIEH BI'bJI



50mm, 135mm

)

e 30mm



FOV

* YcelllaHETO 3a NepCleKTUBA ChI0 3aBUCU OT 3PUTEJHUS
bI'bJI, T’Th KATO MEHU OTHOIIEHUETO MEXKAY BUAUMMUS
pa3Mep Ha HeeJJHAKBO OTAaJiedeHUTEe 00EKTHU

* B npumepa, cpeJHUAT YaHUK € eJHAKBO I'oJisIM (KaTo




FOV

e 3a ,HopmMasieH” FOV ce cuuTa *53° (0koJio 50mm)

* [Ipy LIMPOKUTE 'bIJIU, U300pAKEHUETO CTAaBa MHOTO
HeecTeCcTBeHO cien 120°

* 180° e MaTeEMaTHYECKU HEBB3MOXHO MPU MIPAaBO'bI'bJIHA KaMepa;
Ha NpaKTUKa BCUYKO HaJ 160° e HenM3moJi3BaemMo

* B peasiHud CBSAT, HaU-ILIUPOKUTE 00EKTHUBHU ca 40 14mm (114°)

* AKO LleJIMM MHOTO IIMPOKH 'bIJIH, IO-A00pe Aa ce nmoJi3Ba fisheye
KaMepa



OTHoueHue (Aspect ratio)

* Mma ce npeaBu oTHoleHHWeTo lllupuHa:BrucoyrHa Ha
Kaabpa

* ToBa He e ChIIOTO KaTO OTHOIIIEHUETO Ha U3X0/lHATA KAPTUHKA B
nuKcesu!

* Tpsa6Ba a cbBIaJla C OTHOIIEHHWETO Ha IeJieBaTa Meusl
(MOHUTOD, XapTHeHa CHUMKaA...)

— Hanpumep, 640x480 kagbp (4:3 OTHOILIEHHWE) MOXKe ]a Ce TTIOKaXKe Ha
wide MmoHuTOp (16:10), 1 3a J1a He HU3IJIexKa pa3TerJIeHo, TpsI0Ba Ha
KaMeparTa Jia ce yKaxke aspect = 1.6

* Pa3bupa ce, Hau-400pe e BCUUKO Ja CbBIIaJia (KBaJpaTHHU
[TUKCEJIN )



II'bs1604yriHa Ha noJieTo (DOF)

 Cumynupa QOKyCUpPaHHUTE U pa3PpOKyCHUPAHUTE 00J1aCTH
npu ¢otorpadusTa
* UMmamMme PpoKyCHa paBHMHA, B KOSITO IIPEMETUTE Ca Ha POKYC;

KOJIKOTO II0OBeYe Ce OTJajsieyaBaMe OT Hesl, TOJIKOBA II0BeYe Ce
pa3@oKycupar

* /I'ba160YMHATA HA MOJIETO Ce ONpenesis OT 00J1aCTTa, KOSTO YOBEK
B'b3IIpHeMa 3a ,,100pe poKychupaHa“

e JIbJIOOYMHATA 3aBUCH OT peAuia GaKTOpH

— Haii-Bede oT n3bpaHaTa 6JieH/1a Ha POTO-00eKTHBA (aperture), HO UMa U
APYyTrU GaKTOpHU



I'bs1604rHa Ha m1oJieTo (DOF)

* OoKycupaHe Ha OJIU3'BbK U JlaJIedeH 00EKT:




I'bs1604rHa Ha m1oJieTo (DOF)

* PagsnuHuTe OJieH AU (aperture) gaBaT pa3JIMYHHU
I'bJIOOYMHM IIPU €JTHAKBO Pa3CTOsSIHUE 10 POKYyca.

* Tyk ca mokasaHH, OT JisiBO HajsicHo: /8, {/4, {/2



II'bs1604yriHa Ha noJieTo (DOF)

e JI'bsiIOOYHMHATA HA MOJIETO 3aBUCH OT:

* PascTossHMeTO 40 POKyCcHATA paBHUHA: KOraTo POKYCHT €
najiede, I'bJIOOYHMHATA € MO-ToJIsiMa

e biengara - HuckuTe f-yucsa cboTBeTCcTBAT HA NJUTHK DOF
* 3PUTEJIHUMAT 'bI'bJ: IPpHU NO-IUPOK FOV, by160YMHaTa pacre

* [Ipu poToanapaTuTe: rojieMrUHaTa Ha puiama/ceH3opa. [lo-rossam
$HJIM /CeH30p CbOTBETCTBA HA NO-IJIMTHK DOF

* [lo-HaTaTBK Ille TOKaXXeM KaK Ce CUMYJIMPAT OTAEJTHUTE
CBOMCTBA Ha poTOKaMeparTa OT IJieiHa To4kKa Ha DOF



[eomeTpuda

* [log ,reomerpusgaTa” e pazdbrpamMe ONMCaHUETO Ha
GOpMHUTE HAa BCUYKU OOEKTH B CIl€HaTa

* KoraTo TpacupaMe equH J'b4, HUE ThPCUM KbJi€ TOM C€
Ipecruya C reOMeTpUATA

* B raytracing-a, reoMeTpusiTa MOe Jia € CbCTaBeHa OT
Pa3HOPOHU I10 BUJ, TEOMETPUYHU OOEKTHU

* TpUBI'BJIHU MPEXHU
e MaTeMaTH4YeCKHM 00eKTHU (cPpepa, paBHUHA], ...)
* PesiepHU KapTH

* U T.H.



[eomeTpuda

* OOLIOTO MEXKAY BCUYKHU TSX €, Ye NPeJOCTaBAT aJIfTOPHUTbM
3a IIpecuyaHe C JI'by:

class IntersectableInterface {
public:

intersect (Ray ray, IntersectionInfo &info) = 0;

s
* Bpwhiia true, ako JIBY'BT IIpecudya reOMeTPUATA, U MOIT'bJIBA
CTPYKTYypaTa Info npy npecuyaHe

* B info ce 3ana3BaT AON'bJHUTEJNHU JAaHHH 3a IIpecevyHaTa
TOYKa: pa3cTosgHue A0 Hes, 3D nmo3uius, HopMaJy, ...



[eomeTpuda

* HauBHUAT raytracing aJilrOpuThbM Ipecuya JaZeH JbY C
reoMeTpPUATa, KaTO 00X0JM BCUYKU O00EKTH U IIpeceye Jrbya
C BCEKU €JHH OT TSX

* T'bpcu ce Ta3u NpeceyHa TOYKa, KOSTO e Hal-6JI130 [0
KaMmeparTa

* [lle uiarocTpupame C IpuMep



[IpecryaHe c reo!

* [IpecnyaHe c paBHUHATA

¥ P = ;-,r
o] ' § -
o
. e 1
5 . K4
v b

11'1te1*séEti01'1 dist: 85.6 |



[IpecryaHe c reo!

* [Ipecuyane cbc chpeparta
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[I[pecuuaHe c reome’

* [IpecuyaHe c YaHHWKaA

11'1té1*éecti01'1 dist: 30.3



[IpecnyaHe c reoMeTpUATA

* Raytracing-a e MHOI'0 I"'bBKaB aJITOPHUTBM, 3al1[0TO
[103BOJISIBA Jla J00ABUM NOAAPb>KKA 3a HOB THII 00EKTH,
KaTo IIPOCTO peasin3upaMe intersect() pyHKUHMsATA

* [Ipecu4yaHeTo OTHEMA OCHOBHA 4YaCT OT BpeMeTO Ha e/IUH
raytracer (06MkHOBeHO Haz 50%)

* UHdpopmManmsaTa oT IpecuYaHeTo Ce MoJI3Ba 3a
M34YHCJISIBAHE HA OCBETJIEHHUETO; HO CaMO TS HE €
J0CTaTbYHa

 Kak TOYHO ce [10J1y9aBad OCBETJIEHHUETO 3dBHUCH U OT MATEPHUAJINTE



l'eomeTpud vs MaTepuaiu

* CaMo reomeTpus

* CaMo MaTepUan

e 3aeHO




MaTtepuaau

e MaTepI/IaJII/ITe OIMNCBAT KAdK IIOBBPXHOCTHUTE OT
FreoOMEeTpPpHUATA OTPA3ABAT CBET/IMHATA, T.€., KAK U3IJICXKAAT
CdMHUTE ITOBBPXHOCTH

* [louaTuero ,muenabp” (shader) uma moL06€H CMUCHII:
[IEUABbPBT € MaTeEMaTUYeCKa QYHKIIHS, KOATO, I10
3a/laJleHY MO03UlLYsl, HOpMaJiu U CBETJIMHH, U3YUCJISIBA
[IBeTa Ha 00eKTa

* Te. B3aBUCHUMOCT OT Ta3u QYHKILHS, 00EKTUTE U3IJIEXKIAT 110
pas3JindyeH Ha4YUuH



MaTtepuaau

* [IpuMepu 3a LLIEUABPU:

e [llenasbp 3a CTBKJIO / orJiefasieH leUu b

e [llenabp, UMUTHPAL LIJIKMPOBAH MeTaJl

* [llenabp, UMUTHPAIL JIJAKMUPAHO A bPBO

e [llenabp, UMUTHUPAILL aBTO-005

I MaTepI/IaJII/ITe HE€ BHUHAI' C€ OIIKMCBAT CaMO C Hleflﬂ'bpﬂ

* B noBeveTo 3D nakeTu, MaTepruaJUTe BKJAKYBAT OIIMCAHUE U HA
BbTPENIHOCTTA HAa 00EKTA, HE CaMO Ha [IOBbPXHOCTTA MY



TekcTypu

 CBoHCTBATa Ha MaTepuaJia (Ipo3pavyHoOCT, AUPY3€eH
[IBAT, ...) HE BUHAru ca paBHOMEPHHM I10 LieJIhs TeOMeTPHUYEH
00€eKT. YecTo ce moa3BaT TEKCTYPH, KOUTO ,,00/1€msaT"
reoMeTpUsdTa

TekcTypu 3a nudyseH
Jludy3Ha TekcTypa [[BST ¥ IPO3PayHOCT

[InbTEH UBAT



BugoBe TeKCTypu

3aJlaZileHU uype3 pau

[IpouienypHU

* T.e.ype3 3a7a/ieH aJITOPUTHM 3a OJy4aBaHe Ha LBAT 110 (X, V)
KOOpJAWHATH

3D TekcTypu

Bump map TeKcTypu

.. IpyTH



MaTtepuanu vs | eoMeTpuda

* MaTepua/siiTe U TeOMETpHSTA Ca [JBa pa3/ieJIeHU CBSITaA

e MoxeM fa nMaMe [Ba pa3JIMuYHU 00eKTa C eJHAaKBa reOMeTpHs U
pa3JIMYHU MaTepHaIu

* Node: ToBa € KOMOHWHALMS OT reOMETPUS U MaTepUaJl

e 3a jJa ce MeCTU TaMeT, OOMKHOBEHO MMaMe CIIUCBK ChC
MaTepuasiu U reoMeTprU. B Node o6eKTa ce nma3saT ykasaTeJiu
KbM €/IUH MaTepuaJl U eJHa reOMeTpPUs



CBeTJIUHHU

* BbB BCsIKa Cl€Had UMa IIOHE € 1Hd CBE€TJIMHA

e CBeTJIMHHUTE Ca KaTo JIAaMIIUTE B peaJiHUAd CBAT — OIIPpEAEJIAT
KOJIKO APKH Ca OTAE/IHUTE YdCTH OT COEHATAd

* OCBeTJIEHHETO B JlaJileHa TOYKa OOMKHOBEHO Ce I0Jly4yaBa
KaTO CyMa OT CBETJIMHUTE, BUAUMHU OT JaJeHaTa TOYKa

* Ho ToBa cv 3aBUCH OT LIeUabpa



OcBeT/IeHUue

e [Ipumep




OcBeTJiIeHUEeTo

* OT KaKBO 3aBUCH OCBETJIEHUETO, UABAIO OT eAUHUYHA
JaMIa?

e (CuJia Ha JiaMIIaTa
* Pa3cTodgHUe 10 Hed
* broa, nog KOUTO Naja Jrb4ya OT JlaMIaTa

e JIpyru (shader-specific) pakTopu



BuaoBe 1amMmnu

ToukoBa (omni light)

Hacouena (spotlight]
CdepryHa, NpaBObI'bJHA U APYTrd 00EMHHU JIaMIIH
e Jlaxke U Cc MPpOMU3BOJIHA PopMa

C nmocTossHHa nocoka (directional light)

* Hampumep, CI'bHLETO

* MMa cnenasiiyg Sun-SKy cvicTeMu 3a peaJIuCTUYHO OCBETJIEHUE B
OTKPUTHU NPOCTPAHCTBA



Bugose sjammu (2)

* CbC3a4aZeHo pasnpeaeieHue

* [lomo6Ha Ha spot light, HO MHTeH3HTeTa Ha CBETJIMHATA OKOJIO
[IEHTPAJIHOTO HallpaBJieHHE Ce 3a[jaBa C KOHKpPEeTHAa QYHKI U

* Jlosie3Ho 3a UMHUTHPaAaHE HAd HCTUHCKH JIaMIIHN



BuoBe staMnu (MpuMepH )

ToukoBa [IpaBobI'bJsiHA (area) HacoueHa (spot)

* C npou3BOJIHA
dopma:

C npousBoJiHA popMa



O6KpBbKeHUe (environment)

* OOKpBKEHHUETO CE I'PUIKM 3a YaCTTa OT U300pPaAXKEHHUETO,
KOSITO He MPUHAaAJeXXU Ha HUKOU 00€EKT

* [Ipu 3aTBOpPEHHU CLieHU, HAIMaMe HY»K/la OT OOKP'bXXEeHHUE

* OOKpBXXEHUETO OOMKHOBEHO HeE Ce BJIMsie OT II0O3UIMSATA Ha
KaMepaTa, a cCaMO OT [I0COKaTa M

* [IpuMep [humus-metaballs]


http://www.humus.name/index.php?page=3D&ID=57

BuaoBe 0OKp'bXKEHUE

CoJingeH IBAT

* [Ipu YepeH LBAT, BCE eJHO HSIMaMe OOKPbKEHHE
['pagueHT

Environment map - U310JI3BaT Ce TEKCTYPU

* Spherical map - u3noJiaBa ce egHa TeKCTypa, 00JielleHa
CPEepPUYHO

* Cube map - 0OKpbXXeHUETO e C popMaTa Ha KyO, [10J13BaT ce 6
TEKCTYpPH 3a BCSIKA CT€HA Ha Kyba

Sun/SKy environment - cMMyJiipa CBOMCTBATa Ha HEOETO



BiivsiHve Ha OOKPBKEHUETO

* OOKpBbKEHHETO OOMKHOBEHO BJIMsie HA U3YUCJAEHUETO Ha
OCBETJIEHUETO

 Hampumep, ciieHa CbC CUBO OOKPbKEHHE 1IIe € MM0-spKa OT TaKaBa
C YEPHO

* [Ipu Image-based lighting, nsgs1ata ceeT/inHa uaBa OT
OOKPBKEHUETO — HIMaMe JIaMIIU



ba3zoBa HHPPACTPYKTypa HA peUTperUCHpa

 KamepaTa reHeprpa mbpBOHAYaJIHUTE J'bYM 3a
oInpeje/isiHe Ha LIBETOBETE HAa MUKCEJIMTE B KApTUHATa

* [llegbprTe MOTaT Jia IOUCKAT Jia TpacUpaT HOBU JI'bYH
(HanmpuMep, 3a U3YUC/ISIBAHE HA CEHKH UJIM OTPaKEHHS )

V/ Hos

I[IpecuyaHe c
Kamepa JIbun { p

reoMeTpusTa

Hpeceqrin TOYKHU

Jlammnu :
OOGKpBXKEHUE [lerguHr




[loka3BaHe Ha rpadrviKa Ha eKpaHa

3a LeJIMTe Ha HalllM4 Kypc, lile oJi3BaMe OUbJIMOTEKATa
SDL (Simple Directmedia Layer)

KomnakTHa C 6M0OJIMOTEKA C IIMPOKA MOALPbXKKA
e Windows, Linux, Mac OS X, FreeBSD

He n3uckKBa crneuaJiHa MHCTaalUd, JOCTATBYHO € ITPOCTO
J1a Bj1aduM equH DLL c mporpamara HU

[loBeyeTo Hellla cTaBaT JIECHO, 6€3 Aa YeTeM TOHOBE
JOKYMEHTal M

http://libsdl.org


http://libsdl.org/

SDL

* JleMOHCTpals — IIpoCTa Nporpama, Nokaspaiia rpadprka
ype3 SDL

e Copc-KoJia Ha mporpaMaTa MOXe Jla CBaJIMTe OT calTa Ha Kypca
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