3D rpadguka u TpacupaHe Ha Jab4U v3.0
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Tema 1

YBOA



ChabpKaHHUE

* KakBo 11e nmpe/icTaBjfgBa KypChbT?

* [lousaTuero ,rendering”

* PeHaepupally aJirOPUTMHU
e Z-buffer
* Ray-tracing
e Scanline

* CpaBHeHUE



KakBo npeacraBJjigBa KypchbT?

* KypchT e BbBexall B o6s1actTa Ha 3D rpadgukara u
aJITOPUTHbMaA Ha TpacUpallUAT JbY (raytracing)

 Ha cemuHapuTe 111e pa3Ka3BaMe 110 Ipe3eHTAI[UUTE...

* ... ¥ 1le noka3BaMe/nuiieM Koz (C++)

* KoabT 10 BpeMe HAa CeMHUHApPUTEe liie [I0Ka3Ba AApPOTO Ha
00CBX/IaHWS AJITOPUTBM

o HeC'bI_LLeCTBeHI/ITe 9dCTH 1€ IIPAaBUM HU3BBH JICKIITUUTE

* BcMUKO 1€ e JOCTBIHO pe3 github



KakBo npeacraBJjigBa KypchbT?

* llle ce KoHIIEHTpHUPaMe OCHOBHO BBHPXY aJITOPUTHMA
raytracing

e Z-buffer u Scanline e 06s5CHUM HaKpaTKO B Ta3M JIEKLYs, HO
HAMa Jla HaBJIM3aMe B MHOI0O JAeTauJu

* [I'byieH TeMaTUYeH IIJIaH MMa Ha cauTa Ha Kypca:
http://raytracing-bg.net/

e Ha canTa chl0 Taka lije KauBaMe BCUYKH Npe3eHTall1H,
KJINIIOBe, HOBUHU U IIpoYee — T. e., BCUYKU MaTepHaJiy o

Kypca


http://raytracing-bg.net/

N3nuckBaHUu4g

* CpeiHO HUBO yMeeHe Ha C++
* AHaJIMTUYHA reOMeTpHs, IMHEWHA aJredpa

* OnepallMOHHU CUCTEMHU U CPeU

e MoxeTe na nos3Bare Windows, Linux usiu Mac OS X, mie
oA bpKaMe U TPUTE



OneHsiBaHe

e JIBaTectano 15 Bbnpoca (0610 30 T. max)
* Kypcos nipoekT (max 40 T)

* JlomaniHu pa6otu (max 30 T)

* TectoBeTe U IIPOEKTDHT Cad 3a4bJI2KUTEJIHU, JOMAIIITHHUTE Ca II0
KeJilaHHne

* Oyenka = floor((mouku - 5)/10)
e 35-44 = cpenen”; 45-54 = , jo6bp“; 55-64 = ,MHOTrO JOOBP"

e 65+ = ,0T/INUEeH"



HoBuHU

* ToBa e TpeTOTO U3JaHUE HA Kypca
* git
e C++11
* GPU

 CG~2013

e 26.10.2013r 3a nporpaMucTUTE

* Challenge



KakBO He e KypCBhT?

 KypchbT e c HEKOMepCcHaJIHA LieJl

e He e BceooOxBaTeH

* Hama ga pasriiexxgame rpadpuuyHute API-ta kato OpenGL niun
DirectX...

* Hama ga usydyaBaMme NporpaMuTe 3a MoJieJIMpaHe U peHiepUHT
kaTo 3ds Max, Maya, Blender...

 KypcbT KaTo 11710 € ¢ BbBeX4ala poJs

* OTHOILLEHUETO Kpedumu/mpydHocm He € BUCOKO :)



MoTuBauud

 CbBpeMeHHaTa KOMIKTHPHA rpaMKa € Ha MHOT'O BHCOKO
HUBO

* Bce mo-rosidm peasii3 bM B UTPUTE

 KoraTto uma foCcTaTb4HO IPOLLECOPHO BPEME, MOXKeE A Ce
[IOCTUTHE BHCOKA A03a ¢oTopeasn3bM

— IIspBUaT usngaso CGI puam e Toy Story (1995), a Final Fantasy: The
Spirits Within (2001) e mbpBUAT PpOTOpPEAMCTUYEH

— YIvBUTE/NHU KOMIIOTBHPHO-TeHEPpHUPAaHU YacTyu uMa U B The Matrix:
Reloaded, Avatar, Oblivion, ...

* CGI4yactu 3a HamaJIsiBaHe Ha Or0/>KeTa Ha GUJIIMUTE



MoTuBauud

* YoBeK TPYAHO Beye MOXKe Jla Pa3JIM4i HCTUHCKOTO OT
M3KYCTBEHO-T€EHEPUPAHOTO

* Autodesk challenge: http://area.autodesk.com/fakeorfoto

B fHeIHO BpeMe KOMITIOTPUTE Ca AOCTATbYHO MOIIHH 34
MHOTO CJIOXKHU U yOeIUTEJIHU ePEKTHU

* OrpaHn4yeHUETO OOMKHOBEHO Ce OKa3Ba CaMO BbOOPAKEHHUETO U
YMEHHWATA HA JU3AUHEPUTE

* Bbnpeku 6ypHUS Iporpec Ha aJICOPUTMUTE 3a
peHJepUpaHe, TEXHUTE OCHOBU HE ca Ce MPOMEHUJIH
0co0eHo npe3 nocjaegaute 20 roquHU


http://area.autodesk.com/fakeorfoto

KakB0O 03HayaBa IMOHATHETO ,rendering”?

* B koHTekcTa Ha 3D rpadukara, rendering e IpouechT Ha
MHTepIIpeTanusd Ha HIKakBa UHoOpMalL Ui OT abCTpaKTEH
K'bM 0-KOHKPETEH BU/]

* OcHOBHaTa U €ed €, Ye MOXKEM Jla HACTPOHMBaMe U3XOJHUS
KOHKpPETEH BU/J, CIIOpe/l HaIlIUTE »KeJIaHUS

* [lle moACHUM C HAKOJIKO IpHMepa



<html>
<head>
<title>This is an apple test</title>
<meta http-equiv="Content-Type" content="text/html; charset=utf-8">
</head>
<body>
<p>This is a test page</p>
<hr=
<center>
<h1>This is an apple</hl>
<img src="apple.jpg" alt="apple">
<p><font size="1">The apple of sin</font></p>
=/center>
<hr>
<p><b=Adios!</b=<br>
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Vestibulum sed erat id urna
obortis lacinia. Nulla malesuada fermentum accumsan. Suspendisse in velit sit amet
rat euismod accumsan vel non arcu. Pellentesque lacus est, eleifend vitae posuere
t, semper pharetra urna.

p:
<font color="#ff2200"><h2>That's all, folks!</h2></font>
</body>
</html>

This is a test page

This is an apple

The apple of sin

Adios!

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Vestibulum sed erat id urna lobortis lacinia. Nulla
malesuada fermentum accumsan. Suspendisse in velit sit amet erat euismod accumsan vel non arcu.
Pellentesque lacus est, eleifend vitae posuere et, semper pharetra urna.

That's all, folks!



[[puMep: K1acru4eCKu MY3UKAHT

* My3HWKaHTBT IIPEBPbIllAa HOTUTE B 3BYKOBU B'bJIHU:
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T.e., ToU peHAeprpa My3HUKaTa



[Ipumep: pentpencsp (POV-Ray)

* POV-Ray npoyuTa TEKCTOBO OMMHUCAHUE HA KOJIEKIIUA OT
CTEpeOMETPHUYHU IPUMUTUBU U T pPeHAepUpa BbB BUJ HA
pacTepHO U300paKeHHUE:

87 é
88 [l camera

89 location <4.5, 1.7, 3.5>
90 right (4/3)*%x

91 look at =0, 1.3, 0=

92 angle

93 | }

94 [ light_source { Jf --- Light 1 ---
a5 =-5000, 14000, 15000=

96 color rgbh <1.8, 8.9, 0.78=%2.3
97 | )

a8

99 [ plane {

100 y, @

101 texture { Base } >
102 | }

103 | box {

104 <1,1,1>, <B,0,0>

185 texture { Bricks }

186 ¥

187 | sphere {

188 <-1.5, 8.7, 1.5=, 8.7

109 texture { Mirror }

118 }

111 | cone {

112 <1.4,0,-0.4>, 0.35, =<

113 texture { RedPaint }

114 | }




Jl3anH

 JluzauHbT Ha 3D MoleIuTe, KOUTO Ce I10JI3BaT B
KOMIIIOTbPHATa rpadvika, 0OOMKHOBEHO Ce IIPaBU ChC

crienMasnsupan copryep (3ds Max, Maya, XSI, Blender,
AutoCAD, SolidWorks, ...)

* Hama Ad 3dCT'bIIBAME Td3H1 9d4CT MHOI'O B KypCa

* [Ipumep 3a au3aurH [spliner]



AJIrOpUTMHU 3a peHJiepUpaHe

* [Togo6HO Ha pa3/iMYHHUTE Web browser-y, UMa pa3JIM4YHHU
aJICOPUTMHU 3a PEHAepUPaHe, IpeJaraiiy pasjindeH
KOMIIPOMMUC OT Ka4eCTBO Ha KapTHHATAa, CKOPOCT,
B'b3MOXXHOCTH...

* Ho Hal-OCHOBHHUTE NMOAXO0/IY 3a PEHIepUPaHE ca CaMO TPHU:
e 7Z-buffer (unam pacrepusanys)
* Raytracing

* Scanline rendering



Z-buffer

e Z-buffer (pactepusaiysi) e MHOI0O IIKMPOKO-U3I0J3BaH

aJIrOPUTBM, OCHOBA Ha rpaguuyHuTe API-Ta OpenGL u
Direct3D

* TpagULMOHHO HAaU-0bP3 AJIFOPUTHM, I10JI3BA CE U3KJIKYUTEJNHO B
UTPUTE

* [To3BoJisiBa J1a Ce YCKOPH C MOPAABIM Ype3 ClielUaJIM3upaH
xapayep (GPU-taTa BbB BUZIEOKapTHUTE)



Z-buffer

* OcHOBHaTa Uzed e aa InpeAacTaBUM CJA0KHUTE TPUMEPHU
00EKTH 4Yp€e3 ChbBKYIIHOCT OT MaJIKM IPUMHUTUBH, HAIpUMeEP
TPUBI'bJHUIU

* Bcuuko MOXKe [1a ce cBefie 4,0 TPUbI'bJIHHUILU

* U3kycTBeHO Mozenrpanu 3D 06eKTHU

e [MagkuTe NOBBPXHOCTU CE AIPOKCUMHUPAT
C MHOT'OCTEHHU

* 3D ckeHepuTe U3BEXKAAT TPU'BI'bJHHU
MPEXU




TpUBI'BEJIHU MpPEXHU

* PeasiHO, 0OMKHOBEHO C€ I0JI3BAT NOJIMTOHAJHH MPEXHU, HO
pa3JiMKaTa e HeCbllleCTBeHa

* TpUBI'BJHUKBT UMa YA00HOTO CBOMCTBO Jla 3alia3Ba
dopmMara cu npu npoekuus B 2D, T.e. 3D TPUBI'bJHUKET,
ciaen TpaHchopmanua 3D->2D, octaBa (2D) TpUBI'bJIHUK

* [Ipu noBeveTO APYryv IPUMUTHBHY, TOBA HE € TAKa; Iiie
nazeM IIpuMep



l'[pI/IMSp ipoexuusa 3D kbM 2D

* Tpubr'bJAHUK OCTaBa
TPUBI'BJIHUK B 2D,
He3aBUCUMO KB/ie Cce
HaMHUpa Ha eKpaHa

* Cdepara ce
M300pa3siBa B KP'bI, aKO
1 rJieJaMe LeHTpPaJHO,
HO MHaA4ye 3aeMa Jpyra

dopma




PaCTepI/IBHL[I/IH Ha TPHU'BI"BJIHHUK

* TpruMepHHTE KOOPAUHATH Ha BbPXOBETE HA TPUbI"'bJIHUKA
Ce CBeX/IaT 0 ABYMEPHU €eKpaHHU KOOPJAHWHATHU Ype3
NOAXO0sIIA ITepClIeKTUBHA TPaHCPOpMaLus

* B OpenGL u Direct3D peasiHO ce mos13BaT XOMOTeHHHU (4D)
KOOPAHWHATH, HO TOBA He € 33 b/DKUTEJHO

* U3psa3BaT ce yacTUTe OT TPU'bI'bJIHUKA, KOUTO HSAMA Jia Ce
BU>KJAT (HaIp., U3J1M3aT U3B'bH eKpaHa)

N TpI/I'bI"bJIHI/IK'bT Ce 3all'bJiBa C HGO6XOL[I/IMI/IH HBAT

* ToBa e sieka 2D onepanud



PaCTepI/IBaL[I/IH Ha TPHU'BI"BJIHHUK

* BbpxoBeTe ce COPTHUPAT 110 Y — TOPEH,

CpeJieH U J0JieH

* 0OX0XKJaT Ce peloBeTe MEXy TOPHUS U

CpeJHUS

* 3a BCEKHU peJi ce HaMUpaT HAaUu-JIEBUAT U

Hau-AeCHUST ITUKCEJ, KOUTO TPsAOBa Ja

ObJaT OLIBETEHU

* Ypes iMHeWHa HHTEPIIOJIALUSI MEXAY FTOPHHUS

H CpeaHHNA BPbX, U MECXKJY TOPHHUA U JOJTHUA

BP'bX




PacTepusanndg Ha TPUBI'BAHUK

* PexabT ce 3ambsiBa C U36paHUs . .

[IBAT, CJieJ, KoeTo ce MHUHaBa Ha

cJeBalUs

* AHAJIOTUYHO 3a peJiOBETE

MeXAy CpeJHHUS U NOJHUS

BPbX

* Te3u onepanuu Mmorar Ja ce

U3II'bJIHABAT U3K/JIHYUTETHO Canas

6bp30 Ha GPU-TO




PaCTepI/IBHL[I/IH Ha TPHU'BI"BJIHHUK

e BMecTO 1a e eJHAKBB 34 BCUYKH MHUKCEJIH, IBETHT
OOMKHOBEHO Ce HHTEPIOJHPA MEXAY BbPXOBETE, UJIU CE
B3eMa OT TEKCTypa; MOrar Aa Cce MUIIAT U MOAIPOrpaMHu
(fragment shaders), kouToO onpesesiAT LBETA HA OTAEJIEH
UKCeJ

* HemaTa mMaJiko ce yC/10:KHSIBAT: HalpUMep, TEKCTYPHUTE
KOOpPJAMHATH He MOTaT Jja ce MHTEePIIoJUpaT JIMHEHHO, a €
HeobOXxo[AMMa IepCcneKTUBHA KOPEKIUS

* Ho BBbIIpeKy TOBA, aITOPUTHBM'BT OCTaBa MHOT0O O'bP3

* Ho Tpsi6Ba z1a pelirvM eiviH Ipo0JieM: B KaK'bB peJ, Ja
yepTaeM TPUbI'bJHULIUTE



Pesi Ha M34epTaBaHe NpU pacTepu3aluAaATa

* [lo-npeagHuTe 06EKTH TPSIOBA Jla Ce U34YepTaBaT NOCJAEAHHU

* ToBa e T.Hap. ,AnropuThbM Ha XygokHUKa" (,,Painter's algorithm")

e OOMKHOBEHO COPTUPAHETO HA HUBO 0OEKTH He € JJOCTAaT'h4HO —
TpsAOBa [ja Ce COPTHUPAT OTAEJIHUTE TPUbI'bJHUIU

* PenbT MOXe J1a ce IPOMeEHS Npe3 OTAEJHUTE Kaapu [order.m4v]

- ToecT, uMaMe 1O €eJHO COPTHPAHE HAd BCEKU Kal'bP




[Ipo6JieMu npy aJIropUThbMa Ha Xy 0XXKHHUKA

e Overdraw: Korato MuMaMe MHOI'O 00€KTH B ClieHaTa, JaJeH
MMUKCeJI e 0'bJie Ipe3aluCBaH MHOIO IT'bTH, HO III€ C€
BU>K/a CAMO OCJEeAHUAT 3alHC

e 3a /1a ce U30erHe TOBA, Ce MOJI3BAT aJITOPUTMHU, KOUTO
pa3zenqaT 00eKTUTE B OT/JEeJIHU, I0-TOJEMH JIOTUYECKHU
rpynu (HampuMmep, OTAEeJHUTE CTau B ejHa crpaja) u
eJIMMUHUpAT NpeBapyUTe/;IHO HEBUAUMUTE IPyIU

 AITOpUTBHMBT Ha XyJ0KHHUKA He ce CITpaBsl C HAKOM
KOHCTPYKLIUM MOopaay pyHAaMeHTaJeH Ipoo6JieM



[Ipo6JieMu npy aJIropUThbMa Ha Xy 0XXKHHUKA

* AKO ABa TpUbI'bJIHUKA Ce IIpecrhyaT, TO HUKOS
nogpe/6a Ha U34epTaBaHE He e BspHa

* ToBa MOXe J1a Cce pellly, KaTo Ce [endaT
TPUBI'bJIHUIIUTE 110 IIPECEYHUTE PbOOBE

* Ho cTaBa A0CTa YCJI02KHEHO, 1 HE CKaJINPd ,ao6pe
IIPX MHOI'O TPHU'BI"'BJIHUII U

* OcBeH TOBa, NIp0o6JEMBT C overdraw ocTaBa




Z-buffer

* PelteHreTO Ha Te3U NpoOJIEMU e TeXHUKaATA ,Z-buffer”. [Ipu
Hed ce oA bpKa OT/eJIHA KapTHHA, BCEKU ITUKCEJI OT
KOSTO a3y J’bJIOOYMHATA (pa3CTOSAHUETO OT KaMepara) [0
Hau-0JM3KHS 00€KT, 3aeMall] TO3U IMUKCEeJI 10 MOMEHTA

* Te., 6yiM3KHUTE 0OEKTH NOM'bJBAT Oydepa C HUCKU CTOMHOCTH,
NaJI€eYHUTE — C BUCOKH

* [Ipu u34yepTaBaHe Ha TPUbI'bJIHHUK, 32 BCEKH TUKCEJI
npoBepsaBaMe B Z-buffer-a, jasu He cMe npekasieHO faJiey (1
CJleJOBAaTEJHO — CKPUTHU 3a/J, HAKOU APYT);



Z-buffer

e Z-buffer-bT pelaBa HIKOJIKO
[poobJema:

* PeabT Ha M34YepTaBaHe Beye He e BaXKeH

e Overdraw-bT MOXKe Ja O'bJe HaMaJIeH,
KaTo yepTaeM O0EKTHUTE B peJi, 00paTeH
Ha XYJ0XKHUYECKUS: ToJisiMaTa 4acT OT
[MUKCEJIUTE 1Ie Ce OTXBbPJIAT 3apaau Z-
CTOMHOCT

e JlecHo ce npoBepsiBa Jja/iv AaJeH 00EKT €
BUIUM.

e KarTo 1s110, HelllaTa 0CTa Ce OMPOCTSABAT



HenoctaTbuu Ha Z-buffer

* MHOro ebeKkTH HsIMAa KakK Jla 0'bAaT CUMYJIMPAHHU

* OTpakeHus, IpedylBaHUs, I0JY-IPO3PAYHOCT...
e .‘corbHYeBM 3aryeTa” (caustics), r;106aJHO OCBETJ/IEHHUE...

* MMa anropuTmu 3a CEHKH, HO €a CJ0KHHU (0COOEHO 3a ,MEKH"
CEHKU )

e JIbsi604nHa Ha nnoJieTo (DOF)

* [Ipy HauCTUHA MHOTO IIOJIMTOHHU, JJOPHU U HAK-O'bP3UTE
BHU/IEOKAPTH Ce 3a’bXBaT

* ~1600 MuIMOHA TPUBI'bJHUKA B ceKyHa (GTX680, 2012r.)



HenoctaTbuu Ha Z-buffer

* OT r/ieiHA TOYKA HA IPOTpaMUCTa:

* OrpoMHO pa3HOOOpa3ure OT NOTPEOUTEJICKH XapAyep
— C pasysin4yHa noaApbKKa Ha CTaHAAPTH, pa3lIUuPEHUS,...

* CKa/InupyeMoCT



C/10>KHOCT Ha Z-buffer ajiroputbMa

* [Ipu TexXKuTe ClieHH (C MHOTO TPUbI'bJHHUIIH, YECTO C
pasMepu OJIM3KU [0 eJUHHUYEH IIUKCeJl), OposAT Ha
TPUBI'bJHULUTE JOMUHHPA CJA0KHOCTTA

* B To3u cayyan, T e O(N), KbaeTo N e 0posaT HAa TPUBI'bJIHULIUTE

e Pa3pemaBalliaTa CioCOOHOCT ChIL0 OKa3Ba BJAHsSHUE, MaKap
U He TOJIKOBA CUJIHO



Raytracing

* MeToabT Ha Tpacupallud by (raytracing) - oCHoBHaTa
ujed e, 4ye IpakTU4YeCKU BCUYKHU cpeladHu 3D 06eKTu
MOraT Aa 0’bJlaT IpeceyeHy C TPUMEPEH JI'bY (U J1a O'be
olpe/jieJieHa IpeceyHaTa TO4Ka)

* /IbunTe B raytracing-a ce Jbp>aT KaTO GOTOHHUTE B
NpUpojaTa — ABMXKAT Ce 10 IpaBa JIMHUS, OTPa3sBaT Ce OT
MOBbPXHOCTH, NpPedyynBaT Ce Npe3 pa3JIMYHUTE MaTEPUH...

* .. CaMo Ye TP'brBaT OT ,,0KOTO" X BbPBSAT 10 OOpPAaTHHUS II'bT
J10 CBETJIMHHUS U3TOYHUK



‘Raytracing

* 3a BCSIKA IOB'bPXHOCT, B KOATO Ce YAAPSAT JBbUYUTE, CE
IpoBepsiBa UMa JIX ,II'bT" JI0 JIJaMIIaTa — aKO HAMa, 3Ha4u CMe
B CAHKA



‘Raytracing

* Pe3ysiTaTHOTO U300paKeHUE
oJiy4aBaMe, KaTO 3a BCEKM MMUKCEJI OT
Hero MmycHeM (IOHe) eiWH JI'bY

* 3a BCEKH JI'bY, IIpOCaeadBaMe B KaKBa
[IOBBbPXHOCT Ce YAPA II'bPBO, U CJe[
KOEeTO B 3aBUCHMOCT OT IIOBBPXHOCTTA
M OCBETEHOCTTa, ONpeessaMe [IBeTa Ha
[MKceJia

* AKO yCpeJiHUM I10BeYe OT eUH JI'bY
npe3 nukces, uMaMme Antialiasing



‘Raytracing

* [Ipu ci0XHU MaTepuraJsiv (Hamnp. CT'bKJIO),
PEUTPENCUHI'BT HU I103BOJIABA A
pa3lenyM JI'b4ya Ha JiBe YaCcTU — OTpa3eH U
IpevylieH (KaKTO CTaBa U B IpUupojara).
ToBa yBesin4yaBa eKCIIOHEHIIMAJIHO OpOs
J'b4U (KOMOMHATOPEH B3PUB), HO 00yCJIaB4
BHCOK peajiu3’bM

* MoxxeM Jia HarJiacsiMe KOJIKO OTCKOKA Ha
J'b4da Ma Hy»KJa Jla TpacupaMe, HO U
MaJbK OpoH (Hamp., 8) e JO0CTaTbY€EH B
[I0OBEYETO CJAy4aH.



Raytracing

e JI'burTE CTaBaT MHOTO: TpsAOBA Ja TpaCUpaMe MUHHUMYM
eJIUH Ipe3 BCEKU IUKCeJI, a 3a IPOBEPKUTE 32 CEHKHU, OPOST
HapacTBa MHOTOKPATHO

* Raytracing-bT e TpaULIMOHHO OABEH AJITOPUTHM U CUJIATA
My € UMeHHO B offline peHeprpaHeTo

* Hanpumep 3a CG epeKTU BbB PUIMUTE



[[puMUTHUBY IpHU raytracing

e 3a 1a MOXe JIaJlEH 00€EKT Ja Ce peHJepUupa ypes raytracing,
TpsAOBA Ja MOXXeM Jja 'O IpecevyeM C JI'bY

* ToBa BKJIFOYUBA MHOTO LIUPOK KJIaC OT 0O0EKTH:
* Cohepa, KOHYC, HTUJIUHIBP, TOP, PABHUHA, ...
* [Ipor3BOJIEH MHOTOCTEH (T.e. TPW'bI"bJIHA MPEXa)

 PoTaulMOHHU NNOB'bPXHOCTH, HAKOU BHUJIOBE CIJIAMH CETMEHTH

* PesiepHU KapTH, HESIBHU IIOBbPXHUHH

* 3D ®pakTasu
* U npyru...



OcBeT/iIeHUE

* C pedTpeMCHUHIa MOXe Jla CHMyJIMpaMe U pa3HOOOpa3ue OT
CBETJIMHHU U3TOYHHUILU

* ToykoB U ITPaBO'bI"bJIEH CBET/IMHEH N3TOYHHUK

e HacoyeHa cBeT/IMHA

* U3TOYHUK C ITPONU3BOJIHA T€EOMETPHUA




[J106aJ/JTHO OCBeTJIEHUue

* [Ipu perTpenCUHTIa, OCBETJIEHUETO Ha Ja/ieHa TOYKa MOXe
Jla ce U3pa3u KaTo CyMa IPUHOCUTE OT BUAUMHUTE
CBETJIMHHU U3TOYHUIIU; TOBA Ce HApHUya JUPEKTHO
OCBETJIEHUE

* MoxxeM M Ja ro u3pasuM KaTo CyMa OT CBETJIMHATA, hBalla
OT BCUYKHU IMOCOKH, BKJIYUTEJHO U IPYTU 00EKTH,
NPUHIMIIHO HEU3/'bYBAIIM CBETJIMHA; TOBA Ce HapHUya
rJ100a/HO (MHAUPEKTHO) OCBETJIEHHE U JONPUHACA MHOTO
3a POTOPEaJIMCTUYHOCTTA Ha KapTHUHATA



[J106aJ/JTHO OCBeTJIEHUue

Direct Hlumination

* [7106a/1THOTO OCBETJIEHHE HE € CIIeIUPUIHO 3a
peEUTPENCUHTA; MOXe J1a Ce IPUJIOXKU U ITpH Z-buffer
aJIrOPUTHbMA, HO U3WCKBA IIPEU3YUC/ISIBAHE, 32 KOETO
OOMKHOBEHO IIaK Ce I0JI3Ba raytracing.



[IpaBo vs O6paTHO TpacupaHe

* [Ipu raytracing, 1bYMTE Ce ABUKAT B IOCOKA OT OKOTO KbM
CBETJIMHHUTE U3TOYHUIIH. TOBa € 0OpaTHO Ha IIOCOKATa B
IpyUpojaTa U ce Hapuya ,l1paB raytracing”

* PeasiHO mocokaTa He MpefCcTaBJsAiBa Ipo06JieM, ThH KaTo ITIOBEYETO
B3aMMO/IEMCTBUS MEX/y CBeTJIMHATA U MaTepusiTa ca
CUMETPHUYHU

* CbllleCTBYBAT U aJITOPUTMHU, 6a3UpPaHU Ha 0OpaTeH
raytracing, Ho ca focTa HeePeKTUBHU U Ce U3I10JI3BaT 3a
crieliuUYHU LEeJIU

« EnHa MasiKa cBell u3/rb4Ba okosio 10 poToHa 3a cekyHpa!



HepgoctaTtsiiy Ha Raytracing-a

* CkopocCT

* AJIFOpUTMUTE Ca TEXKKH, JIECHO € a ce 0O0'bPKaAT, a € TPYAHO
Jla ce IPOBEPHU AAJIK PAOOTAT BSIPHO

S CL[eHHTe C MHOI'O 00EKTU OTHEMAT OI'POMHO KOJIMYECTBO
[IaMET



C/JI0’KHOCT Ha raytracing aJlrTOpUTMUTE

N - 6pou 06eKTH (eJieMeHTapHU NIPYUMUTHBHU )
M - 6pou MUKCEJH

[Ipy mpecru4yaHeTO Ha JI'bY ChC ClleHaTa, TPSA0Ba Jia ce
00X0OAAT BCUYKU OOEKTH, 3a Jia Ce IPOBEPHU KOs IpeceyHa
TOYKa € Hau-0JIM3Ka

CinoxxHoctTa e O(N-M) npy HauBHA UMIJIEMEHTAL U

Ho cpiiecTByBaT AbpBeTa 3a 6’bp30 IIPECHYAHE, UPE3 KOUTO
T'bPCEHETO CTaBa JIOTAPUTMHUYHO; CJI0KHOCTTA IIPU THX €

O(M-log(N))



Scanline rendering

* Scanline e TPpeTUAT aJITOPUTHM, KOUTO € LIUPOKO
M3I10J13BaH

 Hampumep, ctangapTHHSA peHgep Ha 3ds Max.

 OcHOBHAaTa HJies TYK € Jia Ce IpeKapa eJjHa BUpPTyaJiHa
paBHHHA, KOSATO Jia OTCHUYa LislJlaTa ClieHa; paBHUHATA
CbBIIaJa C eIUH peJ, MUKCEJNU OT eKpaHa, T.e. 00EKTHTE,
KOMTO IIpecuya, ca Te3Hu, KOUTO 11ie 0'bJaT U34epTaHU Ha
TO3HU peJ, OT eKpaHa



Scanline rendering

* PeasiHO ce mogabpKa efUH CIIMCHK C aKTUBHUTE 00EKTU
(korTO mpecyuyaT cCKaHupallaTa JUHUs). Ilpy npeMruHaBaHe
Ha cJe[Balll peJ, TO3U CIMCHK TPsOBa Jja ce OOHOBHU (T.e.
HAKOM OT OOEKTUTE OTIIaZaT, a Ce NOosSABSIBAT HAKOU HOBH)

* CIUCBKBT Ce Na3yu COpTHUPaAH 110 X KOOpAUHATHUTE Ha
pbOOBeTE Ha OOEKTUTE

* PeHsieprupaHeTo Ha eIUHUYEH pPeJ, CE ChbCTOU OT 0OXO0XKAAHE
Ha CIIMChKa 3a onpeje/issHe Ha BUAUMHUTE 00XBaTH; TE CE
M34YyepTaBaT C NOAXOASAIIUTE LIBETOBE, IOJ00HO Ha
pacTepu3anusTa npu Z-buffer



[TpenrMcTBa

He e HeoOx01MMO 21a ce Ma3sAiT BCUYKU 00EKTU B IaMeTTa;
JOCTAaT'’h4HO € Jia Ca COPTUPAHU 10 Y - aJITOPUTHBMBT I'
B3MMa €[ MH M0 e[JUH, KaTO HUKOra He ce Bpbllla Ha3a/l.

[lopaau chiaTa NPUYUHA, AJITOPUTHMBT pasrjiaexja JgajeH
BP'bX CAaMO BeJHbX

Hama overdraw - BceKku MKCeJI ce pa3rjexga e JHOKPATHO

B ciiyyai, ye Tps6Ba Ja ce cripaBsiMe C IIpoOJIEMUTE KAaTo
npu Painter's algorithm, moxkem ga usnosnsBame Z-buffer u
TYK - CaMO Y€ HU € JOCTaT'’b4€H CaMO eJJUH pe/l



Henocrtatbpuu

* AKO 00EeKTHUTE Ca MHOI'O, BDEMEHHHUTE CTPYKTYPH (CIIHUCHKA
C aKTUBHUTE 00€KTH) CTaBaT roJieMU U JIOCTUraT pa3Mmepa
Ha II'bJieH Z-buffer. B Tak'bB ciiyyau Scanline ryou
[IPEUMYILLeCTBOTO CH npey Z-buffer

* AIropUTBMBT € TPYJEH 3a NapaJjeJiM3UpPaHe U He Ce
noAJbpKa OT BUJe0 XapAyepa

e Cnozesid moBe4YeTO OT HeJoCcTaTbLUUTe Ha Z-buffer



CpaBHeHUeE

» 7Z-buffer e 6bp3, NpocT, ¢ J0O6pa XapAyepHa NOALPbKKA

* BpemeTo 3a peHieprpaHe npu Z-buffer pacre JMHEHHO
CIIpsAMO O6posi TPUbI'bJHUILIM. PaseniiTessHaTa CIOCOOHOCT
He OKa3Ba TaKOBa roJissMO 3Ha4YeHHUeE

e [Ipu fo6pa nMNIEMEHTALMS, BpEMETO 3a peHJlepHUpaHe
npu Raytracing pacte JjorapuTMHU4YHO CIIPSAIMO 6pos
TPUBI'bJIHUIM, U JIMHEMHO CIIPSIMO pa3/ieJIMTeJHaTa
CIIOCOOHOCT



CpaBHeHUeE

* T.e., Raytracing numa KamnamureTa /ia ce ClipaBu C OTPOMHO
KOJIMYECTBO TPU'BI'bJIHUILIH, U CJIe[ JaJeH MOMEHT, 3al104Ba
Jla ce cIIpaBs o-a06pe oT Z-buffer

e Hampumep, ot OpenRT gaBaT npumep 3a cueHa ¢ 10°
TPUBI'bJIHUKA, KOSTO Te peHJlepupaT C UHTePAaKTUBHU CKOPOCTH
(5-6 fps). ToBa HsAMA KaK [ja ce IOCTUTHE HAa CbBPEMEHHUTE
BHU/IEOKAPTH.

e Raytracing ce napaJsiejin3upa no-a06pe oT JpyruTe JBa

* ToBa 00ycJiaBs M0JI3BAaHETO HA peHAep-depMU OT CTyAUITa


http://www.openrt.de/Gallery/OliverDeussen_Sunflowers/

CpaBHeHUeE

* Scanline Bce noBeye ,ryor NO3UIUK" COPSIMO APYTUTE [ABa

* C nosiBaTa Ha API-Ta c 061110 npeiHa3Ha4YeHUeE 3a
BUgeokKapTuTe (kato CUDA u OpenCL), 6apuepuTte Mexay
raytracing aJiropuTbMa U pacTepu3Upallys Xapayep ce
pa3MuUBaT



Peplﬂ“fm axTe Jiu ce?
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Bernpocu?
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