3D rpadguka U TpacupaHe Ha Jb4u v.3.0
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http://raytracing-bg.net/



Tema 3

OCHOBHM KOHIIEMNLMH B peHiepUpaHeTO U raytracing-a
basoBa UHQpACTPYKTypa Ha raytracer-a



ChabpKaHHUE

* OCHOBHM IIOHATUA B pPEHIEPUPAHETO
* CueHa
 Kamepa
* [eomeTpuda
* MaTepuanu
* CBETJIMHU

* OOKpBbXKEHHUE

* basoBa MHQpPACTPYKTypa Ha peuTpeuchpa

* [lokasBaHe Ha rpadguKa Ha ekpaHa (SDL)



OCHOBHU IIOHATUA

CueHaTa BKJIFOYBA BCUYKU OCTAaHAJIM €JIEMEHTH
ClieHaTa e ,BUpTyaJiHaTa peaJIHOCT , KOATO peHAepupaMe

[oBOpHM 3a ,, apXUTEKTYpPHA ClleHa", ,MHTepHUOPHa CIleHa",
,TEXKa ClieHa", ,CBeTJia CIleHa" H Ip.

CueHUTe OOMKHOBEHO Ce 3allMCBaT B HAKAaKbB
KOHTeHHepeH popMaT, KOUTO AbP>KU [igdJaTa CleHa (C
HAKOU U3KJIIOUYEHUS) Ha €JHO MSICTO

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



Kamepara

KamepaTa nnpejcraBJ/isiBa ,,0KOTO" Ha HAOJJHOAATE IS

 EXBHBaJIEHTHA € Ha ¢poToanapaTa BbB poTorpadpudara

— C Tasu pasJivKa, ye e HeBUaUMa

[Ipy aHuMalMs, MOXKe JJa UMaMe HAAKOJIKO KaMepU B
ClleHaTa, HO caMo eJlHa € aKTHBHa 3a JlaieH KaJ'bp

[Ipu raytracing-a, kamepara e MsICTOTO, OT KOETO TP'bI'BaT
JIBYNTE

Mma pa3/inuyHu BU/I0BE KaMepH



BuoBe kamepu

HopwmasiHa (rectilinear)
OpTorpaduyecka
Pubeiko oko (fisheye)

Jlpyru (M3KyCTBEeHHU ) — CPpepUYHa,
[MJIUHAPUYHA, ...




XapaKTepuCTHUKHN Ha KaMmepaTa

[lo3unus (3D BekTOp)

[Tocoka - Moxke Jia ce 3a/1a/ie M0 pa3/IMYHU HAYHUHHU:

* Ypes briu (yaw/pitch/roll cucrema)
* Ypes3 oc Ha BbpPTEHE U 'bI'bJ HAa 3aBbPTAHETO OKOJIO OCTA

* Ypes no3unus Ha LeJsta (look-at cucrema)

— Ilpu Hes ce HaJiara Jja ce MOCO4YHM U ,up-vector’. Tor Moka3Ba B KakKBa IIOCOKa €
,Harope", Tb1 KaTo MHA4Y€e He MOXe Jla cuMyJiMpa edekTa Ha ,roll“ broja

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

JI'b160yrHa Ha nmoJsieto (DOF (Depth-of-Field))



Yaw/pitch/roll cucrema

* [lo aHaJsiorus c KOHTPOJIUTE HAd CaMOJIET

* Yaw bI'bJI'bT YKa3Ba IIOCOKATA ,HaNpes Ha
camoJieTa crupsmo ,3emara’; [0°.. 360°)

* Pitch brbebT yKasBa ,M3KauBaHETO" Ha
caMmoJieTa crupsaMmo 3eMmsTa; [-180° .. 180°]

* Roll br'babT yKasBa 3aB’bPTAHETO HA CaMOJIETA
CIIpSIMO HaJJI'bXXHaTa My oc; [0° .. 360°)

e [IpusiaraHeTo Ha poTauuuTe e B peja roll, pitch,
yaw




FOV

* JPpUTEJIHUAT 'bI'bJI ONIpeesd KOJKO
L2IIUPOK" e morJieJla Ha KaMepara

* OOMKHOBEHO Ce JilepUHHpPaA KaToO:

e J/luaroHaJieH 'bI'bJ, B IpagycH

 OOKYCHO pa3CTOsSIHUE Ha 0OEKTHBA, B
MHJIMMETPHU (3a KJIacU4YeCKH ¢poToamnapar C
35mm ¢puam)

* J/IBeTe ca 0OpATHO-NIPONOPIHUOHAJHMU: I10-
roJisiMmo GOKYCHO pa3CTOSIHUE = MMO-MaJI'bK
3pUTEJIEH 'bI'bJI



e 30mm, 50mm, 135mm
ST 2 ks



- FOV

e YcelllaHETO 3a NepClIeKTHUBA CbhIl0 3aBUCH OT 3pUTEJHUS
bI"bJI, b KATO MEHU OTHOILIEHHUETO MEXAY BUJHUMMUSI
pa3Mep Ha HeeJJHAKBO OTAaJ/iedeHUTe 00EKTHU

* B npumepa, cpeHUAT YaHUK € € JHAKBO roJisiM (KaTo
[IUKCEJIH); POKYyCcHUTE pa3cTosaHuda ca 17,45 1 105mm.
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FOV

e 3a,HopMaJsieH” FOV ce cunTa *53° (okos10 50mm)

* [Ipy LIMPOKUTE 'bIJIU, U300pAKEHUETO CTAaBA MHOTO
HeecTecTBeHO cien 120°

* 180° e MaTeMaTHUYECKU HEB'B3MOKHO IIPU NMPABObI'bJIHA KAMEP3;
Ha IPpaKTUKA BCUYKO Haa 160° e Hen3moJsi3BaeMo

* B peasiHUd CBAT, HaU-IIUPOKHUTE 00eKTUBHU ca A0 14mm (114°)

* AKO LieJIMM MHOTO IIMPOKHM 'bIVIH, II0-A00pe Ja ce noJi3Ba fisheye
KaMmepa



OTHomreHue (Aspect ratio)

* Mma ce npeasuj oTHolieHueTo lllnpuHa:BrucoyrnHa Ha
Kaabpa

* ToBa He e ChIIOTO KAaTO OTHOIIIEHWETO HAa U3X0JHATA KapTUHKA B
nukKcesiy!

* Tpsa6Ba z1a cbBIIaZa C OTHOILIEHHUETO Ha lieJieBaTa MeJus
(MOHUTOD, XapTHeHA CHUMKA...)

— Hanpumep, 640x480 kaabp (4:3 oTHOILIEHHE) MOXe J1a Ce ITOKa)Ke Ha
wide MmoHuTop (16:10), 1 3a 7@ He U3IJIeX /1A pa3TerJieHo, Tpsi6Ba Ha
KaMmepaTa Ja ce ykKaxe aspect = 1.6

* Pa3bupa ce, Hau-100pe € BCUYKO Jla ChBNaja (KBaJpaTHHU
[TUKCEJIN )



JI'bJ160YMHA Ha 1moJsieTo (DOF)

 Cumysupa QOKycCUpaHHUTE U pa3POKyCHUPAHUTE 00J1aCTHU
npu ¢otorpadusiTa
* MIMmamMme PpOKyCHa paBHUHA, B KOATO MpeJMEeTHUTE ca HA QOKYC;

KOJIKOTO II0BEeYe Ce OTAaJiedaBaMe OT Hesl, TOJIKOBA [I0BeYe ce
pa3doKycupar

e /I'bs1OOYMHATA Ha MOJIETO Ce OIpeJiess OT 00J1acTTa, KOSTO YOBEK
B'b3IIpHMEeMa 3a ,00pe poKycHupaHa“

e JIbJIOOYMHATA 3aBUCH OT peaulia GakToOpHU

— Haii-Bede oT u3bpaHaTa 6JieHZa Ha GOTO-00eKTHBA (aperture), HO UMa U
ApyTrU GaKTopHU



ﬂ'b.llé(;};[ﬁf—la Ha nmoJieto (DOF)

 OoKycupaHe Ha OJIU3'BbK U JlaJIedeH 00EKT:




Jbn60urHa Ha noJsieTo (DOF)

* PasnnuHuTe OJieHaM (aperture) JaBaT pa3IM4YHU
I'bJIOOYMHU IIPH €JHAKBO pPa3CTOSSHHE 0 POKYyCa.

* Tyk ca mokasaHH, OT JIABO HaJsCHO: {/8, £/4, /2



JI'bJ160YMHA Ha 1moJsieTo (DOF)

e JI'bsiIOOYHMHATA Ha MOJIETO 3aBHCH OT:

e PascTosiHMeTO 40 POKYCHATa paBHHHA: KOraTo QOKYCHT €
najiede, 'bJIOOUHMHATA € MO-roJisiMa

e biengara - HUckuTe f-yucaa cboTBeTCcTBAT HAa NAUTHK DOF
* 3PUTEJNIHUAT 'bI'bJI: IIPU NO-UPOK FOV, 1bi60YMHaTa pacTe

* [Ipu poToanapaTuTe: roieMrUHaTa Ha ¢uaMa/ceHsopa. [lo-rossam
$HJIM /CEeH30p CbOTBETCTBA HA NO-IJIMTBK DOF

* [lo-HaTaTBK Ie MOKaXXeM KaK ce CUMYJIUPAT OTAEJIHUTE
CBOMCTBA Ha POTOKaMeparTa OT rjiefHa Touyka Ha DOF



[eomeTpud

e [Iog ,reomeTpusaTa” e pasdbrpamMe ONMUCAHUETO HA
GOpMHUTE HAa BCUYKH OOEKTH B CLieHaTa

* KoraTto Tpacupame eiH JI'b4, HUE ThPCHUM KbJI€ TOU C€
Ipecuya C reOMeTpUdTa

* B raytracing-a, reomeTpusaTa MOXe Jia € CbCTaBeHa OT
Pa3HOPOHU I10 BUJ, TeOMETPUYHU OOEKTHU

* TpUBI'BJIHU MPEXU
* MaTteMaTH4yecKU 00eKTH (chepa, paBHHUHA, ...)
* PesiepHU KapTH

* U T.H.



[eomeTpud

* OOWOTO MEXKAY BCUYKHU TSX €, Ye NPeJOCTaBAT aJITOPUTHM
3a IIpecruvaHe C JI'by:

class IntersectableInterface {
public:

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

i
* Bphia true, ako JIbY'bT IIpecuya reoMeTpUATa, U MOII'bJIBA
CTPYKTypaTa info npu npecu4aHe

* B info ce 3ana3BaT AOII'bJHUTEJHU JJAHHU 3a IIpecevyHaTa
TOYKa: pa3CTossHUE A0 Hed, 3D no3uliys, HopMaJly, ...



[eomeTpud

* HauBHUAT raytracing aJirOpuThbM Mpecruya AajJieH JI'by C
reOMeTpPUATA, KaTo 00X0AU BCUYKU OOEKTH U IIpeceye J'bya
C BCEKU eIUH OT THAX

* T'bpcu ce Ta3u npecevyHa TOYKa, KOSATO e Hal-0JIM30 [0
KaMmeparTa

* [lle naroctpupame C IpuMep



[I[pecuyaHe c reoMmeTpUdaTa

* [IpecnyaHe c paBHHHAaTA

_—

Intersection dist: 85.6'



[I[pecuyaHe c reoMmeTpUdaTa

* [Ipecuyane cbc chpepara

Intersection dist: 61.2




[IpecuyaHe c reoMeTpHUATA

* [IpecuyaHe c YanHUKa

Intersectioﬁ dist: 30.3




[I[pecuyaHe c reoMmeTpUdaTa

* Raytracing-a e MHOT'O I'bBKaB aJITOPUTHM, 3aL0TO
103BOJISIBA Ja 00aBUM NOAAPb>XXKa 3a HOB TUII 00EKTH,
KaToO IPOCTO peasnr3upaMe intersect() pyHKUMsATA

* [Ipecu4yaHeTO OTHEMA OCHOBHA YacCT OT BPEMETO Ha e/IUH
raytracer (06MkHOBeHO HaJ 50%)

* UHpopManusaTa OT IpeCcUuYaHETO ce I0JI3Ba 3a
M34YMCJIsIBAHE HA OCBETJIEHUETO; HO CaMO TS HE €
J0CTaT’b4Ha

 Kak TOYHO ce [10J1y9aBad OCBETJIECHHUETO 3dBHUCH U OT MAaTCPUAJIUTEC



[eomeTpuda vs MaTepuasau

* CaM0 reoMeTpus

* CamMo0 MmaTepuaJu

e 3aeJHO




MaTepuanu

& MaTepI/IaJII/ITe OIMINCBAT KdK ITIOBBPXHOCTHUTE OT
FeOMETPHUATA OTPA3AdBAT CBET/IMHATA, T.€., KAK U3TJVICK/1dT
CdAMHUTE ITOBBPXHOCTH

* [lonaruero ,menagbp” (shader) uMa nog06eH CMUCHI:
[IEUABPBT € MAaTEMAaTHYECKA PYHKIUA, KOSTO, 10
3a/laJleHH MO03UlLYsl, HOpMaJIu U CBETJIMHH, U3YUCJISIBA
[IBeTa Ha 00eKTa

* Te., B3aBUCHUMOCT OT Ta3u GQYHKIUSA, 00EKTUTE U3IJIEKAAT 110
pa3JIM4YeH Ha4YuH



MaTepuanu

* [IpuMepu 3a LLIEUTBPU:

e [llenabp 3a CT'BKJIO / oryiefalieH Lenbp

e [llenabp, UMUTHUPALL LIJIHUPOBAH MeTaJl

* [llenabp, UMUTHPAILL JIJAKUPAHO ABPBO

e [llenabp, UMHUTHPAILL aBTO-005

I MaTepI/IaJII/ITe HE€ BHUHAI' C€ OIIKMCBAT CAMO C LLIGﬁ,Z['pr

* B noBeyeTo 3D nakeTu, MaTepruaJiMTe BKJIIOUYBAT OIIMCAHHE U HA
BbTPEIIHOCTTA Ha 00€KTa, HE CAaMO Ha OB bPXHOCTTA MY



Texkctypu

 CBOMCTBATa Ha MaTepuaJia (IIpo3pavyHoOCT, AUPY3€EH
[IBAT, ...) HE BUHAryu ca paBHOMEPHHU 110 LieJIMsl TeOMeTpHUY€EH
00€eKT. YecTo ce mo13BaT TEKCTYPH, KOUTO ,,00J1enAT"
reoMeTpUsdTa




BumoBe TeKCTypH

3aJlaZleHHu Yype3 paui

[IpouienypHU

* T.e.4pe3 3aajeH aJITOPUTHM 3a IT0Jy4YaBaHe Ha LBAT M0 (X, V)
KOOpJAWHATHU

3D TekcTypu

Bump map TekcTtypu

... IpyTH



MaTtepuaiu vs [leomeTpud

* MaTtepuanuTe U reOMETPUATA Ca JiBa pa3/eJIeHH CBATA

e MoxxeM fa UMaMe [Ba pa3/IMdYHU 00€eKTa C eJJHAKBa TeOMeTpPUS U
pa3JIMYHU MaTepuaau

* Node: ToBa e KOMOHWHALUA OT TEOMETPHS U MaTepHaJl

e 3ajJia ce MeCTU NaMeT, 0OOMKHOBEHO HMaMe CIIUCHK ChC
MaTepuasu U reoMeTpud. B Node o6eKTa ce nma3saT ykasaTeJu
KbM €JJUH MaTepuaJl U eJlHa reOMeTpPHs



CBeT/JIUHU

* BbB BCsIKa Cl€Hd MMd ITOHE €/1Hd CBE€TJ/IMHA

e CBeTJIMHHUTE Ca KaTo JIaMIIUTE B peaJiHUA CBAT — OIIPpEACJIAT
KOJIKO APKH Ca OTAC/THHUTE 9dCTHU OT CLI€HATA

* OcBeT/IEHHETO B JlaJileHa TOYKa OOMKHOBEHO Ce oJiy4yaBa
KaTO CyMa OT CBETJIMHUTE, BUJAUMU OT AaJieHaTa TO4YKa

* Ho ToBa cv 3aBUCH OT 1lIeHUbpa



OcBeT/iIeHUE

* [Ipumep




OcBeTJ/IEHUETO

* OT KaKBO 3aBUCH OCBETJIEHHUETO, UJABAIllO OT e JUHHUYHA
JaMmIa?

e (CuJia Ha JiaMIIaTa
* Pa3cTodgHUe 0 Hed
* broa, nog kKoUuToO Naja jb4ya OT JaMIiaTa

* JIpyru (shader-specific) pakropu



BuioBe 1aMIIu

ToukoBa (omni light)

HacoueHna (spotlight)

CdepHryHa, IpaBObI'bJHA U APYTM OOEMHHU JIAMIIU
e Jlaxke ¥ c IpOU3BOJIHA popMa
C nocTossHHa nocoka (directional light)

* Hampumep, C'bHLETO

* MmMa crienyasinyg Sun-SKy cucTeMM 3a peaJIiCTUYHO OCBETJIEHUE B
OTKPHUTHU NMPOCTPAHCTBA



Bugose s1amnu (2)

e CbC3a4aZeHo pasnpeaeieHue

* [lomo6Ha Ha spot light, Ho UHTeH3UTeTa Ha CBETJIMHATA OKOJIO
[IEHTPAJIHOTO HallpaBJIEHHUE Ce 3a/laBa C KOHKpeTHA QYHKIIUS

* Jlosie3Ho 3a MMHUTHUPAHE Hd HCTUHCKH JIaMIIH



Bupgose 1amnu (mpuMepu )

ToukoBa [IpaBobI'bJHA (area) HacoueHna (spot)

* C npou3BOJIHA
dopma:

C npou3BoJiHa popmMa



O6KpBKEHHeE (environment)

* OOKpPBKEHHUETO Ce IPUKHU 34 YACTTaA OT U300paKEHHUETO,
KOSITO He MpUHaAJIeKH Ha HUKOH 00€eKT

* [Ipy 3aTBOpPEHHU CLIeHH, HIMaMe HYK/Jla OT OOKPbKEHHE

* OOKpBbXEHUETO OOMKHOBEHO He Ce BJIMsie OT II03UIHUsTA Ha
KaMeparTa, a caMo OT IocoKaTa 1

* [IpuMep [humus-metaballs]


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

BugoBe 0OKpbXXeHHE

CoJIMJeH BT

* [Ipu 4yepeH LBAT, BCe eJHO HSIMaMe OOKPbKEHUE
['pagueHT

Environment map — “U310J13BaT Ce TEKCTYPU

* Spherical map - u3noJsi3Ba ce efHa TEKCTYpa, 0b6JierieHa CPEPUYHO

* Cube map - 00KpBKEHHETO € C popMaTa Ha Ky0, [MoJI13BaT ce 6
TEKCTYPH 3a BCSIKa CTEHa Ha Kyba

Sun/SKy environment — cuMyJiipa CBOKCTBAaTa Ha HEOETO



BiiisiHUe Ha 0OOKP'BbXXEHUETO

* OOKpbXXEeHHETO OOMKHOBEHO BJIMsie HA U3YUCJAEHUETO Ha
OCBETJIEHUETO

 Hampumep, clieHa CbC CUBO OOKpPBXKEHHUE 1€ € MO-IpKa OT TaKaBa
C YEpPHO

* [Ipu Image-based lighting, nsgs1ata cBeT/inHA UBa OT
OOKPBKEHHUETO — HIMaMe JIaMIIH



basoBa MHQpaACTPyKTypa Ha peuTperchpa

 KamepaTa reHepupa MbpBOHAYaJHUTE JI'b4U 34
oIpejieJiiHE Ha LIBETOBETE Ha MUKCeJUTE B KApTUHATA

* [lleagbprTe MOTraT Jia NOXWCKAT Jla TpacupaT HOBH JI'bYH
(HanpuMep, 3a U3YUC/ISIBAHE HA CEHKU UJIM OTPaAXKEHUH )

V/ HoB

[IpecuyaHe c
reoMeTpuaTa

Kamepa Jpau >

Hpeceqxin TOYKHU

Jlamnu :
OOKpBKEHHE [HlenauHT




[loka3BaHe Ha rpadpUKa Ha eKpaHa

3a LeJIMTe Ha HalllUs Kypc, 1€ MMoJI3BaMe 6MOJIMOoTEeKaTa
SDL (Simple Directmedia Layer)

KommnakTHa C 6MOJIMOTEKA C LIKPOKA MOALPBXKKaA
e Windows, Linux, Mac OS X, FreeBSD

He n3uckKBa crnenuaJiHa MHCTa/IAlMA, JOCTATHYHO € MPOCTO
J1a Baa4yuM eguH DLL c nporpamarta HHU

[loBeueTo Hellla cTaBaT JIECHO, 0€3 J1a YeTeEM TOHOBE
JOKYMeHTal s

http://libsdl.org


http://libsdl.org/

SDL

* UuTerpanusara Ha Code::Blocks ¢ SDL e TpuBuajiHa — oz
Windows Tps6Ba caMo Jia YKaXKeTe K'b/ie CTE
paszapxuBupasiv SDL-devel-...-mingw32 apxuBa, CBaJIeH

oT libsdl.org

* JleMOoHCTpalMd — IPOCTa IIporpama, lioKkaspaila rpaguka
ype3 SDL

e Copc-KoJa Ha mporpamMaTa Mo>Ke Jia CBaJIMTe OT caliTa Ha Kypca
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