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Tema 4

BbBegeHHe B KaMepaTa
[IpecuyaHe c paBHUHH



ChabpKaHHUE

Peasu3zanuda Ha npaBO’bI'bJIHA KaMepa
Peanuszanuda Ha raytracing aJropurbMa
Peasn3zanuda Ha npecu4yaHe C paBHUHA
[llenabpy U TEKCTYPU

CeHKU

JloMalllHH :)



HoBuHU

. CG* 2013 y1pe (26.10 - ugu1 geH)
- 1 HoemMBpHU = moYMBKa

» [IpuMepeH Ko OT MUHaJIaTa JieKLYs (BUXKTe BbB popyMa)

« 3amnucu

» JlomauiHu



Pa3xojka M3 KoJa Ha [IPOEKTA

- http://code.raytracing-bg.net (Hamupa ce B github)
+ U3vyakBaHe B SDL (SDL events)

- Kox, kouTo 1ie nosi3saMe HarotoBo: Color, Vector, Matrix



Raytracing cheatsheet

 class Color:

- Cb37aBaHe Ha IBAT: Color c(0.9, 0.6, 0.9)
- Web-dpopmMmar: Color c(0xe699e6)
CbbupaHe Ha gBa npara: Color a, b, ¢c; a = b+c;

CkaJIMpaHe Ha LBSAT: Color a; a = a*0.3; ar /=25

* MU T.H.

Hynupane (: :makeZero()), utensurter (: :intensity())

- [Ipumep (ocpenHsaBaHe Ha N U3MepBaHUAA):
Color sum(@, 0, 0);
for (int i = ©0; i < N; i++) sum += getResult(i);
sum /= N;



Raytracing cheatsheet

 class Vector:

* Touka B 3D M nmocoka cropeJi KOHTEKCTA
- IlocokuTe 0GMKHOBEHO Ca HOPMUPaAHH, T.e. : :length() ==
- Cb3aBaHe

- Karto koopauHatu: Vector v(0.3, -2, 0.8)

- Karto nocoka ot T. A kbM T. B (Cbilo BeKTOpH): Vector dir = B - A;

- CkasimpaHe: v *= 1.5; X = a*0.5 - b*1.3;

« JIbskrHaA (length(), lengthSqr()), HopMHpaHe (normalize())



Raytracing cheatsheet

 class Vector:

- CKaJlapHO IpoOX3BeJleHUeE:

a*b;
dot(a, b);

- Ako a u b ca HopMmupany, To dot(a, b) e KocMHyca OT 'bI'bJia MEXAY TAX

double result
double result

- BekTOopHO npoun3sBegeHUE:
Vector result = a”b;



HeTpuBuaJjieH npumep

- [Ipu gageHa nocoka v (HopMupaHa), HaMUpa

OpPTOHOPMHUPpaAH 6a3uc {a, b}, nepneHAUKYJAsIpEH Ha V:

Vector a, b, t;

do {
t = Vector(randomFloat(), randomFloat(), randomFloat());
if (t.length() > 1le-4) t.normalize();

} while (t.length() < 1le-4 || fabs(t * v) > 0.9);

a = thv;

a.normalize();

b = a’v;



Raytracing cheatsheet

« Class Matrix

+ 3x3 MaTpuIa C OOMYaUHUTE JENUCTBUS
- YMHoxeHUe, determinant(), inverseMatrix()

« YMHOXxXeHMeTO Ha Vector ¢ MaTpuIia 1ie € OTASACHO (V = v¥m)

- ['eHepHpaHe Ha POTALIMOHHU MATPHULIH:

- ®yHkuuuTe rotationAround«oc» («s2e» ), KbAETO «oc» e X, Y UJIK Z, a
«52%/1» € B paJiJuaHU

- Hamnpumep, ga 3aBbpTUM To4KaTa p cupsamo (0, 0, 0), mppBo ¢ 30°
0KO0JI10 ocTa X ¥ ocJie ¢ 90° okoJ10 ocTa Z:

p *= rotationAroundX(PI/6) * rotationAroundZ(PI/2)



Raytracing cheatsheet

- class Ray:

- HavaJsio ¥ mocoka; nocokaTa BUHaryu € HopMMpaHa



PMI/IH Ha KaMmepaTa
N

- llle peasiuzupame cTaHgapTHA,
[IpaBO'bI'bJHA (rectilinear)
KaMepa

* 3pUTEJIHOTO I10JIEe HA KaMepaTa €
BbB GOpMaTa Ha IIPpaBObI'bJIHA
nupamMmuaa

- Hapwuua ce oure pinhole camera

- Hsama ¢pokyc, DOF-bT e 6e3KkpaeH



Peasiuzainua Ha KaMmepaTta

+ AKO pasnoJioKUM JIMCT MUJIUMETPOBA XapTUM IIpe[

KaMepdaTa, ITIPpU nNnoAgxoAadild pa3ae/JinTe/IHaA CHOCO6HOCT,
BCAKO KBaJpdT4e 1I€ OTroBapd Ha €U H ITNKCEJI

» JleMoHcTpanud [millimetre.m4v]




Peasiuzainua Ha KaMmepaTta

* Hau-npocTuAaT Bb3MOXKEH PEUTPEUCHP: U3CTPeJIBaME JI'bY
[Ipe3 BCEKHU IMKCEeJI U OlIBETsABaMe ITUKCeJia B 3aBUCUMOCT
OT ylapeHHUs 00EKT

- HanpumMmep: yepHO, aKO He ylapUM HHUII0; YePBEHO 3a YaWHHUK,;
CHHbO 32 paBHMHA

» JleMoHCTpanud [primitive.m4v|




Peasiuzainua Ha KaMmepaTta

- PesysiTaTHaTa KapTUHKA:




Peasiuzainua Ha KaMmepaTta

- Ille cumynupame JIMCTa ,MUJIUMETPOBA XapTU"

« TpAOGBaAT HY IPOCTO TPH OT KpaulljaTa Ha JIMCTA (TOPEH JISB,
rOpeH JecCeH, J0JIEH JISB)

- HamupaHe Ha npour3BoJieH NUKce (110 3aganeHu X, Y)

- 3a X HallpaBJIEHUETO, UHTEPIIOJIMPAMe MeX /Ay TOPeH JIAB U TOpPeH
JleCeH Kpau

- 3a Y HanpaBJIEHUETO, UHTEPIIOJIUPAME MEX Ay 'OPEH JISIB U J0JIEH
JISIB Kpau

DestP = Topleft + (TopRight-Topleft) * (X/screenW) +
(BottomLeft-TopLeft) * (Y/screenH)



Peasiuzainua Ha KaMmepaTta

- Kak reHepupame TpuTe Kpauiia?

[lle mpennoJsiaraMe, ye kamepaTta ce Hamupa B (0,0,0) v riesa B
[I0COKAa Ha OCTa Z

[[le pa3moJioKUM JIMCT ChC 3a4aJIEHOTO OTHOIlIIeHHre (aspect
ratio), Ha pa3scTosiHve 1 oT KamepaTa (Z=1)

[[le MamabupaMe JINCTA, TaKa Y€ AUArOHAJHUA 'bI'bJ [1a CTAaHE
KOJIKOTO HcKkaMe (FOV)

- 3a Hallle yI00CTBO, 1ie 3agaBaMe FOV-a B rpaaycu

[[le nmpuaoxum Tpute poranui (roll, pitch u yaw) Bbpxy
KpauilaTa



[eHeprpaHe HA JIBYU

» ['eHepHpaHeTO Ha J'bYHU CJIe[ TOBA CTaBa 10 ClIOMeHaTaTa
dopMyJia, KaTo TpsAOBa Jla TpaHCJAUPaMe Ji'b4ya Jia TP’br'Ba OT
NO3UIMsATA HA KaMepaTa

- Camus J1pY 3aZlaBaMe KaTo JIBOMKa (HadaJio, I0COKa), KaTo
[IOCOKaTa e eJUHUYEH BEKTOP.



PeHgepvpaHeTO Ha ClleHaTa

« for each y 1n rows:
for each x in columns:
ray = camera.getRav(x, V)
vib[x, y] = raytrace(ray)

« raytrace () e QyHKLUM, KOATO, 10 AaJEH J'b4, HAMUPA
[IBETA HA I'bPBUS yapPEH 00EKT M0 IPOTEXKEeHH e Ha JI'bya



Raytracing aJiroputsm

- Function raytrace(ray) :

closestDist = +w
closestNode = None
for each node in sceneNodes:
intersectionInfo = intersect (ray, node)
1f IntersectionInfo.distance < closestDist:
closestDist = i1ntersectionInfo.distance
closestNode = 1ntersectionInfo.node
1f closestDist == +e:

return backgroundColor
return closestNode.computeColor ()
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