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ChbabpKaHHUE

* KakBo 11e nmpe/icraBjsgBa KypChbT?

* [louaruero ,rendering”

* PeHaepupaly aJirOpUTMHU
e Z-buffer
* Ray-tracing
* Scanline

* CpaBHeHUE



KakBo npeacraBJ/igBa KypCchbT?

* KypchT e BbBexalll B o6s1acTtTa Ha 3D rpadukara u
aJITOPUTBMaA Ha TPACUPALIUAT J'bY (raytracing)

 Ha ceMuHapuTe 1ie pa3ka3BaMe 10 Ipe3eHTALUUTE...

* .. M l1e noka3Bame/nuiieM Koz, (C++)

 KoabT 110 BpeMe Ha cCeMHHApPUTE 1€ ITI0Ka3Ba 44pPOTO Ha
00CBXKAAHUSA aJITOPUTBM

 HechllleCTBEHUTE YACTH IIie TPAaBUM U3BbH JIEKI[MHUTE
 KogsT 1e e goctbiieH npe3 GitHub

 JlomalmHuTe 11e ce kauBaT B Moodle



KakBo npeacraBJ/igBa KypCchbT?

 llle ce KoHIIEHTpHUpPAMe OCHOBHO BHPXY aJITOPUTHMA
raytracing

e Z-buffer u Scanline e 06s5CHUM HaKpaTKO B Ta3H JIEKLU, HO
HAMa Jla HaBJIU3aMe B MHOTIO JAeTauJu

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

* Ha canTa cblo Taka le KayBaMe BCUYKHU Npe3eHTalluH,
KJIUIOBE, HOBUHU U IIpOYee — T. €., BCHYKU MaTepHaJIt 110

Kypca


http://raytracing-bg.net/

N3uckBaHUu4g

* CpeiHO HUBO yMeeHe Ha C++
* AHaJIMTUYHA reoMeTpHs, JIMHEWHA aJredpa

* OnepallMOHHU CUCTEMU U Cpeu

e Moxete na nosa3sare Windows, Linux usiu Mac OS X, mie
NOAJbpXXaMe U TPUTE

* Set-up-BaHeTO Ha IIPOEKTA II|e HallpaBUM Ha HaW-MonyJasgpHaTa



OLeHsiBaHe

e J/IBa Tectano 15 Bbrpoca (06mo 30 T. max)
* Kypcos nnpoekT (max 40 T)

e Jlomauinu pa6botu (max 30 T)

* TecTtoBeTe U INPOEKTDHT Ca 3aA4bJIZKUTEJ/IHHU, JOMAIIHHUTE Ca I10
KeJIaHUue

* Oyenka = floor((mouku - 5)/10)
 35-44 = cpenen”; 45-54 =, no6Bp“; 55-64 = ,MHOTO0 1OOBP”

e 65+ =, 0T/INUEH"



HoBuHU

* ToBa e 111eCTOTO U3/JIaHKE HA KypcCa

e C++17
e VS Code, CMake
 With the latest patches™

 JleKuuTe 11e ca BCeKU NoHeAe/JIJHUK oT 17 no 204 B 3a1a
101/®PMH (6emre 200/DPMHU, cmeHeHO olie Ha 19.02)

e CieneTre cauTa 3a 00BJIEHUA

* WJM ce aboHUpauTe 3a RSS punga

* 0e3 Facebook et al,, Ho cMe oTBOpeHM 3a aJITEpPHATUBU



KakBO He e KypCHT?

* KypChT € c HeKOMepCHuaJIHa L[eJl

e He e BceoOXBaTeH

* Hama ga pasrmexgame rpapudyHute API-ta kato OpenGL viiun
DirectX...

* Hama ma ndydyaBaMe nporpaMuTe 3a MOJeJIMPaHe U peHJeprupaHe
KaTo 3ds Max, Maya, Blender...

* KypchbT KaTo 1IS1J10 € C BbBeX4ala poJis

* OTHOILEHHUETO Kpedumu /mpydHocm He € BUCOKO :)



MoTuBauud

 CbBpeMeEHHATa KOMNKTHPHA rpadrMKa € Ha MHOT'O BHCOKO
HUBO

* Bce mo-rosiaMm peasii3’bM B UTPUTE

 KoraTto uma JoCTaTh4HO NPOLIECOPHO BpeMe, MOKE Jja Ce
[IOCTUTHE BHCOKA A03a ¢poTOopeaan3bM

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

— YIYMBUTE/NHU KOMIIOTbPHO-TeHEpHUPAaHU YacTy uMa U B The Matrix:
Reloaded, Avatar, Oblivion, ...

* CGI yacTu 3a HamaJIsiBaHe Ha OK/>KeTa Ha PUIIMUTE

— IIpumep [Pixomondo]



MoTuBauud

* YoBeK TPYAHO Beye MOXKe Jja pa3JIM4id UCTUHCKOTO OT
M3KYCTBEHO-TEHEPUPAHOTO

* CGI doing deepfakes before it was cool

* B fHelIHO BpeMe KOMIKITPHUTE ca JOCTATbYHO MOIIHM 3a
MHOTO CJIOXHHU U yOeauTe/JIHU ePEKTU

* OrpaHMyeHUeTO OOMKHOBEHO Ce OKa3Ba CaMO BbOOPaAXXEHHUETO U
YMEHUSITA Ha IM3aUHEPUTE

* Bbnpeku OypHUs NIporpec Ha aJITOPUTMUTE 3a
peEHAEepUPaHe, TEXHUTE OCHOBH He ca Ce IPOMEHUJIU
ocobeHo npe3 nocjaegHuTe 20-30 roguHU



KakBo o03HayaBa NOHATHETO ,rendering”?

* B koHTekcTa Ha 3D rpadgukara, rendering e IpouechT Ha
MHTepIIpeTanusd Ha HIKaKBa UHPOpMalL Ui OT abCTpaKTEH
K'bM IIO-KOHKpPETEH BU/]

* OcHOBHaTa H/Jied e, 4e MOXKEM Jla HaCTpOoKMBaMe U3XOJHHUS
KOHKpPETEH BHU/ CIIOpe/ HAIMTE »KeJIaHUg

* [lle moACHUM C HAKOJIKO IIpUMepa



This is a test page

il This is an apple

<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> The apple of sin
</html>

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: Ki1acu4eCKU MY3UKAHT

* My3HWKaHTBT NIPeBPbIlla HOTUTE B 3BYKOBU B'bJIHU:
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T.e., TOoU peHAEpHUpa My3UKaTa



[Ipumep: penTpencsp (POV-Ray)

* POV-Ray npoynTa TEKCTOBO OIIMCAHHE HA KOJIEKI[USA OT
CTepeOMEeTPHUYHU IPUMUTUBHU U T'M PEHJiepUpa BbB BU/J, 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

 JluzanHbT Ha 3D Mozie/iuTe, KOUTO Ce 110JI3BaT B
KOMITIOTbPHATa rpadrika, 0OOMKHOBEHO Ce IIPpaBU ChC

crienMasarsupan codpryep (3ds Max, Maya, Blender,
AutoCAD, SolidWorks, Fusion, ...)

* Hama Ad 3daCT'bIIBAME€ Td3HW 94CT MHOI'O B KypPCd

* [Ipumep 3a gu3auH [spliner]



AJITOPUTMHU 3a peHJiIepHUpaHe

* [Togo6HO Ha pa3/iIMYHUTE Web browser-u, UMa pa3JIM4HHU
aJICOPUTMHU 3a peEHieprpaHe, npeAJaraiiy pa3jniyeH
KOMIPOMHMC OT Ka4eCTBO Ha KapTHUHATa, CKOPOCT,
B'b3MOXHOCTH...

* Ho Hani-ocHOBHMTE NOAXO0AU 32 peHJIepHUPaHe ca CaMO TPHU:
e 7Z-buffer (uau pacrepusanys)
* Raytracing

* Scanline rendering



Z-buffer

* Z-buffer (pacTtepusaius) e MHOro IIMPOKO-U3I10JI3BaH

aJIrOPUTBHM, OCHOBA Ha rpa¢uyHuTe API-Ta OpenGL,
Direct3D u Vulcan

* TpagMIIMOHHO HAU-ObP3 AJTOPUTHM, I10JI3BA CE U3KJIIOYHUTEJNHO B
UTPUTE

* [lo3BoJIsIBa fa ce yCKOPH C MOPSAAbIU Ype3 ClielhuaJnu3upaH
xapayep (GPU-TtaTa BbB BUi€OKapTHUTE)



Z-buffer

* OcHOBHAaTa UJed e aa InpeacTaBUM CJA0KHUTE TPUMEPHU
00EKTH Ype3 CbBKYIHOCT OT MaJIKU IPUMUTHUBHU, HAIIPUMeEP
TPUBI'bJHULM (UJIU KO, KOUTO FeHepupa TPUbI'bJHUIIA )

* Bcuuyko MOXKe 1a ce CBeJie 0 TPU'bI'bJIHUIH

* M3kycTBeHO MozenrpaHu 3D 00eKTHU

* [1TafiKuTE MOBBPXHOCTH CE AalIPOKCUMHUPAT
C MHOT'OCTEHU

* 3D cKkeHepuTe U3BEXKAAT TPU'BI'bJHHU
MPEXU




TpABI'BEJIHU MpEXHU

e PeasiHO, 0OMKHOBEHO Ce M0OJI3BAT NOJIMTOHAJHU MPEXKH, HO
pa3JiMKaTa e HeCbllleCTBeHa

* TpUBbI'bJHUKBT UMA YI0OHOTO CBOMCTBO Ja 3ala3Ba
dopmMara cu npu npoekuus B 2D, T.e. 3D TPUBI'bJIHUKDT,
cjaen TpaHcpopManuda 3D—2D, octaBa (2D) TpU'bI'bJIHUK

* [Ipu noBeyeTo APYyrv IpUMHUTUBH, TOBA HE € TAKa; e
JazieM IpUuMep



HpHM%;--ﬁpoeKuf/Iﬁ”BD KbM 2D

* TpubIrbJIHUK OCTaBA
TPUBI'BJIHUK B 2D,
He3aBUCUMO K'bJie ce
HaMHpa Ha eKpaHa

* Cdepara ce
M300pa3sBa B KP'bI, aKo
1 rJieJaMe LeHTpPaJHO,
HO MHA4ye 3aeMa Jpyra

dopma




PaCTepI/IBaL[I/IH Hd TPU'BI"BJIHHNK

* TpyuMepHHTE KOOPAUHATHU Ha BbPXOBETE HAa TPU'bI'bJIHHUKA
Ce CBeX/JlaT 0 IBYMEPHU €EKpaHHU KOOPJAHWHATHU Ype3
OAXO0sIIA IIepClIeKTUBHA TPaHCPOpMal s

* B OpenGL u Direct3D peaJsiHO ce noJi3BaT XoMOreHHHU (4D)
KOOP/ZIMHATH, HO TOBA He € 3abJ/KUTEJHO

* U3psa3BaT ce 4yacTUTE OT TPU'bI'bJIHHUKA, KOUTO HAMA /JIa Ce
BoKAAT (HAIp., U3JIM3aT U3BbH €KpaHa)

* TpUBI'BJHUKDBT C€ 3all'bJiBa C HEOOXOAUMMUA LIBAT

* ToBa e Jieka 2D onepanus



PaCTepI/IBaL[I/IH Hd TPU'BI"BJIHHNK

* BbpxoBeTe ce COpTUPAT IO Y — TOPEH,

Cpe/ieH U J0JIeH

* 0OX0kKJaT Ce peJloBeTe MEX/Y TOPHUS U

CpeJHUs

* 3a BCEKHU pe/Ji ce HaMUpaT HaUu-JIEBUAT U

HaHW-JIeCHUSAT MUKCEJI, KOUTO TpsAOBa Ja

ObAaT OLIBETEHU

* Ypes siMHeHAa HHTEPIOJIALUSI MEXAY FTOPHHUS

H CpeaHHUAd BPBX, U MEXXKAYy TOPHHUA U JOJTHUA

BP'bX




PacTepusalnya Ha TPUBI'BAHUK

* PexnbT ce 3amrbsiBa ¢ U306 paHUs . .

[IBAT, CJieJ, KOeTo ce MHHaBa Ha

cJieIBal U

* AHAJIOTUYHO 3a peJiOBETe

MeXAy CPeIHHUS U NOJHUS

BPbX

* Te3u onepanuu Morar Jia ce

N3II'bJHABAT U3KJYUTEJIHO '

o6bp30 Ha GPU-TO




PaCTepI/IBaL[I/IH Hd TPU'BI"BJIHHNK

e BMecTo 1a e eJHAKBB 3a BCUUYKHU ITUKCEJIU, [BETHT
OOMKHOBEHO Ce UHTEPIIOJUPA MEXKY BbPXOBETE, UJIU CE
B3eMa OT TEKCTYypa; MOrar Jia ce MUIIaT U IMOAIPOrpaMHu
(fragment shaders), kouTO onpenendaT 1iBeTa HA OTAEJIEH
[MUKCeJ

* HemaTa maJiko ce yC/I0:KHSIBaT: HallpuUMep, TEKCTYPHUTE
KOOPAWHATH He MOraT Jila Ce UHTepHoJupaT JUHENHO, a e
HeobOxo[AMMa IepCcneKTHBHA KOPEKI U

* Ho BBIIpeKH TOBA, aJITOPUTbMBT OCTaBa MHOT'O O'bpP3

* Ho Tpsi6Ba z1a pelivM eiviH Ipo06JieM: B KaK'bB pej, Ja
yepTaeM TPU'bI'bJIHULIUTE



Pes Ha n34yepTaBaHe NIpH pacTepU3anudaTa

* [lo-npeagHuTE 06EKTH TPsAOBA Jla Ce U3UepTaBaT NOCJAEAHHU

* ToBa e T.Hap. ,AnropuThbM Ha Xyg0KHHUKaA" (,,Painter's algorithm®)

* OOMKHOBEHO COPTHPAHETO HA HUBO OOEKTHU HE € OCTAThYHO —
TpsAOBa [ja Ce COPTHUPAT OTAEJIHUTE TPUBbI'bJHHUIIH

* PeabT MOXKe J1a ce IPOMEH IIpe3 OTAEJHUTE KaapHu [order.m4v]

— ToecT, uMaMe 0 eHO COPTHUPAHE HAa BCEKU KaI'bp




[Ipo6JieMu npu aJropyuThbMa Ha XyJ0XXKHHUKA

e Overdraw: Korato MUMaMe MHOT'O 00€KTH B ClieHaTa, JaJieH
MUKCeJ 1e O'bJle Npe3anrCBaH MHOTO I'bTH, HO 1II€ Ce
BU>Kla CAMO MOCJAEAHUSAT 3alKC

* 3a /1a ce ©30€erde TOBAQ, Ce M0J3BAT aJITOPUTMHU, KOUTO
pa3/zieJiiT 00EKTUTE B OTJEJIHU, I0-TOJIEMHU JIOTUYECKU
rpyny (HampuMep, OTAeJIHUTE CTau B €/jHa crpaja) u
eJIMMHUHHUPAT NIpeJBapUTE/SIHO HEBUJAUMUTE IPyNHU

 AJITOpUTBMBT Ha XYZIOKHUKA He Ce CIIpaBsl C HIKOH
KOHCTPYKI MU nopagu GyHAaMeHTaJleH MpobJieM



[Ipo6JieMu npu aJropyuThbMa Ha XyJ0XXKHHUKA

* AKO ABa TpUBI'bJIHUKA Ce IIPECHUYAT, TO HUKOS
noApesoa Ha 34epTaBaHe He e BSpPHa

* ToBa MOXe J1a Cce pellld, KaTo Ce LeMsAT
TPABI'bJIHUILUTE 110 IIPECEYHUTE PbOOBE

* Ho cTaBa gocTa yc/102KHEHO, M He CKaJiupa J00pe
MPHU MHOT'O TPUBI'bJIHUIIH

* OcBeH TOBaAd, HpO6JIeM'bT c overdraw octaBa




Z-buffer

* PemenreTo Ha Te3U MPOOJIEMHU € TeXHUKaATA ,Z-buffer”. Ilpu
Hed ce oA bpKa OT/ieJIHA KapTHHA, BCEKH ITUKCEJ OT
KOSITO a3 J’bJIOOYMHATA (pa3CTOSAHUETO OT KaMepara) Ji0
Hau-0JIM3KUS 00EKT, 3aeMalll TO3H NHUKCeJ 40 MOMEHTA

* Te., 6JIM3KHUTE 00EKTH NOIT'bJBAT Oydepa C HUCKHU CTOMHOCTH,
NaJIEeYHUTE — C BUCOKH

* [Ipu n34epTaBaHe Ha TPU'bI'bJHHUK, 32 BCEKU ITUKCEJI
npoBepsABaMe B Z-buffer-a, nasu He cMe npekasieHO faJiey (U
CJIeJOBATEJIHO — CKPUTH 3a/J, HAKOU APYT);



Z-buffer

e Z-buffer-bT peliaBa HAKOJKO
[poobJiema:

* PeabT Ha M34YepTaBaHe Beye He e BaXKeH

e Overdraw-bT MOXKe Ja 0'bJe HaMaJIeH,
KaToO yepTaeM 00EeKTHUTE B pell, 00paTeH
Ha Xy 0XXKHUYECKHS: roJissMaTa 4acT OT
[MUKCEJIUTE 1Ie Ce OTXBbPJIAT 3apagu Z-
cTouHoOCT (,,Z-fail)

e JlecHo ce npoBepsiBa JaJiy AaZleH 00EKT €
BUIUM.

e KarTo 1110, HelllaTa 40CTa Ce OMPOCTSABAT



HenoctaTbhuu Ha Z-buffer

* MHOro ebeKkTH HAMA KakK Jla 0'bJaT CUMYJIMPAHHU

* OTpakeHus, MpedyyIlBaHUs, IOJY-IPO3PAYHOCT...
e ..‘CJrbHYEBM 3aryeTa” (caustics), rJiobaJHO OCBETIEHHUE...

 MMa airopuTMHu 3a CEHKH, HO Ca CJIO>KHM (0COOEHO 3a ,MEKH "
CEHKH )

e JIbs160ynHa Ha nnoJieTo (DOF)

* [Ipy HauCcTUHA MHOT'O IIOJIMTOHU, JOPHU U HAU-ObP3UTE
BHU/JIEOKAPTH Ce 3a’bXBaT

* ~23 MUJHapAa TpUbI'bJHUKA B ceKyHaa (RTX4090, 2023r.)



HenoctaTbhuu Ha Z-buffer

* OT ryieiHa TOYKA HA IPOTPaMUCTA:

* OrpoMHO pa3HOOOpa3ue OT MOTPEOUTEJICKU XapAyep

— C pasjiM4yHa NoAApbXXKa Ha CTaHAApTH, pa3lIupeHU4,...

— OcobeHo ako MCcKaMe Jia paboTu U B mobile cpena

* CkasupyemocCT



CJ102KHOCT Ha Z-buffer asropursma

* [Ipu TexxKuTe ClieHU (C MHOTO TPUbI'bJIHUIIH, YECTO C
pasMepu OJIM3KU 0 eJUHHUYEH IIMKCeJ ), OpodaT Ha
TPUBI'bJHULUTE JOMUHHPA CJA0XKHOCTTA

* B To3u caydau, T e O(N), kbaeTo N e 6podaT HA TPUBI'bJHUIUTE

e Pa3pemaBaliiaTa CioCOOHOCT ChII0 OKa3Ba BJAUSHUE, MaKap
U He TOJIKOBA CUJIHO

e ...aTexHUKHU KaTo DLSS nmomarar 3a ToBa



Raytracing

* MeToabT Ha Tpacupalud J'b4 (raytracing) - oCHOBHarTa
uzes e, 4ye NpakKTU4YeCKU BCUYKHU cpelllaHny 3D 06eKTHU
MoOrar Ja 0’bjaT IpecevyeHy C TpPUMepPeEH JI'bY (U fa 0be
oIpe/jieJieHa IIpeceyHaTa TO4YKa)

e JI'bunTe B raytracing-a ce A'bp>KaT KaTO GOTOHUTE B
[pUupoaTa — ABHUXKAT Ce 110 IIpaBa JIMHHUS, OTPa3saBaT Ce OT
[IOBBbPXHOCTH, IPEeYyIBaT Ce IIpe3 pa3JIMYHUTE MAaTEPUH...

* ... CaMoO 4Ye TPbI'BaT OT ,0KOTO" YU BbPBST 10 0OpaTHUS I'bT
J10 CBETJINHHUS U3TOYHUK



‘Raytracing

* 3a BCSIKa NIOBBbPXHOCT, B KOATO Ce YAAPSAT JbUYUTE, CE
IpoBepsiBa UMa JIX ,II'bT" JI0 JIJaMIaTa — aKO HsMa, 3Ha4M CMe
B CAHKA



Raytracing

* Pe3ysiTaTHOTO M300paKeHHE
MoJly4aBaMe, KaTO 3a BCEKH MMHUKCEJ OT
Hero MycHeM (II0OHe) eZIUH JI'b4

* 3a BCEKH JI'bY, IIpOCaeadBaMe B KaKBa
[IOBBbPXHOCT Ce yAPSA IIbPBO, U CJIe]
KOEeTO B 3aBUCHUMOCT OT IIOBBPXHOCTTA
M OCBETEHOCTTa, olpeessaMe [BeTa Ha
[UKceJia

* AKO yCcpeJHHM MOBeyYye OT eAUH JI'bY
pe3 nukceJs, uMmame Antialiasing



‘Raytracing

* [Ipu ci0XHU MaTepHraJ/iv (Hanp. CT'bKJIO),
PEUTPENCUHI'BT HU II03BOJISIBA Jia
pas3lenyM JI'b4ya Ha JBe YaCTH — OTPa3eH U
IpeyylieH (KaKTO CTaBa U B IpUpozaTa).
ToBa yBesin4yaBa €KCIIOHEHIIMAJIHO OpOs
J'b4U (KOMOMHATOPEH B3PHUB), HO 00yC/IaBs
BHCOK peaJiu3’bM

 MoxxeM [a HarJsiacsiMe KOJIKO OTCKOKa Ha
J'bia MMa HY»K/Ja [la TpacupaMe, HO U
MaJ'bK OpoM (Hamp., 8) e oCTaTbY€EH B
[IOBEYETO CJIyYaH.



Raytracing

* JI'burTeE cTaBaT MHOTIO: TpsAOBA Jla TpacupaMe MUHUMYM
eJIH IIpe3 BCEKHU ITMKCEJI, a 3a IPOBEPKHUTE 3a CEHKH, OPOAT
HapacTBa MHOTOKPaTHO

* Raytracing-bT e TpaJUIIMOHHO OABEH aJITOPUTHM U CHUJIaTa
My e UMeHHO B offline peHieprpaHeTO

* Hanpumep 3a CG epeKTHU BbB PUIMUTE

e RTX cMeHM TOBaA OCJEeHUTE TOAUHHU, HO TOAXOABT IIPHU
[I0BEYETO UT'PHU BCE Ollle € XUOpHJIeH



[[puMUuTHUBY IpU raytracing

e 3a 1a MOXKe JaJleH O0EKT Jja Ce peHJepupa ypes raytracing,
TpsAOBA Ja MOXeM Jja 'O IpecevyeM C JI'bY

* ToBa BKJIFOYUBA MHOTO IIUPOK KJacC OT 00EKTH:

* Cdepa, KOHYC, HUJIAHABP, IOHUYKA, pABHUHA, ...
* [Ipor3BoOJIEH MHOT'OCTEH (T.e. TPU'bI'bJIHA MPEXKa)

* PoTallMOHHU NMOBbPXHOCTH, HAKOU BHU/IOBE CIIJIAMH CETMEHTH

* PesilepHM KapTH, HESIBHU IIOBbPXHUHHU

* 3D ®pakTanu
* U gpyru...



OcBeT/iIeHUE

* C pedTpeUCHHIa MOXe []Ja CHMyJIMpaMe U pa3HOoOOpa3ue OT
CBETJIMHHU U3TOYHHUILU

* ToykoB U I[TPaBObI"bJIEH CBET/IMHEH N3TOYHHUK

e HacoyeHa cBeT/IMHA

* U3TOYHHUK C ITPONU3BOJIHA TEOMETPHUA




[J100aJTHO OCBeTJIEHUuEe

* [Ipu perTpenCHUHTa, OCBETJIEHUETO HA Jla/ieHa TOYKA MOXe
Jla ce ¥3pa3u KaTo CyMa IPUHOCUTE OT BUAUMHUTE
CBETJIMHHU U3TOYHUIH; TOBA Ce HApHU4a JUPEKTHO
OCBETJIEHUE

 MoxeM M a ro u3pasuM KaTo cCyMa OT CBeTJIMHATa, UuBalla
OT BCUYKH IIOCOKH, BKJIIOUYHUTEJHO U IPYTU 00EKTH,
NPUHIMITHO HEU3/I'bYBAIIY CBETJIMHA; TOBA Ce HapHUya
rJ100aJIHO (MHAUPEKTHO) OCBETJIEHUE U JIOIIPUHACI MHOTO
3a GOTOpeaJTMCTUYHOCTTA HA KApTHUHATA



[J100aJTHO OCBeTJIEHUuEe

Direct Illumination

* [7106a/1THOTO OCBETJIEHHE He € ClIe[IUPUYHO 3a
pEUTPENCUHTA; MOXe J]a Ce NTPUJIOKHU U IIpU Z-buffer
aJIrOPUThbMa, HO U3MCKBA IIPEU3YUCSBAHE, 32 KOETO
OOMKHOBEHO I1aK Ce I10JI3Ba raytracing.



[IpaBo vs OO6paTHO TpacupaHe

* [Ipu raytracing, 1b4nTE Ce ABUKAT B [IOCOKA OT OKOTO KbM
CBETJIMHHUTE U3TOYHUIM. TOBa e 0OpAaTHO HAa NOCOKATa B
IpyUpojiaTa U ce Hapuya ,IpaB raytracing”

* PeasiHO mocokaTa He npejcTaB/asiBa IpoOJieM, ThbH KaTo
[I0BEYETO B3aUMOJIEMCTBUS MeX 1y CBETJIMHATA ¥ MaTepUsiTa ca
CUMETPUYHHU

* ChlUIEeCTBYBAT U aJITOPUTMHU, Oa3WpaHU Ha 0OpaTeH
raytracing, Ho ca 10CTa Hee(peKTHBHHU U Ce U3IM0JI3BaT 3a
crieupHUYHU LieJIU

e EnHa MasiKa cBely U3/rb4Ba okoJs1o 107 poToHa 3a cekyHza!



HepgoctaTsiiy Ha Raytracing-a

* CkopocCT

* AJITOPUTMHUTE Ca TEXKH, JIECHO € J1a Ce 0ObPKAT, a € TPYAHO
Jla ce IPOBEPU JlaJId pabOTAT BIPHO

S CL[GHI/ITG C MHOI'O 00EKTH OTHEMAT OI'POMHO KOJINYECTBO
[IaMET



C/JI0’KHOCT Ha raytracing aJropuTMHUTE

N — 6pou 00eKTHU (eJleMeHTapHU IPUMUTHBU )
M - 6pou NMUKceu

[Ipy npecruyaHeTO Ha JI'bY ChC ClieHaTa, TpsiObBa Jia ce
00X0AAT BCUYKU OOEKTH, 3a Jia Ce IIPOBEPH KO IIpeceyHa
TO4YKa e Hau-0JIu3Ka

CiaoxHoctTa e O(N-M) npy HauBHA UMIIJIEMEHTAL U

Ho cbiiecTByBaT AbpBeTa 3a 6'bp30 IpECUYAHE, YPE3 KOUTO
T'bPCEHETO CTAaBa JIOTAPUTMHUYHO; CJI0KHOCTTA IIPH THX €

O(M-log(N))



Scanline rendering

e Scanline e TpeTHUAT aJIFTOPUTHM, KOUTO € HE MHOT'O IIKPOKO
M3I10JI3BaH

 Hanmpumep, ctangapTHUs peHaep Ha 3ds Max.

 OcHOBHAaTa HUJed TYK e Jila ce IpeKapa ejHa BUPTyaJiHa
paBHHHA, KOSTO Jia OTCHUYa lisdjiaTa ClleHa; paBHHUHATA
CbBIIaJa C eH peJ, MUKCEJNU OT eKpaHa, T.e. 00EKTHTE,
KOMTO IIpecruya, ca Te3H, KOUTO I1je 0'bJIaT U34epTaHU Ha
TO3U peJ] OT eKpaHa



Scanline rendering

* PeasiHO ce mogabpKa eJUH CIIMCHK C aKTUBHUTE 00EKTHU
(kouTO MpecuyaT cKaHvupaulara JuHusd). [Ipu npeMruHaBaHe
Ha cJie[Balll peJi, TO3U CIIMCBK TPsIOBa Ja ce OOHOBH (T.e.
HAKOM OT OOEKTUTE OTIIaarT, a Ce NosABSIBAT HAKOU HOBH)

 CNUCBKBT Ce a3y COpTHUpPaH 110 X KOOPAWHATHUTE Ha
pbOOBETE HAa OOEKTUTE

* PeHsieprpaHeTo Ha eIUHUYEH PEJ, CE ChbCTOU OT 00OXO0XKJaHE
Ha CIIMCbhKa 3a onpejieJissHe Ha BUJAMMUTE 00XBATH; Te Ce
M34YepTaBaT C NOAXOASAIIMTE LIBETOBE, NOA00HO HA
pacTepu3auusTa npu Z-buffer



[TpengrmcTBa

He e HeoOxoaMMO Z1a ce 1Ma34T BCUYKH 00E€KTH B IIaMETTAa;
JOCTAaT'bYHO € Ja ca COPTUPAHU 110 Y - aJITOPUTHBMBT I'M
B3MMa eUH 10 eJUH, KaTO HUKOTI'a He ce Bp'bllla Ha3a/,.

[lopagy chilaTa IpUYMHA, AJTOPUTHMBT pa3rjiexaa gajeH
BP'bX CAMO BEHbXK

Hsama overdraw — BCceKH MKCEJI Ce pa3Tye/ia e JHOKPATHO

B ciiyyam, ye Tps6Ba Jia ce clipaBsiMe C IIpoOJIeMUTE KAaTo
npu Painter's algorithm, moxxeM za usnoJsizBame Z-buffer u
TYK — CaMO Y€ HU € JOCTaT'’b4€H CaMO eJIUH pe/l



HenocraTbhuu

* AKO 0GEKTUTE Ca MHOI'O, BpDEMEHHUTE CTPYKTYPH (CIIHUCHKA
C aKTUBHUTE 00€KTH) CTaBaT roJieMH U JOCTUraT pa3Mepa
Ha II'bJeH Z-buffer. B TakbB cay4dau Scanline ryou
[IPEUMYILEeCTBOTO CU npen Z-buffer

 AITOPUTHMBT € TPYAEH 3a NapaJjieJIM3UpaHe U He ce
oA ’bp>Ka OT BUJE0 XapAyepa

e Cnozesid moBe4YyeTo OT HeJocTaTbLUTe Ha Z-buffer



CpaBHeHUeE

e Z-buffer e 6'bp3, IpoCT, c JOOpa XapAyepHa NoAAPbXKKaA

* BpemeTo 3a peHaepupaHe npu Z-buffer pacte 1nHENHO
CIIpsAMO Oposi TPUbI'bJHUIM. PasgesinTesiHaTa CHOCOOHOCT
He OKa3Ba TaKOBa roJissMO 3Ha4YeHUE

* [Ipu f06pa nMNJIeMeHTaL U, BPEMETO 3a PEHAEPUPAHE
npu Raytracing pacrte 1orapyTMHUYHO CIPSIMO OPOS
TPABI'bJIHUIM, U IMHEUHO CIPSIMO pa3feuTe/IHaTa
CIIOCOOHOCT



CpaBHeHUeE

* T.e., Raytracing uMa KananuTeTa a Cce CIIpaBU C OTPOMHO
KOJINYECTBO TPUBI'bJHUILY, U CJe JaJleH MOMEHT, 3all04Ba

Jla ce CIIpaBs no-400pe oT Z-buffer (ako He ce HaJiara ga ru
a3y BCUYKHUTE B IaMeTTa)

e Raytracing ce napasenu3upa 1o-00pe OT ApyruTe jABa

* ToBa 0OycJsiaBsl MOJI3BBAaHETO HA peHJiep-pepPMHU OT CTYAHUSATA



CpaBHeHUeE

* Scanline Bce nmoBeye ,['yOM MO3ULIUU" CIIPSIMO APYTUTE JIBa

* CnosgBaTta Ha API-Ta c 061110 IIpeJilHa3HAYEHHE 3a
BruJeokapTuTe (Kato CUDA u OpenCL, RTX, OptiX),
ObaprepuTe Mexy raytracing aJropuTbmMa U
pacTepu3vpallys Xxapayep ce pa3MUBaT
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