3D rpaduka 1 TpacupaHe Ha JIp4H V.6.0

TRy &

http:// raytracing-b gﬂ..net




TemMma 4

BbBeneHHe B KameparTa
[IpecuyaHe c paBHUHH



ChbabpKaHHUE

JlonmbJiHeHYS KbK sdl-minimal (pa3xogka B HOBUS KOJ)
Peasinzanusa Ha npaBO'bI'bJIHA KaMepa

Peasinzanu4 Ha raytracing aJaropurbMa

Peasvsalniysg Ha mpecryaHe ¢ paBHUHA U cpepa
[llenabpu U TEKCTYPH

JloMallHH :)



HoBuHU

* UMe Ha HOBUA peuTpenchbp: heX-Ray
* repo-TO ce Ka3Ba ,hexray”

e Gamma correction issue

* Extended topics (Bux BbB popyMa, ET03)



Pa3xojka M3 KoJa Ha [IPOEKTA

* http://code.raytracing-bg.net (xoctBa ce B github)
* 3yakBaHe B SDL (SDL events)

Koz, kouTo 11e nmosi3BaMe Harotoso: Color, Vector, Matrix



Raytracing cheatsheet

e class Color:

— C'b3JaBaHe Ha LIBAT: Color c(0.9, 0.6, 0.9)
 Web-popmar: Color c(0xe699e6)

- Cbb6upaHe Ha gBa BaAta: Color a, b, ¢c; a = b+c;

— CkaJsiMpaHe Ha LBST: Color a; a = a*0.3; ar /=2
®* U T.H.

- Hynupane (: :makeZero()), utensurer (: :intensity())

* [Ipumep (ocpenHsaBaHe Ha N U3MepBaHUSA):
Color sum(@, 0, 0);
for (int i = ©0; i < N; i++) sum += getResult(i);
sum /= N;



Raytracing cheatsheet

e class Vector:

* Touka B 3D M nmocoka crope/; KOHTEeKCTa
— IlocokuTe 0OOMKHOBEHO Ca HOPMUPAHHY, T.e. : :length() ==
* Cb3maBaHe

- KaTto koopaunatu: Vector v(0.3, -2, 0.8)

— KaTto nmocoka ot T. A KbM T. B (cbIo BekTOpHU): Vector dir = B - A;
* CKajupaHe: Vv *= 1.5; X = a*@.5 - b*1.3;

* JIbskuHa (length(), lengthSqr()), HopMHpaHe (normalize())



Raytracing cheatsheet

e class Vector:

 CKaJlJapHO MpOU3BeJleHUE:

a*b;
dot(a, b);

— AKo a u b ca HopMHupaHH, TO dot(a, b) e KochuHyca OT ‘bI'bjia MEXKAY TAX

double result
double result

* BeKkTOpHO IIpon3BeJeHUE:
Vector result = a”b;



HeTpuBuaJjieH npuMep

* [Ipu gageHa nmocoka v (HOpMMpaHa), HaMUpa

OPTOHOPMUPpaAH 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();

DA



Raytracing cheatsheet

e Class Matrix

* 3x3 MaTpuIa C OOMYAaUHUTE JENUCTBUS
- YMHOXxeHUe, determinant(), inverseMatrix()

 YMHOXXeHHeTO Ha Vector c MaTpulia 1€ e OTAsCHO (V = v*m)

* ['eHeprpaHe HA POTALIMOHHU MATPULIU:

- OynknuuTe rotationAround«oc» («szoa» ), KbAeTo «oc» € X, Y UIU Z, A
«52%/1» € B paijuaHU

 Hampumep, na 3aBbpTUM TOUYKaTa p cupsmo (0, 0, 0), nbpso ¢ 30°
0KO0JI0 ocTa X ¥ 1ocJie ¢ 90° 0KoJ10 ocTa Z:

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



PMI/IH Ha KaMepaTa

* [lle peasin3aupamMe CTaHAAPTHA,
[IpaBO'bI'bJiHA (rectilinear)
KaMepa

* 3pUTEJIHOTO [10JIe HA KaMepaTa €
BbB (OpMaTa Ha IIpaBObI'bJIHA
nupamMmuaa

* Hapuua ce onie pinhole camera

* Hama ¢pokyc, DOF-bT e 6e3KkpaeH



Peasiuzanua Ha KaMepaTta

* AKO pasnoJioKUM JIMCT MUJIMMETPOBA XapTUL IIpe[
KaMepaTa, IpY NoAX0As111a pa3ieJIMTeJTHa CHOCOOHOCT,
BCSIKO KBaJipaTye llie OTroBaps Ha eAUH MUKCeJI

* JlemoHcTpanuda [millimetre.m4v|




Peasiuzanua Ha KaMepaTta

* Han-npocTUAT Bb3MOXKEH peEUTPENUCHP: U3CTPeJIBaMe JI'bY
[Ipe3 BCEKU IHMKCeJI Y OLiBETsSBaMe IMUKCeJa B 3aBUCUMOCT
OT ylapeHHs 00EKT

 HanpumMmep: 4epHO, aKO He yiapUM HUIL0; YEPBEHO 32 YAaUHUK;
CHHbO 32 paBHHHA

e JlemoHcTpauus |primitive.m4v|




Peasiuzanua Ha KaMepaTta

* PesysiTaTHaTa KapTHUHKA:




Peasiuzanua Ha KaMepaTta

* [lle cumynupame JucCcTa ,MUJIUMETPOBA XapTHU"

 TpaObBaT HU IPOCTO TPM OT KpaulllaTa Ha JIUCTA (TOpEH JIB,
rOPEH JIeCEH, JI0JIEH JISIB)

* HamupaHe Ha nnpou3BoOJieH IKMKceJ (1o 3agajeHu X, Y)

* 3a X HalpaBJIEHUETO, UHTEPIIOJIMPAMe MeX /Ay TOPEeH JIAB U TOpeH
JleCeH Kpau

 3a Y HanpaBJIEHUETO, UHTEPIIOJIMPAME MEX /Ay F'OPEH JISIB U JI0JIEH
JISIB Kpau

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



Peasiuzanua Ha KaMepaTta

* Kak reHepupame TpuUTe Kpauiia?

[[le npeanoJsiaraMe, 4ye kaMmepara ce Hamupa B (0,0,0) u riiega B
[I0COKAa Ha 0CTa Z

[[le pa3moJioKUM JIMCT ChC 3aJ4aJIeHOTO OTHOIllIeHre (aspect
ratio), Ha pasctossHue 1 oT Kamepara (Z = 1)

- Te., c kpauma (xaspectRatio, =1, +1)

[[le mamabrupaMe JUCTA, TaKa Y€ JUATOHAJIHUS ‘bI'bJI J]a CTAHE
KoJIKOTO HckaMme (FOV)

3a Halle yao6cTBo, e 3agaBame FOV-a B rpaaycu



| T
PeMHH Ha KaMepara

-r’

(-aspectRatio, +1, +1)
JIUCTBT ,MUJIMMETPOBA XapTUS“ € CUBUAT NPaBObI'bJIHUK.
BC e nmosiy-guarosaJs Ha Kaabpa.
= LaeFOV/2
|IBC|/|AB| = tan( £ a) = tan(FOV /2)
|AB| =1
= |BC| Tpsi6Ba ga ctane tan(FOV/2)

(+aspectRatio, +1, +1)

3a nesita 3ameHsaMe C ¢ (m*-aspectRatio, m, 1),
kbaeto m = tan(FOV/2) / (|BC|)




[locoka Ha kamepaTa

* J/lobaBAHETO HA IOCOKA KbM KaMepaTa € TPUBHUAJIHO - 1€
[IPUJI0KHUM TpUTe poTauuu (roll, pitch u yaw) Bbpxy
topLeft, topRight u bottomLeft



Peasiuzanua Ha KaMepaTta

e CJied CKaJWpaHeTOo Mo m, IoJiydaBaMe KpauiiaTa Ha ,,JIACT
MHUJIMMETPOBA XapTHA , 3a/laBalll NpaBUJAHMUA aspect ratio u FOV;

e KoraTo uckame Jia M3CcTpeJisiMe JI'bY Npe3 MukKcesa (X, y),
HaMHpaMe KOOpPAWHATUTE Ha B'bpXa Ha J'b4ya COPSIMO
,2MUJIMMETPOBATA XapTHUH, TOBA € II0COKaTa Ha J'bya

— (TpsAGBa camMo Aa 1 HOpMHUpPaMe 10 eJUHHUYEH BEKTOP)

— JI'bubT TpsIOBA Jla TpaHCAMpPaMe, TaKa ye Jja 3allo4yBa OT MMO3UIMsITA Ha
KaMeparTa



PeHepupaHeTO HaA ClleHaTa

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

e raytrace () e (QyHKUHS, KOATO, II0 AAa/i€eH JI'b4, HAMHpPaA
[IBETA HA I'bPBUS ylapEH 00EKT M0 IPOTEXKEeHH e Ha JI'bya



Nodes

* Bceku 00€eKT B ClleHaTa MMa KaKTO reOMeTpUs, TaKa U
eI b

 Hamupame Hau-6/iM3KaTa reOMeTpUs, IIpecruyallia Jb4ya, U
BHKaMe lienabpa Ha Node-a u



Raytracing aJiropuTsM

Function raytrace(ray) :
closestIntersection = None
closestNode = None
for each node in sceneNodes:
intersectionInfo = intersect (ray, node)
1f intersectionInfo.dist < closestIntersection.dist:
closestIntersection = 1ntersectionInfo
closestNode = node
1f closestDist == +«:
return backgroundColor
return closestNode.shade(ray, closestIntersection)






[IpecryaHe cbC cpepa

* Pa3cTodgHUeTO OT LileHTbpa Ha cpepaTta O L0 NporU3BOJIHA
Touka T e: sqrt ((T -0)” + (T -0)? + (T -0,)?)

v HOBI/ILU/IHTa Ha BCAKa TOYKaA I10 JI'b4ad €. start + p * dir

* Kpaero p >0 e napameTsbp

e Pa3cTosiHMETO OT BCSIKa TOYKA Ha Ji'b4ya [0 cpepaTa ce moJiyyaBa
1o ropHaTa ¢opMyJa, KaTo 3aMecTUM T = start + p * dir,

3a HAKO€ KOHKPETHO p

* TbpcuM TakoBa p, 4e pa3CTOSIHUETO Ja € TOYHO R (paguyca Ha
cpepara)



[IpecryaHe cbC cpepa

sqrt(((start, + p*dir,)-0,)* + ((start, + p*diry)-Oy)2 + ((start + p*dir )-0 )?) =R &
* (Heka H = start- O):

sqrt((H, + p*dir )* + (H, + p*diry)2 +(H +p*dir )) =R e

(H, + p*dir )* + (H, + p*dir )* + (H, + p*dir )* =R* &

pz(dirX2+diry2+dirZ2) +2*p(H,dir + H dir +H dir ) + (H2+ Hy2 +H?-R’)=0¢

p* * dirlength? + p * (2 * dir - H) + (H.length® - R?) = 0

KBazgpaTHO ypaBHeHue!
* 0 pelieHUs — J'bY'bT HE IIpecHya cpepara

1 nau 2 pelieHUd — JbYBT AONUPA UK IIpecuya cpepara



CeT’bII Ha ClieHaTa

* [lle cv HanmpaBUM MPOCTA CLIEHUYKA

* PaBHMHa B Y=0
 KamepaB (0, 60,-120), rmenaiua B +7
* CpepaB (-10, 60, 0), c paguyc 10



M34yucisiBaHe Ha IIBAT Hd MAaTEPHAJld

* Ille peanmusupame 3 mengbpa:

 ConstantShader - BpbIlja KOHCTAHTEH LBAT
— moJie3eH 3a debugging

* Lambert - Jlamb6epTOoB (MaTOB) LIEUABP — UMHUTHpPA XapTHSs

* Checker - kato Lambert, Ho ¢ l1apka, lIaxMaTHU KBaJipaT4yeTa



JlambGepT

e OcBeT/IEeHUEeTO 3aBUCHU eIMHCTBEHO OT 'bI'bJa, O]
KOMTO Iaja CBeTJIMHATA CIPSIMO NOBbPXHOCTTA

* HopMasnHuAT BeKTOp
(info.norm) e nepneHAUKYyJIsSP &
Ha reoOMeTpUATA B IpeceyHaTa ToO4Ka - -

info.n(){m 0T JIaMIIaTa

— T.e., aKO MMaMe JionupaTe/JiHa paBHHHA B
Ta3u TOYKA, TOBA € HEMHUAT HOPMaJieH
BEKTOP

* Apkoct = cos(0)

e Moxe fa ce Uu3Beje
reoOMeTpU4HO



Jlamb6epT

hﬂhJHEH] OT JIaMIIaTa

KaMmepa

BbTpelwHoCcT Ha reoMeTpUATa

* OutColor = materialColor * max(0, cos(®)) * lightColor

* cos(®) = dot(lightVec, info.norm)



OcBeT/iIeHUE

3acera HU3IoJi3BaMe HafI-HpOCTI/IH MoJeJI 34 JIaMIIad —
TOYKOBA

ToykoBaTa JilaMmmna UMa JiBe XapaKTEePHUCTUKHU

* [lo3unusa

e UHTeH3urer

ToykoBaTa J1amIa pPpa3lIPbCKBd CBET/IMHA BbB BCUYKH
IIOCOKH

OcBeTeHOCTTAa Ha AajJieHa TOYKa HaMaJisiBa C KBajJipaTa Ha
OoTJajedyeHoCTTa ¥ oT iamnara (1/r%)

e 3amo?



CeHKHU

* [IpoBepka a/ivd TOYKA € B CAHKA

N HpeceqHaTa TOYKa Ce OTMeCTBA MAJIKO IIO
IIOCOKa HOPpMaJidaTad Had IIOBBbPXHWHATA

* OT TaM ce IITYCKa HOB JI'b4 B IIOCOKA JIaMIIdTa

* AKo ynapu 006€eKT, Ha pa3CTOsIHUE M0-MaJKO
OT TOBA |0 JlaMIlaTa — UMaMe 3aCEHYBaHe




JlomaniHu

e JloMalIHUTe llle ca 6a3MpaHU HA TEKYIUS COPC

e [logpoOHOCTH Ha calTa Ha Kypca
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