3D rpaduka 1 TpacupaHe Ha JIp4H Vv.6.0

TRy &

http:// raytracing-b gﬂ..net




Tema 6

Anti-aliasing
Model TpancpopmManuda
3a/ieH IJ1aH
OTpakeHUs U IpeyyIlBaHUs



ChbabpKaHHUE

Anti-aliasing

HDR Ttekctypu

Model Tpancdopmanus
3azieH POoH (0OOKpBbKEHUE)
OTpakeHHe U IpevyynBaHe

MHOron/jacToB LIEeUuabp

* CumyJsianud Ha CTbKJO upe3 Fresnel texture



AHOHCHU

* Agenda 3a cieaBalUTe HAKOJIKO CEMULIH:

* 08 Anpuu: Jlekuusa 7

* 15 Anpua: Tect N2l u Jlekius 8
- 01 17:20 1o 17:40 TyK

e J/lomamiHuTe KbM JleKius 5 ca nyoJIMKyYBaHU

* [eHepUupaHe Ha ClleHaTa

 OT mo-caepBallaTa JeKIMd HAMa Jja s reHepupaMe, a lie 4yeTeM
OT panJI



Anti-aliasing

* [lox ,aliasing” e pazdoupame HENPUATHUTE €PEKTU, KOUTO
ce MoJiy4yaBaT, KOraTo peHJepHupaMe ClieHa C MHOro GpUH
JleTauJi, C ToJIeMMHA Mo/, Ta3u Ha eJJUHUYEH MMUKCeJI

7 HaanMep, dKO UMdM¢€ 4Yadllla, II'bJIHA CbC YEPBEHH, 3€JICHHU NJIN
CHUHH TOII4eTa, U 4 OTAAdJIEeYHUM TOJIKOBA AadJiede, 4Ye 1d CTadHeE
rojsidgdMa KOJIKOTO € JHUH ITMKCEJI OT Ka['bPd

e [I[pMHUHUIIHO, TPSAOBA Aa OLBETHUM TO3HU ITHUKCEJ C ThMHO CUBO (R +
G + B)/3. Ha npakTuKa, Ipy TpaCHupaHETO Ha JI'b4a, lle MONaJgHEM
Ha HSKOe KOHKPETHO TOIlYe — YePBEHO, 3eJIEHO UJIK CUHBO.

* CrpemieHud UBST Ha IIMKCeJa e IpUuMep 3a aliasing



Anti-aliasing

e /IpunTe B raytracing-a HaMaT 00€eM, Te ca 6e3KparnHO

T'bHKH, U BUHATH ,YAPAT TOYHO €JUH 00EKT. MeXXJUHHO
[10JIOXKeHHe HAMa

 MIMa u pa3paboTKH, IPpU KOUTO JBUUTE Ce MPeACTaBAT KaTo
NUpaMUU, U IIPU IIpecudaHe, [iBeTa ce CMsTa aHaJUTU4YHO. To3u
oAX0[, 06aye, € MHOTO CJI0XKEH U PSAIKO MOJI3BaH HAa MPaKTHKA

* YecTo cpelaHd npumMep 3a aliasing: pesakurte pb060Be Ha
00EKTHUTE



Anti-aliasing




Anti-aliasing

* [IpyynHaTa 3a TBBPAUTE PbOOBE €, Ye I
JaZleH JI'bY yAPps UM cpeparta, uiau noga. Ho 7
B €IUH IIUKCeJl MOKe J1a UMaMe U OT JIBETeE -

* B Hamudg peuTpenucsp, 'bYUTE Ce
U3CTpeJIBAT IIpe3 TOPHUA JIAB ‘bI'bJ HA
BCEKHU MUKCeJ

* Ho Hue Moxe fa r'm u3cTpesiiMe OT KbJETO
CHU HCKaMe, CbC sub-pixel ToyHOCT

* (Camera::getScreenRay() npuema 2 double-a!)




Anti-aliasing

* Unesa N21: Supersampling

e Ille n3ctpesisiMme moBeve OT eAUH JI'b4 HAa IMKCEJI U 1Ile YCPeAHUM
pe3yJITaTUTe

 OTae/IHUTE pe3yJTaTH Ce Hapu4iaT ceMIIU (sample)

* bponkara ¥ pa3noJioKeEHHETO Ha CEMILJINTE B €JlMH ITUKCEJI Ce
Hapuua Anti-aliasing kernel. Hau-npoctusa kernel e paBHoMepHO
pasnpejesieHue, HanpuMmep 4x4 ceMirbjia B €JUH [TUKCEJI:




Anti-aliasing

e JIaBo: No-AA, rendertime = 0.2s

e JIsascHO: 4x4 AA, rendertime = 3.1s



[Io-6bp3 anti-aliasing

e Uneqa Ne2: moxke Z1a rmoJji3BaMe He TOJIKOBA
Te>KKU Kernel-u. Hannpumep, ciiegquusat kernel
(quincunx) e gocrta g06bp

e rendertime 0.9s




O1iie no-6'6p3 Anti-aliasing

* Anti-aliasing-bT e Hy>keH OCHOBHO I10 pbOOBeTE

* Unesa N23: MmoxkeM Jla HallpaBUM eJIMH KaJ'bp 0€3 HUKAKbB
anti-aliasing, cien KoeTo Ja MHUHEM 110 HETO U Jla 3ace4yeM
pbOOBETE

* Ypes nBeToBaTa pa3/iMKa Ha 4 cCbCeIHU IMKCeJIa — aKO € Ha/l
JaJleH Ipar, npreMaMe, 4ye e pb0, ¥ ce Hy>KJlaeM OT anti-aliasing.

* T.e.,, UMaMe aZanTuBeH anti-aliasing, KaTo YK CI0TO,
3a/laBall0 TO3MU Ipar, onpejeJs ,,KadeCTBOTO"



AnantuBeH Anti-aliasing

* Rendertime: 0.3s, mpar: 0.1



HDR TekcTypu

* [Io nogpasbupaHe HAIIUAT KJac Bitmap nmasu JaHHUTE CU B
Color macus, T.e. c HDR cToliHOCTH

* Ho .BMP ¢annosere ca 8-6uTOBU

* JlobaBeHu ca MeToau Bitmap::loadEXR() u Bitmap::saveEXR() 3a
yeTeHe U 3anuc Ha .EXR ¢pansoBe, KOUTO MOraT Jla UMaT
[IPOU3BOJIHA TOYHOCT U IMHAMUYEH 00XBAT

* Cbiio e jobaBeHu 6 npuMepHU EXR ¢paniia, onucBamum Cubemap



Model Tpancpopmanug

* [Ipu npecuyaHeTOo Ha JI'bY C TEOMETPUS, YECTO € MHOTO I10-
YA00HO reOMeTpHUsiTa a € B ,KAHOHUYEH BH/I; HAIIPHUMED:

* Kyb6 cbc cTpaHy, yciopeZiHM Ha KOOpAiMHaTHaTa CUCTeMa
 [IMIMHABD C OCHOBH, yCIIOpegHU HA X7

* YanHUK, Jiexkalll Ha OCHOBATa CH, C Yy4yypue B I10CoKa +X

e Ha npakTuka, 0OMKHOBEHO HCKaMe Ja IOCTaBUM
npeJMeTHUTE B He-KaHOHUYHO I10JIOXKEHHE U OpHUEeHTalL U

 Hampumep, napaJsesienunen, 3aBbpTAH 0KOJIO Z ¢ 31°

* Pa3sTersieHa chepa (enuncoun)



Model Tpancpopmanug

* [IpecnyaHeToO C ,,HEKAHOHUYHUTE" 0OEKTH € MHOTO I10-
TPY/IHO, JOPHU HEBB3MOKHO

* Tyk ce HamecBa MoJieJIHaTa TpaHchoOpMal U

* llle cu npeacTaBUM, Ye UMaMe eJHO KAaHOHHUYHO
[IPOCTPAHCTBO, B KOETO reOMeTpPHUATA € B KAHOHUYEH BU/,.
MMmame u TpancpopmManusa T, KOSATO NpexXBbPJis
reoOMeTpUAaATa B UCTUHCKOTO IIPOCTPAHCTBO

* T e koMOMHaLYS OT MalllabMpaHe, pOTHUPaHe YU TpaHC/Ialus, B
TO3U pef



[Ipumep 3a'Model TpancpopmMalvs

¢

e KaHOHHYEH 00EKT

* MamabupaHe
(2.0, 1.5, 0.9)

* Poranu4
(0.8,0.1,0.2)

* TpaHcaanud
(3.3, 0.0, 18.1)




Model Tpancpopmanug

* BMecTO na npecuyaMe TpaHCHOPMUPAHUAT 0OEKT C
WCTUHCKUS JI'bY, MOXKe J1a IpecevyeM He-
TpaHCPOPMUPAHUAT 00EKT C JI'bY, IIOAJIOXKEH HA OOpaTHATa
TpaHchopmanus, T

o ' T el 1t cht sSeciz e, i BeSlieiisc I GUSREC I = < Tt

e [IpeceyHaTa TO4YKa, KOSATO Ille HAMEPUM, € , JIpaBUJHATA", HO
B KAHOHUYHOTO MPOCTPAHCTBO; HEOOXOAUMO € IOCJe Ja S
[IPEeXBbPJIMM (3ae4HO C HOpMaJiaTa v IIpoyee) 00paTHO B
peaJIHOTO NPOCTPAHCTBO



Model Tpancpopmanug

* AJITOPUTHM:

function Node::intersect (ray, 1nfo)
e eRps— o Lol IR
ge@melr ry-cumiseirs el el inhEe))
Wotier — Milplne) W

* He Bcuuku 4yieHOBe Ha info TpsibBa fga 0baaT
TpaHCPOpPMHPaAHHU: CaMO MO3ULUATa, HopMaJaTal, u

AbJLDKMHATA A0 NpecudaHeTo

— 1 ako B TpaHcdopMalLMaTa y4yacTBa CKaJIMpaHe, 3a HopMaJsiaTa Tpsi6Ba Ja
B3eMeM CIleliMaJHU MepKHU



Model Tpancpopmanug

* U3noJsizBaHeTo HAa model TpaHCcPpoOpMaLMU HU JaBa MHOTO
B'b3MOXXHOCTH

* Ype3s ckasinpaHe, oT cpepaTa MOXKe Jia ITOJYYHUM €JIMIICOUJ, OT
Ky0a — mapaJiesienure/

* [Ipon3BoJIHA OpHUEHTAL M HA BCHYKHA IPUMUTHUBH (HaIpHUMED
pPaBHUHATA) — CbC 3alla3BaHe HAa KOPEKTHUTE UV-Ta (Te He ce
TpaHCPOpPMHUPAT)

* JIBa passnyHu Node-a Mmorat fa moJi3aBaT e/jHa U Chllla
reoMeTpHUs, HO pa3JIMYHU TpaHCchopMaluu (instancing)



Model TpancpopMmanus




Model Tpancpopmanug

* TpancdpopmanusTa (Transform) e ceorcTBO Ha Node-a

* Beue npecnyaHusiTa He ca c node->geometry, a CbC CAaMOTO
node. To B3uma B ipeiBUJ, TpaHCHOPMALUATA CHU

* Taka Moxke JiecHO [a ce peasiM3vpa ropecrioMeHaTud
instancing




3a/ieH GOH

* 3aHUAT POH OIpeesisd KaKBO ia Ce BUX/la U3B'bH
ClleHaTa, T.e. KoraTo raytrace() He ygapu HUTO eauH Node

* Jlocera BpblllaxMe YEPHO

* OOMKHOBEHO 3aHUA POH 3all'bJIBAME C KAPTUHKA, BMECTO C
00EKTH — HAIIpUMepP, ropa, IJIAaHKWHHU, HeEOE, KOCMOC

 H3rnensT Ha 3aHMS GOH He 3aBUCH OT MO3UILUSATA HA KaMepaTa
— caMo OT IHocokara u!

e [louTn BUHArM lie noJji3BamMe HAKakBa KapTUHKA, B3eTa OT
TEKCTYypa, 3a 3a7leH QOH



3a/ieH GOH

* 3aJIHUAT POH Ce Bb3IpHUeMa KaTO HIKAaKbB 0€3KparHO
roJisiM, 00XBalllalll ClileHaTa 00eKT, HallpuMep KyoO UJIu
cepa. CuieHaTa ce HaMUpa B cpeJiaTa HAa TO3U 00EKT
|[cubemap.m4v]



http://raytracing-bg.net/lectures/videos/cubemap.m4v

NuTepderic 3a 3a7eH poH

class Environment {
public:
virtual Color getEnvironment(const Vector& dir) = 0;

s



BugoBe 3ageH QpoH

* CpepuueH (Spherical mapping)
* M3mnoJi3Ba ce caMo e[lHa KAPTHUHKA, 06JieleHa BbpXy cpepa

* [locokara Ha Jrpya (ray.dir - eIMHUYEH BEKTOP) Ce IIPEBPbIIA B
cheprUYHU KOOPAUHATH U Te Ce M0JI3BaT Jla Ce UHJIeKCUpa
TeKCTypaTa

* Kyouuen (Cubemap)

* M3nos3BaT ce 6 KapTUHKY, 3a 6-T€ CTEHH HA KyO

* Haui-rosieMusT o abCOJIIOTHA CTOMHOCT KOMIIOHEHT Ha BEKTOpa
OIpejiesisl KOs CTpaHa yApsIME; a KbJ€e TOYHO B CbOTBETHATA
TEKCTypa CMe Ce onpenesisd OT APYTUTE 2 KOMIIOHEHTA



BugoBe 3ageH QpoH

* KyoryHUA POH 4ecCTo ce npeAnoYyuTa npej chepudHus,
T'bM KaTO PaA3TErJITHETO HA IMKCEJIUTE € II0-PAaBHOMEPHO, U
MO>Ke Jia IToJI3BaMe I0-MaJIKh KapTUHKHU 3a €/IHO U ChII0
Ka4yeCTBO



KakBoO nMaMe Jocera
-




Reflection & Refraction




OpI/IeHTaLU/IH Hd ITOBbPXHUHHWTC

* HopmasiuTe onpesiesiaT Koe e
,OTBBbH M ,OTBBTPE" HA e[HA

reoMeTpusd \ . A
* OTBBH: dot(ray,n) <0 \
camera\
* OrBBbTpE: dot(ray,n) >0 Ay \ n
* faceforward(): o6pbIilla HOpMaJ, N .
* dot(ray, faceforward(ray, n)) <0 M Ste ri 3 |

* Ille ro nosisBame B Phong, Lambert u
Refl, Ho He u B Refr megbpal




incident
light ray

reflected
light ray

air (n=1.00)

water (n=1.33)

refracted
light ray




Reflection v0.1

Color Reflection::shade(Ray ray, const IntersectionInfo& info)

{

extern Color raytrace(Ray ray);

Vector n = faceforward(ray.dir, info.norm);

Ray newRay = ray;

newRay.start = info.p + 1e-6 * n;

newRay.dir = reflect(ray.dir, n);

return raytrace(newRay) * 0.8f; // 20% 3ary6a Ha eHeprus



_Reflection v0.1
-




OTpakeHUd U OrpaHHYaBaHe Ha peKypCcUATa

* PekypcMBHOTO M3BUKBaHe Ha raytrace() oT meunabpa
Ch3/laBa OMACHOCT OT 0e3//bHHA PEKYPCHUSI, aKO UMaMe JIBa
OTpakaTeJIHU 00€KTa, U Te Ca pa3NoJIOKEHHU 10 TAK'bB
Ha4yHWH, 4ye Ja CH 0Tpa3sBaT J'bYUTE Halpe/-Ha3az, 10
0€e3KPanuHOCT

 Hanpumep, ABe orjiesajia, pa3noJyoXXeHH eJHO Cpely APYTro

* 3a Ja peliuM TO3HU IIPOOJIEM, llle BbBEJEM OTPAaHUYEHHE HA
MaKCHUMaJIHHS OpOU OTPaXeHHsI, KOMTO raytrace Moxe Ja
Tpacupa...



Adding reflection /refraction levels to Ray

struct Ray {
Vector start, dir;
int depth;
Ray() { depth = 0; }
};

Color raytrace(Ray ray)

{
if (ray.depth > MAX_RAY_DEPTH) return Color(0, 0, 0);



Reflection v(.2

Color Reflection::shade(Ray ray, const IntersectionInfo& info)

{

extern Color raytrace(Ray ray);

Vector n = faceforward(info.norm, ray.dir);
Ray newRay = ray;

newRay.start = info.p + 1e-6 * n;
newRay.dir = reflect(ray.dir, n);
newRay.depth = ray.depth + 1;

return raytrace(newRay);



_Reflection v0.2




_Reflection v0.2
-




_Reflection v0.2
-




incident

light ray

reflected
light ray

air (n=1.00)

water (n=1.33)

refracted
light ray




Refract

// ior = eta2 / etal
std::optional<Vector> refract(const Vector& i, const Vector& n, float ior)

{
float Ndotl = dot(i, n);

floatk=1 - (ior *ior) * (1 - NdotI * Ndotl);

if (k<0.0f) // Check for total inner reflection
return {};

return ior *i- (ior * Ndotl + sqrt(k)) * n;



Refraction 0.2

Color Refraction::computeColor(Ray ray, const IntersectionInfo& info)

{

extern Color raytrace(Ray ray);
std::optional<Vector> refr;
if (dot(ray.dir, info.norm) < 0) {

refr = refract(ray.dir, info.norm, 1 / ior);
} else {

refr = refract(ray.dir, -info.norm, ior);



Refraction 0.2 (continued)

if (!refr) return Color(0, 0, 0);

Ray newRay = ray;

newRay.start = info.ip + 1e-6 * ray.dir;
newRay.dir = refr.value();
newRay.depth++;

return raytrace(newRay) * refrColor;



_Refraction 0.2

-




KoMOuHVpaHe Ha lIENABPU

* B npupojaTta, HOBBPXHOCTHUTE HA MaTepHaJUTE 4YeCTO Ca
MU3rpaileHu OT HAKOJIKO CJIOsI, U BCEKU CJIOHM MMa Pa3JIMYHHU
OoTpakaTeJIHU CBOMCTBA (M pa3JiMyHa IIPOINYCKJIUBOCT)

* Hanmpumep, 1aKkupaHo A bPBO

— [JoneH ciaou (4bpBO) - AMdY3€EH, HE OTpa3siBa HUIIO, HEIPO3pay€eH

— T'opeH cyou (J1aK) — JIeKO oTpa)kaTeJieH ¥ oJIyIIpo3padyeH

* UckaMme za cb3ia/ieM LIeHbP, KOMTO Ja MOXKeE Jla 00eJUHU
HAKOJIKO APYTry lienabpa

* 1 ocBeH TOBaro [IpaBH 110 HAKAK'bB MHTYUTHUBEH HA9HUH



KoMOuHVpaHe Ha lIENABPU

* [lle cp3pmagmeM Layered shader, konTo 1e cuMyaupa epekTa
B IpUpoaTa

e CJioeBeTe llle ca 3aJaJleHU OTA0J1y Harope

e Bceku caoii e 3a/1aBa CBOsITa IPONYCK/JAUBOCT, 10 €AWH OT JiBa
Ha4yUHa

— CtaTtu4HoO (T.e. KaTo 4yuncJsio oT 0 j0 1)

— Ype3 TekcTypa (Taka NpoNyCKJUBOCTTA Ce MEHU 3a Pa3JIMYHUTE YaCTH
Ha 00eKTa)

— 0 = Ha'bJIHO npo3paveH, 1 = HaI'bJIHO HENPO3payeH



Layered Shader

 Ha npakTuka, BMECTO C YHCJIa, IPOIYCKJIUBOCTHUTE II€E
3aaaBaMe c Color

* Taka NpoOnycKJUBOCTTA MOXKE Jia € pa3JIMyHa 3a pa3jinuHuTe R, G,
B kaHasn

 MMa cuTyanyy, B KOUTO TOBA MMa CMUCBJI. 3acera IpocTo Iie
[10JI3BaMe YepHO-06e/1u U300paKeHUs 3a TEKCTYPUTE U [IBETOBETE



Layered Shader

class Layered: public Shader {
struct Layer {
Shader* shaders;
Color blend;
Texture* blendTex;
b

std::vector<Layer> m_layers;



Layered Shader (cont.)

public:
void addLayer(Shader* shader, const Color& blend, Texture*

blendTex);
Color computeColor(Ray ray, const Intersectioninfo& info);

|



Layered Shader (cont.)

void Layered::addLayer(Shader* shader, const Color& blend, Texture*
blendTex)

{
m_layers.empace_back(Layer{shader, blend, blendTex});
}



Layered Shader (cont.)

Color Layered::computeColor(Ray ray, const IntersectionInfo& info)
{
Color res(0.0f, 0.0f, 0.01);
for (auto& layer: m_layers) {
Color blend = layer.blendTex ? layer.blendTex->sample(info) :
layer.blend;
Color color = layer.shader->computeColor(ray, info);
res =res * (Color(1.0f, 1.0f, 1.0f) - blend) + color * blend;
}

return res;

}



Fresnel

* EpexTbT Ha PpeHes (Ha UMEeTO HAa PPEHCKUA MaTEMATHUK
Augustin-Jean Fresnel) ce u3passiBa B TOBa, 4ye HIKOMU
MaTepHaJiyd (HampuMep BojgaTa) UMaT CBOKMCTBOTO
eJHOBPEMEHHO [la 0OTpa3sBaT U Ja IpevyynBaT JI'b4U

e KakBa 4acT OT CBeTJIMHaTa e ce OTpa3Hr, U KdKBa II€ CE IIPEYVYIIH,
3dBHUCH OT bI'bJia, IT1O] KOMWTO JI'bya Iajga ClipAMO IIOBBPHOCTTA

* YpaBHeHUsTa Ha PpeHes U3pa3siBaT UMEHHO OTHOILIEHHUETO
Reflected / (Reflected + Refracted)

* YpaBHeHHUsITA ca JOCTA CJOKHU, HO 3a wacTtue, Schlick nsmucis
[IPOCTA allpOKCUMaAllMs, KOSTO paboTH J00pe Ha IPpaKTHKa



Fresnel

inline float fresnelSchlickApprox(float Ndotl, float ior)

{

// Schlick's approximation

float f = sqr((1.0f - ior) / (1.0f + ior));

floatx =1 - Ndotl;

return f + (1.0f - f) * pow(1.0f - NdotlI, 5.0f);

}



Fresnel Texture

Color Fresnel::sample(const Ray& ray, const IntersectionInfo& info)
{
float eta = ior;
float Ndotl = dot(info.norm, ray.dir);
if (Ndotl > 0)
eta=1/ eta;
else
Ndotl = -Ndotl;
float fr = fresnelSchlickApprox(Ndotl, eta);
return Color(fr, fr, fr);



Let's buld a Fresnel Shader (with layers!)

layerec
layerec

layerec

->ad

d!
d]
d!

Layered* layered = new Layered,;
->ad
->ad

Layer(floorShader, Color(1, 1, 1), NULL);
Layer(new Refraction(IOR), Color(0.3, 0.3, 0.3), NULL);

Layer(new Reflection, Color(1, 1, 1), new Fresnel(IOR));






Tekctypu

e Jlocera ce 3aHMMaBaxMe CaMoO C AUPY3HU TEKCTYPH, T.€.
TaKWBa, KOUTO IPOMEHSXa IiBeTa HAa 00eKTa

* Ho TekcTypu Morart Jia ce 3aKayaT K'bM MHOTO [JpPYTH
CBOUCTBA Ha LlIeUAbPUTE — BMECTO /ia Ce M0JI3Ba
KOHCTAaHTHO KOJINYECTBO OT JaJE€HOTO CBOMCTBO 3a LieJIHS
00EKT, MOXK€e TOBaA KOJIMYECTBO Jia ce onpejeJis (B3eMa) OT
TEKCTYpa, U Taka Jla Ce MEHHM 3a pa3/JIMYHUTE 4YaCTH Ha
00eKTa

* Fresnel TekcTtypaTa e equH IpUMep



[IpuMmepu 3a TEKCTYPH

* HakoJsiko npumMepa:

* TexcTtypa, npoMeHsIa 1iBeTa Ha oTpa:keHUATa (3a Reflection
enbp)

* TekcTtypa, npomeHsdnia IOR-a Ha maTepuasa

* Texcrtypa, npoMeHsIa eKCrioHeHTa Ipy Phong

* TekcTypa, npoMeHdIla rparnaBMHaTa HA MaTepHaJa

* W npoyee

* llle JageM KOHKpeTeH MpuMep



[[puMep 3a TeKCTypa

* Tasu TekcTypa nnpoMmeHd blending-a Ha Layered mienabp
mexxay ropHus (Reflection) v gosinus (Flat + Texture) cioun




[Ipumep 3a TEKCTypa

CamaTa TeKcTypa
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