OTpucoBka MUpa Ha ABYX
TpeyronbHukax Ha GPU




Cnocob6bl nonyYyeHns nsobparkeHus

<«— Less geometry More geometry ———»
Rendering with Rendering with Rendering with
no geometry implicit geometry explicit geometry
|
Light field Lumigraph LDIs Texture-mapped models
Concentric mosaics Transfer methods 3D warping
Mosaicking View morphing View-dependent geometry

View interpolation View-dependent texture



Ray Tracing

OTO TEXHOMOMNSA OTPUCOBKN TPEXMEPHOWN rpadonku,
cumynupytowlas msnyeckoe noBegeHne ceera.
Mcnonb3ys ee, Buaeokapta B TOMHOCTH
MOLENUPYET NPOXOXKAEHUS fNTy4en OT UCTOYHUKOB
OCBELLEHNS U UX B3aUMOLENCTBME C OObEKTaMu.
Mpwn 3TOM, y4nTLIBAKOTCA CBOMCTBA MNOBEPXHOCTEN
0OBbEKTOB, HA OCHOBaHUWN YEro BbIYUCAAOTCS TOYKU
Hayana paccenBaHns, 0COBEHHOCTN OTPaXKEHNS
cBeTa, BO3HUKHOBEHUWSI TEHEN Y MHOroe Apyroe.

Primary bounce:
multiple rays are traced

Secondary bounce:
a single ray is traced









Ray Marching

OcCHOBHas naes: UCNonb3ys ABa TPeyronbHuKa,
nepekpbIBalOLLMeE 3KPaH, HApUCoOBaTb C MOMOLLIbHO
MUKCENbHOrO LLenaepa aHUMUPOBAHHYIO UM CTaTUYHYHO
KapTUHKY



pixel shader




Ray Marching

Obnactb NPUMEHEHUS:
08 OTPUCOBKU
0OBbEKTOB, A1 KOTOPbIX
Henb3A HaUTK
aHanMTU4YeCKyto
doyHKUMIO NepeceyeHmns




O6nacTtb NpUMeHeHuUs

-Heightmaps
-Volume textures
-Procedural isosurfacss

-Analytic surfaces

Analytic surface

Procedural isosurface

3D textne volume raymarching (rgba)



-Kak?
-MOCTOSIHHbIN LAl U HAXOXXAEHUSA NepecevyeHus
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MeToabl HaxXoXXAeHus nepecevyeHuns

[MocTaHoBKa 3aga4u: onpeaennTb ObIo N
nepeceyeHmns ny4ya c NOBEPXHOCTbIO



Signed distance function
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MeTopabl ynyuyweHus pesynbraTta




intersection or hit
point
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