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BOCHMETE SR (G5 2.2) X8, BATR B S BRI POEIMLE e g -

2 RPOCMMTE Jeas? 5 SN B 22 SR e . PRS00 d TSR0 (i CPU, 5
# GPGPU, A& MM EITEREFE) se i NE g iiie, A mEG. RMNREHPGERG MM CPURY, %
R AT (WE A, JEMESERMER), f e — W@ g (0 n] AR —IKE ). RFIigE
PE AR TIIANTH UL 2R ok, e il T B ME Sl e

MBSt 2 58 MHEE? e @R B . TR U e o — e R M i R . il ey
TP A ST B T 1 AR R LR T AR X S B AR T s 26 e T N
FIGREEAE R A XK et e A2 F s

TR T YRR e e AR, FRA T T ARFOEA T v BE AR A BT E A i 7 S A T e i K
Jedv, ZIRHABESLAOIINET 2GR B PGE g, ENBASMIR. IaX—5, HFANLHRT
HOCHMETERAR S, BT ASI RIS B © E R P At iE e 1!

L1 S5 %

MBS MOEMMETE SRS, FATE Y L5 A TR EAR, el A MIE QRN 2 A AT B
BEALEIRE? FEATLR Y, N EREFENPOCMMEE AR AL T 2h6E:

o XEIAMTULEE (LFEAEREN &) HAT) LA TIRe

o —HILEITHEHMERhEE

o {fiJi] Phong HBLZUXS i e (AT BE

1.2 4R HIEER
1.2.1 SEHMEiFE SR 2k
TR I L EPLAT A 1.1 T JL A5

Rasterization

Vertex Data[] §>.

Vertex Shader Fragment Shader
Vel 11 SEMHMemeR, B R A [4]

o Vertex Shader: f: /] TAEANTIAT, W AL BEAARPREFBT A AR (FRAEARAR) AOARARAL S, FATHIL
b 2 2 AL BRI ) B ANA L . i A RERARAR 28N A IR BERITRER i b S 28 e 2 00 11 2 1)
RIS OLE (O (E5T3) A FAINLARRR R R AR O (4 () »

YINSRAHE S EIEAT TR, BRI R R S S R R
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XHLFHEERERR, BATAGHEZAH S L SR TG ACE, ML, FATER 2 FARILAL R R

TS AL THEME, L, Vertex Shader i [alME— M ARAR R TILE LB AT, AL EOMHB IR
T3 ARR AR TS CLERIRT, T DAGEEEHPAE Vertex Shader AT 1T —IF & ], FLARPEFEBER 7 5y
AT H C R E

Rasterization 5= 2252 T AR HL I 590 B3, I P8 I AT 37 WL L DA SCFEAHBILAR AR 2R T 1 AR AR (B AT VA 26
fi({E . 7E Vertex Shader F1 Fragment Shader 7 ]2 2| 3 e b B A 2R H .

ZHEFEEENE, HTIEEIEGE I & A ) R AR PT BB LR Sb— BB 43 S AR AR A2 AR,
XX T8 cube X FETHIEAR P ARTE TR Tt 2> H B0 B ARG FE R 2%, Bian 3 z-buffer £ 1A %2
FALFERT R, HEE IS K ARG 1, AP Ao I I I e R E G R, X
DL ARG 2 H double ZUHRTIRGFE , (HER THEAEREBTIGOL R, HFA 2 0TE YL 2h S th UK 52
B [F2ET T T2 X RS LRI AT, TofR T2 O SOk B 7 s B

Fragment Shader £/l T-5> 54t B0y e (W DA AIEE), L R eiBie )G, AEreeit
#8174 frame buffer 1,

ZHEFERRENE, HOAREMAR T, MRS T S B ZROR R, AREZRFE AT
{#i /] Phong Shading #1755 (4. Fed& (i, F2=A12M# GL: ‘Material . XAZEPHHUAMS,
ambient/diffuse/specular 433X} Phong Shading it i) ko/kalks , 5 1 shininess X}
Phong Shading Tt 552 i RS A4 p , BIMAEL T oGRS AR . 28000, AR BT B BE IR R
SIITEYREER, W g

Vector3f specular material.specular.cwiseProduct(attenuated_light)
std: :pow(std: :max(0.0f, normal.dot(half_vec)),
material.shininess);

1 GPU AR & R AE(F B, SOHMEE QA L@ UK AT - iR CPU $hATHE S I 2 o T4

Bt, AEARFIR R BB AT (BI R ) REERBECEAT AR GPU EHAPEHMLIERS, RFEZ

B TTE 3 AT vertex shader / rasterization / fragment shader

T RERERE, WK EET AT MR=ME A BT B PEARKL, A AB—ELT B

BEGE . BRI LoRUE, KR SRR BT . (52 A BEA T JCAL PRI BN, B AT PASRAT T AL
sOEHME, XRERE AT A E Z LA . [ A E S 2 s . A SEE R S A A R R e —
MRRAE L, 2 2 AR

XX s — XK 1
XX s —> XX 1
XX L — XK

Pl 1.2: SEHIMbIE G LR AR 451

o &M (UI&4MR): WETSSWEREIT VertexShaderPayload
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o TRIALPREAE : X TH At BEAT AL AR AL e
o JEMMEZAR  F5 TS s BT E B AL I = AT, AR5 R eI R ocidissioc FragmentShaderPayload
o JUCALPRZAE: XA ICEHE GRAEIRER
X PUAS AR Z A=A BAS Se et il 1.2 s :
o THATHIABAS A A SRAR A 8 1 11 TS a0 BT
o Tkt BAS : 7 iCab BRI Y T A
o FruB\AI: AR S i o oC
e MO AR B SC B RUK AL B 2, T 2ORL 55 0 BB DU A 2R vh . M 2R AR 2 [A)R SLA F AE  H-TH B B KR
PRI AR 2 T R 2 e e AR 4R AE (B std: ithread ). SRREFELHEAE (THIFEDL).

1.2.2 Hlkreift:

FEFRATEIRFSE B EAEAR , Clipping #2452 5058 LBy RS 5 BRA B A [«

GEMSIE, A =R, FRSSRIF a2 BLdEmIbR . L SIBR . 15 mmIeR

o BRHEMIBR: it AABB &, OBB @G58R WHlEA, A5 5MHEAMELRIGN , W ARSI Bt 4

AFT LA, Gz SRR/ IMEDRS B A A

o BLRNIBR: FEARKRAH S WIEAT, R A e A MIME MR E Z Az tT (R A YA B R AL fir

B, S w=0, HUEMERERI R BERER ) , X BORRHE AN IR E S, — A ERL

WA, SAEFTEEY, RO Z R .

o TilMER: FET & QA A B @At Zaliaty, W mIRgor 1, Ry i

TFATHCHM AR R TG AT — U B HL A B E SR 2SR N o RIS AN e AR e 3 R a5 i) i,
TAASE R HTE R, W B BFF R eI AT o SXAROR N T IR AL A=A T AR, EARBUR 17— PR e,
EAE R AT REPRIESE B RBCR AR T, BB LE A TSI LT S BURA S BN HOU N E e AR -

1.2.3 Vertex Shader [tk

Tr Vertex Shader W, FRATE5 2T S R A Anii id 229k Uniforms : :MVP  (projection - view - model ) 25
FIFFROGEAAR R T, (H TS RN Ge Al AR AR P i B A T A e . QIR TRt — 1 R4S be i, AR

AR AT RE SR HL. A1 1.3 s

1: 2 non-
proportional scaling
\(/ N
Lo .//:'

Vel 1.3: NS5 HLATITR 22 AL
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MRS e R 5P A% . eI AR LL A, AR A LRI IR e R vk S MR R L. RN el e fe
TR AAR G, ARSI I R Je A RBGe mE, WTDMERCFRS; SR G, IRV .
FAFE 2 BRI A A 5 AR AT LA, SRR AT AR AR A

N T T RREA I IR AR R, — R AT L2 IR SRR A R KR . DA AR
RS Wi RAFPE, RIGER IESE i, UREPRIE S IR FATTA A X — P R HE Sk e p e
ARG . BT IRR 7, BIRITI €, RS E M M, BRI G, A

(G)" - (Mt) =0

PRl A
i GTME=0

HAaTt=0, BLHEGCTM =1, #eewE (GR)T - (M) =0, FHikEs):
G=MHr

1.2.4 Rasterization (1% #55 -4 1

N AT RSB IEAEE? BRI AR, S — ARG L b W P AR 23 1] AL e 5] e Al
hRas I AS A, AniAl 1.4

Q§
- N )
_— \
Model Camera
Object Space World Space Camera Space
Projection
&

Clipping

Y 3

1 }H?FF Viewport \~ TI

Rasterization Screen Space NDC

Vel 1.4z Wy A Al A s ) 30 Jede s ) P A e A

v

B ENXNRARE, ARGEXT R AT B — SR K S oA AT B LA (e, e P ol p fe
BRI (E, AN TR AR 25 A AL et R 7 A T AR A e, IR T 2 VAR (DR JCTA A3 IR (A Jeh L4 2R
e ILAERXAZE SRR, BRI R A T AR A e g ? AR 2Tk 2 BoA 8, AN EE R
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2n g 0
p_ |0 2 W 0
0o 0 -1 0

Horp, 6,0, 0 r 20BN UHEAGE I B R 22, fon 23 B WU (R A - T s
XA RER RS B2 AR B S AT ARSI —1, XA —1 5 w MG, MEFIREREZ IR A - A THE ROk
AR EHARERA T —2, SXAFEIAT TS KRB R
1. AR R YA SR BRI K RS A T AR R R o I ARTELRIE K R N R AR A R A AN IS T i AR
IS =M T .
2. IEMBEE S0 w FoR e BB NI 2 .

BT AR WA R E RS, FRATBE AT DA SRR BRI THE S T AR T Bt O (e, B

X

I = 04]0 —|—B[1 —|—’)/IQ

Hop ZANE DA R R B B TG/ = MBI . TUSHEE o, [, I 272 a = A TS
FonpyEYE, HEARXAELMEES R IEES R EAE . ISR ARG R, AV ZHIEE
LA G W IR (E A8 R AR R .

H4iPerspective-Correct Interpolationik i SCHEEHH AN HE S, FRATH MBS AR R A B E—5 T M
%%%ﬁ%ﬁoWﬁﬁﬁ%ﬁﬁg?ﬁﬁﬁﬁﬁﬁﬁ%Eb%ﬁﬁ%Jﬁﬁﬁﬁé¢%?%%E%E@Q,ﬁ
ANGERLEIR AR L SRS R EIE, RIS RIS IE 2 SR . H—gigee il T
L L, I

L xz
Zl+S(Z2 Zl))* t

1
Zy =~ 1 1
7z T80z — 7))

It:(

SCE [2] o EA BRI T R . 20, Zo URIR LB i i A EBUE IR E(E, [, I
REME LB SRR R IE, Ze WIRAE B AR AR 2 T (B D B RTE B IR IR . HL5KE Z, ks
BEPFHAT G508, B RO SRR, JEATR REITERSIE, PUBTREERIGG R RIFA 2R
BB AN LSO . i TIROTZORFE AN E A, FreAZERIF A7 261157 2-buffer
W, PEATERTIE . BT A = A A DL R DA R IR0, 158 =M Ry IR s Rk

I

L I
L=(at + 822 +722) 52
v=lag Hhy g4
1

ayz+ B4tz
Ko I, I, Is 53 5 = AL =ATUR RN, ofy & YRR ERAE DR AL AR R TR B L ARAR , 21, Zs, Zs

HZATURAEB BT Z Al =B E i z (8, FR AT IHAR RIS, ISR RN v FoRiy2E i
BRI 2 {5, AT AR R A FRE A0

Zy =



https://www.comp.nus.edu.sg/~lowkl/publications/lowk_persp_interp_techrep.pdf
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L I, I
Li=(a—> 482 +y->)x2
w1 w2 w3
1
1 1 1
Ay T Bu; T 705

w RS ERBEL L5, BRI RIER 75 UCAL bR 5 DU 2

Zy =

1.2.5 1SS Sck41 e

TE G B AR S ARE A src/render H T, HOCHMETE Jeas 32 290 KA TR ISR ST, HSCHRE5H4 a0
T

src/

L,render/
graphics_interface.h
render_engine.h
render_engine.cpp
rasterizer render.h
rasterizer_render.cpp
rasterizer.h
rasterizer.cpp
shader.cpp
triangle.h
triangle.cpp

o graphics_interface.h j& SUEYLE LA /A IRRAUE R, ST/ A oo #oc. Uniforms, 305,

o render_engine.h: JE Y5 |5 5E YL Y3k SCF . Dandelion [¥) B 45 e TH th—AME Y5 % (N2 H0) 5
FrE gy (LIEYE L) M.

o render_engine.cpp: EYLT | ERNESCIE, SCBUE H RAARE LA 01T

o rasterizer_render.h/cpp JEHMETE YLAR 1 AR O LI

o rasterizerh/cpp: GV B UFNSEE

o shader.cpp: FH OFFIIIESCAE . Z 018 vertex shader 1 fragment shader f1{) 528 .

o triangle.h/cpp: YU BE4H3E (primitive assembly) %11 =T

1.2.6 %k

Fe A TG YL AR BB YL iR, AT A T R SO A R A S B BEA TR, RO M e gR
[EEINR AT
o rasterizer_renderer.cpp
o RasterizerRenderer: :render : w35, #&E Uniforms 2585 T S 5bed T A0,
VertexShaderPayload % AB\F.

o VertexProcessor: :worker_thread : MIW S A B FRPELH TR S 50HE, 88 vertex shader
ATARARAE 8 o

o FragmentProcessor: :worker_thread : MA JoBAFHEUE A ockidis, A fragment shader 5¢
WA

o rasterizer.cpp:
e Rasterizer::worker_ thread : MIW &ttt ARSI BUH SR, 426K (ZMATE) Hokibs.
e Rasterizer::inside_triangle : 5@ RAIR (z,y) AEEMATBRZATOS AR, FIWT (z,y)



1.3 & A=k

ETE = AIER NS
o Rasterizer::compute_barycentric_2d: $EBRZLR (z,y) A REATEHZAT S ALK,
T (2, y) X EOAERR (o, 8,7) -

FRFINVE LRI AT T B IE (A
o shader.cpp:
o vertex_shader : $f TS ABAR A BN B o, FROEATAOL VAR s [R]INPRETA L) B A B A LA AR
FHTIGEAEE.
e phong_fragment_shader : {#iJ{ Blinn Phong BiFi1 A I (B ) HIFif .

FEAZ SR A R A T P IKIE LSS R Y png A A
o M#K cow.dae, PM—AROGCHIFFHALEREER (2.0,2.0,2.0), [FI-FFHIPLAE BTN (2.0,2.0,2.0),
HWROOEE, HMIraSHRREEOA, RRFRE2E0IA 1.5 fTEGLLs R

1.5: SR A 1

o HIARIERE—ANSCPF (dae 5§ obj Ks2k), B BMLETBEE , O IRAE HORCR AN 1.6
D EILE L6 MR R A M, LA REAF AR TR TAN L, A RAMEGE T A, TR
BEMTA ARG, KET ARG CAEE, £EE A LB, TR AR GH R, B3
A AR ARG ILA E, AR R IR R ot Bl R R

1.3 Hs sk

PRI LA AR E EA TR L A R SR png A8 XA R, HOR A ZORS MR 2 SR
MR A 0y AL RS

7351, B TR S BiE ety BUIA LA Release B IFI B Ry, P MEERT 5. W
SRAEI AR G R AT 5 23, IR MO E IR 6 1545 10 70
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1.6: SCHA A 2



o4 2 % BOEMHEZEE I T L

AE (' 2.3) LB, AT NE | FHRHOLHME R8st — 25 AT L. 2R | RS,
FATRER T BEAPOCMMCIE R AR X —=h, FATRE LB BN T — P e e fE .

2.1 LN

AT SCH SR 2 WISSIUAG TS ERY EEFT R0, {EIRIE T TRTXT GPU 0 RS B e o 2 ) i 9
PRI, AT DB HATILACRNS , SSOUB BT BOLI I RS

2.2 fRFHIER

2.2.1 BUC GPU 4tfy 5 SIMT izt

FATFESS | F LI HOUHMEIE g, T AL BREE 22 i CPU 0TI o NAESEFR Y, BT GPU (1)
HATRE L= T CPU, ATHEH M GPU 47— 28 n] UK KU AT 45 AR mE YL 3, il ande GPU |
AT Vertex Shader &Y Fragment Shader, 4502 F H K &t 1 AZ AT BT A T T4 S P A T s . 244K, CPU
WIHIE—TO AL, TR A AL AR TS BE ) RO s T DAPIA TR AT I e e R, AT A 8 e T A 1
B AT AR AT HOCHHE SRS FRATN 258 TAFAE GPU St TR TE YV 8o A A, P HUEAR Y,
ABFATBEOCHHE RS T

LB, EYE R GPU KAFAME? HAh G i 2 an g 2.1 fis

GPU
SIMT Core Cluster SIMT Core Cluster SIMT Core Cluster
SIMT SIMT SIMT SIMT | |" " """ SIMT SIMT
Core Core Core Core Core Core
Intersection Network
| | |
~
Memory Memory | . .. .. Memory
Partition Partition Partition
T 1
| »
GDDR3/GDDRS5 GDDR3/GDDRS5 Off-chip GDDR3/GDDRS5

DRAM
¢l 2.1: B/ GPU 244 5 SIMT iz

B4 GPU GREL, HAEIAHZ R Z A FEES (streaming multiprocessors, SM), 4 M TE AT HiLdE
A2 LRFRRET (sigle-instruction multiple-thread, SIMT)

X HLH LTSS AN ] SIMT., J84 SIMT j2ft-27 FAVANE, MBI ARG : CPU Xty
RS R BTV DA S GPU Ry iR s v KB 5E. XFT GPU ki, k2 A T5e & — 80
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A, TDAMUT FR R HE A T 2 NPT TS, MR BE WD B 88 i B R G S A4 B (R T 0 i SR
N, AR B R LA, KRk BRI PERRIIFE ) o 1E Jed B AR 2T BEAE 5530 “ [, <A
ST WS, EA AR TR in E—321Y Vertex Shader I Fragment Shader, 5 55k {5 %
FARFE A, EREA TR R A BT SRR . TR PR Z MR B i A SRR,
— NIRRT T AR 2 T B A/ NI A I EE , BIMES Z R SR A .

BERE “HEFTRTH BRI K, BRTAIET S SRt R A T 54— BLAH T, B SIMD(R
T2 BRI . BELPRNEOLT shader N BEA 454440 SOX PR BEE %, GPU LR[R] SP 8L PRl 2T HE &
KT XAEBLT, SIMT 51553 N FFAT 48 SZIRIERAT!, o SIMD $2 4L 1 i) R, 10038 A 4
FAHXT A A% HY) shader.

Kl 2.2 2 Bk AE 2004 4FHfE ) NVIDIA GeForce 6800, REARVE R YA BB CHMLIE e it B mas, B
M Vertex Proccessing %] Rasterization, #% )52 Fragment Proccessing, #ix)5+& Blending.

Command
Processor
|
! ! 1 | } }
Vertex Vertex Vertex Vertex Vertex Vertex
Processor Processor Processor Processor Processor Processor
l | | | | |
|
Triangle Setup /
e Rasterize
y | | |} ] | ! }
Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment
Processor Processor Processor Processor Processor Processor Processor Processor
| Texture | | Texture | | Texture | | Texture | '| Texture | | Texture | | Texture | | Texture |
Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment | | Fragment
Processor Processor Processor Processor Processor Processor Processor Processor
[ Texture || |[ Texture || |[ Texture ]| |[ Texture || |[ Texture || |[ Texture || |[ Texture || |[ Texture |
| | | | l | | | ]

L ! ! ) | i ] ]
ITest/ ITest/ ITest/ ITest/ ITest/ ITest/ ITest/ ITest/
Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend
ITest/ ITest/ ITest / ITest/ ITest/ ITest/ ITest / ITest/
Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend | | Pixel Blend

[ 2.2: NVIDIA GeForce 6800, &3k H [1]

2.2.2 YA YEAE GPU Wiia i X

TEX—7, AN Vertex Shader F1 Fragment Shader 75 SR ZIIAH .
XA TR e L, BRE Y R T AERE 1, 8B Z A T L E T APT e & SE B T

N if-else 25 R4y 52, FIRESAT—2F SP AT if 4332, WU —2F40AT else 4352010 SM 24615 AT if 43 SR TSELAG . FRRATIITA 119
else 7332, SEPRTFOLATREE SR A, W REZIFATILALI AN
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REEH A O B IR SR DI RE , DARTgnfen B e T IEBARR P 01, iXat/& Shader,

sampler mySamp;

Texture2D<float3> myTex;

float3 lightDir;

1 unshaded fragment input record [:]

float4 diffuseShader(float3 norm, float2 uv)

{

float3 kd;

kd = myTex.Sample(mySamp, uv);

—

kd *= clamp( dot(lightDir, norm), 0.0, 1.0);

return float4(kd, 1.8);

!

<diffuseshaders:
sample r@, v4, t0, so

mul

mul
mul
mul
mov

r3,
madd r3,
madd r3,
clmp r3,
oo,
ol,
02,
o3,

ve,
vl,
v2,
r3,
re,
ri,
r2,

cbe[e]
cbe[1], r3
cbe[2], r3
1(e.9), 1(1.0)
r3

r3

r3j

1(1.0)

!

1 shaded fragment output record .

P¢] 2.3: Fragment Shader A H4m 3% )5 1CHS, ERkH [1]

Kl 2.3 72152 Fragment Shader [)—3fopACRS, Al @ Hag ¥ Z Jr iU . X254 — 24— A HIFE GPU 1Y)
oI T 2 MR Rl 2 3L ] —Ht Shader 18919, FrPAIXIFA

SP (Jit4bEiAS) o SFU (FriReR#LHIT) LikAT.

7 Shader iR AR iEEER, HAMIFLIRME 2.4 PR,

ALU1

ALU2

ALU 3

ALU 4

ALUS5

ALU6

ALU7

ALU B

Shared Ctx Data N

EN|EIENEY
E]@;@

<VEC8_diffuseShader>:

VEC8_sample vec_r@, vec_v4, t@, vec_s@
VEC8_mul vec_r3, vec_v@, cbe[e]

VEC8 _madd vec_r3, vec_vl, cbe[1], vec_r3
cbe[2], vec_r3
1(e.8), 1(1.8)
vec_r3

vec_r3

VEC8_madd vec_r3,
VEC8_clmp vec_r3,

VEC8_mul
VEC8_mul
VEC8_mul
VEC8_mov

vec_o@, vec_reo,
vec_ol, vec_rl,

vec_o2, vec_r2,

03, 1(1.0)

vec_v2,
vec_r3,

vec_r3

'
OO@E.
EECE.

Pl 2.4: ZHRFHER—1ES, BWHRA (1]

2.4 ZE NS ERTE 2.2.1 A 2 AR 1Ay o B R G (IR AE 8 A~ ALU (SP Core) I+
WL AT T Ctx W) FH T R D) B I B A0 24 BT B TR AR R 30, MR — G AP TR P ZE T (fil4n
WP SRAFSEFERTHRE) , SRR SR LA PATI B R 30, MR e 5 — 4R R X5 0T, R’
] GEFREERT S T SR U EIR . |5 T Fragment Shader, Vertex Shader. Geometry Shader 25t £x i HE iR AR

PEATERAE, I EHORRE B RE 2 nT AFFATY .

gEG I 2.2 FAIARNTHE, FRATHEXT GPU JE YA iR b Bl :
1. AR BRI DAL TE et Al CPU i F B APT, FFHAL % 3] GPU i
2. Z it AJUT AL PERY B, Hi Vertex Work Distribution R T 5 %5 43 Hr 21 A [7] i i AL BE 2% H I P AT Vertex

Shader

3. PATZ JEHY S EOUS HEAT TS, ROTRDCHIME SE S RE A EHUA T
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4. BT T Pixel Work Distribution 43 Fit 45 A5 [7] B i S04 FEES P44 T Fragment Shader
5. BeJa PR A P 2h T A PR AR FEA T I B U 5UR1 Blending
MRARFATH L ) B S YU 2, S GE | BhIRTSE B HOUMMbIE Juds , BREMIRFRATIY 2 4R
AL E bR Bl Lk e Byis ety A Br Be #l - A ke K

2.2.3 C++ ipmin 2 LRt B D 2

BEAREAER 1A FR 2 LRI B AR, IR AT RFFEHE BRI AR Ik T FATR IR LE T7 T
ATF-EFZIBZ AR TALNE?

X B AN IR AT RIS R S, WERF2AANIRERA T M, WA BT IREUR 575 Cr+ 50 2 LA
JER A il %

1 G AFA T IR P/ AL SR SE e Wl - 4 FEA TS, 24> CPU A RE[AI B AR — 24747, BT84 CPU 1)
B By, URTRER AT TN, i S B S CPU A8, X TR gD . Hoan
LERAT PO IE Gt b, frame buffer 195 AR AR R, 18 2 P ARAR T ) LS, 500
B B, SERP AR ERATIE, MK, G 5 —Fh B R Im Ao IS I Ry, e 4l
PATER G AT A XA AR R e, WRAh oy UL 7R 22 [F) 2= A L g ik

/§> % BATR 3t TRUARIE ESTATeH R E 0y 5 R, IRIRA 2R A2 A F= B 3T 4048 var #H4T ) 3942 1F
o A i var=A 4T var + 1=A B A var=B % 547F % =B i var=B 47 var + 1=B B A var=A 4
BATE
o A i# var=-B i var=A 47 var + 1=B 4T var + 1=A B A var=B % 547F ¥ =B B A var=A 4
HATR %
AeA PP EYD AT MAT A X T AFe B it A var a1 E . BE a9 B ERATE BATRI A G, HHRA
FIAT var + 1, @& ERIT4EENGY var EIATEY A 3BAF, TS TEANSERETT —R A IBRI;E
FTVARL 2 A ERAFEH 0GB, L IRRIEMTENE] B NEEA A2 Ao 4.

2. AR5 UREBEL /RS - AR RGO M B SR A AR R R AR, ARSI TR S5 T R, R
EHRMIET e EE, IR SEAER . [FEL, SR E G R B, S et i s ng
A ETE A IR, IR AA G —FF IRl ep AT

2.2.4 FFA AL TR Uit )

FE L2095, FL2MRRE T BT TR AR 2, o A2 e, DiALBRZRR: . JEHMELeR: .
FoouALBRERREPU AN LAR H, BR T AR T3 b =N EARER AT A A T . SR, AR — LR, R
[l TR T I = AN AR AT A I 75 2% TR -

L TS AR BRI A 20 TR AT AR AR 1, SAAFAE A TR AL BREGRE RS TR B T AL BN, W] 8 L B AL B
SEERTIUR Y RLF I . 28001, FEARPRAT AN TS i A BASU R4 {AB,.C.D.EF,...}, {BANA 241 4Ak
[ i UEATAR B, )R] E BT et BASUI BT {A.C.D.B.EF,...}, TR — AT S RF T i ey BT 4
K R OCHU AU = AT, BURRUAE— R, AT E 2SS — AT I B 07 28 R I L Af 32k
PEIEWR =AN TR & TR i A BRI 400 B = A TS R R — A = A TR = AN TIUS, IR AT AL PR AR

WTREAFH AR EE, 2 R =A A SR LA 25— A

2. ML AARRIAE R DU BB B AR =T8RSR CHIME R e st IR A A If4T
LA EARR) TARNE? FRATRERT AT HAT I = AT DA SO ML, AT DAKF HAR S — R (it
AT Wby LR R A TR R

3. RoCALPREARRIME RN HoeE (R EIBR R, X—PHEEIER R I SEIR AL R, XA A 2
2.2.3 T TRRARTE


https://www.cnblogs.com/laijianwei/p/17229775.html
https://www.cnblogs.com/laijianwei/p/17229775.html

@

2.3 REAFIK

2.2.5 9K

PAHEZ HIR A WER 7000 B b @ L S ER AR . SUIME AR oAb R A7 ik, FFAT b T2
WRAT—Le N AR B (BRI std: thread sE8)):
o shader.cpp 1) VertexProcessor: :worker_thread #1 FragmentProcessor: :worker_thread :
XA BRI 12 TV AL PR FE N J7 JeAL B AR A A = 1
o rasterizer.cpp ] Rasterizer: :worker_ thread : XA EREE ML LAE WAL I 14,
o graphics_interface.h F1y) FrameBuffer PAK Context : HiF 42 frame buffer 25E X, GEH 271k
A RERR SAB TR — L A
PR Z 9, TR FHATI G KT A& RIS — L IRIR B a9 30 M N 5. RBARIE TRIGBUR M, R
TR R 0 S HATAS BCRP T o

1] Debug B GiF I T T, HPE—DHBRATHUKLNMRT 4 PR35S, FAER S i ATk
KAFATRUK LI F T RIEAT, EUE2.5.

2.3 $RASAGE

FRA IR AR S FREOR PR E Y png A% UEE, HORIEACEORS ML RIS 7 SO e A 29 AL
[T

F35b, BN BB VA Debug BEARIEHEITARY, G DERITRUKEMRERT 4 B35, (M
TR RFNFAT K LPIFELTE XS LR, HATI K R RAREOT AR E Sy - FELRAREL + DU A PR HL +
TEHME AR + oG BEERARRL, WERATRA S 4, ST R T SR AR 4 1, RIRT3RA5 70



2.3 REAFIK

Dandelion 3D

Fmmde -

Pl 2.5: SEEm ARl



%5 3 % J& T Shadow Mapping 1¥] P55 5:00

RS o SR B By —. R g b, W m B RS MG Bk, e
RIS (Shadow Mapping) ELAA i LA T4FZ A, BV AR 5L e Gl BRI ER T k. A%
B ('S 2.4) W, MRRBTESE | SOUHMLE SR Bt L, A TR S 59 Shadow Mapping 5835, AT il i& Hi ]

31 IR

XU S5, IRFRE SN TAER
o THRMUB MG B YL T | EAELE , 3l HI T 0r4F Shadow Mapping [1%%i i 22k .
o BUCYHIDEMMETE P LRTE YR, SEB—> 2-pass 44k, 55— pass 42 i Shadow Mapping, 45 4>
pass JE YL KI5 .

3.2 fRFHIER

3.2.1 Shadow Map [ )5 1

AT PR S GAMES 101 XFERTEL IR 2 12 . Shadow Map A% J5t_F/2 MOGIRAL LS N, T8 JL i
MRSl . XD IEREA LB R, BT Ty

o FRAVERHLE, /B AWET M 1) L0710 A4 RER WL £ A2 (view transformation). £ AILZE A

TEJGIRAL, B2 MG E AR (BB VLA 1)) ZEWF g ?

o MICTRAL AR IE R RO, WIS SE B B e @AY, AT PRIESS — > pass #E4K Shadow Map

i —E REFR E T A T IR S AR BRI T FRATIAZ B FE B B {E e Shadow Map [AIHLIE?

Sebr b, XS BN AR R R R DR T S o G TR AT DA — S R0 5 YA R R R T A
HLA AT, PR — Lo, A OREBASEAALAY T LTS R 206 K. Rz idiE e i % B Shadow Map & 7
IS, IR —fe FERXASER T, SRR G SIS SRk, U nT AT R A 532 RIATLIY T W30 915 B
BER B FE BRI TE SR LB AT B A 2K

3.2.2 4k Shadow Map

4k Shadow Map [ #2 K AEAE oo (Al Be, 7528 ooy T AL AR RS 4 3] B SZ AP i B =S T, 48
JE 5B AL BTS2 R B

42— R 4 ik Shadow Mapping B4 2 (18 2 [a) i Shadow Map [/ N E—AMEE, TIiXEE
KR T = G2 ] AN K RN IMAL B, A PR 1R 25 558 25 il K4k 8L, FRoA shadow acne (4111 3.1)

XA I AT DATE 2 B — e/ N S F I DA, T IE] 3.2 i

3.2.3 ¥k

ARSI TR ST MPA A 55 -
o B RenderEngine HYE X, Fritif# it Shadow Mapping F 58 A~ z-buffer , 7@ 141514 graphics_interface.h
) Uniforms 5055 ARVFEE A pass 1E YLt/ Shadow Mapping.



3.3 RRAIIK

P¢| 3.1: Shadow Mapping ¥5 A3 R T ZIRZE IS (5]

N

‘ | wf l - \ Ny \

Pel 3.2: 3@ i A% T B shadow acne([5]

o B RasterizerRenderer: :render Jyik, SCPY 2-pass [HHYL.
o SEPLHIT A i Shadow Mapping 1) )y J0H (i, FHEECS ) Phong Shading 45 (443l 2 1545 (4 I} e Ar 4k

B
o

3.3 Hea I

PEAZ R IR 5 R AUAE— 5K G AR B SERCR 1) png #g Uk A, R AC 2R BARBOA R E . AT A
AR A SO, BB IE MO WS

oW ) 5 SRR C S B 2-pass TELRY T sURIAEPI 1 pass [8] 414 Shadow Mapping (773 ; H B3 VA Release
B GIFIZI AT, [HY cow.dae JLET cube.obj L5 (RFTRE—AEHE, SCIRACE AR LA ) . BEF
A TERIERI FAREAS 3 4, JGBHZIY) shadow acne S¢4H177 A5 2 43
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5435 LT PCSS 8IS0

55 3 TSRy Shadow Mapping A REAE BURARAL B A G IR 152, (HAEANE R Shadow Mapping 5%
o, —MNRITTHA R 5 CARERS T BATRE, S La R A BRI IR (RF “TERAES ).
SRT H AT, AT BRI — B DGR, EATIR ABr = A i B i G XY, X RSN
CERRARST . ANSELS (SRE52.5) W, R HE—2 A ] Shadow Map, kT PCSS (Percentage Closer Soft Shadow)
BOARA RE I B S P RCR .

41 SR

e HRRAT S, RTR BN T AR

o LGB E AR L .
o SLHL PCSS 54k, il 2 YORH: Shadow Map A5 5 yCAb Y nl Wdk,  ATTAE 1 A5 PRAYERFA S -

4.2 fRFHILR

4.2.1 i PCF AR TERTE 5

PCF (Percentage Closer Filtering) 2 AL AL FIL, EREEIER B QRIATY KAE Shadow Map
ERCREEER], AR ANE FoCH B 2 K BIAE T A &, 2R & XA R s h bk @i G . Xk
—k, AILPERLARTRE AER, TR — K0 (SEErEEARR) 21 (SEEARTERIE T ) MBS, BrilfxR
FERARMOR, BIEAZRIRA (BOH)) JE BBk

4.2.2 IOEIRSERPIY

MG, ROCIRS AR , A RREGRS R8BI, ATRAR A7 F 7 BEhem
PAIRE . TERTSZIEE A, AR AL S B AREDLH, AR —mgie “a®” # (RPEEesE); mi

RHEA SRR B OCNE, M2X—mAL R RIS 1 . 4R MR T b mgiser, FOAARE: IRign)
MAN G, PR

METFHUD A GAZ B, e WA O | 58 o . BEDERSEa T W, w11
I . RIEEE IR, TS — DI YR BB R BaT A R, BT BN A TS U,
Unial 4.1 AR TRt LB B RE B

P, JEIREITRIN wiigh . PIARZDCIRATEEES dotocker F1 B E B0 EDCIRAI LS dreceiver T [FIHE T2 1)
Koo FARMU=AIERAL B, W] AR R/ A (6]

dreceiver - dblocker

Wpenumbra = * Wiight

dblocker

ARV 25 /M ] PCF B RAETEIEL, il A=A 4.1 AR B RCR T

4.2.3 ik
TEEYN T PCSS /1 4571] DA%:3% GAMES 202 42 [6] P3/P4 354y . ANSLUnEE 52 DA FAT45:



4.3 3R AI0K

Pl 4.1: FSLIBIE (6]

o I light TP A, MRS HSLH SR Pointlight HmEJH Arealight |, Ff4E
UT A b3 gmim e @iz o .
o TES 3 T 2-pass E W HELAY [ SCH PCF #ll PCSS vk, Al A PRIEK AR SR -

4.3 PRSI

PRSI AR AR — SR IR0 B S ROR Y png MR, HAR PR S 2O EIA L E » AR A ALV
IR ST, HEEE SO Y S

St o AR O A S BB IR . AT SEBE PCF SRAEMIESZ I B VT35, HF B3 DA Release 45
XGFRBI TR, 1Y cowdae JET cube,obj LIS (AHFE—NHICIR, JCROIEZREEMY). ik
BEWDEEI AR IEEAS S 0, FEIERE RS 5 7.
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o5 5 #i Whitted-Style Ray-Tracing

ERPE S, FADSPOEMMEE QAT TR, X3 (5 2.6), FATFEXT Whitted-Style Y2838 il
TriF9E, Whitted-Style J62% 38 2 Al F 47 S /2 AYRTHE IR R 5 B R B2 S5 R [ A1 (Relection / Reflection and
Refraction / Diffuse or Glossy) 4 {4 [ AH A2 B S FIAT S GE Ty 1] AR 20X A A AR FN X8 ?

FAVENIE , FEROCHMEIE et 5 oo s, A6 192 Blinn-Phong Yt FARAY , X RMEIRIICILALRE 4
JOR . /26, Blinn-Phong Y REAALR R, [EYL SRR A BB S GO . eSS L
RIE YA, FRATAREDEM LT EEE, XEENEE AR, IR B2 ERRMIE? 5t
TEG| A R RS

XA IANEZIREN AT HEDERMRHMIEE . MBI . BE, SOLE S FATEEXfh
PRSI & OGN W R R AR R IR A A RO, 1 R R E O RBCR AR A ROt
SRR, FEESEHE R, AMUFEEE IR R G IRACR , JCZGRTER RS . B T NEUR AR 20T
PR T 2 [F) R AE SR, XSl Gt @ Y IR I BB A o, FROTARZ MG, AR5 T IREE
HRURIATFRZ A Jm i . B, FRATTAT ATE Whitted-Style St IR AL 42 /i) .

WESAFRAR T Whitted-Style Yo 2B B2 AT A A B ABIEEH, B2 Tk, Sk G EIRAEER
Whitted-Style Y2831 i i SLHLIE |

51 LM%

TEA T 5 ZESC PR Whitted-Style Ji e 1 500] Ay oy =V :
L RS2k 1414k primary ray: MERGHUAR VI 194 MR R K — Sk T4
2. JIWE S L AMIAS . A g T Y 2 S R AL R T =X, B D mesh iR =M, HIEEY
HOCEEB SIZ= AR, WAL, MR A A2 SR E M, AlkE std: nullopt .
3. BBy - I AR E M, FIWT R T 2 A IR secondary ray ([F]*Af AN %58 4T, M
TEH B IS, Hdp material . shiness<1000 W}y diffuse, {M)% relection), fIEFE Ko, N
ARLEIRIH, HBINTR SR B B BE 1Y U

5.2 fRPHIER

5.2.1 R

BRI generate_tay () £ DANDELION/src/utils/ray.cpp . TN , & X444, A
T SO RO ] ARSI SR AB B 28 O30 A M Iy 0, 5 S0 0 RR A B R . TS 1
A E BRI A T — PR IIR? R R AR M 09 frustum? FESCHHH T2t A2
AL, ARSI, DVIBUR AR BT, RARFIE-Z J, T P
ST , I —H BB RI LR LABE R 1, B depth = 1, Tk — SRR Tl 3L
TR RGBT K TR S . 55— MREVERI S RGE AR UV, TIARE, AERQFE L, UG
BLAEBRRI X APAT LI RUAI , VS HIBLAERR I Y SPAF005 AR, BIIS O (o TR Ly, %
5b, HIBL LA B RAREPTITL, PRUE, E PSRRI ATLAS G J AT, 97240 Je M RGP by
IRy I T AR R IR, T 0 RT3 U S A 35 A Y 56 I 24 2



52 g AR

Pl 5.1 A SR E K

Vector2f pos((float)x+@.5f, (float)y+@0.5f);

Vector2f center((float)width/2.0f, (float)height/2.0f);

Matrix4f inv_view = camera.view().inverse()

Vectordf view_pos_specified = Vector3f(pos.x()-center.x(),
-(pos.y()-center.y()), -depth, 1.0f);

Vector4f world_pos_specified = (inv_view * view_pos);

RJGIEA AT, FATEIRIE RS R AT R R AR, (FR X MR AR SBR[ A 2 P B R 4 F
B AR, X RERATE RN, E2EATA A — GRS E C M, B depth =1, (HKE
SURAGE , AR2FATTR E—DBOMNAER, AU A fov. MTFHIVARR, fov 2E MM, FOVH—E
P depth ©LA1, FRAT T REE 1 WA A VTS A — A I S (e w ), A RERE A EH— LR
TIPS ARV TE A FCAE, ST n] DAL FUAEL, RHAE AT B R T T 2R, e — A s ii
Y, B

float fov_y radians(camera.fov_y_degrees);
float ratio = image_plane_height / (float)height;

Vectordf view_pos = ratio * view_pos_specified;

5.2.2 FIWRE R L PR A A R TE R

TE— R B E, FofE N R 2 WX A 2 SR (kAR . TFIT SRS iR AL, S |
EFIWT SR = MR AR, M S 2 ZMIEE R R, 24RO S S s AR — A

AT PSR AR = AT AR A 1 =2 1 SO B il P 37 = b i g — A=A, HiX AR, &fF L4l
WHRERAER.

BB AanFATME ] M-T 2.3 (Fast, Minimum Storage Ray/Triangle Intersection) XRS5 =MIEIAC S 24
AT KM R AR AR A G, R THIRA K 0, RIRIERBEFEE 00 . 45 AR PN W] 0
XoF )@ CERAPAT T 24 Tl ) = A TR G Ot . R, MFRARE] TORMEATS, B iR t A <0, 3K
IAEE R — AR ERIM AR R, t<O BT DL 2485 ELE 5

20


https://cadxfem.org/inf/Fast%20MinimumStorage%20RayTriangle%20Intersection.pdf
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52 g AR

B RMBT R ERES, §TFRNBTHEFEZE, S THEMK, ¥TSLNATALEFTRIMNAR
13RI 091, FeTES MR —ERE D —5, IAEEZEAT &M, KA —A I b9 1R 4518 epsilon & fiF
FAX AP, X E B R B R B A PR E . 4o

if (std::fabs(det) eps) {
return std::nullopt;

if (t eps) {
return std::nullopt;

ant " inf:
if (result.t - infinity eps) {
return result;

PR RUG, R TR, ITRARIMM A EAEH A SR I B R A, 2 & sk
sCE TN, HRM SRR, X R i RS WA epsilon SRAFPLX AN, (A7 2T
HE . AEBIRRUH MY, ke i A BN . A2

MBS 2FATAT AR, AR S SR I OMU SR 1Y, WA 5 1 S A% 5 A2 i Sk rag O A& 5, D
KE T BN N UGS, AR 2 anfer P 5 AR 2 A DIWE? wT RAGE T Sy 1) Sk i, /INFE RN,
RFENIMU. FEATH, FRATALIEI, AEEIH

5.2.3 PIEMHNE

TEARTE Y FF L FLATE A T Whitted-Style Ray-Tracing s 42 Jmp GRS, Pt, QI isee? Hsems
I —HE, SIRARIG TR EGWIRNA S 25, FOTAE : MaX A S b e 25 1 043 Je 2k i St
BRAEPBE . H, Fo R FFEMAC R P —HOCLAT G, AW 5 HAb Y A B Y, (H2ix B
HRATEIHN LB LA — 2 LR

o TEIBIAJELRT, ATHIB L SRR, Aot T aei TAE, s &G mABHE R, 4

SRS AR, UEIABEESY T, MRS A AR TE . RS R R X 4.

o TTHEMIAHAZEE R t (AT BRI IARS—FF >0, IR 24/ NTRIGTEZ A PR o

o MRS N TEE IR B R ST TR, ORI e A OB AR TR ZE kA T

mOrg R FHEATIRE, RNAEARey 7 XL EZ T ™iEr, B AR RPAIRIEIE, 22 5 K05
W AR AT, S ERA SRR A IR T AR SRR, Mk RA RN F A B0 bR A feiR A KR, mAE
49 Whitted-Style i3 £ % R R AA BRI, TEMH LRSS E, R FNELBPTLLN, EHB R RE.
diffuse 4 1h 04 RATE A AR H B S B4, X2k P AAARA & AP AR ik, GA5IE R 3o 0 b R I SA 2B BRIB A 5,
Bt ARG B T A AT AT Al R B T a5 R . AE 4ok, Whitted-Style 173 R 7T vAFR A —AS T8 B A #hoahis 4

5.24 %k

AREL LI 25 A T PRI LA e AL

21



52 45§48 R

/) bias

refraction

Vel 5.2: AHAZ R F%
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5.3 REAFIK

o whitted_renderer 11/ WhittedRenderer: : fresnel : ZREJH T HIER /R EH B [ SHEE M H 4>

1=}

=

o whitted_renderer 1 WhittedRenderer: :trace S TEARZE A, IZ KA 2478 ] DANDELION/s-

re/uitils/ray.cpp F¥ naive_intersect TS =MW T HIRAE

o whitted_renderer i) WhittedRenderer: :cast_ray : ZEKELI T Whitted-Style Ray-Tracing B2k

A
o utils/ray.cpp ) WhittedRenderer: :naive_intersect : iZ %307 7 mesh B4 B 18 -, H)
Wi 54 LA R, BB A >0 H. e EE/N SR 4Rk 1]

TEZ R SERE T, RATHGZ BN ray.cpp WESEHERERA, FEART S, [F50]FEEGEE CMake-
Lists.txt %} src/utils/ray.cpp W3ERE, ¥ target_link_libraries(\${PROJECT NAME}) ¥ dandelion-
ray-debug il dandelion-ray iIXPIATIEREs, DA Release A JiidiFizi ey, HP—AHE U7, 2R F P
EEIA I Whitted-Style Ray-Tracing 1[5 il 5f, ZEIES.3

Pl 5.3: SEER A

5.3 HEASHILHL

PR LSR5 R ZOR PR 2N png HHEE, HARRAEORS AR SO & A 9 Al
%Ig/\o

7oh, U R H DR BRE eds s B3 DA Release B4R IHiafTRE 7, 1EHAL— 1 H O S IIRER
Pt Whitted-Style i e i (L1037 5% . IEBETH YR LS MBI G IERHAS 10 43, B2, ROFIRIER AT 10 43,
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45 6 7 | BVH gt yegeoR 22

KRE G5 2.7) o, BAVFEE U st ok se. 75 E—&d, AP T Whitted-Style Ray-
Tracing JE s . FAT A I Whitted-Style LR FEITE debug AT AR, U] RAARE P — M RTIOE A%
RIS, AT RERRZEE A/ NS DA E R E] o 52 B, FRAT58 4 T DALESX ISR R 2 o AR oA — R A5
PRCLR AT . FATTR /2 2% 738 3 e W R i i = AT 1 R R FIT R A 5 2 i 2l =g . (HSERs |
RZ MR SRR WA B, IWEU B, ARG e—a Rl Rear e e i 1] A BR D i i o 1
ME2FA TR INER R “— @ KIN” X MEE, TEXADFRT, A—RANWEEA, Hdh—1 52 BVH
(Bounding Volume Hierarchies 224t &) .

AU, BVH 4% 0 JEVAE 02 158 H AR K i J LA e ik 17 Sy A Bl 5 R L (LR IR S i L X 4, HLiX
Pl iR B0 . FRAT R FFE L S TR I A A, AT AR BGE T SE PR 5. BEEIX L, )2
IV %2 5 AR AR AR BB 2454 . 15, BVH @il a5t ka7 Se e . T T BVH A2 4,
e R b R AT HE— 2P BVH (8 A 2582 B A T s A s R

6.1 SLAEN%F

AR S, FATFERALES =32 % Whitted-Style JHJigsH WhittedRenderer: :trace @& 4T/
naive_intersect W E#H N object->bvh->intersect k.

] 221 75 2 T R PR R 4R 1Y )2 BVH Iy, Sty BVH 15 KimAHAS DA S Stk Y5 AABB(Axis-Aligned
Bounding Box flix} 5 Hil £1) MAHAS . X B X4 5 BVH A5 s FH A G2 5 AABB FHZAC - B EE A
TET IR BVH M, KRGS a8 W HHEHIWR Y HEL 5 AABB 2R,

ST SR SRR T A B A% BVH OS5 DA SCHORAS SR, iR e A ol H 2 ) Whitted-Style {53
AL — G BVH IS .

6.2 RFHIERK

6.2.1 &+ BVH 4

BVH AJi_Egiiie— R =30, FATHRANE — SRR R A R T57A , BVH 52 /5 —2L, [A2#1HR
i AR R A S AR LA
o BVH M) Rl 5 3G AHA7
o BVH X7 A 19 i H 2 A+ A7
o BVH 45417 5 75 27 A VIR L Kl ?
25T R FRAT— AR AT I —3 BVH AR HE T A i
Step 1: BIIE—MRAY A
Step 2: KFI S BT P A — N S & (5285 1 AABB 1) Uk
Step 3: FFX IR AABB AL BIEAHRAT AL, BNARES 1-3 A2 Anial6.1
TERRAR P61, BERAT LAY
o EH RIS AY R M T 15 500 AABB Uik, XA E SURIS, AR AT
PAJe “EIERIWA”, Han—RA, — DR AR e —dim A, in— s, —
ATRAE R T WA RN A, A=A A E0E KB . 4 B2 R At T



6.2 455 Fo 2 K

v K

AABB Bounding Box I

Root

6.1: BVH #7958 1-3 25, KRk A (3]

HHOWE, ARl DR =M h 1115 000 AABB (80P 1A .

o KWMYIREEMEZ MZICHAR, (HFEL L, MLrP kR s AL m R E k. e ATr
ER T, TSR = MIETE R, ARSI 8 AR R TR —> objectCly 1Al BVH Hi
MRIPIER Sy, SRR FOER Y RISl object) HIF]—> mesh. N AFFEBEIIX —xilE? K
A9 BVH AR A M T35 80, WRIATIIE, 1012 MIBHR AR, FRATHiAEE ar s PR AR M- 779 1
refta.

o BT RIMAREIM M A, IR AT H— AT fU2 A4 AERATAREASLERESR H, BVH #
A2 object f— M@k, BT ARTY R 22—~ object, JIIA“H(HE G Z R UiERE . A5th
HZ A object Wi Z /A BVH B R, fRANGRAT 16 R BVH ORI RS, B4
object->bvh->intersect XFFITTE. XL BVH AYSFAL R FATHIRIALE W] PASE I 48
Jre . BAFATESL 25 BVH, IRA— IR R Aiiess, wia SS9 BVH
HOHTESL, 1T BVH BN AART RO, JCHGR RN R 5 BN CAM (4 BT i
7. BVH, HEFRATE model AAHn & b7 3K A 45 s, BVH AT LRGP RE G ielee . ¥
PSRN BVH, WA BVH RS A 2R AT TS .

Step 4: FH 47T AABB(xy,z) FHACHT, I H R KA BN TR, 6.2

Step 5: 4K~ tPR]SF RO AABB WX AR A4 T B E o AR R S R4
(5 A R . JR PRI 25k, HECer PRI IBAS RS IR &5y, B2 UE, 24 Rl
R TR, RS IR 2 A S IR A IS, TR ke 2 e B I vy
MRF A R R R B ME, XAEE M S —— %R, R e ahse.

Step 6: XF—4r M BT, 4 EETRIAEY AABB WBLAE A EHTRI APk .

Step 7: FFHiGIZ Y AABB {53545 24 1 BVH BT Q- 224 T4 44

TRLES 57 B 401E6.3

BHEE R, BB FERIS 2 G HRIE AABB, {EL2 (B 21 4E 6 1A A i SR R (0 2 DA R
BRI

25



6.2 53 Fo i K

v

<
Longest Axis
Sort
g é ‘ prei) L N Root

Pel 6.2: BVH L1055 4 42, BIAKR A (3]
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recursively_build(left_faces_idx);

node->left =
node->right = recursively_ build(right_faces_idx);
node->aabb = union_AABB(node->left->aabb, node->right->aabb);

2 F 5 BRI AR e A — T AR LR R, WU R R @5 —1~ AABB, Rl

for(size_t i=0; i<faces_idx.size(); i++){
aabb = union_AABB(aabb, get_aabb(mesh, faces_idx[i]));
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