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TR T ORI IE JeaS rORE, FATIE T DARFHOCAT L 5 et SR AR A (8 eI B 7 s QA 7 { e Y B
geat, ZJRHNTESFTBBIMEET whitted style [ERIEGEST, EAISA SR . AR5, HIATLI 7K
JEHMEIE SRR IS, WA LA E C #R i A A TiE g 7!

L1 B %

MESLH - MIOEMMETE AR, FATE Y LM A TR EAR, el A ME RN A2 AT
BHAIRLEIRE? FEATLE Y, N LR ENPOCMMEE AR AT 2h 6

o XEIAMTULEE (AR EAEN &) AT LA B I6E

o —HILEITHEHMER L EE

o {fiJi] Phong HBLZUXS )i e (AT hE

1.2 4R HIEER
1.2.1 JEHMERYAE L
Sl S IR LAr L1 FG JLA 5 9

Rasterization

Vertex Data[] I§>.

Vertex Shader Fragment Shader
Vel L1: SEMMEmAR, BARE [4]

o Vertex Shader: {f: [l TAEATIAT, W ZALEEM LA ARPREIFBTAAR (FRAEARAR) AOARARAL S, FATHL

AT (O (55 #) FIEARINLARER R T REL (7 (46 (E) -
XHF IR R, BATGHE ZAH R L 2SR TURACE, ML, FATER 2 FARLAL R R
TS AL THEME, L, Vertex Shader i o[ E— A ARAR R TILE LB AT, A FAE R AOMB I
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AT H S .
o Rasterization == 5L T AL HE D150, DREEMNANE I IE A SAEAIBLAR R 2R R B AR AR AN 4L
##{l . AE Vertex Shader F Fragment Shader 2 [B]3Z 2| 5 AL B AR AE T o

XX T8 cube 33X 2 AR D W IR TSR (B I 2 o BE™ S BE R 2%, Bl s B z-buffer 7E PN A AL
FALF AR, R E O KA R 1, IR A2 B8R DO B e AR I A R, X
LR 2O double BUFRFHREEE, (HH THEARTRMEI T, HFASXIEREE 5 IR K520,
B [F2ATT T T2 X AE OLRIAT, TofR T2 B SO SOk FE 7 R 2

o Fragment Shader & T4 L ot (W RUEIBRME G ), TR R eiBia s, At
2L frame buffer 1,

ZHEFERENE, FOAREZMARM I, MAFE G 200 E £ ZoROR R, AR EK [F 2
114 il Phong Shading #4746 (. fEE @K, F2EMIME] GL: Material . XANEPH I E, am-
bient/diffuse/specular 4 H[t %t W 7E Phong Shading I flr 82 1) ka/kd/ks, FoFE&AMEH texture FEATi14E; T
shininess M} A Phong Shading B4 I S I R p, BABL T80 & AR . 280011, JnR =
VTR BT I SRR A R TE e 2 L, I 24

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

FEFRATEIRFSE B EAMEAR H, Clipping #4852 508 LBy B HIBRA BT A [«

EGESIR, A =0, RSS2 BUHEmIER . BB . 15w mIER .

o BRHEMIBR: it AABB £, OBB @G58R WHIEA, A5 5 MHEAMELEEIN , T ARSI Bt 4

AR, i AR IMEAR B R AR

o BRI NIRR: FEARKRAS S AT, R A e 2 MIME R 2wz tT (R A Y A BRI ir

B, S w=0, MERBIRKE N BBREHR) , XPrBOe el DM R Z 5, —aa e D

W, SIHTEEY, AU Z .

o WilMBR: FET A& QA B s Zaliaty, W iR mIRgT 1, R

AT e A A T ZEdE AT — U B B LA B A B S A N o RIS RS G A B B 2 A, B T
ATPASERIVERE, W E R E Fr i Bl RO N T IAL [T AR R AEXE R, BARIR T
JrPERE, B REPRIESE B BCR IR T, REASLL IR AN THE I LT SR S BN HOUHIHE e iR -

1.2.2 Vertex Shader 172k #i

F£ Vertex Shader /1, FATFEZEX TR S i Ak brid L /29 Uniforms: :MVP  (projection - view - model) 254k
FIFERGTIRAARR T, BTV oA 8 1 2 15 o i il e X Ay s T A8 e i e ? sk b, FEDUR S, B
g, UV ARFREEFITI S AR A2 7 2R AR R Y, AEYAZ )y )@ 2 A S g i . RO R Rt — >4
Fodgiit, BIAPAL T RE SRR . kK12

RAR A A e rp R 5P, e el S5 LA, IR ATREMRAA SR H .. KA ies e IEA 78 i, Ak
A SLTH ) A I R R, WTMERCER SR )G, RIS RO R it R —FR
FZIEW, e b S T R L

R T ITREL R ER A M, FRATFESI AL, RIEDS A 5Pty B 53 LEm . JFRHEE
YIRA AN 2R AR i ) AT, RIEESE L gt , U RBARIE 5 A ) H 54 aE i . RATAH X —
PR R A FIR RO BB A AR . BRIy R 71, VI €, BRSO M, SRS G
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Ik
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Wk Tt =0, W2aREGTM =1, Mg (Gr)T - (Mt) =0, HILEH:

1.2.3 Rasterization [13% #1555 -4 {4

1: 2 non-
proportional scaling

(Ga)T - (Mt) =0

AT GT Mt =0

G=MhHr

Pel 1.2: NEELRGR VA 2R A8 Ak

AT AT LB IEARE? BATIRMBEPIA IR, AR I G4 2 W A 2 1) A 1 31 e A

bR AL e, A 13

B EXNRARRE, ARGEXT R AT B — SR K S oA AT B IR (e, e P ol p fa
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Pl 1.3: Wy A Al s ) 28] Jee s ) ) AR e A

v

NDC

AR EFRERLA T —2, SXAFGRIAT T KB ER
L. ARAR AR IS AR R P 56 AR I T AR R M R R . H AR O R T I AR AR BRI T 28 Rtk
IS =T .
2. EBEE G0 w FoR e BB 2 .

AT AR RBE RS, AT ARHEM A IS TS T QURIE T R O, B

Ake:

I =aly+ Bl +~Is

H ZAE AR REURE T HO B G =M TS 1 . TUSIEYE o, I, L 27280 = A IE I TR
FORMEME, R IRIXPELE IR (A5 2 IR L5 R R AR . IR — 58, AT %Ak
LR AL 2 e (RN ) R MR (A AR

HHfPerspective-Correct Interpolationix i SCE H AN S, AT MBS A5 1 2 RBE—5 £ M
KLtz R] . BN R A T hrR S TR A B O AR AR MR (A — R T L AR 1, X
ANGERFIRANT L BIREARAER, RISEIE R E 2 JFMERE R, H—diferkik .

I I, I

A Ly2_Dyaz
7, Tl g )4

1
7tz 7))

SCE [2] WO HAER — AR BRI TR0 . 21, Zo ARMR LB i i AEEBEE BT, T, I
PRI LB i i R (E RSB, Ze MURAE AR AL bR 2R Tl (1 08 SRS BT IR (B S Z, ksl
WHEPFHAT 458, B GE2RABOE T 7 EEREEINA, JEAR LT ERR L, POBTRERGE R RIFA &R
BEBBG WM RSO . H i T ROTZORF AN R E A, FrPAZERIA AR5 2461157 2-buffer
i, SATEIRTIE . EHFIEAE = AP PR OU ] DB IR h i, 1538 = AiE i IR (s
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https://www.comp.nus.edu.sg/~lowkl/publications/lowk_persp_interp_techrep.pdf
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L I, I
L= (ot + 82 14 2) 5 7
t (@ZI+522+VZS)* t
1
azil—i-ﬁz%—k’yzis

Hrp I, I, Is 43 5 = A=A TSI JEYE a8y & 24 WA EL S AE R AR R TR D AR, 21, Z2, Zs

Z, =

BELHIRY 2, AT AR RARFAH:

I I I
I, = (ozf1 +8= Jr’yi) * Zy
w1 w2 ws

1
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w RZNFENBE 25, AR EERERIF IR 5 DU 4E
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1.2.4 RS 8

T A ) R 4 HSRRACAE DANDELION/src/render/ FI5 R, SO e 2 3005 B DA T ILAMCAS SCIF,
HSAEEH TR B AT

src/

| render/
render_engine.h
render_engine.cpp
rasterizer.h
rasterizer.cpp
shader.h
shader.cpp
triangle.h
rasterizer_renderer.cpp

o render_engine.h: HYLsi)K UM I N TE Y s B PN AR I — S8 A8 & . FEAfTE L 45 R DA Je
W TR L R E 3 1

o render_engine.cpp: {HYLARIARESCIF o 2 SCOFONEE T 48 4 8 TE Jedn i F4L

o rasterizer.h: YEHEAR I 3K SCHF o AZ U N OIME AR TS T T 1 — 2878 5 OUMME T iR i R £ A K vertex
shader f1 fragment shader [ f 211 .

o rasterizer.cpp: YEMMEAR AR 1% SCIH S ML BT i B & R ek ZE B

o shaderh: F @ AFNIK 1. S NTRE O T BT TR — 2848 5L K vertex shader Fl fragment shader
FRRE o

o shader.cpp: I OAFIITE ST % XA F vertex shader F1 fragment shader 152 F1 .

o triangle.h: —FIEIEITTHIS U o %M E LT = AT K TTHIFF 4L o

o rasterizer_renderer.cpp: SMMUTER BRI . oePEOTADEHME S HESA S B R 5.

1.2.5 %k

BN POUMMEIE Qa0 E AR, 50 AR EI B S P i s AU SR I TIHS (O HMETE S g%
REAS B IR 25 28 «

e rasterizer.cpp:
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o Rasterizer::inside_triangle : Z5EBRFLR (xy) AEA=ZMAEH=ATURARR, FIW (xy)
SETE =T NS

e Rasterizer::compute_barycentric_2d : % E B =M (x.y) AR =ATEH =T A RVR, it
B (x,y) X ELARFR [alpha, beta, gamma]

o Rasterizer::draw : XfY4FiE AR A =M R #E T8, JEAT U84 AR

o Rasterizer::rasterize_triangle : X UFi=MAEIHTIEMME, fEXE A, WEME, TSR
PRFIVE LRI AT T I IE A E

o shader.cpp:

o vertex_shader : REI i ARFRAE 4 B30 P, FREATA0 1072840 s (] IRpRe vk 4k ) A8 4 B AH ML AR B
FHTIGZAEHE

o phong_fragment_shader : {ifif] Blinn Phong &I 1B H 7T (18 %) MFi@

FEAZ I SR A R A S P IKIE LSS R Y png A A
o M#K cow.dae, TM— A ROEWEIFFHALEREER (2.0,2.0,2.0), [FIRRHFHIPLAE BTN (2.0,2.0,2.0),
HRAOE, R SHORREEOA, RRFFEIZEOUA AR TE SR

Vel 1.4: sEHR AL 1

o MEALE AL (dae,obj #-X), FiASEEITIRE, HEHHRAERRER, aELs
@ L EE, BISMERNER RASE .. BEEEAGTFREAER EARS, RET AR Loy S5k, EiEE
B AR, TGRSR ML, e S AR, AR AARILAGILA F, VAR EAT B B E Y
BYER
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Pl 1.5: SCOR Al 2

1.3 sk

P S ET AR E EABOR R WK R SR png AR XA R, HOREEAZERS IR 2 SO
M Aoy AL RS

F351, BT R B iE ety B DA Release BEAIFH By, HP—MEERT . W
SRAEMIN B AT GBI R AT 5 23, IR NI B IR 6 145 10 7
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1% (R

AE (45 2.3) Sk, WATHXAES 1 FhSCRPOMbE RS T2 SR itk a5
REREATOLAL, RD

22) HySEE, FATERME TBEAPOCHHMEE AR X, RO O IE Gt i 1
L2 AR PO St -

2.1 SBEN%F

AREE FEORAE S 1 F LA B EUEF TR, FEREE TR TN GPU ZA S HO R i 8 2R A 1]
TNGG, AT 2 SRR, SEIE SRR O TE e -

2.2 FRMER

2.2.1 Bt GPU 42445 SIMT K

Tl THE 5 13 BB LIRS, A B TSR3 CPU SAITHY. TIFESSRE LA, T GPU
WAFRE LA T CPU, FATHEHEHE GPU HEA7 ] DL KUBIFEATAO T 45 DABE B AR, (IANTE 5 1
o 11 Vertex Shader il Fragment Shader, JCA TS AT AR 0 P Bt 7 K BUBORA T TR TR EE . 4%
CPU /R 2T RALY , FERIIR T, CPU TTDASER S Ay Hia (LI, MR BTG FR A2 .
BT E SR ORI S , F1I 456 T AREE GPU b7 o (1A, LR LR R
SISO

AP, FORME I GPU KA 7 LG ek 2.1

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
GDDR3/GDDRS5 GDDR3/GDDRS5 Off-chip GDDR3/GDDRS5

DRAM

Pel 2.1: BiAC GPU 224455 SIMT #xi%d

A GPU FREM A, FfhihFrs Jiik £ M Bigs (streaming multiprocessors, SM). FAMEHRZEINFT B4
A LRFEFET (sigle-instruction multiple-thread, SIMT)
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XH TS A A ia——SIMT. JE4 SIMT j2ft47 FATHE, MARTHER A MR CPU it &l
IR BT VR DA S GPU S S 3 iR S A KRB AT V3. X1 GPU SR, A BLEZ NI T3
BE, AT AT RAGE ] B R TN 2 A PATER IR TR, R B AR N O R G S R (5 K
T B ARRBOR FEE, [RIRA TR RNE T R, ok B KR PERERE) . J3— 51, R 2 N T M
BOgE BT, B Bk ri AR, i B %5 Vertex Shader 1 Fragment Shader, ftfi 1T 1)@ K
BTGB RS, HR TSGR S LT R R —re . IR B2 M B e AA R
PE, D EEE R ICH T R R 2 T B R, BV 2 SRR A . N “HEFTRY TSR — ARy
X, R HATH A R R T 58 4 —B0W 5, R SIMDCRAE S 28 . HEFES B, “5wia
—H RAVEN . REEAEIT i —20, SR ARE T SIMD fing#t, mTEitias 3, S SR —S0 Ry
TRAEOL, RFRES XNFHAT, 3 K RERATRIA], kR AR TE S At iE e R R i . EIRRX R, 2
SIMT (FR4ESTMELTL) MEEHTY.

2. 252 3 51k 7E 2004 4E4E H 1) NVIDIA GeForce 6800, BEARTEE A 2 HACHMLIE Jery B nids, I
Vertex Proccessing | Rasterization, #XJ542 Fragment Proccessing, I )iii& Blending.

Command
Processor
}

1} ! 1} | | |
Vertex Vertex Vertex Vertex Vertex Vertex
Processor Processor Processor Processor Processor Processor
l | | | | |
|
Triangle Setup /

ZCull .
Rasterize

) ! | |} |} | ! }
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 |

| | | | | | | ]

}

! ) } ) | |} | 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

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

2.2.2 JEPLELAE GPU bIyialE i X

TEk—37, AN Vertex Shader il Fragment Shader A5 SR ZIIAH .
XA T H AR B E L, BRE Y R T mAERE 1, B8R Z BTl L E . APT Bt & SE B 2



22 g R

REEH A O B IR SR DI RE , DARTgnfen B e T IEBARR P 01, iXat/& Shader,

1 unshaded fragment input record D

sampler mySamp; l
Texture2D<float3> myTex;
float3 lightDir; <diffuseshaders:

sample r@, v4, t0, so
mul r3, v@, cbe[e]

float4 diffuseShader(float3 norm, float2 uv) madd r3, vi, cbo[1], r3

{ ‘ madd r3, v2, cbe[2], r3
float3 kd; clmp r3, r3, 1(0.0), 1(1.0)
kd = myTex.Sample(mySamp, uv); ::: ::: :z :z
kd *= clamp( dot(lightDir, norm), .0, 1.0); mul 02, r2, r3
return float4(kd, 1.8); mov 03, 1(1.8)

: !
1 shaded fragment output record .
Pl 2.3: Fragment Shader J H.4m % 568, BH %K E [1]
23721012 Fragment Shader (J—#B70 RS, i@ Hagmid 2 Jany U, iXeEg4— 2% —ZHAE GPU ) SP

(JAbFER) 2 SFU (Fpikeki#irpoc) BT, T2 MEEREH 23R —Ht Shader 5419, FroARXI AR
Shader [ A4 IFEER, IRA G IFLRUNE2.4

EN|ENENEY
E]@;@

<VEC8_diffuseShader>:

VEC8_sample vec_r@, vec_v4, t0, vec_s®
VEC8_mul vec_r3, vec_v@, cbe[e]

VEC8 _madd vec_r3, vec_vl, cbe[1], vec_r3
VEC8 _madd vec_r3, vec_v2, cbe[2], vec_r3
VEC8_clmp vec_r3, vec_r3, 1(e.e), 1(1.8)
VEC8 mul vec_o®, vec_re, vec_r3
VEC8_mul vec_ol, vec_rl, vec_r3

VEC8 mul vec_o2, vec_r2, vec_r3
VEC8_mov 03, 1(1.0)

Shared Ctx Data D D - .
aECa

Pl 2.4: ZHRFHER 1S, BWHRHRA (1]

ALU1| [ALU2| |ALU3| |ALU4

ALUS5| |ALUSG| |ALU7| |ALUS

F2. 425 NS ERTE 2.2.1 AR A S PRI . (RIEG FEE GIRFE 8 4~ ALU (SP Core) I+
2L HAT. T Ctx W TR DI i G B A0 4 A A TR AR B S, SR — G RAEPATI B HZE T (Bl
WGP SRAFSEFERTHRE) , LRSS A PATI B R 30, MR U] 5 — 4R R g 0T, R
] GEFEEERT 8 R AU EIR o |5 T Fragment Shader, Vertex Shader. Geometry Shader 25t £x i HE iR AR
BEATHEAE, I AR REGLE W] AT

SEEE22FATRIE, AT EL L E YL i — i -

1. BB DA S iE et St CPU i F R APL, RILAL %] GPU i

2. Z it AJ LI Ab PRI B, H Vertex Work Distribution X 15 a5 8t 43 e 2 A [R] 1 i 2 2 AL BRAR H I A4 T Vertex
Shader

3. PUTZ R R BRI A T R L , BB A G SE T AR AR BT R 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. B PR A T e FEER UEA TR BE I 5UFN Blending
RPEFRATMIE B SR YA L, BESAES 1 TSmO bia deds, SReRHafIRI1m 2 L8
A B hr: Bpfgifulil: Vertex Shader £l Fragment Shader J{-472 .

2.2.3 C++ gL e fd e ng ==

BEAREAER T AT FF 22 LRI B AR, IR AT RFFEHE BRI AL Ik 1 FATRIZ M BIRLE T7 T
ATF-EFZIBZ AR TALNE?

X B AN IR AT RIS R S, WER R IREERA T M, WA BATAREUR 575 Cr+ 50 2 LA
JER A il %

L AT G RS/ S se e R4, 24 CPU T RE[RIN B2 A ] — 24747, T4 CPU Y
B E Sy, WARTFEON EAAATIATE Y, e B A CPU _EA—2, X2 R . e
LEFRAT PO MM IE G b, frame buffer 195 AR AR R, 18 2 P ARAR DT ) LS, 500
B I, SEBP SRR ERATIE, MK, G J—Fh B R R Im A o IS I Ry, e 4l
PATER G AT ETE . XPR O Ak — @ W re, MRy XSO0 R AT SE g e E .

€ ZAATR G I RRPIEE AT R E ey 25 R, RIRA A2 A Fo B AT 2R var 247 3G 3AF:
o A iE var=A T var + 1=A B A var=B % 54T ¥ =B i var=B 4T var + 1=B B A var=A %
BATE
o A i% var=B i var=A 4T var + 1=B H4T var + 1=A B A var=B £ H547F ¥ =B B A var=A %
HATR %
et P ARAT A0 2 2 E AT X P A fo BigA var 0915 B . B HM B ARATEATR YOG, HER
FIAT var + 1, @& BRI RN var EIRATEY A 3BAE, TS TEANSERETT —R A IHRI?E.
FTVARL B A B GRAFEH 0GB, L IRIRIEMTENE] BN A A2 Ao,

2. AR5 WUR G /RS - AR RGO B SR A AR R TR RIAEEEY , ARSI TR S5 T R, R
BRI ET IR R, IRASIA GG R, IR et IR A [T, R e R AR
A ETE A IR, ARAAN G —FF IRl e ep AT

2.24 ¥k

FATEZ R4 W T U0 B AR @ik A B —7 S BUEY Vertex Shader FI Fragment Shader B3 4FH#1F47,
MiXx—# H¥F Rasterizer: :draw fll Rasterizer: :rasterize_triangle F#fTTRA . HIt, [FEZ1]
T B E A T IUD R S (BB std: - thread S2B):

o rasterizer_render_mt.cpp F1¥) RasterizerRenderer: :render mt $5Z5HE5: TEZ R, FA1MIE

AR THATRRATIRE, W 2 R b 2 AR RGBT A B 25, LAk ik

FIRCR IR .
o rasterizer_mt.cpp ) Rasterizer: :draw_mt : iZEE0E ] T Vertex Shader, i [ 5# 11 EZ 2 E&H IME
HFTHATIE R .

o rasterizer_mt.cpp "PIf) Rasterizer: :rasterize_triangle_mt : ZEKEH M T Fragment Shader, [F]
HHATREE A frame buffer, 15 [F] 227 S Q] 47 - A 3L 21 i 53 D3 v A
<2/\ e B R AR E LA Ry R T A H BB, 2R F AT R S 02K, 2R T #
R 18 F5 PR M R 3R R B ey oL R F AR XA &0 B B AT E 22, A B HEIAEE
TIEAT B AR L.


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

2.3 REAIIK

] Debug BEGFIFB TR T, HRE— DR NRT 4 BRI 5, FAER S i LR AR Z 4L
P (RARRHCH 8) WA T A, 82,5, BT BRERAR Y § DA B B R SRAS G 4, Rk )
—7E LI B T 4

Dandelion 3D

Pl 2.5: SLIR A

2.3 $RASAGE

FRA IR AR S FRBOR PR E Y png A% UEE, HORIESCEORS BB RIS 7 SCRII M e A 09 AL
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o5 3 #i Whitted-Style Ray-Tracing

ERPHE S, FADSPOEMMEE QAT TR . X5 (5 24), AT Whitted-Style Y2838 ik
TriF9E, Whitted-Style J62% 38 f 2 Al F 47 5 /2 AVRTHE IR /R 5 B R B2 S5 R [ A1 (Relection / Reflection and
Refraction / Diffuse or Glossy) 4 {4 [ AH A2 Y S FIAT SR G Ty 1] AR 20X A A4 B R A X8 ?

FAVENIE , FEROCMMEIE et 5 oo e, A6 92 Blinn-Phong Y ISR, JXRMSIRIICILAbRE 4
JOR . /246, Blinn-Phong Y REASALZ R, [EYL SRR A BB S RGO . FE SO E
RIE AR, RATAREDEM LT EEE, XEENEE AR, IR B2 ERRMIE? 5t
TEG| A R RS

XHEEEIANEZIREN AT HEDERMRMIEE . MBI . B, SOLE S FATEXFh
PRI & G BN W R R AR R IR AT A O, 1 R 5 RO IRBCR AR A ROt
SRR, FEESEHE A, AMUFEEE IR R G IRACR , JCZGATER RS . B T NEUR AR 20T
PR T 2 [ R AE S, XS Gt @ Y IR I BB A o, FROTARZ NG, IR 2% T IREE
HRURIRAIFRZ A Jm e B, FRATT AT AT Whitted-Style St IR 42 /i) .

WESRFRAR T Whitted-Style Yo 2B 2T A ABIABIREEA, A28 TR, SR HERA LR
Whitted-Style Y2831 i i SLHLIE |

3.1 LM%

TEAS T 75 ZESC B Whitted-Style Ji e 1 500] DA Sy =M :
L RS2k 1414k primary ray: MERGHUAR VI 195 MR K — 5k T4
2. JUWRE S L ARIAS - A Tl T Y 2 e R O R =X, B D mesh iR =M, HIEEY
BOCEER SIZ= AR, WAL, WaRIE A SR EME, AkE std: nullopt .
3. BVHEZeBREs : ARIEY R RTI R, FIRT 2 57 2 A S 2 secondary ray ([RIPENIANTR S5 I8HT 5, M
TEH B IS, Hdp material.shiness<1000 W}y diffuse, {M)% relection), fIEFE K&, N
AR, H BT LS BOR B 3E 1 SR BIE .

3.2 fRPHIER

3.2.1 AKX

SR I generate_ray () £ DANDELION/src/utils/ray.cpp . TN , & X4, A
T SO RO 6] TTASEO S FE A B 2R O30 A I 0, 5 S0 0 RR A B R . 3.1
AT E B BT AT 5 — P IIR? 7R R AR M 109 frustum? FESCHHHE T2k A2
AL R, AR, DVIBLE AR, BT, RARFIE-Z J, PR P
S M TR , V9 —F BB R LABE A 1, B depth = 1, Tik— SR ROV F i, 3L
TR RGR I K TR S . 55— MREVERI S RGE AR UV, TIARE, ERQFE L, UG
BLAEBRRIN X AP ILITRUAI, VS HIBLAERR I Y SPAF005 AR , EISE O (o TR Ly, %
5b, HIBLRLASBEAORAGEPIITL, PHUE, E PSRRI AILAL G AT, 97240 Je M S IQ 3 P by
ORI B A I T AR R IR, 6 0 BRI 5 LS S A 36 A Y 56 I 24 2
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Pl 3.1 FHLA SR 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);

RGBT, FATEIRFE RS R AT R R AR, FREX MR R AR BT Y A 2 P B R 4
B AR, X RN RAE, 2R ATAA— GRS 2 C A, B depth =1, (HKE
SURAGE , AR2FATTR Z—DBOMNAIER, IR fove MFHIVRR, fov 2E MM, FEOMH—KE
P depth EL1, FRAT Tt R 1 WA AT A — AR P S (e ws ), A RERE A H— LR
TIPS ARV T A FCAE, SR n] DA A FUAEL, RRAE AT B P T T 2R, e B — A s Ti
Y, B

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

Vectordf view_pos = ratio * view_pos_specified;

3.2.2 FIWE R PR M ZE R TE RN

T4 ERE NG, AR R B FIWHX SR S S AR 5. T HIWT SR A 52, SE B
EFIWT S A = MR AR, M S 2 ZMIEE R AR, 24 BOE &  SeA s AR—A

AT PSR AR = AT R AR A 1 =2 1A SO B Lk P 37 = b i g — A=A, HiX AR, &fF gl
WRERAER.

BB AnFATAE ] M-T 2.3 (Fast, Minimum Storage Ray/Triangle Intersection) XRfEGEE 5 = MIEIIACE: 24
AT, KM R R AR AZ A, ERRIEATHIRA K 0, RIRIERBEFEE i . 45 AR PR W] 0
XF I ) @GR PAT T 24 Tl I = A TR R G Ot . R, MIRARE] TORMEAES, B iR t A <0, 3K
IAEE R — AR RIM AR R, t<O BT DL 2485 ELE 5 I «
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B RMBT R A, §TFTRNBITHEFEZE, S THEMK, ¥T4LNATALEFTRMMAE
13RI 091, FHeTES MR —ERE D —5, IAEE2EANT &, KA —A 0109 1R 4514 epsilon & fF
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;

if (result.t - infinity eps) {
return result;

PR RUG, R TR, ITRARIMM A EAEI A S IR I B R A, 2 &Sk
E AR, IR S R, X A ZTT [ (WA (E epsilon SRARHRX AN, (HAF20E
M AEBIRRUHMYT A, ke i A AN . aiAl3.2

MEB2FATAI AR, Q2R SR WM AR, WA i 5 1 S A% 5 a2 i ek e O A& 5, D
K2 it B A OIS, AR 202 ISR 2 A IIE? T RAGE ] e80T 1) Sk Zniske, /NFEANI,
RFENIMU. FeATH, RATALIEI, AEEIH

323 BlgmHE

TEARZE Y FF L FLATE A T Whitted-Style Ray-Tracing s 42 Jmp G IREAL, Pt, QI s e? Hsems
I —#E, SI|AVRIG T LR ESWIRMA S Z G, FOTAE : MaX A S b e 25 1 0743 Je 2k i St
BRIEPBE . HI, T R FFEMA R —HOCLAT G, AW 5 AR A By, (H2ix B
HRATGEBIHN LB A — 22 LR

o TEIBIAJELRT, ATHIB L SRR, At TG TAE, WU sEE G MBI, 4

SRS AR, ULIABEESY T, MRS A AR TE . 217 S 3R R X .

o TTHEMIAHAEE R t (HA T ERICL B IAR—FFE >0, BN 4/ NTRIGTEZ [ PR o

o MRS NE T EE TR B RS TR, ORI e A OB IR R 2k 7.

mOrg R FH LA TIRE, KANAEARey 7 XL EZ T ™iEr, B AR RPAIRIEIE, 22 5 KM% &
W AR AT, HS B AT LA MR T AR SRR, Mk RA RN F A B A0 bR A AR A KR, mAE
49 Whitted-Style i3 ¢ % B R ALA Bk, TLEMH LRI E, B FNELBTLLN, THB R RE.
diffuse 41k 04 RATE A AR H BB, X2 P AAARA & AP ik, B 5IE R 3o 0 RISk 2B FRIB A 5,
Rt ARAY B 7T VA AT -Gk )i i ey ss R . K% ok, Whitted-Style 17 R TT VAR A — A T2 B A Fhayis
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o whitted_renderer 1) WhittedRenderer: : fresnel : ZREH T HIER /R EHITE S 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 ] WhittedRenderer: :cast_ray : ZEKEELI T Whitted-Style Ray-Tracing B2k
A

o utils/ray.cpp ) WhittedRenderer: :naive_intersect : iZpRK%d 07 7 mesh B4 B T8 o, H)
Wi 54 HI LA R, BB A >0 H. e EHE/M SRR 4Rk 1]

TEZ R SERE T, RATHGZ BN ray.cpp WESTHEERA, FEART S, [F501FEEGEE CMake-
Lists.txt %} src/utils/ray.cpp W3ERE, ¥ target_link_libraries(\${PROJECT NAME}) #f{] dandelion-
ray-debug I dandelion-ray iIXPIATIEREs, DA Release A i iai ey, HP—AHESOp5, SR F
EEIA I Whitted-Style Ray-Tracing 15 il 5f, ZEIE3.3

Pl 3.3: SEER A

3.3 A

BEACHY S R 0 AR R prg MoUIRED, HARAC TR S IRAERTR A SRR % A 9 A1
B4

50b, Yo A EARRE ] PR : BLDA Release HURSERILBITRIT, W1 1 CHE A0 eI
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KRE G5 2.5 o, BAVFFEEHIUTEEIREanEtgokse. 75 E—&d, FRA1EE T Whitted-Style Ray-
Tracing JE s . FATS A I Whitted-Style LS IFEITE debug AT AR, U] FRARRE P — M RTOE A%
RIS, AT RERRZEE A/ S DA E R E] o 52 B, FRAT58 4 T DALESX MRS DR 2 o AP a o r— R A5
PRCLRAZ A . FATTR /2 28 0738 I3 e W R i Bir A = AT 1 R R FIBT R A5 5 M S 2ol =g . (HSEks |
TRZ MR SRR R B, IWEDU B, ARG —a KT Rear e e iy 1) A BR DS i 1
ME2FATRAFINER R “— @ KIN” XS, TEXDFRT, A—RANEELAL, Hh—1 52 BVH
(Bounding Volume Hierarchies 224t &) .

AR, BVH 4% 0 JEVRE 02 158 H AR K it J LA e ik 17 S iy A Bl S5 R L (LR IR B2 i L X 4, HLiX
Pl iR B0 . FRAT RTINS 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 a5tk a7 se . T T BVH A2t 4,
e Rk b R AT HE— 2P BVH (87 A 2582 B A R s A s R

11 g%

AR S, FATFERALES =32 % Whitted-Style JH4igsH WhittedRenderer: :trace @&+ AT
naive_intersect W E#H N object->bvh->intersect %K.

] 221 75 2 R PR R 4R 1Y )2 BVH Iy, Sk BVH 15 XimidHAE DA S 2k Y5 AABB(Axis-Aligned
Bounding Box flix} 5 il £1) MAHAS . X B X4 S BVH A5 s AR G2 5 AABB FHZC - B EE A
TET IR BVH M, KRGS a8 W HFEHIW Y HEL 5 AABB 2%,

AT REER KRR R R BVH (25 DA ORI, iR EARFA A B ) Whitted-Style {5
AL — G BVH IS .

4.2 FRFHIER

4.2.1 & BVH W4

BVH 75 bl — 8 — SO, FRATTAREIE — XA s R A 8 R ¥, BVH 52 48—, 21
TEES AU LS
o BVH R sl & SURATA7
o BVH XI5 e 75 A 2 AT 47
o BVH Hf )R 7 i 75 BEAE A IR LE Bicd
B2 T RS FRA T ARk BVH B 7 4 ik :
Step 1: A H—MRAT
Step 2: 5375t Ir A 1P A — AR 5B & 52039 AABB £7R) 34
Step 3: RHXAMIARIY AABB 225 QI AR 5, AR 1-3 4.1
TEPRR A1, B AT LA
o EIH IR TEARFTR 2T 53 AABB S gyt , X MR e SRS, A riHEn]
A2 “EIEMPER”, than—HA, —ANEES: ArnHEeT e 4w, an— R ESE, —
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v A

AABB Bounding Box I

Root

4.1: BVH #7958 1-3 25, A2k A (3]

HHOWE, ARl DL =M h 1115 000 AABB (80P ik .

o FHMYIRBEEMEZ MZICHAR, (HFEL L, MLrW R e BA I mE R Rtk e ATr)
ER T, BTSSR = MIEE R, ARSI 8 AR R TR —> objectCly 1Al BVH Hi
MRIGPIER Sy, SRR FOER PRIl object) HIF]—> mesh. A AFFEBEIIX —xilE? K
ITH9 BVH AR A T35 80, WRIATHIEE T T2 MIBHR AR, FRATHiAE S dr s PR AR 779 51
refta.

o PR Y FIMAREIM A, IR A Gl A — AR mU2 A4 AERATAVREASLERESR F, BVH
A2 object f— M@k, FTAMRTY i 22—~ object, JIA“ (@G Z R UiERE . A5th
HZ A object Wi Z /A BVH B R, fRANGRAT 176 LA BVH ORI RS, B4
object->bvh->intersect XFHTTE. XL BVH AYSFAL R FATHIRIALE W] PASE I 48
Jrekg . BAFATEL 25 BVH, IBA— IR PR Aiiess, mia SS9 BVH
HOHTESL, 1T BVH BN AART RO, JCHGR RN R 5 BT A (4 7 i
7. BVH, HEFRATHE model AAHR A b7 5K A 55 s, BVH AT LEREE ) R 1~ RE G ielee . o
PSRN BVH, RPEA BVH BREH A 2R AT S .

Step 4: FH 47T AABB(xy,z) FHACHT, I H AR KA BN T HET 4.2

Step 5: 4K PR] SR AABB WX A4 T B E S [ R S R4
(5 A e . TR IR HEE 250k, HEer PRI IBA RS IR &5y, B2 e, 24 Rl
R ETERT, RS IR 2 A S R A A IS, BT ke S e B I vy
MFF A R R R ME, XAE M S —— %R, R e ahse.

Step 6: X4 M X BB, 4 E B RIAE AABB B4 HHTRI APk .

Step 7: FF TG AABB {53545 24 11 BVH T Q- 254 T4 14

TRLSS 57 4.3

BB R, BB FERIS 2 G HRIE AABB, {ELR (BN - 14 8 A A SR AR 0 2 DA R
BRI
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v

« >
Longest Axis

Sort

2 4 AW A Root
P¢l 4.2: BVH #2155 4 2, BB [3]
Split Index Root

Sor | i

L\ d FY Py~ O Allman

Pel 4.3: BVH =L H05 5-7 4, AR H (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);

IR F 5 BRI AR W e A — T AR EESL AR R, WU BT R @5 —4> AABB, Rl

for(size_t 1=0; i<faces_idx.size(); i++){
aabb = union_AABB(aabb, get_aabb(mesh, faces_idx[i]));

Step 8: Z JEi iR AREAE /i T EEAR ST S5-T R HRAE, AnlAl4.4H14.5

\

Longest Axis

Split Index Pk
Sort ‘ TR
A ¢V v Al [m o n
7

& A
Vel d.4: X AEFWESE S 5-74, BIRKEA (3]

M2BAM BT FRA AT EATELR Y, HfIgEY faces_idx.size()==1 i}, AHELkLAN
gy, BRSSP B = AR T R B B — R AR R e AESERR I R XA A A2 AT A
SERY, IR BUNT ST — e, SESHMRERTE TR EEES.

HATX
4.2.2 BVH HIZZWH: R 0,
FERTH—T7, AT EMBERE T BVH [WER G FE, 8k A 2 5 87 47 BVH SRt AR IEH

Mok 7 BVH B2 R G5 B AT . {2 BVH SKRAZ IR FEA — S0 0 B N 75 B M A e, 76 W] RBAS 245 1 45
LS
o /7¥& AABB: :intersect E#$(5 BVH: :ray_node_intersect E#{ix ray_triangle_intersect i

By D, ARIERE R Rl AT DAOE S R BT A SO 2RUEH, R X =S s £
o ray_ triangle_intersect J&&k 47 model ARFRZE Y, JRINTE 4.2.1 HESFEMIEH] . (HAEZ R EU
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Split Index Root

Sort .

AowWw

- N
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A

Vel 4.5: XA TS 5-7 4, BIASRA 3]

i, RATERR AR R, TRAEAERT 1R [0 25 SR AR 2R A2 4, 3 B ) 2 A T 75 R B T 1R AT
KA b7 2R BAIDLAR b BRI S 86

o M —ANTREFEMHITZAE AABB: intersect wfh, B TRANSELWEWIEICH—AN =M H
F, P2 B AABB AR5 IO, X FEOLH TAS B, ATREH IR tenter — tewir > O HUIEDL,
[F2EATRT DA B AT S R v

4.2.3 %k

ATE PSR A FE DANDELION src/utils/H 3T, 1520 T R R LA R %k
o aabb.cpp i) AABB: tintersect : ZRBUH T HIWT Y HiH 42 5 4 Hl AABB #%2
o bvh.cpp Hf) BVH: :recursively build : %% T8 BVH

o bvh.cpp H1ff) BVH: :ray_node_intersect : iZp¥UHT M KA EE HH0T mOREL, AR
IRARAZEE R

o ray.cpp Wiy ray_triangle_intersect : ZREUH T RM IS =AM A ke gh 4
TEZ T S g, FATHZBINE ) bvh.cpp . aabb.cpp . ray.cpp WIS TERPEIA , TEATEH, WA 1755
BUH I CMakeLists.txt H %5} src/utils/ray.cpp . src/utils/aabb.cpp . src/utils/bvh.cpp W% /+ target_link_libraries() #
i% dandelion-ray-debug. dandelion-ray. dandelion-bvh-debug DA} dandelion-bvh X PUf7y3 8, DA Release #5K4
BIFIZATRRRE , WS cow.dae 2L, FFAETHAZH12)1% Debug=Debug Options=-Show BVH, Fi545 R 15
B4 6 AR A -

4.3 PG

FRA IR AR S EABOR PR Y png AR B, HORIESCEORS IR 7 SCRI i e A 09 A1
T8
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7Ah, Bt AR A BVH YR BUI7 DA Release BEGiiF I a4T/E/ 7, WS cat.obj BRI
o BRI IERARY BVH 15 5 73, (A RIER AT 10 70
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5.1 S
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o AL Glossy (48, KLUEHRIESE) HITIHIE

o TP 2 11 SR FEREBL, 03 L Color Bleeding 193 7K £ Hi BI7E Whitted-Style i) g4

i

o FLUHR I £ B W ATHUIL A 0 AT A R R 1 25k

36 [ ST T AE Path Tracing Fi/S ) BCF Y. (R SERERRIIE , FRA 10 SCRHE 2 R SCHF PLPEN Path
Tracing #EFFFIVESEH, J5A 2 Path Tracing AHIIERAYECR KR SR ILA S0 RARTRIN : 7ERIH4 2 MY
A Sk, A IR TE B K6, ELGIR SR, 7E Whitted-Style 1, JEIR/RITHLIE ELHBRA R T 25
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i, SRS R AR S5, TEAT X RIVBRI BRI , 1241924 % F-F Path Tracing 574552
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Path Tracing fHIA LB BEEEH B =~

o RBUBMIEINE : — RIS SR SR AR 2 4002k, 2 M BUREURMER M. @ AR T e —
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RIS (1) SCIRHE T RAE, FHES S BOEERTA AR .
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AT EAFMRRA R, AL BA MRS, WS HITRCE SO PSR AU R 58 s s, i RAE S A
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