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Chapter 1

JeLkit btk

AR L ERR LGB BRI T LR B AOARIA DA S T UE T LA ik e

1.1 5ehMem e

Yt (Rasterization) 5kgkiligs (Ray Tracing) HSRTET S AR 3D JEJeh) T B o o S 2 |
HA BRI PIAE T B

FESEHIE T FRAT R PR A R 2 M 25 (R RS S ke s ] o X2 —N i 3D JHIR 2 2D £
FBo — MR R P SR

1 for (each triangle)
for (each pixel)
3 if (triangle covers pixel)

4 keep closest hit

XMW= AIE I A RSRE . ERE TR AT for MREMRERIIUTF

MAEN BT, AT RS R &, NBELITHE ML, I EX iRt gk S 50k 3D Yk
PR H,

1 for (each pixel or ray)

for (each triangle)
3 if (ray hits triangle)
4 keep closest hit

PIRRE e T BaR A T K

HACFH AT B 2R B A R BRI, HSRIH T, WA S M e, ik,
TEMHEEE R 5 N HERAYEGE . (B2, JOMME A RAL B &Ry e IR, I . . &R,

1117 e 2% 38 33 U T DAV SR YE ML 5 — i, fERALPRARIEIE, REAEZS Hh AR L . Halr I 7 T L4 R,

RO I 8w, VA8, BECFCRRE (B2, FEERHmEY, BoklZ R GPU CEIHR SRR
HHROCLIBE, FreAXBAR—E T ).

19
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P, fEAZILT, FATRILPARHEIEHME, FERHR AT N E SR A B BRI RO HE 2 6 I
T .

1.2 JEARRPELBERTTL

HEGSE e, RATRAR H R EEY KN IRE LRSI RSBV E . ki
Err, BATBHDCH ST R (258, ol —LERRH) .

MRS EoRL, JCSGBEFBAME, FrfiiaEs, SURIRM—20otdk, Ibe SR, W, &h
WHEBE. (B, LGB fiiE, HEARR &R PE A AT IR

o HIBL: ARHLBE MG IAIE, T DA B bk g AR .

o HE-UORES : LRI BE AR M. FA T ERE RO S AR AR (L8, A
Yefp— BN S, PIINA SRR AR AL S M A . — IOt AREFE 21t % 52
AYIRAAAE, RJEIR B AR 52 R

o ORI SCLGBEEEA N EIC ORI ALE, MENCREN O (B A HDETRER) s, Eid
5 S JRE B g O PR A A X T 5

o ML HIEKER - WRRERIIE, RO e P RRERELE—aZ DA T
Fifi, HZ/EIT TR, EITRIEEE TSI T . FATE T SR HOR SE X R

o FEDE: FrEM R 2ad M2 5 2R R . SER e R B, TS
g, TR XEE T e, O T . LGB BRI B R R ORI .

o ALl BATAMNBAER S POCARYRERTEX KL BRI, (ARSI AR 22 MH
ZAEOL IR HIS, RIS L SR A RO T BRI, FATT 75 25 X AN

TER AR, B IXELIAT SO DA F 2B
o LR AR T T ORI, BN RIS (diffraction), M4 i (polarization), tL)EA T

(interference),

— Rt SR B B AT e s JEOR LA AL iR P BB SR
— PR SRR RS A AR T ARG PR
— T RIS BN A BB S 1] A A AR N, AT ORI B -

o WIS TUTH LML R
o BEALARE A C € [0,1° filik, B (R,G.B).

1E L SCE MM LR, Befilgn thid —MER RIS RDC OB ERRIE, MRRIE, B —HEZ, S9ik
RAZ . HESCEAB BT AR, FATAT A — IR GO (i 17 5 DA AR
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RayTraceImage () {

Parse(); // Parsing the scene

for (each pixel) {
Ray ray = GenerateRayFromCamera(pixel);
pixel.Color = Trace(ray);

}

Trace (Ray ray) {
HitInfo hit = FindIntersection();

return Shade(hit); // might trace more rays in Shade ()
}

M B D ACRS H, FRATHE AT ATE R 5 2AE 2B B v s — L L. Al 35 37 Sl s sl ?
AT B AT B BRI (B AT R ORI T XL M TR bk
1.3 Shgk-JL iR 22

RORAS PR A7 BB R — N T, R, XA PR A X AR R & ey . XA
HSM IR T AR, SHRAULE . FATLAE RS A AU, A REAR DX . FA15E K3
EAREANEREE, PR TR A R R = AR AL

S (M) MTHEMRL o, N85 d, 5k (ray) WSEAALITREN

r(t) =o+td
Hrr, o B—FFUALIRT w# 0 jPU4Emt, d 22— 5K w =0 KPIZ4ER AL &

TEIXHL, d ESCNBAE I R 2E , BARM AT AT AR AL &, (FURTEZ ST R B T RE & th BL IR
ST A (explicit) JUATRA.

Ry — IR U AR 2 Bt (implicit ) Fak i 77 ARG B WERATH — A (2,9, 2)
FATAT AR HAR AT RIS R 7, WA bR iy . aRIEATI A BE S8, ARl —
AT AU B, IR A REA R A . FreARR, 7EX BIEATE S M AARFR ¢, nTPARE]
TESTEE BRI AL, XSO s B
1.3.1  Hhge-ERkoR2E

e AR — N R RS I . BT SERIGAC A WTERINE, AT A — ARy Rk e Lok,
S (BR) XTHERRD ¢, AR x, — 2P0 r 98k (sphere) MR N

||X—C||2—T2:O
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ARG, FATHFEIEX A A x AR, B ERA S ST, A2 WRIINES 2 . Wit
Kiw
llo+td—c|®*—r*=0
JEHZ )G,
(0, +tdy —c;)* + (0, +td, —¢,)? + (0, +td, —c.)? —r? =0

c 7 rt)

"

(o}

W’Eiii, Oy, 0y, 0z, dm; dy; dz; Cz, Cy,Cx, T é%}g%{s%ﬁﬁv Jttii%—‘/l\ﬁi‘ﬂq—‘ﬁ (t) :ﬁ'\j‘j‘ﬁia *E*Ei%
DIRRRIARBECRL, BT ARIMT ST SRR MRS (BHIY)) T B0 RO SRAR A R, ¢ = byl dac
ARFIHN 0 — dac < 0, FATRIERA 2 HW, BN IAFEY AR FEXE, a=d-d,b=

2d- (o —c),c=(o—c)? —r?,

1.3.2 k- Fifi RS
HERML, FATRAT AGE P H A B alE X, AR E A PR

S (CFE) X P ERNEE B p, AR—DFTR A x, — DRSS o 9Pl (plane) HER
Ay

(x—p)-n=0
B, WARAR A, EASEWEETE I, FIIRAT L RSN x.

(o+td—p)-n=0
td-n+(o—p)-n=0
(0—p-n)
dn
MEER ERE, BHAY n 5HLT70 d EER, ¢ POETCE X BRMPEE, X0fse En—H%E
SRS PIAT (RSP LRTER) , IOAS AR B M A 52

t=—

H2, WRPK ¢ AEE, ISERE XA RAERITE LT HOE 75 2OE B S 2GR i ST 1 -
XEFUFRINT , AR R W, M EARY ¢ >0 B, FATA LA A S A
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1.3.3 HGtge-—flRz

=R EEA—FELE, Hit, WS =AEA SRR BRI ERGTS = AT . B)
%E ZAA R R B E TR b2, RIS G =ML DRGSR 2 R T =

IR
o SRAESE L.
o RAEFTHN .
o TRIE=FIEN.

P1

P2

BAERATIE L HE=MIE Apipops HHIAL xi PARTEHANHIFY AL xo0.

B, BAVERIN—F =M AR . X NELAT S SRS . ]
n = (py; —p1) X (P3 — P1)
e bR, RAEA TN, XAREL N IZM RS, N, R DA ANEZ T .
n, = (X, — P1) X (P3 — P1)
n; = (x; = py) X (P3 — P1)

HEE, n, fREAEN, 0, 5 n ME, fGEAKE SN, AR TR T WA STERE =M TE AR —
R IR TN (e e
1 // Requires: triangle is a 3-element array

2> IsPointInTriangle(Vec3f P, Vec3f[] triangle) {
3 Vec3f AP, BP, CP;

4 AP = P - triangle[0];
BP = P - triangle[1];
6 CP = P - triangle[2];
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8 Vec3f AB, BC, CA;
9 AB = triangle[1] - trianglel[0];
10 BC = triangle[2] - triangle[1];

11 CA = triangle[0] - triangle[2];

13 Vec3f nl, n2, n3;

14 nl = Vec3f.Cross(AB, AP);
n2 = Vec3f.Cross(BC, BP);
16 n3 = Vec3f.Cross(CA, CP);

18 bool checkl = nl.z >=0 && n2.z >= 0 && n3.z >= 0;
9 bool check2 = nl.z < 0 & n2.z < 0 && n3.z < 0;

20 return checkl || check2;
21 }
HDAbRIL

BATERAREE s 2 drik . HEE], WRPORGIE=AEN, IR R = AT S P TIR
/= (B =AY) WIS ZS =AM BIE . E%, ROFENH=AEHED
BRI

e (FELARR) X T—P=ME ABC, WHTULRT SN a, b, co —MS=MBLHPIA p ATLA

WEE aa+ Bb +ve R, H (o, 8,7) FA p XTFZ=FAEKNHELARE (Barycentric coordinates).
TR #nl p KT =ML ABC IEDAAR (o, 8,7) W2 o+ B8+ =1, Ml p FE=AEN.

Bk, FATSEA VARG = AR LA . BRI LG T (o, 8,7), MRIGZHTHIE =A%, &
AT AR T D AR A TR T .

ot+td=ca+pb+(1—a-7F)c
ala—c)+pB(b—-c)—td=o0—-c
aA+ B —-td=C
WAtEUL, AT A TR
t

[—d A B} al =cC
B
BT, XS RIRZE .
Moller-Trumbore 3k

BT TR R B ) Moller-Trumbore $rik . XA IATATELRER ST T7 1m0 1 L
B, HAP R BRI E R R R AT A RRN I, AR RAIER, SRR AR,
SRR )= r] A B AT A
1 // Requires: triangle is a 3-element array
2 // Moller-Trumbore
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; DoesRayHitTriangle(Ray ray, Vec3f P, Vec3f pO, Vec3f pl, Vec3f p2) {
Vec3f el = pl-p0;
Vec3f e2 = p2-p0;

Vec3f p = cross(ray.direction, e2);

// Determinant
float a = dot(el, p);
// Fail Case 1

if(a is close to 0) return false;

// t is the hit parameter for the ray
Vec3f t = ray.origin - pO;
float w2 = dot(t,p) / a;

// Fail Case 2
if(w2 < 0 || w2 > 1) return false;

Vec3f q = cross(t, el);
float w3 = dot(ray.direction, q) / a;

// Fail Case 3
if(w3 < 0 || w2 + w3 > 1) return false;

return true;

}

2P, RTICLBEER T RMAMEAZ T o P RBATIT ABEA—LEATHI A Z, RIE AT 5E 5
MIEZIBEAN R, ARAEE C++ LB,
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Chapter 2

HEA U Bl &l

1EE—h, RANCKER 7HLRS—EAT U AR M e . FEASTT T, FRATA AT A4 1) &L
FHVTENE TR AT RS A L ERATH— S BRI T N T R, E— P LT EE . A
AT S BT R A I FE T Dartmouth Introductory Ray Tracer (DIRT) fENHERL, MSCBUR A H % .

2.1 JU s

2.1.1 A&
AEFR R BIAFAEE TERE e — UIRORREE . A0, FRATTRARAS TC M DA B TE FOR Rl AT 1] X S fe AR
Wb . Hoo, BT A = AR .

e (PiE=sm) — DA o AK n AEALMMAL BRI & {vi, va, o v} FTAE C—A n 4ER P

Atasih] (affine space). FEX 2 MM, (EATHE v #W LAGE
V =81V] + 82V 4+ ... + 5,V
B, HARMS p #RATLAG 1
P=0+81V] + 82Vy + ... + 8,V
ITE
IRT, R THAE— AR R IUAEAE, FATHRESE TR R R e S, Rl e
AN SRS BT G N T XA T, TR E Dbl bi &, (TE=4EMER ) BREA
4 (0,0,0), FmEH (1,0,0),(0,1,0),(0,0,1). HERI A AR RS AT A EXARAE AR R E L, X
AMPRIEAR AR R A TR ISR 48] (world space) .
2.1.2 [

Tel R mib 2, ENIAR AR A n 4R80T T RE R R R A AT R I K
& double, FATAAE N FhRBHAME LT L. AT LARM C++ HIZZU5mE, FJi] template
KT, QUEBAREIAA, RORAT [ RS A EE AR L .

27



~

10

Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 28 of 261

/// An array of N values of type T
template <size_t N, typename T> struct Vec {
// To Be Added

template <typename T> using Vec2 = Vec<2, T>;
//... OMIT, do the same for 3d and 4d, as well as Color3, Color4

using Vec2i = Vec2<std::int32_t>;
//... OMIT, do the same for all the other frequently used types

FEZ BGRE R, A IEAFER XA TR AR R PR ISR R, AT T RAEIUX AR JAfTn)
PAH— B ROX A I R — AR, SR 355 B B
template <size_t N, typename T> struct Vec {

std::array<T, N> dimensions;

T operator[](size_t i) const { return dimensions[i]; }

T &operator[](size_t i) {return dimensions[i]; 2}

N T kg B B R, AT 4> explicit JCHE T RHEFATMIEREL
template <size_t N, typename T> struct Vec {

std::array<T, N> dimensions;

explicit Vec(T e0) {
for(size_t i = 0; i < N; ++i) {

e[i] = e0;

Vec(const std::initializer_list<T> &list) {
int i = 0;
for (auto &element : list) {
e[i] = element;

if (++i > N) break;

T operator[](size_t i) const { return dimensions([i]; }

T &operator[](size_t i) {return dimensions[il]; }

FATHL AT ATE 3K SO o S8 YR pR B sl 12 10 DASR LA ¢ ) S SRR E AR, Bl e, WO, iRl Kot
. OEARRIEIRR . RS X BN SRR BB SE I .
2.1.3 i

RSB AR I, HRTETCRMERT| LI L Hkss, X WPk T RATUT A R .
MIETEERI AL, TBHFATA VAR TURI oA R B 2

o HFEH n® ASTCRAK.
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o HFEH n A n 4EAT AL
o HEFER n A n 4EP) AL
o SR R RIS 2 /NI AR PR AL

XEME AT e A Z AR T o OB s 8 b, B BT 2, SR DU R RATT
e A&, e ISR =AU E L.

o FEFE M ROZWT AR REEN n® 10— 2ER.

o HFE M ABNIZW AR KRR no iR, AR R OCERAGE A VecN TR . B, 4N
REG| MIx]lel, REIFEEY %2 M 5 © MRS ¢ HIoR.

o JEFE MABNIZW AR AR no i 4R, AR EEOCERAGE A VeeN S & . BLIF, 4N
RG] MIx] L], REIAELNYZE M 5 o D8RS @ iR,

P, R SRR FATAT DA AR RSB 30 (DA 4 x 4 1Y Matad Rfi) :

1 template <typename T> struct Mat44 {
union {
3 // Type - 1, struct of 16 elements
4 struct {
T m00, m10, m20, m30;
6 T mO1, mil, m21, m31;
T m02, ml12, m22, m32;
E T mO03, m13, m23, m33;
9 Irg

1 // Type - 2, struct of arrays of 4 Vec4, aliasing for cols/rows
std::array<Vec4, 4> m;
struct { Vec4 x,y,z,w; }

) struct { Vec4 a,b,c,d; }

F—F, £ C++ "' union XEFAIAYE. 7 C++ ¥, union @ —FMSFRAIEHRIEEL, ARFFRATHEMH
() I BN R 228 . undon (1) 38 B4 5 2 TG I UL 2] — B 77, undon R/NET X HL &
RIBGHARN (i E—LEnT GBI ) . (HZ, union ZEARAHIMEAR H REAEAE L P iy —FP AL, GIANLE b1k )
I, Mat44 gt HAER 16 A~ T RATEMEA, A2 1 4 1 Vecd JTLEM M EEA.

FEEH N BIREZ)5, BATHEHIE MR NIRT] . S R BT 2R B A Ak
U EREy O

1 template <typename T> struct Mat44 {
// OMIT union, see above
3 // Constructors
4 explicit Mat44(T s);
Mat44 (const Vec4 &A, const Vecd &B, const Vec4 &C, const Vecd &D);
6 Mat44 (const T al[4][4]);

// Element access.
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const Vecd &operator[] (int col) const { return m[coll; }
Vec4 &operator []J(int col) { return m[coll; }
T &operator () (int row, int col) { return m[col] [row]; }

T operator () (int row, int col) const { return m[coll[row]; }

b, KTHFEREH . WEMRGIEARC LM T . MR, FATEA AR — e Az
S PO, BRE. SR aRPIATH 2 KRR NBERAE, FEX BRI R AR AR BT T, A
ARG AT AL A OF DIRT Hiy vec.h K3

2.1.4 "B

TEHRALEIE AR LB, AV UL BAEFFUCARER N O 528 e 5 M2 ey D51, BRI &
HREAH I FF U AR R M AR B . PRI, ZE =B, FRA1SEhs BERAERIHERZ 4 x 4 FF IR AR RS
FEFE. 7Ah, FEVCARRIRIUIITY, FRATEAE 4 5 T2 W L. B, AR i B gttt W m &)
W, A ERNIN B Matdd.
struct Transform {

using Mat44f = Mat44<float>;

Mat44f m;
Mat44f mInv;

Transform(const Mat44f &m) : m(m), mInv(::inverse(m)) {}
Transform(const Mat44f &t, const Mat44f &it) : m(t), mInv(it) {}
}

N T I BT, BN TE A A ZE R R A ] T AR i e h TR P RATE 4558 T inverse O
Tk, FrOAK BAE RS B R R AT A TR EAOMEMA T 2GR . S8, ARSI 258y T, thal
NR L S (R AW

TEARHA R R, FATE R ARt Lo AW TE, MIEZ ISR . i,

Vec3f vector(const Vec3f &v) const {};

> Vec3f normal(const Vec3f &n) const {};

Vec3f point(const Vec3f &p) const {};
Ray3f ray(const Ray3f &r) const {};

5 Box3f box(const Box3f &box) const{};

static Transform translate(const Vec3f &t) {};

Ban, EATHOT AR vt = T.vector(v) KXf v Ak T, HRHFHAEAALRE vt H T,

R, FATTEERE—FREAL. RAVANE, R& S FHE W X RTEARFIHFASRE . W5,
JFAE M, AT EAIMIIHEL LA R AR (MY, ISR R 4B 0 4 B 4B . X
WA AKNIFEEAE Transform 540K H B2 IRAFE WAL IR A o

2.1.5 Uk

A T Z RIS 5, FANE T AT IR A SRR . SEBRpLATIEE 1. AT SEARIC
IO — 2. iR Z AT 2 3o
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S () XTHEMRLS o, A—NRA e d, 5k (ray) WSELRN

r(t)=o+td
Hrf, o BRI ET w# 0 BPULERE, d 2 PFFRAAET w =0 BRI &, ¢ > 0.

P, X4k, HF20E L N A AR T 1

template<size_t N, typename T> struct Ray {
Vec<N, T> o;
Vec<N, T> d;
float mint, maxt;

Vec<N, T> operator () (T t) const { return o + t * d; }

XHA mint fl maxt R EREFRAMSEEER . BATA/NT mint KT maxt B #ATES
LN (BRI R ZRA N T LB, 2RI AT AL A B AM00 ) - IS4 H AT A4
AR A T ST 1] o
template<size_t N, typename T> struct Ray {

// OMIT, see above
Ray(const Vec<N,T> &o, const Vec<N,T> &d) : o(o), d(d) {}

2.1.6  Hid S

B, RIEEFD THES = MIPREGEAR— MR . BEERREGER,
LA RELHEMME M =MILKRAL. Breh, AT MEFAIRES, AT AR LTHSE —1 5 2y, 2 =5
B R G R MK AT B A SRR, A PTRERI AR A, XA R AT
WS- =B R .

P, FATHT AR S5 Bl & (axis-aligned bounding box, AABB) fER—MHEAK LA, 485
RO, T E BTN TR, AT ERICREE BRI . AR IA AT AR E —
A~ AABB: Z2FRATAI UCSRE N — DTN, IR =40l s BARNTA ISR A s (FlanZe
ARG ), BRAFRENT AR SRR E . EXH, FRATRAR/N SR ic st v b i
template<size_t N, typename T> struct Box {

Vec<N, T> pMin, pMax; // lower-bound and upper bound
}

TE AABB . AT DAL SCBAS RO (R IGE, BNty — N ula, At s, X
B BATE R RE—DIIRERSEIL, Wi 2 A BOA T2 3 i S - flond 5 (il £ R 52
S-S5 A il £ R 22

FATFEME R 2D FRIFIRIHE . 3D fEOLSEPr R B vy, w2, yz =4I 5I—K 2D K2R/
"o PA zy PSS
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r(t)

| /'t xmax

t ymax

tymin

vl

(o]

FORFHNES @ = tmin BIACEARTTER. BOLGR AT 0 = (05,04, 0:), HETTI d = (ds,dy,dz), W

0z + 1z mind:v = Tmin

_ LTmin — Ox

tr min — d
T

R, FATEA MG E RIS GRR ¢ B HEE, X4t 2RERSH.

= (Tmin — 0z)/dy
= (Tmax — 0z)/dx
tymin = (Ymin — 0y)/dy
= (

ymax Ymax — Oy)/dy

ZEE, FATRER], HATE [temin, tr max] O [ty min, tymax] 17, SR THERZAMN. LA, S50
@Aﬁxﬁﬂﬁﬁ%%ﬁ#xﬁﬁ/ﬁglﬂfﬁ SEE. T34, A EmpARS, FATHBGAT d. 2T 0 1w,
ET?)%EJE%%%E':P Tmax 5 ﬁﬁTZE Tmin o

I min

:cmax -

WA VAR (e TR ¢ (TR, do, dy A TTRER 0 /Y, AR AMERL AT R BLER 4 %
M3 IEEE B s 8000, FRATRIE Ya > 0,

+a/0 = +o0;
—a/0=—00
FMIA = I Bl, B vq = 0,94 > 0 BIRELL (—FBE M ERSEL).

ty min = (xmin - Ow)/o
tz max — (Imax - Ox)/o

X = F L
¢ 0y < Tint XAFOLT, PEAIE i B9, RS EEGRA ZLLE.
* 0y = Tmaxt EMFOLE, WERHBE vmax AN, DRGUREEERARSE.
¢ 03 € (Tmin, Tmax): XFELLT, SHAECBEANT, BASEHEASE,
MEEX =ML, Lo min F to max R AIRUAE .
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¢ lymin = +OO,tm max = 00, .ﬂ:k« [ T min» zmax] N [ty minaty max] = [007 OQ] N [ty minaty max] = @
¢ lymin = _Ooat:rmax = —00, .ﬂ:k« [ T min» zmax] N [tyminatymax] = [_007 _OO] N [tyminytymax] = (Z)
¢ lymin = —OO,tm max = 100, .ﬂ:[: [ x min» a:max]ﬁ[ty min,ty max] = [_007 OO]ﬂ[ty min;ty max] = [ty min7ty max]-

P, BATFATFEBOMNIRE: 0 f#1E; IEEE M 8N EMT MIEGIANIMZOKR. 3IXHE, ®I1E4
%$LmﬁTmﬁﬁﬁ\@%%%%*%%wo&MTMﬁFE%%MﬁﬁO

template<size_t N, typename T> struct Box {
Vec<N, T> pMin, pMax; // lower-bound and upper bound

bool intersect(const Ray<N,T> &ray) const {
T minT = ray.mint;

T maxT = ray.maxt;

// test for all 3 dimensions
for(size_t i = 0; i < N; ++i) {
Ta=T(1) / ray.d[il;
T tmin = (pMin[i] - ray.o[il) * a;
T tmax = (pMax[i] - ray.ol[il) * a;

if (a < 0.0f) std::swap(tmin, tmax);

minT = (tmin > minT) ? tmin : minT;
maxT = (tmax < maxT) ? tmax : maxT;
if (maxT < minT) return false;

¥

return true;

1 FIRFES, BATERFIROEA T2 A3 ray. mint ®F ray.maxt XFAEIE. XHE
PEAEIK BT A RAC SR S RSB bl REAE AL & P i iR — R B, BATEA 75— MR T AL BE A
Huyfetkix £ (shadow rounding error), FAT7EHI U P S AREARIIX A UL
template<size_t N, typename T> struct Ray {

Vec<N, T> o;

Vec<N, T> d;

T mint, maxt;

Vec<N, T> operator () (T t) const { return o + t * d; }

E@@ﬁ*iﬁ%*;ﬁm%ﬁmmTﬂmuTﬁﬁﬁi,Nﬂ%?ﬁﬁ%ﬁ%[mhmﬂgﬂ7%*
Lo WAVNEEIZBRLARTRE N 0 1 dp, TR HIGR AR et . X2 TR dp = —0 B, FRATATRE
SAEEIRMAESS 14 478 minT Al maxT H{H.

2.2 ML,

2.2.1 WHl&EZES

EEE, BARL-MUNES = AERA RN, Sl GEER IR AAER T, (B2, HH%S =M
AR, M2 IER R brute force kit %s%,%ﬁ%%@@ﬁ*x&#ﬁmﬁ%%%WOﬁT
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BE— AT A ERE, AT DR A 2% £ (hierarchical bounding boxes) #5f4. & L, FATKE—
MR &0 WA/ NS, UL S EE AR, AT 5X AR EE &R/
FlEskae, ARSI Re et =M. AT AERA—EH 28— MEEEREE— =M
1k ENHELERZ T W FRE B IZY: (Bounding Volume Hierarchy, BVH),

class BBHNode : public Surface {

Box3f m_bounds;

// need a class for saving the geometry nodes
shared_ptr<SurfaceBase> m_left;

5 shared_ptr<SurfaceBase> m_right;

7 }

1t DIRT [t & 298l , BXF BBHNode 44K H Surface. 7 2.7.4 FATI[iE%F| Surface I, FATH
Ml SR e X .

2.2.2  {ulB&)ZY0m

BRINTE P ELrFZHNUEGES. SRS USW MBS, IR left, H—
REN right. — A RIFREIE IR %2

void intersectBVH(Ray ray, HitInfo &hit) {
if (m_bounds.hit(ray)) {
if (isLeaf) intersect(ray, m_bounds);
else {
leftChild.intersectBVH(ray, hit);
rightChild.intersectBVH(ray, hit);

@}

s EARF R, —F A, WUR AR A EA KL, SRS MU & FOREE, BB SRR R X

2.2.3 WhIEZEZX

AR AL S 2R A4, AR A BVH SRAE SR A PR 2 S A A RO . Widk, Bk
LA E A W] RE B JER e L KA E A MU B R ), TCIRRATRBUSHER SN, #—E 23—
LERE AT L. FANT— B X A P Rh SRS -

o WA (Top-down): i —ARBIFILATHATTIBPTAT4E
o AFMi L (Bot-up): SEAHLKRFEEUTI PR T4
ARZ HAAR RN . RATSAEAETHRTHE & il BVH WA it —2 e

2.2.4 FEARJULf SurfaceBase R

W2, XF BVH MEAZESR, ENTHEEA e (UAE R 2 A 2 T U R B2 . X451
ARG RGN ER— AT AR BT G R 25, [t BB pRdtaik [ AL . [, FATTSEHEA] SurfaceBase
FRIB X P L BCEEALY H Y o
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// surface.h
class SurfaceBase {
public:

virtual ~SurfaceBase() {}

// Return the surface's local-space AABB.
virtual Box3f localBBox() const = 0;

// Return the surface's world-space AABB, by default just returns the local bounding box.
virtual Box3f worldBBox() const { return localBBox(); }

// Add a child surface (if this is an aggregate).
virtual void addChild(shared_ptr<SurfaceBase> surface) {};

// Perform any necessary precomputation before ray tracing.

virtual void build (){};

virtual bool intersect(const Ray3f &ray, HitInfo &hit) const = 0;
};

TERAEREIET , IEEERTUATAS SR 1 XA O R R APt BERl TUTAS St A% SRRk 2, F HARLY.
%S H A S EE S S TR R R LTREDS H S U E SR, SR AR T 1
PBE, A Surface AR SurfaceBase, BN NEALAHIEIELITHY -

// surface.h

class Surface : public SurfaceBase {
public:
Surface(const Transform &xform = Transform()) : m_xform(xform) {}

virtual ~Surface() {}
Box3f worldBBox() const override;
protected:

Transform m_xform = Transform(); // Local-to-world Transformation

i

5 SurfaceBase A[A], Surface $MCHYSEPRAGZS B LT, LB LZi#EHT—1 Transform m_xform
PAKS HAST RS (R AR AR G A Bt B s 8] . R, FRAT AT AVCRAE SR BB L, B JLAMA#RZ A (0,0,0) fERH
O. B4, ARG, SFATER MR SE T mE v, SRR HER 2 X AU RS, A
AR DAE

Vec3f localV = m_xform.inverse().vector(v);

PEATHAS . SR — AT A R LA AR AR S AR [ & w et Bt RS )i, STl A

Vec3f worldU = m_xform.vector (u);

AT .
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2.3 Rhidx

M T HE R RATE AR ok, BACLIBEI LT ol 2T 65 = MR A —H il Y R IT
Hi, RERMEIZEN T TR SRS AR F 48 U2 —4 WERAAR T, 3]
A BB AN AL SAE= AT (X ] DA S ORISR ), SN BRI A SO EAIA L (Gl () ,
XA TSR B (S350 %%,

Ht, FATTFE—DLIINEIREN HitInfo RAFMKAZLER, MIFIE R &R Bl — & 75 38 w1 &
EAUETHIN(E
// surface.h
struct HitInfo {

float t; /// Ray parameter t for the hit

Vec3f p; /// Hit Position

Vec3f n; /// Geometric normal

Vec3f sn; /// Interpolated shading normal

Vec2f uv; /// Triangle barycentric coord for texturing

// Default constructor

HitInfo () = default;

/// Param constructor
HitInfo (float t, const Vec3f &p, const Vec3f &n, const Vec3f &sn, const Vec2f uv):
t(t), p(p), n(n), sn(sn), uv(uv) {}

5 s

PR TR S RIS AR . FEZ R T, SIAS SN IR, PRI R ] e i
T A ARSI ATt A W 7 Y A2 L SR AR 4 4

2.3.1 G2k SHoRA

BAEFATIE AT PAE S AT A BT HitInfo KSLBDEL SERASKA M. X FILATEARER, 1EH
—RREAJUA], FATA B A E DR SER BB T EMMWIERTE. R, Bk Sphere Wixt24tiK
TEAKENE Surface By MIRAZE. FrT Surface XA RIS, BRIATE BRIP4,

P, BRSSO SOVAZANTE -

// sphere.h
class Sphere : public Surface {
public:
// Constructor

Sphere(float radius = 1.f, const Transform &xform = Transform());

// Override base class functions
Box3f localBBox() const override;

bool intersect(const Ray3f &ray, HitInfo &hit) const override;

protected:
float m_radius = 1.0f; // radius of the sphere
g
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A2, FHEFIHTPATE sphere.cpp HASCH Sphere Zif intersect HFiEPATTREETL HERK A,

LT

58, WA IATESE — AR UL Ak, SRIE R B ARG A2 A

1 // sphere.cpp

2 bool Sphere::intersect(const Ray3f &ray, HitInfo &hit) const {

// transform ray to local coordinate

Ray3f localRay = m_xform.inverse().ray(ray);
Vec3f oc = localRay.o - Vec3f(0.£f,0.f,0.f);
length2(localRay.d);

auto b = dot(oc, localRay.d);

auto a

auto ¢ = length2(oc) - m_radius * m_radius;

auto discriminant = b * b - 4 * a * c;

// Discriminant < 0, no root

if (discriminant < 0) return false;

// Otherwise solve for roots

float sq_discriminant = sqrt(discriminant);
float tl = (-b - sq_discriminant)/(2 * a);

// float t2 = (-b + sq_discriminant)/(2 * a); // need the second root in several cases
hit.p = m_xform.point(localRay(tl));

// ... other code

return true;

TEXHL, FATEmIR LR 158, T —REZORY, HORMHORAMIE A, SO E/NI—A4

ARBTIA . RN, LRI, A TRES — R R ATAAE TR A IE 1) . XA DLl RE 2
MERBG VTR KB o B4, XASIHRFATNY X HHGR ] false M7 SEFEIL T ABERX AM: TEZ EHANTS
DB 2 I PR LA B SCRF BRI, SC 2 A T RE BRI N FE B BRI AMURY . BRI, £ t1 =m0
TESPE Iy, FATERRFTELIELR €2, MTHAEME, ROLSLHFMHIL nint Al maxt /5 HA
HEEHL, ik, AT AL e BAEX VLR R

1 // sphere.cpp

N

bool Sphere::intersect(const Ray3f &ray, HitInfo &hit) const {

//... OMIT the same part
float tl = (-b - sq_discriminant)/(2 * a);
float t2 = (-b + sq_discriminant)/(2 * a);

// Intersection parameter

float hitT = 0.f;

if (t1 <= ray.mint || t1>= ray.maxt) {
// check for t2
if (t2 <= ray.mint || t2 >= ray.maxt) return false;
else hitT = t2;

} else hitT = ti1;

hit.p = m_xform.point(localRay(hitT));
// ... other code

return true;
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AbPR AR R 2k

AT BR AT — i, SRR LAY %5 Bt A48 ) il i i) R[] ) o AT T SUABRBEFRAT A B —
BT B, ZORAEAT— ARk, RS E% A AR 3 — e E T (H2, HEEEne,
WERIEEIE AR N EBGT ), A8 ASE R THIA L Y 1% A R AR [ B L 7 1) o

// sphere.cpp

bool Sphere::intersect(const Ray3f &ray, HitInfo &hit) const {
//... OMIT the same part
Vec3f localNormal = localRay(hitT) / m_radius;
Vec3f worldNormal = normalize(m_xform.normal(localNormal));

bool fromInterior = dot(normalize(localRay.d, localNormal)) > O;

if (fromInterior) worldNormal *= -1;
hit.gn = worldNormal;
// ... other code

return true;

ALBER A5 B uv Asbs
2.3.2 St 5MAIERAE

// quad.cpp
bool Quad::intersect(const Ray3f &ray, HitInfo &hit) const {
// compute ray intersection (and ray parameter), continue if not hit
auto tray = m_xform.inverse().ray(ray);
if (tray.d.z == 0) {
return false;
}
auto t = -tray.o.z / tray.d.z;

auto p = tray(t);

if (m_size.x < p.x || -m_size.x > p.x || m_size.y < p.y || -m_size.y > p.y) {

return false;

// check if computed param is within ray.mint and ray.maxt
if (t < tray.mint || t > tray.maxt) {

return false;

// project hitpoint onto plane to reduce floating-point error

p.z = 0;

Vec3f gn = normalize(m_xform.normal ({0, 0, 1}));

Vec2f uv(p.x / (2 * m_size.x) + 0.5f, p.y / (2 * m_size.y) + 0.5f);

// if hit, set intersection record values
hit = HitInfo(t, m_xform.point(p), gn, gn, uv, m_material.get(), m_medium_interface.get(),
this);

return true;
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}

2.3.3 QL= MIBRAE

// mesh.cpp
bool singleTrianglelIntersect(const Ray3f &ray, const Vec3f &p0O, const Vec3f &pi,
const Vec3f *n0,
const Vec3f *nl, const Vec3f *n2, const Vec2f *tO,

const Vec2f *t2,

const Vec3f &p2,

const Vec2f *t1,

HitInfo &hit, const Material *material, const MediumInterface *mi,

const SurfaceBase *surface) {
// Find vectors for two edges sharing v[O0]
Vec3f edgel = pl - pO;
Vec3f edge2 = p2 - p0;

// Begin calculating determinant. Also used to calculate U parameter

Vec3f pvec = cross(ray.d, edge2);

// If determinant is near zero, ray lies in plane of triangle
float det = dot(edgel, pvec);
if (abs(det) < 1e-8f) {
return false;
}
float inv_det = 1.0f / det;

// Calculate distance from v[0] to ray origin

Vec3f tvec = ray.o - pO;

// Calculate U parameter and test bounds
float u = dot(tvec, pvec) * inv_det;
if (u < 0.0 || u>1.0) {

return false;

// Prepare to test V parameter

Vec3f qvec = cross(tvec, edgel);

// Calculate V parameter and test bounds
float v = dot(ray.d, qvec) * inv_det;
if (v < 0.0 || u+v>1.0) {

return false;

// Ray intersects triangle. Compute t
float hitT = dot(edge2, qvec) * inv_det;
if (hitT < ray.mint || hitT > ray.maxt) {

return false;

// Compute geometric and shading normals

Vec3f gn = normalize(cross(pl - pO, p2 - p0));
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Vec3f bary(l - u - v, u, v);
Vec3f sn;
if (n0 != nullptr && nl != nullptr && n2 != nullptr) { // Do we have per-vertex normals
available?
// We do -> dereference the pointers

sn = normalize(bary.x * (*n0) + bary.y * (*nl) + bary.z * (*n2));

} else {
// We don't have per-vertex normals - just use the geometric normal
sn = gn;
}
Vec2f uv;
if (t0 != nullptr && t1 != nullptr && t2 != nullptr) {
uv = bary.x * (*t0) + bary.y * (*tl) + bary.z * (*t2);
} else {
uv = {u, v};
}

// Because we've hit the triangle, fill in the intersection data
hit = HitInfo(hitT, ray(hitT), gn, sn, uv, material, mi, surface);

return true;

bool Triangle::intersect(const Ray3f &ray, HitInfo &hit) const {

INCREMENT_INTERSECTION_TESTS;

auto i0 = m_mesh->F[m_faceIdx].x, il = m_mesh->F[m_faceldx].y, i2 = m_mesh->F[m_faceIdx].z;
auto p0 = m_mesh->V[iO], pl = m_mesh->V[il], p2 = m_mesh->V[i2];
const Vec3f *n0 = nullptr, *nl = nullptr, *n2 = nullptr;
if (!m_mesh->N.empty()) {
n0 = &m_mesh->N[iO0];
nl = &m_mesh->N[il];
n2 = &m_mesh->N[i2];
}
const Vec2f *t0 = nullptr, *tl = nullptr, *t2 = nullptr;
if (!m_mesh->UV.empty()) {

t0 = &m_mesh->UV[iO];
tl = &m_mesh->UV[il];
t2 = &m_mesh->UV[i2];

return singleTriangleIntersect(ray, pO, pl, p2, n0, nl, n2, tO, t1, t2, hit, m_mesh->material
.get (),

m_mesh->medium_interface.get (), this);

2.4 HIBL

BAERRAE T, 8 DR EPE SR BIR S E FATRAIL. AREITH, FPUAAIR R [ A,

HARHE A2 — AR/ MLABL (pinhole camera).
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2.4.1 Camera

BIHLE Camera S0 ANMUMEH B LM AN T UBEIIEL . RATANE HEA A Transtorn,
BT SRR % R . LEARIUE R (camera space) 1, BN —z B, I HAE —d M A

1

2

w x h AR, b2 ARG (image).

h/2

¥ .

FATEARM DB LI BRI EEE PTPAVALL Camera AR NEE, RG4S LML, &

PAHPLSFAHDLA IR A2
// camera.h
class Camera {
public:
/// Construct a camera from json parameters.

Camera(const json &j = json()) { }

/// Return the camera's image resolution

Vec2i resolution() const { return m_resolution; }
Ray3f generateRay(float u, float v, const Vec2f &lensSample) const;
bool hitSensor(const Ray3f &ray, Vec2f &pixelPos) const;

float focalDistance() const { return m_focalDistance; }

private:
Transform m_xform = Transform(); ///< Local coordinate system
Vec2f m_size = Vec2f (1, 1); ///< Physical size of the image plane
float m_focalDistance = 1.f; ///< Distance to image plane along local z axis
Vec2i m_resolution = Vec2i(512, 512); ///< Image resolution
float m_apertureRadius = 0.f; ///< The size of the aperture for depth of field

std::shared_ptr<const Medium> m_medium; ///< Volumetric medium that camera is looking at

i

2.4.2  FREHIBL
(NS

Bl json SNSRI KA. FATA json SCIFFHIREUN(E BlpksE T HRATHIVLIN S B, H

i, viov Z8uuE THINL R ALY (vertical field of view), Xi2—AAE, HESH

h/2
vfov = 2 - arctan (é)
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Berpiil, FATH AT AR

h =2 X tan (vf;v) X d.

(PN
FIBLER AL T G 7 PR, TRt — > AR it o FRATTTPASE L— K WEkE (aspect ratio),

. w m_resolution.x
aspect ratio = 7 =

m_resolution.y
W2, BRI IATHAT AR LR .

w = aspect ratio X h

ol
BT FE AR, AT DS h canera. cpp HIHIERET -

// camera.cpp

Camera::Camera(const json &j = json()) {
m_xform = j.value("transform", m_xform);
m_resolution = j.value("resolution", m_resolution);
m_focalDistance = j.value("fdist", m_focalDistance);

m_apertureRadius = j.value("aperture", m_apertureRadius);
if (j.contains("medium")) {
m_medium = parseMedium(j.at("medium"));

}

float vfov = 90.f; // Default vfov value.

viov = deg2rad(j.value("vfov", vfov)); // Override this with the value from json
m_size.y = 2 * tan(vfov / 2) * m_focalDistance;
m_size.x = float(m_resolution.x) / m_resolution.y * m_size.y;

2.4.3 Rtk

AT AN X R Fef4 € BB ERY— L8 (u,v), APLEERS A2 A
CIR Y S uR VAT T

BIBERIALRE/ NMLARBL, AR AP R (aperture) HAT SRR/ ST BIARR mUAHPLS 5T
Py BRR/NFLARBLE DB BRATRAEAR TR B I/N T v 8. TR, AL R BB EOR Bz B e O LI
HUL B XA RAERIBLZS ] R A T 50, T2 AR VAR IBL L, 76T 2 = 0 B, DUGIB R 212
PEFT— AN RFRAE , SRJG ASRAR UM N A o A R B3 5 R 7 sCEBRATTRAE S NS P iid , 7 LA AT15E
R FATAH — %L randomInUnitDisk ), H ] —A> Vec2f MEHIA , iR 8l —ANEIZE_E39 BN LR EE AL

I, FATa S HIATR LI
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// camera.cpp

Ray3f Camera::generateRay(float u, float v, const Vec2f &lensSample) const {

Vec2f disk = m_apertureRadius * randomInUnitDisk(lensSample);
Vec3f origin(disk.x, disk.y, 0.f);

Vec3f direction(m_size.x * (u / static_cast<float>(m_resolution.x) - 0.5f),

return m_xform.ray(Ray3f (origin, direction - origin)).withMedium(m_medium) ;
}
2.4.4 JeZkPGKRAE

e+ ZEh, AP EMOGIBE AR AR ER . Z BT AT S5 HI LR X

m_size.y * (0.5f - v / static_cast<float>(m_resolution.y)),

-m_focalDistance);

TUIRE, RPNTE

XMASELIBEIA T, JEERRMIGE T A, RAFIENIRAY. Hit, RATHFEAYIGLM hitSensor )
TIE: G — A0t ray, BAVEA IR BIGFm, sRds b G, WAZSUE ARIZ L pixelPos,

I 9]

true, HIMNEAEY, &I false.

—ANEERWE S R E B SCLE AR 2 (AN IE, XUV ZGE MR G = fh7
] S AL, PRt A B AL IR — M HE A PRI o AKX A OLT , JEER AL IR AL, oA

HPLIGZ

A —z B, BTUABRDELTT R = ENZEURIER . HIt, & SC0E

t= (d - Oray,z)/dray7z~

WA ¢ R E, B BRSSO IRAL, IR AU A 2 e A PR Y- T B ARATL AR — (55 1) B g —
& B 2HURAE B I ST AAL — OU ARl PIRPISEL T, SCLAIA SR P IR T

Hoh, FATEEE,

Boto Wik, ZRpAEE A AEIGEE o +td 3.

A TPAERMES, FATHATPASE M hitSensor HYSLHL T .

1 // camera.cpp

bool Camera::hitSensor(const Ray3f &ray, Vec2f &pixelPos) const {

//

transfer the world position to camera position

float nearPlane = -m_focalDistance;

float ar = float(m_resolution.x) / float(m_resolution.y);

Ray3f localRay = m_xform.inverse().ray(ray);

if (localRay.d.z >= nearPlane && localRay.d.z < 0.f) return false;

float t = (nearPlane - localRay.o.z) / localRay.d.z;

if(t <= 0) return false;

// else we record the pixel position

Vec3f hitPoint = localRay(t);

if (hitPoint.x < -m_size.x / 2 || hitPoint.x > m_size.x / 2]|
hitPoint.y < -m_size.y / 2 || hitPoint.y > m_size.y / 2) {

return false;

M%%%ﬁ@@%ﬁﬁxu,%/Lﬁmtﬁ%ﬁimmﬁx TESTE_ERYIN R 2
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19 T
21 pixelPos.x = (hitPoint.x + m_size.x / 2) / m_size.x * m_resolution.x;

22 pixelPos.y = (hitPoint.y + m_size.y / 2) / m_size.y * m_resolution.y;

24 return true;

2.5 FRUBIE YAl *



Chapter 3

gL

X AT P IRATT R 2318 F A B0 T ELSR AR o T B AR A HIH A5
3.1 g
3.1.1 X

£ PBR 1, SCOMHA I EE E

S (BO) K= RSP p= (v,y, 2) BUFE| “RERAIERTE 0,17 ERAAR (u,v) LERE f
— [0, 1] BeFRAHLPE (texture). HIJE[

f(xvyvz) = (u,v),x,y,zeR,um € [071]

WERECT RSO, J35h, SRR SRR B AT [0, 1)7 R s -2 b
SO SORBEI 7 ST W A — B B2 B0 . FF =2 E R e 2 4 R BB RS i R e
—PRSCHRAE, (2 " 4EE B EBIE ERTDATF A A RE(E, DUR WS . iREmts . RAffR. SRE. i
R B AR BRI - - R B 0] A B AT R A A JT_EAT AT DA

3.1.2 2

ST ARFRIOLER, CHTH AR . FREAN, bR ARMLTE, Rl TR
A RS Rg . BT, AT — ORI, Bl 1T B AEARHRURARER (u, v) iEIFTiK
A

I class Texture {

public:

3 // basic destructor

4 virtual ~Texture() = default;

6

// basic color return

virtual Color3f value(float u, float v, const Vec3f &p) const = 0;

45
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3.2 HHLRFER

3.3 GrPHALBR K
B FRFA IR — M0 R p B A GIE T b, S, R
SRR SR I

3.3.1  BRifuWe st
BRRAEHARGFHISEA T, WS 3T — 05 p= (0, ), B BRI} (spherical mapping)

3.3.2  [RIFEML

AR A I ke — 3K T o X —MERHEE LA p= (2, y,2), FATRMACPLE R BRI . d1RTE
FIRER S b, IRAFATR I BEWESE (cylindrical mapping)

Hrr, o R iz mi AT R A

3.3.3 Pt
& vy FHEFA p= (2,9, 2) BETEI/NN w x b FECHE, BHPFiest (planar mapping)

BT P IWST , FM 0 AT AR ARE T O B, AT ST — UF T WS , RRAERER T 75 i s et (6-side
Cubical Mapping) .

3.4 g b pg

3.4.1 gtk
SHES L

PR OB, RS SN SO PRI 2 AT /1R SR B, FRATT AT A E e SO o 1A L 5
o BTG R B2 TN (2,y,2) FALE] (w,0) BIRWTET . B2, SORASIHARIELSE
XK, BORMZE—A ny x ny BT, AP RSN ITRPIRN— DR (texel) o FIlL, RATETLRF
(u,v) € [0, 1] ARFREALE] (3, 7) € [0,n,] x [0,n,] AeHR, PAFAFEOH tex[i] [3]1 EAIEE.
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— A~ HURE ] B 7 Ve R SCR A PO R VB BT AR AYIEAS 1 x 1 A9TTA% o XFTF—A na x ny IS,
FATATLAR

i =ung — 0.5,
j=un, —0.5
. AR, XEAFH 6,5 BORTTREARBEE. FA A &M ddt—B a8, fitn
o HIEBUE. XA BRI ERILAAR (nearest neighbor lookup).
o MHONGHERGME (bilinear interpolation) (%2 22k (trilinear interpolation)).
TANAEZ JG TR IR X 2
KRR DAL AL
R, QEPRFATTHE LR 4, 7 E T HBRERE, RAEAIUISRFERESE, s
o B (clamp) FFEHE. 8 HBUEEREROEIATSH 0 403,

RO — R AR 524 4,5 B PE TR, FATIIA N R A% SO A i) — g SO E R
B

5 ARG E AR E SR Al (tile) o i TER-FRIR R, S N B R AT ATCAE IS
{UEseR

PECEEN T — MR, BATAAEELLE EMA I EIE T . e, ISP IRATULTF-ATTER
FIBEMBER—— MG A PR DL FAT 75 275 Y .«

L gid k. (Magnification) : — MR/ —MERER . XN, FATRSA Z MR RPI B[

—8ER b
2. goAld/h (Minification) : — NSRRI/ —MERE/D. X, FATH—MRERTRES H 55 2
K

3.4.2 MIPMap

MIPMap JISRMREEIE/ NI, Wite MR RSEEIZ LR . 4R REHEIN S PER
i, —NEAARESRT e SR AR (FlT) 9ME. R, ARERUCEE I TR TR, AR
MEARFEART, PEAKEErERUR IR B SRR XTSI S, AT AR R A IR B i 25 R A7 i
TEWAFH, FHB/NERSE, SR B X/ MGG SRR, X477 i MIPmap.

MIPMap ] B 54 5 351907 2ORME, BIFEE 27 < 27 R/NAL B i SO 1] . 1R s
M=) 2 2 A G R G EA 1/3, Hrpdg—A~ n Bt g2 —4> MIPMap JZ2%%.

it5E MIPMap Jz8%

AT OISR RAERAEIS , SRAE DXA(RT DA 55 24 1 24 MIPMap ERYPUADECER . L, RIFATE
SCHRAE I, BRSRTF 4 S At 5 T IR OB A IR (00, 710) X [oo, Jro] , AP i SRRy 2L = 10— oo,
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Xt j ORAERA &L = jio — joo, TEHEX i REERN ﬁ—; =01 — o0, A j REERN 2L = jor — jooo

Ai Aj A Aj
2 _ (=02 =JN\2 2: =%5\2 =J52

AT 5 2= A
D = log, y/max(L2,L2)

My

3.4.3 ZPIEIT
WAL
TESERAEZ G, FATRG TSR, B R E AT AT VR -

SRR

IR AR S — L, ARSI R 20 MIPMap I, 2S5 RH 2 RS AE WY
PXrs R TIEERIE AP AR SO X ), AT R e Ml IR 2 G2 (8] FEN ] — R
{H.

3.4.4 RIPMap

A —FhigE MIPMap #4977 50——RIPMap. fEBLSE Tl A, FATR A& A—A T T 2 BLA S0
W7, Y SR AE TR ERE, B — TSR B RS, AR S R 45 S R A T DARE 4517
SEPERESE, WA AEA] RIPMap, BIFEREAIE FEBIRY . LEAN D7 1) SR A 6] 48 3R A SO
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3.5 JUff&iRg

T, SO TR SRR A e — R T LSS L, Toll A B SR A M LA A
B 91 8 T B S T 25 T o 33K B T B R AR ) 50
3.5.1  fufemsil

FFREWE (RGN ELT7 - TO0RS i 28 A At J0ST (0 8 J5 A7 A ORISR v 174 Ul ) st U A D R W
Kl (Displacement Mapping) .

WLEE LR R P P R R T SRR, PR LI L B S B S R B B

iR TS B p(u,v), H ER—5 p XNVIER b, HIEEGWEL n, WZSEL RS S
BREE, BRITAHERINLE N
P, =p+hn
EENE I, RATEBS—L P S N AR A, X RS — e, 341
INHESIZSTE v, v ER R SE SORBUE L, B]

0 0
ny de P4

ou ov
W, R RIAR—E BRI, B A &R DR 15 OPa KA, AT,
X O Tt B i, BRI A R T . B, XA S I AT R LA . (R
PRI R F(p), TSR i e A 4y
/S F(p)dA(p)
ST RS , T I R TR A 1455
dmm=H@ﬁx@ﬁ

P 5 dudv

st || % x % | RASMIIE HORER KT BT EOT AT, AT IAESHCEIR BN
RSN LR, BTSN (. SURSBE, AT MO 4 (L S T
TR 3K A

3.5.2 [
M™ME (Bump Mapping) ESAEXPEL I TE M0, (HREIFAMEMY A L SAE.

www.spot3d.com

1
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LA BN TE BRI R, AT DA R BIW A b m) s (L B B -

(117 0 ] R A E LS gt T LA I ], (ELR B W] AR C R S AOR SR A, DA BB sy
BB I BA B -

3.5.3  IAEINLKE

PhBE/ B4R (Environment /Reflection Mapping) /24— ANE H VNG FREDEHARIR, JHER
LR 2 R BT B G S R EOR SO RN _E 28R e (K i 75 20 PR s
SRR R o

3.6 R AL
e T PSRN, AT THL A DAL AR AT A I WSO BR B,

C(z) = 0.5sin(z) + 0.5.
IRG B XA R EORMEBRRA . AR SORPFR AR EEE (procedural texture) . XARMUA JLAEFAL:
o TAEANA. BHBMEEITCEZ /S, ERLITE— DR TR S, IRAHRS S

o B ETUH RRRMHHE. ?ﬁ‘?ﬁJE’Jﬂ'rEIExE A ng x my BYTTRE, AETIRE PP A RS Tt Pl DULAS B
EHR GERAEE. B, PEHE LB PURICRRR . TH., BT AT RO g/, Al
AEFERIF L -

3.6.1 G p
TR SR R A SRS  ZE B

3D Z4H
AR (FEELIE) B A E) AR S0 SO R T AR IR AR A B

1 Color Stripe (point P) {
2 return sin(P.x) >= 0 ? 0 : 1;
3 }
FRAf sin PRI, QRIRATTAR R — A2 Sl S SR B R0, FRATT AT DATRRE = A pR O AR AR . XoF
TE=MREL sin(we) TF, HEBHR 2r/w. B, GERRATAIRESE M- w A, AT PAREE 580
1) B .
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Color Stripe (point P, float width) {
return sin(pi * P.x/width) >= 0 7 0 : 1;
}

TEIXHL, width MUK, ZFOUNUEHEHTE. 2 width O 1 wF, HEHY 2r/m = 2. Wb, AR
AR — NS . BRI AR 80E, AR R E 2 IR 2808, FATHTDAGEA] Lerp BR%L, A Z— A
PRI

Color Stripe (point P, float width) {

float t = (1 + sin(pi * P.x/width))/2;
return lerp(0,1,t);

2D Btk £
HEAMER . EASIEA 1 RS AT DA U 2

Color Checkerboard (point P) {
int a = floor(P.x);
int b = floor(P.y);

return isEven(a+b) ? 0 : 1;

5 F

BEAA AT S N IRARK Ry w, EIRASNIZEAB -

3.7 WRyHREL

iy A B X EAAER R R, (AR thokad “5g3e” . B, AT R AR R A A AR
BES L AOH, A BARE RS, AR SO A — N EE R AR %t B %Y (noise function) .

e S0 (MRS R MRS B BRI R —DNEIR rand < R™ — [0, 1] Y%L, Hitn=1,2,3, ...

—A~ RAFAYE S R B M B R ORI B AL L A s R RN IR SR M SR AT &
TEZ G4 o WP R BOE 7 AR T S THm T A SO SR S BELME, B2 AR SEmE g bAKe PBR H A2
. WEZHHELA TR PRERENEART B BATEEOITI LR RS .

3.7.1 s
FIE RS AR SC B ETC e fay B0, ARNBERI B 1 (DU —A7 AU .

Color WhiteNoise (point P) {
return randf ();

}

MACHD LAk BEA ik, MRS A S SRR E TG . TCIREME AR L R, FRATIHR I AR 25 2R .
W ERE, AMEAF, BAVZRRRIE.

Hi, XFE ORISR AR AR IR . FRANTE JC PR 2 B S
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S CFBRAE"S) AUEREA R XA 2 A AEZE, MAEX A KR Z SNSRI R 0 M55 3 ppr it
BR{%*S (band-limited signal),

FIEFPR YIRS, ATMESHATEGAN TG 0Hz, BreABA TR —ME 52 AR R, 1%
R EA AR LR,

WA, PP 2EAMEREARABRIGIE? &2, BT AL 3T SRR i — 4 R A A5 2R 1)
Pre g . AR, FROTULER P RGFHA R A S8 b #iA  RE RIKIE S, HIARIL L .
RIZIRE AL . AR BOEE g SIS . AT — D TR B & A A R R, B EFATTmT
PAVNCHE S A A MR (BORIZL) Aefe, POME MR R e RN . PRI, FATHEE WS
M EEFRET

3.7.2  ffimg

NG IR ES, %o (Value Noise) o {EMERS /U B AR feg B3, FRATDA " HE(HIE:
Bl BRBEATA nx n AT

L5, BAER ST HIEA—AS [0, 1] FRIREHLE.
2. K05, XTI AL ROLE, BRBOX AL EA R AR Tl
3.4k, AT R 4 % T, MO

{E"5 53 B

WA, XA 22 RINE? e, AT —TREMESHIR LR, e iRz pm]
RETE. TCARBLRAHSBII PG T, — AR, — e (HEPEEQ, iR EEHAR TIA 2L, 4in
R BAEHAR T AR AL, I, ARSI RCTiaE RS iR Ry 30, AEfd{Ed A, Joie
FE MR (L Je — 2 (EL, A — MR I, AL BB @I RIAE . R, XA A BRI

iR AMEME A S B RIE

// randomly permuted array of [0,255], duplicated

2 const unsigned char values [256%2] = [2, 234, ...];

float noiselD(float x) {
// &255: bit operation to keep the index to be bounded within in 0-255
int xi = (int)floor(x) & 255;

return lerp(values([xi], values[xi+1], x-xi)/128.0 - 1;

(" P R R
EM A E 20 TR R Z A AT o (B B R — L] A SR .

B, EMEFERBTHORIEARSEH , P RERS FR ATy RE B2 2 A% 20 BER I R o X REIR TS
FEAT R LA RE Gk Z — S8 B RENE, Rl e R A RS B R I o
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H, M7 2 WA R, (W7 2 OGR ER R S 38 AR . 2R = 2R,
AT ZAE—YARME P AT 8 WAHADI, AR =S iE, WEEHEAT 64 K. ORI AT MBI AY o
3.7.3  HIbkR)H

NN (Perlin noise) . ‘ERIEASTARTER T LickmE (BUHE), FATA " ZEAIARIE
Bl BRBEATA nx n AT

L5, RTINS LA S .

2. e, MTBEAFHEAS TR TUN, TR R AL [ 85 DU R B s S8, %
T A AR

3. AR (BN =UCH{E) EPUAS AV B A T (.

S

- KR RS E I — k3] [0,1].

X AR SEH, 52 B EMEE SRS ARG ] AZE W S s, A
2] RS . A, BT DA I VR BRI IR A4 RS RN AT SR . DR, BRSSOk A A
KT KA Je 3 R H LR

[ RESEALUME ,  DROAAFIARIRE P @ 5 SCTEIAS LY, PrDAERERAIR B, R IRES . RIGEE R LAY
BPRIEAR, (2 e BRI WIAER

FOVBR R 74 RIS

B, SHEMAERUMASREIE S 2 S EE R ZR M. BARERETIRZ (A=UHEEN B,
EME PR AT 4™ AME, TAIAPRMERSFREE 27) , (HAEXS FORDURKIRRG . 9 8h, HIPRIR RS I SR TERE A
HUESSEs

3.7.4 SHIBMN

e b WERBATA — NI AL fo(p), BRI ABREA [ LB ] — A~ o) K f (p) dimsorf i 18,
]
fs(p) = Z w; f(s:p)

I, IR S T R AR (B s, K) B, HIRIEW SRR (B w, E/N), FATHL s =2
I I IEM (fractal sum) . FRHHL, 24 s, =20, HXFWAY w; = 2770 i, FRATHHE_ B A B ik i i s —
TRES M —A~ )N (octave).

TERTEAT, FATR AR ) 2 TEAFRAE 2 B Ailliad) (fractional Brownian motion, fBm). 573JE
MG B RN, AATE T AR SR IR ME, 5210 b e (turbulence)

3.7.5 {KFIngyE
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Chapter 4

RO

TENCLIBERR B IR T, AT - IAR 2 JG i) — Bt TS SR I T X — i h 46 fo
(Shading) . HAAHIBE, 2JedkidipIAKE, RATMEAT T XA CERROBEO. Fn, RAILIEEY
B—HS R, NIRRT T RENCIOL, ARTRERPE, AT REITEDE, WAWTREA 0t I,
LA TR ZMATE .

4.1 AR

EQ R TN R IR B A B — A Faka, Hp — U0 AR R, g T seh IR 3 i #
(The Reflection Equation) . KU BEI#ARN SR80 52 (radiance) , XN 2 MEA A E
KB ARG R B BR ARy . KT RS R B AOE LR TSTEZ JG R e — g diid, (B4
PIEEE MAZCL A T X MRS .

BT RERA I

LT(xa('J;') = fT(Xa@a@)Li(Xaﬂ)coseid‘J‘i
H2
Hodr, x BRATREMN A, L PFRRM A x BRIEE T W, R GHARIEE . f FER R, i
BRI AU R 55 A %L (Bidirectional Reflection Distribution Function), f&jf#x BRDF., BRDF #ii

55
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THER x b, JEERMAGI I @ B (We o) BRSTRE, FATRE S TRIRIER . XA AL
7 1 B R RS BEOR—ASE R B Y, i REAF B FRATHY S M RS2 T 38k, BATIE 2 DB W il g8 5 5
A% (Bidirectional Transmittance Distribution Function), f&#% BTDF, HHRIESHiAMEE— A
x b, SCEMARTT ) Wi KE D — MG O, b, MBREE S T2 /0, BRDE WA 1 REZ R 4T
T £, WATEETFE B AN KRG % (Bidirectional Surface Scattering Reflectance Distribution
Function), f##x BSSRDF,

X BRDF, BTDF, BSSRDF # G R AW I 8 40 A B (Bidirectional Scattering Distribution
Functions) , fijfx BSDF. FATXELKMDFTEERZAMI % BSDF 248070 . FE28 a4 N4
BSDF fyit5.

4.2 (B o
TESS AR FATTXEBE T — AR A LA IS
o Ay AR
o R IES (.

TESLH, EFEREZHME FHANRESA T B LSS, (B2, FE—Sek i, gk, miesE L, &
SRS LT 0] DAY BORAS B A . FRATIA G2 ST S S 81 45 T Tl . FRA 1o v] DAV AR e Y4 ik
I#t e A A# I (Lambertian Surface) .

AR AR C LB BR R P A RS e R M B R PR 2 5 o IRAER R BB R (B, 3K
SN N ICLIE N ARGE R T7 [ W% A2 EI W . 1 TR R AU P A

L B ARZIATT B T — 400 Ek?

2. B PORTEIBE LRDEE?

B MRS AN RGBS R T, FRAT BRI GRS AT A A I,
AR traceO) FETH n> 1 RAD, F—F&NLEHH—MWHRE XM n ik trace), HATHA
RES T FEEN trace O XK@ EANTH . MEIGXAFEI T 2 2GR HER—, B HKE
AARFREI K.

FER AR F AT T8 SO, XA AR R R N BRI BIAT, R

8 SUFREAR A, A7 1 A L SE R %2 RN, T DAASE BEMRAE NS, B J7 A2 S5, RS
Horp—AJr i RIe] o (G, B 1R B W a0 B A oh—— B ATE— 2Bk B3 2 e BEP L5 ?

4.2.1 REENIMmESCH
4.2.2 PLERILREGE

4.3 B B
B (Specular Reflection / Mirror) AE# i i PN 2R a7 4 :
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o ASPEES RAHCLAET R —A>FH.
o ABTSET R

Hor, A ATRRR SO S EMIRAL A, SO SO EE M EMA L . AEASHELTs
1] w; SR n HR AL RN, ENIRIAREZEDRE n - w.

Bel RS ANy, RESHGH RS B MR p PE SUFDETT ] w, MBOGERIE ERAS 2 A [ E Bl
R
L, = k.trace(p,w;).

7Hh, A wi 5w, B, FATEMADEL I 0. B, wi RAOCTRAE MR, T w, @A A
RIS o L fRIERALAT, FATHTLAGE] w,, wi 5 n ZIEHRR.

wr = —2n(n-w;) + w;.

KT B SO M B 25 Z U T . R IR B SR DA .

Color trace(Point p, Ray r) {
HitInfo hit = surfaces.intersect(r);
if (hit.isHit) {
[col, sRay]l = hit -> mat -> scatter(r);
return col * trace(hit.position, sRay);

}

return backgroundColor;

4.4 BimPrEoy

TESUMRLZ b A A fA %2 BEl P4 (specular refraction) B84, T 584 T ARBIHATHT
AN TTHSE T 28 ISR e e

4.4.1 YA
HREISIAK, JERBREIMIRS) (oscillation) . 24— YGEEY) RN, B R RGZY) TR 5T
R EREIESE BT, LIRS RS . X8 S BRI N IR AREN , X S8R AR B S
MR THKTF#F (constructive interference) F148:4 FiF (destructive interference). XEEHTER T H T2
SHEREANLS], I B AR FORIE EAT R T4 T AR o b AR ) =Kk
o AR (dielectrics). HEAHIRHESF RS0 YE (CRERE), BlnsEs. K 55,
R, XYM 25 R R SRR,

o 3k (conductor), UHFHFMEIE. GEMFEIE (FIUf58). KLY AT & IRE H b, IF
HAEG R FR, S b B S R B e CRATE 0.1um ZN) . RAAEFIER
WA R A R C AT, BRI IRAT AT ATE SE IR 8 B B A E I 5

o 3k (semiconductor). BIANEERAIGE . ENTAH—LEH A BIFI PRI PET .

VESART LA NS T (fon) MEHSSHL, (HRRK FAS AR,
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4.4.2 Pyt

W ESCRTE, YASDCE AT, RS TR R TR RS R R S . X RS2 REOCTEY TN
AT Bl 2 p0ste —L8, b, METHEAEEFRDEE co, HERHEAYRNIIG, HEAS RS — L,
IS AR BB A TR A

w30 (i) PR (index of refraction, IOR) na $EHYREZHFHDEHE co 5%W I HPLHE
cu WLGTE, RP

N = Co/Cu-

FEHE AR EHATR AT AFRIH N A (medium ). SEM—FP/FHEA S —Ff IOR 2R AR RE, 2
AR T 2B AR BT R A BT, Bl A H (AIOR = 2.42) AN THEABE+ (AIOR
= 1.5) PHEMRAALMRAT.

KT R EMIT R, RAOCELE 4.3 W R RN, X R FGR.

4.4.3 Wi /REH
T BN EA S — N st 2 B AR T, X ARG T gt (refraction) . FIRYTH LTy )
P B 2 R e
B (BERERE) BEM (L n ) (01, 01) AN IOR 5 g IR H#EA S —Fp IOR K 12 1
MRS, Pr3HEE 5L n 2 (02, 92), EATHL
msinf; = nosinfy, Heps = o1 + 7.
) e RBFR MR A (Snell’s Law)

- interface

M2 !

i

I

CA

|

I

|

I

7380, AFEPAEIEE T WA A FEPATHI, Xle FE A (dispersion) MTFHL, BIUINIS
ML, B Bl B G AR .

R P

B, FATAHK wi 1w, PSRN R, HI wo = w; = 1. P4, AR/ A, AT ASE
Wo E‘Ji}z‘ﬁ—?%i Wol|
71 sin 64 _m

72 72
2FEk BN SCARAEE, BATH ws RAER (|0, wo [FHE,

. . T
Wo|| = Wo Sin bz = w, w; sinf, = n—wiu.
2
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NN i) = Wi —wiL, 1M
wil = (w; -n)n.
I,

o m
Wt = — (
2

PR B v REFTR, ERRER 1, FrRAR/NEUE costa, 71 NIHTE ITAL

Ww; — (wi . n)n)

wZH = —cosfsn.
Boa, WAFEE S PATa8HHm, BIRT RIS 5 7 1 w..

Wo = Wol + Wy
m
772(

B, BATHEE =M RE K&, PASCERAL R I A 0% 55 T H SRR M,
cosfy = /1 — sin? 6,

w; — (w; - n)n) — cos fon.

sin? 6,

P, JTRI7I weo ABITR) wis SEMRRAZE n AR ni, 02 ZIRIR AN

2
uro:m(@—(@n)n)—n\/l—’%(1—(@~n>2>

2 Up

o Y BT T AR L [ A

R
iR, R TS \/l—f 1 —(w;-n)?) HEX, RSNRNELMEIRR, Saihd, 134
77% o 2
> 5(1—(wi-m)?) <1

i AN 1) A 8 S o AT T L DL 22 B A AE 24 Ay 00 KT IS 0 B, o 6, = sin ™" (1 /m2) < B
i}, FATTE B A LEZITHDE, TR REMEE B SUFDE X TP OUARE 4R 4t (total internal reflection ).

P, FERATRATHRIRRE, ATAS% AT RO AD .

1 // Return: true if there is a refraction
2 // Refraction direction is written into the param wo

5 bool Refract(Vec3f wi, Vec3f n, Vec3f *wo, float eta_1, float n_2) {
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float eta_r = eta_1 / eta_2;
float cosTheta_i = Dot(mn, wi);

// Compute Snell's Law
float sin2Theta_i = static_cast<float>(0, 1 - sqrt(cosTheta_i));

float sin2Theta_o = sin2Theta_i / sqrt(eta_r);

// Handle Total Internal Reflection -> No refraction, return false

if (sin2Theta_o >= 1) return false;

float cosTheta_o = sqrt(l-sin2Theta_t);

*wo = -wi/eta_r + (cosTheta_i / eta_r - cosTheta_o) * n;

return true;

4.4.4 JHMRIRE

ZHIEATR S PAEIT DR 7 & b, I — R R A 2 D R i, AR IR

f D T IX AN

S0 (FEEROTRE) B A S B R LI i 0;, Iribe St kg (aorm) M 0.
AT IR mi, SCEAEITH AT FRA neo WESCr 5 ry 732500

_ m;cost); —ncos Oy

T = .
+ 7); cos 0; + n; cos 0

7 cos B; — 1; cos Oy

= .
I 71 cos 6; + n; cos 6

BRI (Fresnel Equation) $gH, WA Fr BOCABI, 1 - F = F BpL&edng, Hi,

1
F,. = §(rﬁ +'ri).



Chapter 5

i

(eI A, TATREHLS PBR A A DTS T BATR IR (/0
SEIBEEER , FRATHRL TR T 12 R T MR . XET 2 BB B2 (radiometry)
e, FAIEABFIAT AR Gl G R

5.1 Pyifisy

FAVBRBOEHAR R d AT A — A =480 (x,w, A) AR F AU . Horp, x ZORRMIRI AL E, w
FORNGYIBUB Ny (RERALI ), A IR BB .

5.1.1 Je Tkt
1E PBR #, FAMERIAIWIIXRIe AT o FERTEAr, ATEE T h & 3L

Y OET) KT (photon) B—MTEHELBANMRERK, REAWKER. TREME e, JH d,
ARG Ao BAS T I BE RN
he
Qi =~ 1J]

Horpr, bR RS, o HEASRIEHE?, G TR J = ke - m?/s?

eI, FATA R Brute Force 2 K IBE R — I THT R, BIL, FAIDFTOET MR
AT R, R EE AW R B BE B . BT ARATT i SE R R e S A e B

w3 (HRATER) fdthesE (radiant energy) FRAVRWL (FrABOKAY) SL& r fWGTHERER, 1

Q=> Qi

i€Er

TEMRZ I, FATHRE—MRE BB (B RFEN ) LARGTRER . L, FRATHE SOt R,

1h = 6.62606993489 x 10734J - s
2¢ = 299792458m/s

61
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w0 OLihest) fikfieht (spectral energy) $RRAT—ERKVEHNKILL v fWHTH B RER, 1

_AQ

T AN
M AN — 0 B, AT R AR E I K R YEiE BE = .

_ o AQ d@Q

@ = Jim SN T D

TEARZEIDT, AR RO TR, BRIy IEE . £ LT 3OEme, RAISER R

P2 . B FoRUL, dRATEE B0t T R BIRECR U RS T EE R, FOARASEFREE R 2

WE, FTPASE ST RE R TR T T R R B

Qx

[J-mm™!]

5.1.2  &righifia:

FAMTH T R SR TR] N YRR S o

S (FEghet) fgtilh (radiant flux) S92 BA0 ] A AR AR, R

Q rs—meq= [ s

o=

BMERGE, FRSTE A CRP B, FATHEFRE ) SERl 2R Nl P o

5.1.3  Hishili )

Jeve Ay i o B, FATHR B A DR I e T RCR . R, SCRRRLTE AR AN G iE B
— st e g A, RMRAFEEER . FEE SCAMRBE R, JOIBR rEEEdrE, RITha%E
L TT ) X B ) 28 BAGTRIARE O, DA SRR E] & AR ERATTE A, BB A EH AR
FAL, (HESE AN R 5

S (FRATIREE) SRAIEE (rradiance) K& 2|4 BAIIAR A AR S A, 1P

E(p) = S W /m?)

fapRaa e, Hor, p RIATRER A (— R/ ) o

S RPN ATEE) FRSHIHIE (radiant exitance) RN & A BB NIRRT & . B)

B(p) = 23 (W m?)

fiFR4a AT AL (radiosity), o, p @IATREM AL (—DR/INIRMITE) -

FMERUE, R S IR R B O BT AR P O R E AR BT R AR (CFRALIAR L BRI
[B] AR ST RE L) o« FRATTIE A A C IR (1)1 o R ARAR S P
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R

B BEATE — D ROEHE. W EE TR,
T R R AERRI A9 2001, BT ATRATTILAER R, FERA r AR BRI BT — i py, SRR

o
E(p;) = T2
TEPA R REAEm ek LA — 5 p,, fEIREEN
[
E(p,) = P

HIE, FRATATDAMER R, e B RETE OB TR L AR B -5 8

B
MESE LR, JCRER TRV IR TR, BrRAISOEL R T, A8 20 5 R il ) A R m ALY,
TR WIEH (Lambert’s Law) fiRf a2 B4

S (WMEERE) MO S MR ATE B, R R AR A G BRSSO T AR B DX I B e

mm
[
[ , A
[
[ , ’
| | . 4
[ n , .
I 1 ’ 4
.

I 1 ’ //
I S

A
[ A,
[ R

0/
A7

- .
A A

BRBOCIEI TR A, Jegk S Je My 0, ML S K Rt A7 = A/ cost. I,
AT SR A B cosd
COS

E
A

5.1.4 M s A
VA S R

FERE SCR — MRS A 5 L2, BATTEZSA — LR LS, IO . AERTTESIA 2 Al
FATIEHHIN— TP A E L
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X CPmEf) Pl (angle) FEA9Z% XN IRER AT X B AR E, Bl 0=1/r 81 =10,

XA A4 360° ISR 2m. FRATTRIFH FAUIY 7 i SR o

L (SLARAR) etk (solid angle) A4 AE 12 A K AS B0 T 7o) v R BR AR T I LA, B Q@ = A/r?
B A= Qr?, SAAEAIEEEL BN steradian, RN sr. Xa— MR ERE, BN 1, BERTZ,

&A

oy S A A

FERE], DAL AN, O R TR AR, FATTATARE U ) SEAA B A — 1. R4
FATIETE LR TE A/ N SR BN S, e T 2 By Sk - (differential solid angle) )3
gy W (] G e

Yy Yy y

N\ g Vs\ A

LN, 2 <\
zZ 4 zZ

B, BATERE A 2R B NI . AR ER DA HH ) — 2R S AE ki 3 i M
B XA R VR B de, RS EVER B 40, kK. XH, de,df — 0. FERSBIR/ NI
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OUF, AT AR T A AR — DK TTE (EWPH) abee). FIE, dA = [|ab|| - [[ce]|.

IR E X, [lbel| = rdf. BB ab BTTERBREKFER C2E) 5 y Bifscsih £, W
TEPTR.

TEXHL, [[of|] = rsin®. FARYEIRESC, FATHALAFE] [lad]| = rsinbdp.

HIt, dA =rdorsinfde. WRIETARABEE XL, dw = r?sinfddde/r? = sin0dfdyp.
FATTAT DA AR B AR TR AT A S o KT EEANBRTAT ) A S AR F AT AR A, FRATT

2 ™
Qsphe’r‘e = / dw = / / sin 0d9d<p = 4.
H? 0 0

B, e R SO 5, 0 LI AEARIT 5 — i (B S ik TRk — A1 LA (
HUICA L), SBF AR — NI S S 0T 0.

AT SRR LA AES, RATHEAT ATHER MM~ B T

5.1.5 Fitse)

ZHIMREHIREC2EMNE L T 7 28— DRt a 20— RO . BAZIR A A S e A
H, FATHIAARRIEX LR T T b TASERTACL, BATIEA B RIE R 3 —MRFE 7T 1 HE
LR BORT . AT ARSI LR AR, AT AR R . N RS R
HUE7ELS e DY

S0 (RSERE) RaAtsere (radiance) ik i 2 fi S S B RER LA L. X T —D il py RA T
& AINATF AT 55 B SCRAR ST IR S IR A B, ]I

W . AE(pP) W
Lip &) = Alul;go Aw cos 6 [ ]

oCE SR, GRS IR AR A S B SL A F 2 ER B )

E= / L(p + w) cosBdw
H?2

m2 - sr
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FIH, XFT R p, HITE & BIFW & 44T 5 e ONRRST RS BER A A f s 2, B

L(p —» &)= lim AB(p)[ W }

Aw—0 Awcosf Lm?2 - sr
FE LR SCEW, AR S0 — IR GRS e R A G AR S B, nTAGE—HWE1E L(p,w). TE4F
BIEARM A a B b BRI R, RATEATAFE N L(a — b).

B EORYL, RRASEE (CUNfRRseE) 2 p A5 w IR — ot iR g e R, R
2, T ANRERTTR, SEERAR KA. FATE T —/ NS4 HIE .

LA
R POGE B AR S R, B AR A BRI BRI e . A

) 2D(A)
L% = 5T p.3)

WERBEA TR BUNKI dA FEEN n, do 5XAELRTAN 0, WFE?

MRS A E R, AT

d*®(A)
L = LA
(p, &) diddA cos 6

SRS S A0 B 530
S R AR SRR . U3 AT T MBI 0 S BB
ﬂm=/)Mn@k%Ww
H2
Hr, cosd| 2R TAHE dAL, 25, FERTEANIEAR FTA S EATER Sy, sl DAMS R

CI)(A):/A/HQ L(p,d)| cos 0|dbd A(p)

SKI3EH 15-668 2024 Spring Lecture 06 7R 3CF .
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5.2 PyRiaPkn

5.2.1 SR Sy
B By VG G e
YE LS B, R EARIE T
dw = sin 8dfdy
BT, Tl T AR IS RSB T4 BB U
B) = [ Lpw)is

27 T
= / / L(p, 6, ) cos B sin 0dfdy
o Jo

BB S) V54 IR

BB L BRI — DB B G IR AR E RIS (CRERAGBRTAT) o XAPIEOCT, (BRI AL AR TSR 2
AEER), PENEERRTARER (0, 0), ZAHEEA MBS A BDCIE — RS . BRIk M
E AR B FHIEE & (SLARTEEER TR 7 B E ek AR L) . FRATT58 42T A I AR E AR A
Hooedr. MEBIRT4 IR A MPEK A p,

dAcosf
==
Hp, dA Z2HEEWN— M NER (THE—A ), 0 2 dA B SmE dA—p Mkf. r 2 dA 5
p IEEE. HL, XFIUEaE, b5 /', AT AR AR B SN

0,dA
E(p):/ABCOSHiCOSTi2

dw

Hrp, B 2R RasiEET S (0 RS HGAN %2 EH), 0; /2 p miELS p-p kM, 0, 2 p' &
&5 p-p’ A,
5.2.2  §EStsErEr MR

AR R T AR R g R AR S R R FE P SCR RN G LTRSS, NE &A1 HE
U EEER, EATE T HA R R N 2O E S R R BB S5
WA

TE 5.1.3 WY SOGTRER BRI RO, FROTE DDA S BETE N E — R EL I Iy, T B R
SEAR AN S BORBOR, NI BEE R . SR, B85 B A SO X R PRI 0 T B SR A
FEE A PR S E S R AL . BRI RO x, JEICh pe RoA b, XAMERthgRA N

L(x — p) = L(p + x)

FATAT VA i B R SRR B X R
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e B A B S 05
5.3 iESERYMELRE

5.4 BHifa

WFFEPA_EIX LA i Wy PR H O ORIE 20 T RATHTEGER, e Jedme o Sl B0 s B 18
FHIBUE - 1R & XA @M SR B K o AR RS TLiE 2R B R AR, X
AN B AR A [ AU BE , FRATT T DA 1 R 45 1 R i R R L (spectral sensitivity function,
SSF) f(A) fiiike AFRATNE AL B CHEE I, SO 27 L — AR BB R B

R:/\@(A)f(A)dA

Horr, () BN THEE SR ARl XM EUERFN TR R (tristimulus value).

5.4.1 AR
XFEATARYE, AR ELICATE e T 2SR AR . AR 0 0] DABOCRDGIE i dtid , (FUE B (0 fix
e N LRGN, AR B B LA -

SAlER (tristimulus theory) F8H, T AMRPATE=FR IR HERAINE (cone cells), &—Fh#f
REMA Y A5 K B, Rt AR BB 2 180 (0 o] AR = A =SB RAE . FRATTAT DA bR B 2 (3 i o ) >
TS = AR R S, Ho,

o SR ROERE LI AR, S = [, @(\)mi(\)dA,
o PR RXTOEHE ERSR OB, M = [, ®(\)ma(N)dA.
o KEKIROEHE B EHEE, S = [, ®(N)ma(N)dA.
Hor ma(0) 2= RPHER A G R AR R
MR F, K HER A 51 2 4:32:64, B, FRATHY 2 B0 —Fhigi (o B o [ Wese fp X 31 %,

BATAPIF BT T2 BEABMBARTE ms(A) RffR XA RB QAR ZEAFATRAT PALE R — MR R
FIARFABCR LR T B ol G I7 AR Bayer 3850, Ha@zs).

5.5 WA R V5

=, AT LN BSDF ikE, (A2%Z8 T BSDF WitE . P AR RS . &4, #)
SRR (HeE2, RERHR), E%%‘EAHKEE’J BSDF. fEATH, FAINZ42 BSDF (i,
5.5.1  JEAHREA:

R T RES AT T BN AR5, FATHE IR ANIRERA 5434 TG Y 2 -

o BT (diffuse) . 18 SR BTENE ERFASEES ST BN BIRE R A5 1) Bk . BIRRAEAEY)
PR BEASTE SOR AR, (EZFATRT DA I8 SO M R AR T MRt . RS, ARSE MR B I
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o B BLE T (glossy specular) oSG BT HIB T 22K A GG HE 240 SR B B im Sty 1) b, (HdL e
BN HART5 ) ERYE. FATRT AR M A S B B 2R R SF AR A o

o ZRALEMT (perfect specular). FARGLI AU 2k ASHE RS R Geim st m) b, FroA =2 T
BB T BOREYRRIM

o HRAH (retroreflective) . WSS T LRGSR B AGHEHY Iyl b, —BUARBIRRISL. A
B TR IR R R

R B S A1) 017 R T B2 A i IYE (isotropic) B2 24k (anisotropic) f. 4[] [A PEAGAY 2
UERARERE M AR — i, K HSEE RMNALAE R0 RS, SO A LA . AR S AT
RAT A, IR

5.5.2  OBUNIBCR o A s 8 Jm vk
X+ BSDF 15, BWA AT EEAYEMER:

o b, FATH

—

fr(x,w; = wy) cos brdw, < 1,Vw;.
H2

o StykeTiE. DIL, FATH

f7'(X7 Wi, wT') = f,-(X, Wr wi)
g, BAA RIS EIXTT BSDF gy— M REHE i :

fr(x,w; = wy) cosBidw; < 1,Vw,.
H2

5.5.3 BKhIvE 0 53l
KBV 0 53 At SO PR
XTRZ BRI, FKBIVE 0 pREEME— R AT LA R SR 731 R

S (BKAE 0 5pAli) ek o(x) PA LA IR :

. (5(1’):{+OO’ v=0

0, Otherwise.
o [d(x)dx =
MFRATFRZ R EC Ik vE 6 %L (Dirac delta function), tAYMHIkIITE 6 446 (Dirac delta distribution) .
KFrve & RBEA —ADEBERMT— SREEME . B Ak AR — SR R IRATE — A

WAIREL f(2), EAERes BE XRY, WARLAIEM g, 1Bk, 2060 B, 4. 3,
FATARZNIE XA BB ER— . @ BEE.
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TR b, AT Tovkl i A AR AR R B R — (. B R HDRSRTE AR A R, AR
AL TR )

/ f(@)d(z — a)dx
HEE:

e BaFaltf, 6(z—a)=0. FRHIKIIIE 0 RBVERULER, PHILIX 2L R AUEARA %R 1Y
SERAATAT TR -

o Ya=allf, 0(z—a) WEHEIESGURRK. AP LRSI 6 B s, Fei1HnE
EMTERG BB SR 1.

Wi, A REER TR B f(a).

BSDF ity pi il

AR | TR P AT B — MRS, TR RAE A7 A
. SCRIIL RO AT TTIAT SRS 0 RECRICHAT, Tl 2t I Iy v GO AT A
HHRATI.

5.5.4 R GHEM

18 SRR SR e Y SO SR RN A BT ) B G, XTE RO, BRDF Bi%g
—AERUE, SASTTIE . AT AR KR A, ERITRE, FATHRAZ AT AKF BRDF
i f, BCEIRL S

L. (x,w,.) = fr(x, wiy wr) Li (%, w;) cos 6;dw;
H2

=L, (X,w,) = f,,/ L;(x,w;) cos 0;dw;
H2
FRAHR I B X, AR TR 2 fE IR

L,(x,w,) = fr(x,wi,wr) Li(x,w;) cos 6;dw;
H2

=L, (Xx,w,) = f,«/ L;(x,w;) cos ;dw;
H2
=L, (x,w,) = frE(x)

PIABATAIE, Le SHBITEIR, G ASRMOIEA K, Hit BT pAsE— 2t

L,(x) = f,E(x). (5.1)
B P AP T, 5 2Tl 3 A R A
B(x) = B(x)
FRARARAR AT HERY 2 X
E(x) = B(x)
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TFATHEE X FX AN, L (x) BBER— AL RICE T AR R .

=FE(x) = /H2 L, (x) cos fdw.

= FE(x) = L.(x) /H2 cos Odw.

B, BEIRTARU SO X BRI BT A SLAR A IRy, HEUE Y 7. PRI,

¥ (5.2) fAA (5.1) Ao, FATA52]

- L. (x) . L. (x) - l
Jr= BE(x) L.(x)m7 =« (5:3)

LT, LI ALY, A I RES PSSR M. AL, &5 BRDE SEks gliE X

H

14
fr =—,p€ [Oa 1]
™

Hr, p b2 R H# (albedo).

5.5.5 il R T SR
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Chapter 6

e R

7£ BRDF 1 % e ferh, ML) 1970 AEAURERE S Phong 2R IR, 31|27 Jorig 18 i BLEL T Wy BE A
B, AT ARFTSAEX N A, MBI A A A T 2R A A . S, BRMTBER! (microfacet models)
A LR R E M — b . BRI B R0 B . — DR R 8 T AR 1R 2 B 7 45 S
P (RIVGRTED) 9SRE, A M RER TATA f F E Ta SS Ay RN Ak S M S e o T3 25 G S T 1 7
AT 1], SRR RS S L ST AR AN e B T SR R B R T IR A0 S

6.1 21 BRDF fil

FATHTLASE I BRDF JTU0TTE. R, 7EXHEA BRDF — i A B AR R, X
AR B P R RN [ SR SN IT TSGR K R B s 8. BRI PR B, BRDF A 2%
EmBEEAE. W HFSE E, 2% BRDF B4 BRDF Sl % H5CA RE RSP W, TEDA R
BUlA T FATEVAAISIT 1 w; RS wo YL TE I mER G .

6.1.1 Phong BRDF

Phong UG - RAHDEATERAE RS )y T B S SR 2 fe BN L 11, AR Rk, A

e+2 e
fr(wi7wo) = 9 (wo ' wr)‘
Y

i mirror reflection

direction

wj fr Oy
incident (DO

direction .
outgoing
direction

Hr, e BiFRfEZ LA (specular term). WEEF], BEH e K, G EICRIMA LT EMPE PR X
WREE B CE— /N I A S, TS B G R g HIE AR, MR, iR RmA R

73
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G . RPOETT I w, ATPAMFRAT 3.3 PRI AEETT S,

wy =2n(n-w;) —w;

6.1.2 Blinn-Phong BRDF

RIEFA T AP H R RR, FA1REE Blinn-Phong 5 Phong M H K MRESAET F 42 @ 14
e

w3 (CEREr )RR (halfway vector) J& ASNOE5 UL U Je i 1 170 207 1) 14 7 1)
R
— Wi + Wo

[|wi + wol|

Wh

Blinn-Phong K+ MGTT7 BIMEZEITALM L, BT A SR, SBEEYLSINE IR .

4

=11

a’)h : half-way vector

@;
incident — @
é?r%ct?gn wo_
outgoing
direction
Bk, Blinn-Phong f#) BRDF 40
2
Frlen o) = S (en )

PRI i 5 B S A5 TR Ll

AL BRDF e B BRI LA B IE AL A B DR HESEAR /N (B, A FRATLEE AT . 45
S B AN HUR TR I A LR R, AR ) B RA BRDF s BOINECSE . AR ] f %151 BRDF
TELELI LT SR FATI R, SEHARR AL, Fits BAENES.

6.1.3 JaPRPE
58 B 22 B A2 AT DA F) R A1 -
o FAEATHIE. WA RES M BERRITRERASHE . S AR Joilt n] T2 28 .
o (GEF) BAFRRBR, TIERWHDCLAEATR T 5P ARSI BR AL
o RikAmaAEIMR $ RO R @ a9+ T .

Blinn-Phong FAAE—E AR FELAUEAE ©IEFR T b, 58 T IR BECR . (H02 AR T AMUS B 4T
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6.2 fRimaEiE

eSS, WK MARZ/ DIRERIN (tiny facets) A1 FERCRTIFIE B A 17 2 M
WA — R b, A2 MRS SE TR B, WERENTE— G I KRR, A
] PAIE S ELEAC R E R RS 2 ST R, HER H RO ARG A2 WA TR 5. BATHIH
AR G2 AR A R X A B G

6.2.1 WA B
Torrance-Sparrow 5%
Torrance-Sparrow FAU 2 (A HIE o Y — D EE, B9 TRHDCAERIRE R SO XM

KRS HARZ UMY U (micro-grove) i, Firb iy — A~ MIEHS S FIARGETE . 76 1980 4FAL, XA
R REAS KRR b < R AR e o

100 JH e ol R
TN FE BT (General Microfacet Model) 4 BRDF 438 T =484 FER/REE F. L
437 D DA RHZIERE G, HIEACHh

F-D.-G
4f(wi - n)(wo - m)|

fr(wi7wo) =
FRATRAE T =4/ N RN X =0

6.2.2 JEMIRRBREL

FER R A BOMFATZ BIAFE R 20 52 2 ) HL A Y BRI R BARAL, (R 2V JERR R B B0E
SCHBH I wo 5 (BEYURFERY) FREm R (FETi ki i) w, reREL
R, + R,

F(wp,w,) = 5

Hrp R wo 5 wp BN,
(P F) = 2n(wn - wo) 4 (Wi - wo)?
T 2 4 Ek2) + 2n(wp - wo) + (wh - we)?
(P E)(wh - wo)? = 2n(wh - w,) + 1
P+ R2) (wn - wo)? + 2w - wo) + 17

Horp, o ARSI BGPTSR, b BRI RS (extinction coefficient ).

6.2.3 P ke i gL
ek i ik (Microfacet Normal Distribution Function, NDF) & F 3l 3R i 25 i o il AR vk
LGOI REL . B4R TAEREE 7 1) BB RER AL IR, & DT IH— B LA A AR
JERE . BT R w, BRE, WL
D(wp,) cos Opdwy, = 1.
H2

TR B R B S BA P A T — BN
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Hrr, 0, @R mE w, SRMEL n 3MH. RITERZAEBSHREREE, EXHEERMHE—T
Beckmann 4 7ifAL,

Beckmann 4y iy

Beckmann 73 R {52 T A SO T 5 TR A A IR S0 11 o X B b, SR 48—t
FM PR L D PCE A S AT RE LA B, PP IR 8y IR T R A SR

HARAAE, Beckmann 731 w5 77311 1907 R SR T R 95 28 AT —— DA A2 T 1) 19 54K
PR . Bl

1 _tanZ 9y
a

D(wn) =

)

ma? cost 0y, ¢
o, 0n RN R w, 5RMEIEL n KA. SE o §id T 05T, BA T AR A AL ke LAY B
e M a AR, BRRADBAENS, X RE AR RRE o (HNFRR— M SE
A, R T RS Y T

6.2.4 P HER A%

G E B RL (Shadow Masking) pR%. BIAFRAMESCKRIA MUNERFIMNE, BFrd, A
SPLLE—E M RBITE R L, —E & —SRERIAL T — & RUNEE S AR 2 b TR
AR, MR R BT R R AR, X IR IR1E Beckmann J3A1i Y 15 52 .
Beckmann 43 A1i 1) B 5 148 5 B Y

e M Beckmann 317 ) 5 18 52 eR KU ASEIT 1) wi FEEHET W wo YKL, HIEA N

G(wi,wo) = Gl(wi) . Gl (wo),
Hrp, B8 Gr 2— D RTH—IT iR, HiEgsUh

G1(w)

2
14 erf(s) + ﬁe*sz ’

b, s = coamg 0 RVE T w SHEREEL n f9cf. X BH erf AU RTEREIRYY, Hle

erf(z) = %/0 e dt

AR T E IR AR o XA E R R BB VPRER, (R AETT LRI Aok i A 2 a1t
BRI ik, TATASMEHHEIEX.

M

3.5355+2.1815> 1.6
1+2.2 257752 S< 1Ll
G(CU) ~ + 76542.577s
1, Otherwise.

EI, A Beckmann 4 F, D, G HHEA4M5EM, BATHATASH Beckmann 478z F iy
S JH SRR BRDF T,
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6.3 Oren-Nayar i%!

6.3.1 JEki) BRDF
FATHE—A 18 H{iR H BRI BRDF WiZ A4k ?

Je 18 TR ? B AR ] R R 2 TR, (EU 3 B 18 RO A ] B B — S R g 2 4% (rim)
HEHBATED G AR, MRS, TERXFIHE, FATSMA Oren-Nayar #%1%
iR A Bk, @A HIREE R H (rough diffuse) 7,

Lambert Diffuse Full Moon Oren-Nayar Diffuse

6.3.2 HLKGH RS

1 Oren-Nayar MRS SO R OS5 R B A2 A ), A R T RAT S B A
R A 2 18 S

TEL S BAATIE RURS AL, RTS8 118 R . MICERGT AR, B ST RUN B T A
Hi], U 1S A S A SE R R AT KR . TR AR b, AT A e A SRR R
i AR T REVEL I A LS, PARCEATXGE S n s m . ARRE S SR G — A0 i, 3077 DA
ENRUR (Ve S =2

fr(wo,w;) = g(A + Bmax(0, cos ¢; — ¢,)) sinatan 3)

s,
2 2
A1 T p— 450"
2(02 + 0.33) o2 +0.09
o = max(0;,0,) B = min(0;,0,)

PALEZGRA, p REWBATR, 0, 5 0, 232 AGDESEAHDE S RIALNRA, 6 5 do 2 HIZALS
S5 A EER - ERESE TR, o SRMEREEES . 4 o =0 B, FRATHRT LAS 2 BAR K B (8
SRR

6.4 Material &

B, BATRE E— T Ufrf BRDF S5 AR SR B ATR VIR . JRAT5E AL f]—Ff BRDF
REH N T —RM R B4, TTIRREETYH. Wi, FXENERLIE Material REIFHE AR
o A4 Material HAITLA.
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1 // material.h

2

3

4

class Material {

public:

virtual ~Material() = default; // deconstructor

// return a pointer to a global default material

Hr,

// material.h

static shared_ptr<const Material> defaultMaterial();

virtual bool scatter(const Ray3f &ray, const HitInfo &hit, ScatterRecord &srec) const {

return false; }

// return the amount of emitted light at the surface hitpoint.
virtual Color3f emitted(const Ray3f &ray, const HitInfo &hit) const { return Color3f(0,0,0);

}
// return whether or not this Material is emissive.
// Base material not emissive.

virtual bool isEmissive() const { return false; }

virtual Color3f BSDF (const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit) const {
return Color3f (0.f);

virtual float pdf (const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit) comst {

return 0.f; }

virtual bool sample(const Vec3f &dirIn, const HitInfo &hit, ScatterRecord &srec) const {

return false; }

srec 2P HIRAFE- S HUNA R E BAIREH . B e i pym i A 5 8L :

struct ScatterRecord {

}

Color3f attenuation; // the color takeaway from the current scatter
Vec3f scattered; // direction of the scattered ray

bool isSpecular; // if the material is specular

FEXAEIE T, ATE ARSI R R, HA LA R BEIRAT S 5 = 5 s 5L 8

scatter O X XM SHF ray 3T BT LA EUR 7 i DA K Sty B i A GAF A
srec Wi, YRR, HUNEMWEHE AL ] RER ST, WAl BT 1

BSDF () pR%L: X448 BSDF & [ul il & (s, .

pdf O B XA ITH sample O BBURFEEMMRE L . XM FATSIAL T —FH
R PU

sample () BRI FEFRIMA EPOELE A L RAE— A7 1) AR IR, FRATA A R R FRE -

M A fT FR AL BRI SO B R B EF, JTIGRS Material JRAZERYSIEL. fE NHBISEHH, FAl
AN TERE R BN B BOX R S Material JESCHUA B AT M IR NS, Sbn EFRATR AE I 48 A 34
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i, BIanfe DIRT o, AT B json SUPFHEATIUER . HIE, TELATFEITHE T, FATZMER A 1 bR
B AR ek, S RAL. TRIEEAERTERIE

6.4.1 Lambertian R
A yH ]

Xt MEIE SRR AR, FRATIE— 7 BERBE R 2 R A . AT A albedo I P52 AiiX
NHI . HANWEGLRILTFBA KA, SEHACHE LR R g

// material.h

2 class Lambertian : public Material {
public:
// constructor/deconstructor/... omitted

shared_ptr<const Texture> albedo;

bool scatter(const Ray3f &ray, const HitInfo &hit, ScatterRecord &srec) const override;
Color3f BSDF(const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit) const override;
float pdf(const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit) const override;

bool sample(const Vec3f &dirIn, const HitInfo &hit, ScatterRecord &srec) const override;

scatter () PA%L

FNVIEAE R S, AT R A I 1 2. AT scatter O BT A AT #IK M
SRR, AR T — 3SR B 7

// material.cpp

2 bool Lambertian::scatter(const Ray3f &ray, const HitInfo &hit, ScatterRecord &srec) const {

srec.scattered = normalize(randomCosineHemisphere());
srec.attenuation = albedo->value(hit);

srec.scattered *= length(ray.d);

return true;

}

PREFASHE S HUS B KA S R AR RE RS EA AL —, INIRATRA 7 A — 5o B T ASHE
MR . BT SO B R, AT AT BBk DA 7 s LR AR — AT Bl X LY
randomCosineHemisphere O BN DALARIZITUIAL FENLIR (8] EER NI —DT7 1) o ATRAER 8 TP 4y
AT 2 BERTEIAL, DA G R B SE 87 3K

BSDF () Fhi¥%k

TEER TR DIE MR8 SO R e, FATTHIEH: BRDF 2

fr(wiawo> = %

Hr, p AR REXAAR, MRS 1 Lambert: :BSDFO sREL 1. 7 BRI A, U
JEHSREE 5 AGH AR NE LR R A RZ ML, IR 28 Hf b — N RIE0, FoR T 5 A
X RETAL R BREE .
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1 // material.cpp

> bool Lambertian:::BSDF(const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit) const {
3 Color3f alb = albedo->value(hit);

4 return alb * max(0.f, dot(scattered, hit.sn)) / M_PI;



Chapter 7

R B

HHT2= s, ARS8 RSB . AR PRI 2N 408 SR R g AR 7 =0k
JRVY, e — A

7.1 BBy

7.1.1 gl

R H AR ER, REBHEERATRMER D] — TR B 2R s B A E R TS k. T H.,
XFFRES Y 35, FAMRADEIETR EA TR B A E R o AR TG BT A R G2 40 7 T Y
U, FA T nT DA i — LB TR B A0 7 YA 25 I T S AR 2y, T B i) F BOR U B 3158 X
M7 AT T OB A5y (numerical integration)

7.1.2  Jjik
BEBEI

R R AR BUEN (trapezoid rule), 7 2D 1, FATH DA Z BAF 4RI RUFR IR LT 2L, 1X
FEAGTEATEE T 7 TR T AT AT 2 B R TRIR o X A THRRR BB A i 6 7 i i AR o

AT PR (R B ICRAERIRIRE) b b, JrRHARRUE R R BT L B (. P8
n— o0, WiRFEH O(h?) = O(1/n?).

XFFZ IR gL, AT LA A Fubini’s Theorem, SNJFERMAMEBIAN . (HE, BEELEEA R, AR
REFARYER, HAREE O(h), (HRFEMITERLBORBI . XWT kD 4, EAIFE On") Mith

=)

Ho

SRk ik

F i RigBUr (Monte Carlo integration) Jg—Ful FREHLAYIE R, FATE FRSRAENGH. BH—
AMRICTE R PEUR A TR EAEL € X R BEVLALE 5T 5k A f (o) ROME, SEREMGSEARGY [ f(2)dx 1Y

81
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Ho Wb, EAMETIA, PR REAR I LPRAEM R, 50, EMNF R IERR, &
AR PR 2 AR X Pt P R

7.2 HEAIE N

tgiaET, ROMRRSEDFYUREX — T RRIRREE . HIt, BT N RmHE, A1
X MR EA T L g B ] T

7.2.1 HE#E

B (probability ) HiIA A% BRI E L, TR EIATIE R T B ARG S ik . AUREAVFE LA
S AAE T RENLECE A W RE AR RIS R, XL AR B, Bo, o BATH LAV R —A 3501 B 2
ARER e M A THEAT RS2 (L TEo5 2 ) WS RN, 5258 (S48 ) S By B9 B S BR  B i HEAi

FM LR AR AT — R, SR B AR REMERDR B FE B SR RRR gL E
Pl"{Ei}o

7.2.2 FEHLAEE

A T — SR R B B A R EE R, TRRELE, X A SRR RIS (random variables) .
Bhn, FATEVAA TR X ARR, XA X g BpVE R, B BB A T LRARE ER) .

TEEARAG -, X AEUE SR8 X RIS S FRA AR Z B BOMBEPLAE i (discrete
random variables). 47 2EREHAS A HUE R TELSENY , BT FE Y AR SR TLA R 1 AL AS S A,
BIUIH RS T o X R FEHLAS B AR 2 W ESRIMGHL A/ (continuous random variables) .

FATEF VLRI B RMEAR, X R &, R0 {X = o} BMER, Hd o BAARUHE,
FATHR Pr{X = o} WER Pr(X = a), oFE LT SCARIN, EEE{E Pr(a). XTSRRI RS,
MTFALRELGEM o, FIF{X = o} FZAERFARZ 0, AATHENTH—XE (a1, ao] B, FF {X € [a1, a0]}
HIBERA AR K, AR P({a1 < X < ap}) fH5H Pr(ar < X < ag)s

X PAFEDLAE &, AT R EANT B S R E R I BUERE R, IRl e ek 2 a9
(independent ), B}, FATATPAHEBESHER Pr(z,y) KFRFMH (X =2,V =y}. BFHL

Pr(z,y) =Pr(X =z)Pr(Y =y)

ST AR RIS B, EATARRRZ 2 sL A s M, PRI R AT A 4 #H%  (conditional proba-
bility) SRITEXFED . T L
Pr(z,y) = Pr(z) Pr(y|r)

Horr, A% Pr(yle) WESCR: HHE X = CEREMFHET, FF {Y =y} M.

D THENE B, FoATE A AR SRR .
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7.2.3  HERPUERLEL

X T B RO B, 45 1 A IR A3 Y o 00 U fORE 3 T 4k R % (probability mass function,
pmf) . pmf 7EETEA R A EA R, B2 REREHF BT AT IR ¢ S AL AL SRR .
7.2.4 HEREE R

S PTUAD R T R . I R SR TR B A
MEDUY IR HIR, TSR SRR B B AL 3G HOTAR. R BB 16 R B R T

e (RBUMREL) B X R — PR, X TAERSEE « € (—oo,00), HEL
F(z) =Pr{X <z}

U BENL A B X BB si% (cumulative distribution function, cdf). X FEFff 1 < X < 2o, HX
I AR U A

Pr{z; < X <9} = F(x2) — F(z1).
AT RS, FATIA DAE SR R BN B X MR R R T .

S (BEREERAL) B Fx) NIES RN X M RBUMT RS B AR a BeREL f(2), £l
XA T e H

) = [ s

WFR f(z) S X iR mE (probability density function, pdf), itfF X ~ f(x).

SRTERAEY SR pdf DA cdf MR7A) d AURESUORI . odf iy d J2400, T pdf ok iag i s
o R B OB B A R B TR B, TS T AL S B TR B L2
ENUEEE

L MTAERSL a, Pr{X =a} =0.

2. FATEVEAIA AT AR DU I O, (BT DA odf T3 K] (a1, o] HOMER, T, —
FURRIE R LT “TRADR X = o0 HOWER" ORHGE, AREEROA . SRR Rkt I B 1R
FGILE 0, RIE B Z A (T 5250 25 3o

3. AT cdf, ATE Flaa) — Flar) = [ F(6)dt, P pdf 5 B R0 W% K 1) % 2 .

4. 0T pdf, B zo HU R REUE f(zo) IFBCA MBI IEE L. —E ZHRATE, nTRAR
SR FENVL BRI TR zo — DRUNRILREL LR . AR n U E R

FiA, TER IR R B LT RME & X BV 304 KW A e g, AT DARFIE SR 9% B2 e 4
RGN AR BAE M R 50 “RER” . BB URIRBEA LS 8 HUEAE AN [F] DI A A W] BETE -
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7.2.5 W
W T EAET AL I 7 BAL B R AL BR 2 R R SR, PR A 1o B e T S R B L
AR

w3 (R XTESERFEIA R X, BOHMREZRECN px), A

/_O; ap(x)dx

fexbiiest, WRRZRL Y X AIBIRE (expectation) S (mean), icff E(X).

FW EFAHIE, BATEME RIS — IR . Al F R4 R DA S A AR A A i
FEMACFS . AR 2 B A LA R, IR B IE R R o, (FUR RS A2 3 5 U — (A TE 55 /N 1)
AL, AT op(z) BEEF TR

SAN, WA R A BB R X (AR R p(z), TAXT o« W
B F(X), HTHY
X)] = / f(@)pla)dz

WALAKF E[f(2)] 5N Ef (). WEBZE f(x) =« WIEATHRAER 2 - mb e E .

WA — MR LR, B
E[X 4+Y]=E[X]+ E[Y],

RORXT AL REALAS & X MY SRR, BENLAR B2 (A AT 2R . 5,

n

B3] - éE[f(X )

i=1

7.2.6 JjZ%

% (variance) iCfE V(X), BHWFIEE@E T, —FREVASESIEN2E (FE, XIAGHEE 1K
%)%?ﬁ%%éo
V[X] = E[X — E[X]]

53— Iy =R LS R Yy ) S I S P 2
Vx| = E[X?] - [E[X]]”

XA E AT A I ARG AL, FEROARTEA . Ve HUIRA 5 PR D7 SGCAE A T Bl REAS B B
HW, EESERETIHE.
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Ji ZE R PERR
XEHALREILAE R, FATH

XF n AR FEHLAR R, RATA

7.2.7 LRI
WEARA T RESEBUE N BENL AR S BUERIALEE, BARMSH R ENBENLAE S BUERAE . fExXE, &
MRS E T — 2 bl & (multidimensional random variable) B, AR E X,

ik ZdE=sin) S (BIan, — 4. =Z4e(RR) wl A ReAn oy A& (B — 4R mA . =ZEr @),
g — S ISR o (B0 —4EBkTa_E— DAY p 9K . FATATAE L—4> pdf, p(x): S — R,
W2, BEVLE x~ p 4LTF S5 C S HHMER

Pr(z € S;) = /S p(x)dp.

H PRI A S B T S 22 (R 2w, W dp AR Z dedy, XS @A
WL, WA RANA A2 sin0d0de) , PR HURAS 2 HEREHLAS RS0 2 e

WA ZICREL f(x) ARRE R REL p(x) K957, AR AT DG RIZUT —Jem i X R

Ef(x) = /S () d.

7.2.8 JEAAL

BRIRATAE N AFHE NS AEZ R 7] — MR 5% R B B LS 2 X, X, .. Xv o SXFERYRERILAE
BT AR A Ak ) 4y b ML & (independent identically distributed random variable, iid). FA70] DAGE
i N REEHLRAESRAFE R I A X A BEA LA 3R, R

S0 (RBUERE) 24 N ETIH RN, EXpE S bl AR 1, B

N
Pr {E(X) = Jim_ % ZX} =1

i=1

XA KR BoEflt (Law of Large Number) .

MAKIES AR, QBRI ER S, BYUREESRA I E S XA R . X AT &)
S E Lo
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7.3 HEFRIBBUY
RN GBI — R —— 5% %73k (Monte Carlo).

7.3.1 SfFRi& Ik

FHF R P (Monte Carlo Integration) J&—Fhld T REHLAGEEAR TR X, BT AMRISEALRE
BRE ALY, BN eR BN IS . i AT rO AR, FRATE,

N
Bo) = | _aGopGodn~ 5 3 alx).
ze i=1

B2, ExCH—DHERA M. @HRATEEEE AR R — D%, fian f R, AZZEM
A EREL gp BIBURL Y . FRATATAEIE f = gp MRS, B BBy,

1 z f(xi)
[ = 2 )

M b, FRATRHE T 508 RS R FEA-—JceR % f(z) Rl

W (FFERIRAGE) X TR f(x) FEXE [a,b] Ry, BT A i 5248 Rk A (Monte Carlo
Estimator) iiFﬁﬁi;%io WS AR

TR [L f(a

BB rma"J la,5] _EBERUREE X, Np< ):

SRS RIRII: Py = (F) = & S 2050 St p(o) Bkfl1FRAERFEA ATHRBL (sampling distribution func-

tion).

2 %

i=1

R, S RIEAMETY, A DREIREZE 24 f(X) #0 1, p(Xi) # 0. Bl hRRT
BER. BRICZ AL, FATATAEEATAT p(o) VERN SRS M EAY R B 16

Example 7.1. %5 &4 integrate() i+H Hk
b
F:/ esin(3w2)dx

FERXIE [a,b] AR E om0 Z 45 FiE 1610
Solution. FEXIA] [a,b] 321431 I BEALAS 10 % BRIk

Pk, HER RIS

HEAZL T, RAISMEM Fy fl(F) BiFHCHE.
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P, AT :

double integrate(int N, double a, double b) {
double Xi, sum = 0.0;
for (int i = 0; i < N; i++) {
// randomly generate a Xi in [a,b]
Xi = a + randf () * (b-a);
sum += exp(sin(3*x*x));

}

return (b-a) * sum / double(N);

7.3.2 EBRTES P

BEHWEX AT R A AH, AT AN R HE . WP PR UE T SR B, IEAFRATHE
AR EE R IEF RS N HERATRIT XM EA .

N
Bl = 5|y 3 2 (HBSERS  f )
P& f() i A B Y 52
_/a leZlmp(a:) x (AR Y 5 L)
N b
_ Jb; / Ifzggp@mx (B HIHEIR)
N b
_ %Z/a F)da (I p(z) #0)

P, Fy BIEMECE f(2) EX0 [0, 0] ERERY . RIS B ER R HE, FiTiie
;e it (unbiased) F. XFERIAHTHEIF A THEALCRAION, BVEERRAIEE T/ NERIREAS, SRR ME
WIR R IEHIY o

FAN, FEERIEATHELS S —NMHE . FEFEAZCRIN, ERA ORI B E. XL
T, ENREA—ERIEFP, F2WMKERRT DUE R B RRAAR 2 SO m R M, SXRER AN TRl 3R AT A
—5¢ (consistent) M. EAR, XWFAEESHAWZE, —METTAT AR B —20R Tl S RIg A ERL R T
I H—301 .

74h, BMESAE RIS AR T H— 8, HORFESER B B LR TA e S A RO, I Atais
B 22, FEZJRMET, TATBSIHe R AT 2Tk
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7.3.3 BRESNPr
IR, AR E SORIT R A LY T 22

TERIR, FATABIIVER Y = D53 ROHTIr 5. W ARSI SR RIS A I 20 LR -
o WEAYHMETR. TRMEERTIEZ D, SRS HIRIREE R .
o W N oo B, WEEABIET 0. WHRIRA LT — 20,

7.3.4 Wesoorbr
7.3.2 MRS BT, Fefi 1O LR T

b
E[FN]:F:/ f(x)dx

HHFA TS KSR RS M E R B fhith, Bk, fembAs T AR BT 4RI = A R
W2 A i — A P, WA AR S R S T IR 5

BEALAE s AUR
— o, RcH R G, R N MR g(21), 9(22), - g(en) BB, HPgAS 2 RAME

RO BE A bR AL p(x) . XRERY @ DRENLAS & = FRoFMNEIRI 20 (independent identically distribution,
Lid.) 2Bk, % gi(x) FmRelEL g(z), N

N
G=) wg
j=1

MU R ek B, FA1HE
E[G(z)] = > w;Elg;()]
J

B w; #AE, FFEAY LRI (B w; = 1), IBAFRATA
N

G(z) = wjg;(x)

Jj=1

I
M=
Mz =z~

9;(x)

.
Il
—

94(x)

2=

<.
Il
_
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WA, Glx) HIEES:

= Elg(z)]
Hit, G5 g(x) A MR, FAOTTLAH G KAttt g(x) MM, G tit2 g(x) A THE (estimator).
WREX, GWiTEN

N

gi(x)
>

=1

Var[G(z)] = Var

N, FRATEE o 2 G

e (Pr2E) FEHVZE R X, Y 1B Ji2% (covariance)
Cov[X,Y] = E[XY] — E[X] - E[Y].
— i, 7 2R R
Var[X + Y] = Var[X] + Var[Y] + 2Cov[X, Y].
TEMSZ RNV R OL T, B RSO MR 2220 0, Wikl b8 iog mdettn g,
Var[X + Y] = Var[X] + Var[Y].
T # T ML VE R R A, RO A
Var[azx] = a*Var[z]

BT G P iid. AR, JATATAMSE] G iJ52h
N
Var[G(z)] = ;Var {gz](vx)]

_ y Varg(@)]

— ]\7T

_ Var[g(z)]
N

WAL, BE N RTE, G T ER M.
E o SHYIEPA L e
X SRFRIEAMHE Fyv 5, ARIERITNA 559,

Var[Fy] = %/ (ig; —F>2p(x)dx

BE# N ORI, Jr2EHERE N B TR R R SR o = \/Var[F] IR, BBCHRIEZZR
# VN TS JL, SR SRR L — TR AMRIBIRSOEIE— R INT % § Rt AR
e A SR R — ¥
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Chapter 8

"'*f é%

PRt BB R LIS NS CER IR 2R Ly 09RAE . SRIMTFAT 00 B 5 B — A ML R =S
ISR B, MRATH B AR — 407, B, ik, Bt ERoR i NS Sbei el — 2 &
A2 XAMWZRR RO E THAVRBR AR, Ji5h, fEE—Fd, RATHE LRI SR RIS+,
WEAFR pdf ZRAEPAR AR T Z2 A BT AR, FEX—Ed, FATSEA IR T 221 F B

8.1 RALAIIE

8.1.1 fi'zibnp

FATHE ST ZAR G PR R AR N A PR SAE R 22 P T S EPTNTARRR (RS A B & 417,
WA THEHIE L, FrATRNTHEEX —HB 7 557 I (5 S A A A &

FATH B PR R Z RIS L. AR, FRATEETHEMLE bit /AL, ZIKﬁJ:ETT SEREIIE
PR . I, BRSSP AT Eeci F W R R R IR SR LR B Pk B R 2y 8, PRl S A E
(reconstruct) XAEE. HAG, JeibFAT T A2 WA

S () RS SR E A & 2, 2wl (Time Domain) o FERMSHTH, BHASH AW ¢,

() AR SXAR R, RS (Frequency Domain) o ZEARIAT R, E 28 B
Kf RAS RN R HTEE S. B 8.1, FORBHESES, RO

S CREE) XT—MNESEIGES S, MRS A HAE40 2 B gt o - BUh B HUE S 1 S R R
¥t (sampling).

w3 (R X T—MESMEIIES S, 15 H B HUN R U el — A S s A T R st (e

construction) .

Lhttps://upload.wikimedia.org/wikipedia/commons/4/4f/Triangle-td_ and_ fd.png

91
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w30 GERE) X TP L BUE S S1, Sz, 4 IR A RAE DT 2CR B AT A FESE ek 1 e 51
BRI ARG I B HUE S 20 = D2, WAL TS AR (aliasing) .

1
[FR - of
-
2
= or
&
=T
A5
-l 1 1 1 1 1
Q [EARrY [Rrec) [FARE:] [FRrr:) oo oo
Time (=)
vy
P
L}
a W
-
£
E oF
B ‘ ‘
i
] 0

Frequenw (kHz)

el 8.1: Mt 5 ek A 11 X331

A
' =
6
X <
: 1 23 a5 6 7 8 .
cos(2mifl) - --! . . sin(2ngf0)
' )
v 1
)
cos(27( é - 1)fd) .
S = ;
A7 112 4 5 el 78
gls V !
h
\ 4

sin@(3- D) -p
AR

7
-gfs

O

}'123456]&'
.

Kl 8.2: {55 B

Bihn, 7er 8.2%, B A SR GG S 2MAAFAKES, (LR2UREITRME 1 FRAEH RT3
W3, BRSO B E S A . FEE RS, RATRICE R X HAMES, X Ere.

8.1.2 fdIinpAEit

(AT, AR EIHASH, (Fourier Transform) e 21074, (8§ HLIAS S M5
PRIOSERE, IO R SO RS e AU S, AR B4 155 (sinusoid) [N,
AT AT T 3 2 2 AT, PRI DS AR s SCTERRF R 9 6 Bk o R R 2 A

2https://en.wikipedia.org/wiki/Aliasing#/media/File:Aliasing_between_a_ positive_and_a_ negative_ frequency.svg
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XFF— AR AL f (), HAFHLHASH
F(w) = /00 fz)e 2% qg,
Hr, RATH e =cosz +isinz, i =v/—1,

8.1.3 HIRURFE LR
B TR A, FRATEERT DA E U4 BAR R RAE DA S AR R B 78 T

8.2 BEMLHEIRFE
BIAFE K IEAEAE (random sampling) B, FeAT5EER B TE EORFEIR A MM B s 8. A2
Frprh, BCIREERECONEEN NS, FATFEH R TR 2R
Lo £ [0,1] R _Eag3 5 kA, SR HAREER LG
2. f& [a,b] RIM) 89354 R4,
- R ERIR ey 5 kAR,
4. ¥R 93 g kAt
5. fE B Juy URTIR M a4 3 4 kAt

Hop, 1.0#0 20 BARTEMES R AER R By, (ATt Bl LW R OhREHLE LR (pseudo-random number
generator, PRNG) P, fExX B, FAVREHEEL randf O BEGSE A [0,1] KIAIK) . SEUEREHLE) PhE
U, *F randf O BYSEHLEERETIHSEATIE , A2 [l ] DAY AR F5 5 BEHLACE il 7« PRNG
A BRI R e AR [0,1] KT B3y 2, BB, XET 3. RZ ISy 2o, BATHE 245
HEMHETB.

w

8.2.1 hfu R L

i RAE (rejection sampling) Jj&—FEETHERMGEITBOR, M T M A MR v AR RELAEAS .
RN IR 3G AL ME DA LB R 04 o B AR FRA RS B 1] B0 0 A AR A — L 5
SRR I AN SR AT A PR R

I58] 28 1 BE ML A

TR FLFATAUEI A TR Ew . (R B PRS- ARFA T A B IATTRARAY s A [ 5w _E 2
o)A, A EWARAER K SNEIE T B 230 A0 . ARG, FRATHERT LA Se e AR IR T E 1y
SPRFE, RSR[5 N LB

Vec2f v;

2 dod{

v.x = 1-2%randf();
v.y = 1-2xrandf ();

5 } while (dot(v,v) > 1)

3 BRI Z BEHLSE R BTSRRI, (FUR R PhRELER A 2 DA R BRAT TR, 240K, SR — i SRR, FM It mT A
M www.random.org FRAGHET R RAS B TGRS Y ELREHLAL -
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R, FATXHLME do-while fEIRH, BEFHYACIFE PR ER2FAMIE LM AT HEARB XA &1,
AT —ERAE, ELEDREERIFF XA A FI A
S ER MBEBLIZE £

TEEANLER N A BERLIS 271 i 077 305 IR AR AR B, FRATT R B BRA SN T R N 21 R, SRS R
7 A RTEBR A R BT

Vec3f v;
2 do{
v.x = 1-2%randf();
v.y = 1-2xrandf ();
v.z = 1-2*randf ();

5 } while (dot(v,v) > 1)

SRALER I L BEALZE L

TAERRIA_EVE AT, PR b T EAEMNER DR 10— 25 BRI 20 VR A i ) B U — AR RIRT o Xk, it
FRAKF G “ReBl” BIERIALE T . [ARE, AT IR A IEA .

Vec3f v;
2 doA{
v.x = 1-2*%randf();
v.y = 1-2%randf () ;
v.z = 1-2*xrandf () ;

5 } while (dot(v,v) > 1)

v /= length(v);

wz P I AL ER B 2L
AR, FRATATEFEIEE AL TR 2Bk SR

Vec3f v;

2 do{

v.Xx 1-2%randf () ;

v.y 1-2*randf () ;
v.z 1-2*xrandf () ;
6 } while (dot(v,v) > 1 || v.z < 0)

AT R8T I S 1 BR A PR B AL 2

TS A —2e ), B SR A AL T 53 A BRI s AR I AT o FATT AT DATRT B M 2T T
WAL n oW SHABVNT 0, BUEWRE ENIAFER—1FEk.

Vec3f v;
2 doA{
v.x = 1-2%randf();
v.y = 1-2%randf () ;
v.z = 1-2*xrandf () ;

5 } while (dot(v,v) > 1 || dot(v, n) < 0)
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PA_E R — S RO TEZE RARRY SE BT T B, RBAR, — D EER RS do-vhile JHFRMIE:
ML TR T ZAATR L. Mz ARG, XA RS —HE T N L, ASE™ER#E
e P, FESERITHF, FAMRASEA R RMIELREE: PO Q2 29 AR AR, KFRAE
AT R . BT, RATA D RESIT I

8.3 skt

AR IRATRE RSB AR AR L, AT S F SR BT LA (r, ¢) FER S FREVIIY 2Jk S 39258
MLEEER DS &1, &, RED r==56,¢ =21,

P, VIR, ISR, RS h A L, D, R PR
BEAEIATE (r, 6) HITRABKRZS L9 5100 , IFLRAE (2, y) ASKR T AIREIS): 4 RBEGEH Py 1 3595 M/
S PP ST 2RO D, TS N ICAE SRR S T RE A — BEHY , TR AT 2 B EAE I o
At TR 2 R

IR, MRS r =V, ¢ = 2n&, MEERPRIERR, B LRGP A% R T HARR AR F 528
PCRRRIE . — e, FRATR AR AT RAEA R 1 ABAR R Z TR EA T /A e TR i F A R XA A

8.3.1 UM%k
WX ~ f(z), Hi f(z) 240, TEXN] (21, 20] EAE XY pdfe WRFATFEVLLL randf O 4=
Jﬁ 1 /I\ﬁ 517527"'75757 %}5‘7 T"—[‘;%f‘
o; = P7H&)
Hrr,
P@) = [ f@dut).

M2, K i A i IR f(x) 3oy, Hop P12 PSR s. fEX I TAIER X A4, &
AT DR IS A A 5 A5 R SCHR AR 8 B A R B0

C gl

E
e
o=
=

Example 8.1. /& ¢ 3 FI i NS z;, HAFTHE [—1,1] EBRM p(z) = 22,

Solution. WIKF|,
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HATATLARS Px) =y, A5

a4
Y=
=2y —1
x=+2y—1

P 31452
P Yz) =<2z -1

MA randf O FEYLER @ DA &, 6, &y W
(a1, 00,y 0i) = (PTH(&), P7H (&), ooy PTH(E))
MR FANTFTER @ DNFEYLERY = AAR. [
BE—T, M randf O ASRAEXE] [a,0] EIRA f(z) REER)—ZEREHLAS B98N -
L 1 odf P(z) = [} f(t)dt.
2. WWEHHREE P~ (y).
3. il randf O 4EMFE [0,1] FBEAH— DRI & £,
4 MR R X = PT1(E), WIKENIAZ R X; ~ f(2).
8.3.2 MR
— e, XFTRENL d 4E R X ~ px(x), PAREBENL d i8R/ Y = T(X;). FATHIE Y /Y pdf.
pr(v) = v (T0) = X2
Hep, [Jr(x)] & T AT AT Al . X ZJoREekit, Rk x = (v,y), WHHEAT R4

or,  om
Jo) [ ) ]
ox oy
RN R XNTHEREN S, WNESREN N ZeMIlE R X, MRNES S HP pdf #HINiZe
Y; B9 pdf. #ADIEYE, 4T ZRFEIRMAN py BO% R FEHLAS 7 Y7 i, FRAOTATAJERUMER X, ik
Yi, SRIEARIEF A 2R X .

5 28 _L-BEBLR FE

PAZEHe T (7, ¢) = [rcos ¢, rsin @], FATAT DAKFARFR AR ABAR R G E] oy AR R . AT SHER] LLAH
4
G %ors ¢)) a(rgzs ¢)] B lcos ¢ —rsin qb]

JT(T’ ¢) = |f30“ sin ¢)) 9(rsin ¢)
or o

sing  rcos¢o

B, F751HK 7(cos? ¢ +sin® @) = 7. FTUA, py(z,y) = px(r,¢)/r.



Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 97 of 261

B, HIEEIE oy BIRR T, B ERER Ta— L 22 +y° < 1HBRE (2,y), EAIRH
FHREERHEE L =1, Hit, ®iA

258

px(r,¢) = py (T(r,¢)) - |Jr(r, ¢)| = % =T

™
HER, r 5 ¢ BEREERE W ARSI THY, AR SR EAZ R NI, FATE px (r,¢) = p(r)p(¢) = /7.
XRE, FRATRT DA R T R

o BELA—A ¢ ~ 5=, Mo ¢ e [0,2n].

o FEALAER—AS r~2r, Hrel0,1],
PUAE [0 AR JC T e A B — A — ek B XA iR A5 5 pdf AREAILAS & T . 3 BLE AT DA B 3R A FRAT]
TR B ) SR BRSO ) SR AR R

BEBLARIX ] [0,1] MR p(r) = 2r HIREHLAS -
B, REL cdf,

RiG, @ Plr)==z, W

r=va
P 1755
P () = VF
B ALAEBCIX ] [0, 27] EARM p(¢) = 1/27 MREADLAE & :
5, PO cdf,

[
Plr) = /O (1/2w)dt:%

We, @ Pl@)=y, W

_9
y= 2T
¢ =2my
A A5 2
P~H¢) =27¢

P, ] randf O AEMAE [0,1] EHBMH AL & &, RIEL r = VE, ¢ = 27& #iFT PATE AL
[ E RS SRR AR 1 X S IRAT L EE B 5 A E5E 2 Y .

Bk _EBGHLR AR

TR B E A EENLUR AR AR 10 $EE) " LE vy P (HR2 AIRIRATZERALR 00 LREE,
IR =4 wyz 2RI, Sl — AR HER LA E T A, RO AR A 2T B . T
XN LEE A AR e, BATRE AR A AE ek )l

x(u.v)) = P(u,v) (U,’U)
Px(x(u,v)) [0 (1, v) X %, (u,0)|]
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Horr, x(u,v) F B (u, ) B2 n > 2 iS50, A2, XA HATSI 2R MR R AGIE? B0k B Tt
PANILESYNaN
dA(x) =[x (1, v) X X4 (0, v)||dudv

PAL, FRATHA BRI _EREVLREER IR T .
Bk _LREHLRAE (00 Abs)
B, A randf O 1E [0,1] EASIS SIS PAFHLE &1 &2.

WG, 2 0=cos (26 —1),0 =2n&,.
RIG, TTE =R (2,9, 2) = (sin 0 cos ¢, sin @ sin ¢, cos 6) .

Pl HE R B e B
TEVE— e SRR AL /T, FAT5E Tt R E 2.
S (PTHOAKEIE S E 2 ) Pl B R A8 & Bl (Archimedes’” Hat-Box Theorem) #igH, MW/ 1HiHf

BREGTT, AR AAEX WS 7K P11 22 18] B4 3R AN R TR 55 23R4 S B A (AR ] 8 7K - T T J 0 o7 g 4T T R
T (o B <R e R Rl AT e

SESlz;S’QZQﬂ'Rh.

BT EORPENE G BT, WRIRNTAERRIA_EX SIHIRAR A, HAi R A A2 ST XA, A1)
WAl AR — AN SR B2 R BE . SR A o FRATRI AGE I PR RE S0 ropz AbbR, tnie & A 45

% (cylindrical coordinates).

i EREPURFE (Rl A5 b3 ) -

B4, A randf O 7£ [0,1] EA IS 5P REPLUE &1, S2o

WG, 2 2=26 —1,6=2n&.

WRig, B r=v1-22 %5, IEZ4E845 (z,y,2) = (rcos ¢, rsing, z).

4https://mathworld.wolfram.com / ArchimedesHat-BoxTheorem.html
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8.4 HLRVEXRFE

1E E—miRE A, FATHE R SR RIS A S T im A — 2y, R 22, RTERATY
EREER Y, JTZEMRRE RS, 7 22 AR R S I A R, BRI DM T AR R
WAL p(o) BAMBIRZER, HRWRE S f(o) AEMEME, WER Fy SEEHTER . Phit—
A5 f () AR PR A SR RIS A B S PR A (importance sampling), BT AR 2 b
AR f/p W72

8.4.1 PHAY HEPE R FE
B, TR [ f(o)de, HEERRIEMER

1

N

HARBATRAEHRREE N plr). HITZHEZ 1EHHL1X/I\1E{EE3E%EI’J , B R B B SRR . BB
A5y ZE IR AR R 85 BE BR L p(2) T DA I R W1 H feXcid: (Lagrange Multiplier) RSEHL. FRATIFREHEF
—AMER RN KT ple) WKL L AE s/ MERRR A

umﬁ(ﬁgfmmM+Amem,

ME— B F AR p(e) R ENIRLS N 1, B

/ p(z)dz = 1.
D
XA IME [ U] DA S Bk -Fi AR W H 55y Ji#E (Euler-Lagrange differential equation) 3R :

s (2w

N T FERREA R ME, AT L(p) SRKT p(x) WGy, (ERN 0, SKFEHIIRR p(z).

= 5 (5 +v)
()

p2(x) A
mm=;%uw»
HOH L R AR, B () TR, AT, RO p(z) %
o) - v<n
I

W%&M@%Llp()%Zﬁ%?*%%%ﬂo@%pﬁﬂ%¢,ﬁ%&ﬁ%%ﬁzﬁﬁ&pwﬁ=Qﬁﬂﬁ
N, T TS R AR SR, TR SP AL A R R 7 R AR . R, DA PR DA
BN TR I PDF S8R B, M2 £ 0 e magmh, soute muph Resi .
8.4.2 LM RAEN) LR

TESSHET T RBER, T NTA DA F Y598
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Hebr R G E H

H o Ar B L — A RROS AR AR Ao it ST a9 ARAT A R RAA . LEAN, AR E AR EAR AR AR T RIS R
s 5 FRKAE, ARAFANTATRERT LERF A e e B AL BR AR

TEVEATARAREARIN , FRATHE ZATSROHE T UM . ] FUAE R 2 — AR AR R G O C 2 75— AR AR R S
oCHRT LBl .

WS4k pdf

TEZYEEy, AT RETT B b b & A, BIZNEHADAR E ). TEXMEOLT, Stk
% #% (conditional probability distribution function) iR THE4A & — NS EEITE LT, HAhZs
GO X Le—4E pdf H TP R, Bl—UCRE—ANE &, BN B0 RAE T BE MO T i T A8 =Y
fH.

I % V5 PR R AE— 4k pdf
FEMH 8.3.1 Ff K i S P R K07 Y R AR R T

8.5 Z Wi EPERFE

FAMEH 2B — DR R R BRI EIL, BI [ fo(@) fo(2)de, HEFHIATR LA
fa(z) B2 fo(z) PEATEEMREE, WTDORFEHDRINESRAS fo(z) fo(z) BARIANRE . FEERTRE S,
M&KFRGT S W BSDF . ASPRS S EENIR LN TIRBUES, I, FEE g rp AR MR X A )2
PR E .

Ban, B EATEA N SR RIS B A S S SR BE A, FLRSE T Tl Kby U3 T AR
FEMTBREL po F1 py, EATSESRHITHL T ESEM AR EREL fo A fo*o WHRVL, fa(z) = capa(@), fo(z) =
copy (@) o BAETRATA P :

o W po AT EMEREE. EXARRIMETIHE N
f(X) _ fa(X)fo(X)

pX) " pa(x) el
o G py FEFFEIEHEREE. RO
FX) FORX)
_ — e fulX)

pu(X) Py(X)
WYL, QRS H s —Fh 1 R AR VC D) SRR AL, AT e 55— PRI, kX
N HERG DR K. B, FRATE B E M E A R R AS PR B — AR BE 2 UCEE, 25 nT e
FEFRATTII T ) 3R Bl

WNER 2, AT BA INEE G R M HER AR T 22, b7 2202 & etk (additive).
A5 B T8 RAE g R A BRI P 55 22 ) 2% R 2 A R B MR, XA D i U 0 2% o o P SR
(Multiple Importance Sampling, MIS) .

Bz LSRR TR, (ELRIX B X 4 i
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8.5.1 Z i WY RALIID IR

MIS fBEA BT, UAME— RS EHE, FATIRMKZ AR A, P S0 g
— G RPN B A DU A 2, RO RS RIMEFRA TR I A 2 — A RS,
MIS il i 45 RAEEN WA UEAT AL PR, SR AT 2%

DA TR 2 v s i DL R B R AE R B (B AT RAE S R pa F1 poo RIEFRATAPIAS 2310 0
BRFE—IK, X ~pa,Y ~ pyo IPLIZBUMN L HRE VSR Rig ST (MIS Monte Carlo estimator)

=

Hmmﬁg (8.1)

Hrp, we Al wy, RALUERE (weighting function) , EATE AL, FAFAK (8.1) PRYMTHERIHE 5%
RGEAEEAGEI T

— B, E n DSREEITREL pr,p2, o Py HPER @ ADDREE ng DA, IRAIXFRI MIS 5¢
FE RIS A E N

() =30 > X LR (32)

8.5.2 Pl i AU BB

—ANANEE AR BB RV E Pl ki & X (balance heuristic) AUEEpREL. P8 & 2% AT A
FEAS T BB 2B AR R 7 2, AU L@ EH R e W —A . 58 0 UORFER P-4 5 & SRR pR U
il

wi(z) = n;p; (x)

> mips(x)
TERE P 5 A R ACE R RS, RATEER] (8.1) Hr it S B R A T HE A 1L T

f(X) N fY)
Pa(X) +po(X)  pa(Y) +pp(Y)

HR, B BRI A T A BUECA 24 BTGNS B PDE BOAL, A UG A AR B TR

AFRIRAS PDE . EDUMBYE, R po B MRS T — A, 10 po FINSRUEA SRR, MIERDLVEA]
AR PT DA R e AR AR AR I DTk o

(8.3)

8.5.3 % BUE FREL
TESLPR s B, A% (power heuristic) AUHEpREE 0] DAE— BB 2. 5 (8.3) HIEAJER
ML, HANEE LR m L R 6
(nipi(l“))ﬂ
> (ngpi ()P

R B AR T AIE, RRENITH 8 WITH nyp;, MAZRMEZEH—E]R B K7 . ZREiFE
i1, B =2 WH R HEAECR .

w;(z) = (84)
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8.6 IABICUER

BB (Ambient Occlusion, AO) J2—FpBlsirp il fA7Em G . M DRI LT, ST
TR 2 BV B DA, ISP~ REr e . BtE, AV — Pl B —8 x, FATRiX—
IR S L (x, ).

V =0, zero contribution

W RS, SRR RATA

L,(x,w) = fr(x,wi, wr) Li(x,w;) cos 6;dw;
H2

IR AT IR, B BRDF 2% 2, EIefTAa Ak Srs i Mg 5o g, i, ok
PATIAE A
Lr (X) = — V(X, wi) [¢0)S] Hidwi

™ JH2

Horr, BBV (x, w;) BRAET WAk (visibility function), ERUE X ARM x FIE wi BJ71E, FR5E
POEELR, WIHAE 05 WY 1. fE EEp, BLIT VISt o.

T SRR RIS A E TR RO R R AR, BTV %A

p V(x,w;) cosb;
L.(x) =~ ;7)

p(wi)
Hr, p(wi) 2 BATRFE MR pdfs

8.6.1  IABEIME FLA o R R A

AR T T2 R DL A pdf AOHIAL T FRATE AT AT B AR BRI 2R T7 AL x i
BB TEXFEIL R, plwi) = 57« FEABDEHERB TR A, AT AR AL T TR
FATAFAELERNIY 2B, TR RS AR TZITIBURAE -
B b A sEUIMABUR A

I, MR TZIIAL HOAR R B 11 e A
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H R R BT AR R
2
F = l/ cos 0dw

T JH
1o ?
F(0,¢) = ;/0 /0 cos 0’ sin 0'd0’' d¢’

1 o
= f/ dd)’/ cos 0’ sin 0'df’
T Jo 0

¢(— cos? 0’/2)|8

™

= %(1 — cos?0).

TEXH, 5 ¢ F 0 A KM BB R B Br L2 m] PASY B -

¢

Fy,=—

¢ 21
Fy=1—rcos?0

F(97¢):F¢FG
ik, BRMA randf O REEWANESIGARIFEAR & M &, FHA

bi = 2m&
0; = cos™t /&

XKLL 0; FI by WYERF AR AR A MR A B 0 A1 R B

8.7 RIEBIA

BRSE RIS A% O ARl i BEY R A BT R R, (H2 A A E BRI RE2 A . H
BEPLATE OLR , FRATICIRPRAEAEAT BRI U — R BERS RAE RIS 39 )45 R, Xl i e 7e A IR UL
P TT DASRAT: Y F AT B B — i o FRATT AT DATESRAE I A o — B B 52 T B, ERE R R R R R

8.7.1 B RBE SR B

By RAE (independent sampling) @5 ] BRI, MR fHALFUBEIN : RRIORFEI I BEAERAR
TE AL R . BRI AR :

o REMSAR BN B e DL o

2

o MRS EARERIR, WHAMEZ RONFEN .
Hi2 Ry R AR 2 :
o AR (DE) REERE, " REFEREABL 2 A7 ORI 25 B

o [FAH, BARESAERSEARELE B, HMHRA TR,
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XA S PR EAEVRR— R k2 R a5 RT AR A PT A M F A HATEUL, RAERIE RS AR
Fio PBE, ESEERAGTEGEH, FAVLTA L MR

F3— T S A BR A (regular sampling) 43 SHISRRAE S Z [0]-5 19 B B2 52 M Y . 2Rk
B SFHRAE, B 50T DA BRI RAE A A IRAF S 00 1A, ELIR R T AGRIE A SRR L5, (2
i, WARRESRA ) B R .

8.7.2 yERFE

PRSERAEI FEHE T, FEREAEABAR), FATICIEPILX AR i 8] — N E B KR . —
AR BAVCREARIY 2 M E AR, ARG AR LR P RIILIY 2R EE . AR 7 iR oy
JZRAE (stratefied sampling) . ¥FF7E [0, 14 LARFE, FATHFE O(NY) 4RFER.

T ERAERI AT

o FRATATAIERA B SHIIORFEL R 7 2%

o AORMSORFERIESS
i, ERAEIA R A B

o T d YEfy N ORI, BAITE O(N) AREEA

o TN EIRTE B FIRE RAE PRI An SR BRI MBU DS SRR i, FRATT 75 B0 g J 2 AR A T
—UCRAE . X IR AN, AT R (granularity) HEK.
Example 8.2. k4 —A 5D B1%. L, IRT RGB = A E 29, AR fodt ko9 3E . o R &N
F— NIV ZRAE, IR AFMER R L EHGRA 45 = 1024, 8%, BNLFREEHA B L LA
BGZ 2L % KA, SRy H P AN B R 2R X IE D BRAR R BALRARI TR E R T . AL
ALK RARVELEEERHIE (the curse of dimensionality) .

8.7.3 N-Rooks FRFfik:

8.7.4 FERPE

2 St — A R R R R SRR B v . BR3P A d 4z [0, 1) i —A R
8, B RE T DA [0, 1) hi—Le DI, Bk DI ) SR RO, AR U A X IR
AU AR AR SRR R A . MR UL, HoE SR

S (Z5dE) WT [0,1)7 M—4 74 B, Wi

B = {[0,v1] x [0,v2] X ... X [0,v4]}

\

Lf, 0<o <1, —4[0,1) JEE A n DRIEFES P = {21,...,20}, EXNT B 254 (discrepancy)

&

Dy (B, P) = sup #{zi€b}

V(b)|,
sup |\ —— (b)
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Hrfr, #{z; € 0} BEA b THIRCRIEREE, V(0) 2 b AR, sup mBAFPARER K LR, HaahE X
SR B P e A P B BB

M _E R BRI o FERAE S ARSI )00, #{2s € b} /n A RRIS ARG Hu Al 1 L T
MR b MR, FTLA, ZRMRrstEEd X oy MG EA R Rz, TR, %hrtb B ik
B TR — @ MR A o 3B A 5 R TAR LS B A5t i 22 St n U JE 2 5k (star
discrepancy), icfE D} (P).

iK% bk
R A~ d GRS A 22 S 2

Dﬁﬂe0<&%mﬁ

n

MFA VXA K Z 7 (low discrepancy ) B K22 57 i USRI 91 H AR 2l 1d 4  # (deterministic)
MR (random) BYSEVERIIFERFERY . HEAEHE BUSERR A, ARGV SR RIS 1Y 07 A9
IPRVES R K& Jiik (quasi-Monte Carlo Method, QMC). 7E 8.7.5 HIFANIF &1 LT M AR
IRWIERAEVA SRS I A USR8 T -

Koksma-Hlawka A %253,

Z R SRR ZE X R R Koksma-Hlawka AR, X TR f, EAEFAN
‘ [ 1wan= 13 @y < 0+ Y,
Hp, Ve BYREEL f AL (total variation), HiE K

V= sup Z |f(yi) = [ (iv1)]

0=y1<y2<...<ym=17_7

A B UL, SRR T R B RAE R Z IR A RS, 1T 22 S e DU R 7 SRARE A S B R 5 AL Y i

A Koksma-Hlawka A5, FATREWBE LBEELEE d 35m, RZERMERFEMBUER R RS T
O(n™h), XHZHFRKRBMG O(n~V2) Bdrl % . SRi, 2 QMC ZHEEMS S, F7 2Rl
PR R AT RERY o — MR SR AU AR AT DAFEANRREIR 22 S e R R R LR A . SXAEEET QMC 1R
HUE LW TR AT A BRI 52 9% 551 (Randomized quasi-Monte Carlo, RQMC).

8.7.5 HIRBURFE LGS Rik itk

TR Ja 2 AR AR R RURU AT RS S e B SRR, RSB RAE 5 A BEAR B 5
KL, IR RAFRENL. T38h, 202 RARR RS Bl BE LA R AL, T AARBURAE (Halton sampling)
D) — T DAL B A AR AR 22 S RAE AT B, R — PSR R 7 vk
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JER sy
W, —EEe s XTNIEEE o, ENTARIME AN — A b BRI

m

Foft, dia) € 0,b— 1) N Z. SRR THEAT DA Sk A ST

S (GRS RE) DA b NEE AR SRR o YRR R (radical inverse function) #iE H

Oy (a) = 0.d1(a)dz(a)...dm(a) =Y di(a)b™"

i=1
Example 8.3. it b=2 t4F LT, 10 o4& mhit J3L1E.
Solution. FATAT AR BN 2B BRITEE 10 1) SRR o B50A -
L ¥ =10 Foh 5L b = 2d i2RTB, Wil ikl 10(0) = 1010().
2. UGBTI . 1010 R4S R 0101,
3. BRSPS b = 2 EECR /NS X ERE TR 0101 ML —#EH1/VEL 0.0101.,
4. PRSI U

0x27 ' +1x224+0x23+1x2%=0.3125.

PRI, 10 AYEERR IR EE $2(10) = 0.3125, [
M Empig, JATTAGH C++ R E 5 S

float RadicalInverse(int n, int base, float inv) {
float v = 0.f;

for(float p = inv; n !'= 0; p *= inv, n /= base) {
v += (n % base) * p;
}
return ;
TGREF BRI 51

B AT BRI AR 22 SV 1) 2 — LR WA R B R# P51 (van der Corput Sequence) . iXj&——4Ef51,

Za ::¢2(a)
H, a=0,1,.... XPMFHIRZERER
D;(P) = (")

XL ZE SR FATH AT EHR BIE B ST ZERAE L A sl PAZE X A5 o



Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 107 of 261

TR 51]

d e ERE)TA] (Halton Sequence) 23k TREh i s ECK) E L, RAREXTH— M4, EA AR
MR B D ERLITR IR, B PA—A B AR R SIS n DL

5 = (@28, Ba(0) D) By )
Hrr, pi 25 @ AT FIEFERH R, FRATRAT5 B AR RAE R B B0 T DAE T B K
PV RITA T o XA PN ZE SRR

Dy (p) = o (L)

n
R
BRIV il
QIRFA B HIRE RS, AR AFRAT T AT AGE Wk IOk )51 (Hammersley Sequence),
zp = (k/N, ®o(k), ©3(k), D5(k), ..., Dp, (K))
Horp, pi 5 0 DI ERERMER AR TR RS .

8.7.6  IK2E 5Pk ANy ] it

25 S P2 1 16 Sk A e M s . JRAT IV Il 1 2 WK YR ST ROk e, A
WL REEITE R, BRIE RS R Bt a8 . B, FEEGERER, SREELENE
BT B2 st — R BN, aniEl 8.3 FiRS.

Dimensions 1 and 2 Dimensions 32 and 33

Pl 8.3 BRI S TR ARAE R 5 4E A R B

AT R e, AR AR S BEABIMEZE SRR N, kS ARENL, R miSCiR KRy
AL L F &7 ik

6183k [ CMU 15668 Physically Based Rendering Lecture 9


http://graphics.cs.cmu.edu/courses/15-468/lectures/lecture_09.pdf

1

2

3

4
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ey 51

I (Scrambling) 22— MY TBt, EROCELE R BREVIHES 1 — A REE AR A A FR . 3
Mg — %R 7, BN, AR SRR AR . i,

By(n) = 0.7(dy)(ds)...7(dum)

—EHCN 2 W BEYLERIDY R BT Al XOR AR ROmIT 5, e i) AL B AT &1 HE XA

8.8 Sampler &

WA BRSNS, FATEZHE T RIS R E SN I, e s BEPLEOn , FATTA Y % B this
il randf O KA [0,1] NIZIARIRENUE T AV IXIFET Sampler 3, HALSF 2 EAE [0,1] W%
HERE— P RAESEME 2 I8 d G RAE AT

8.8.1 Sampler #:H
MEERHF LS Sampler JT4f .

class Samplerq

public:
// constructors and destructors OMITTED
virtual void startPixel();
virtual bool startNextPixelSample();
virtual float getilD() = 0;

virtual Vec2f get2D() = 0;

size_t samplesPerPixel;

size_t dimension;
protected:

size_t currentPixelSample = 0

size_t currentiDDimension = 0O, current2DDimension = O;
I

TEA T Sampler WHzM )5, AT MBS Z I —LEREHLRAE L. Biltn, XTTEEHAMIR randf O 1R
BURFEREL, FATWA] DAGE R RAESRY get2D ) HEAE M — D 4im & sample, SRJ5{fH sample.x Fil
sample.y 7} B B> randf O .

8.8.2 StratefiedSampler 2%

class StratifiedSampler : public Sampler {
public:
StratifiedSampler (const json &j = json::object());

void startPixel() override;

float next1D() override;
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9 Vec2f next2D() override;

11 private:

12 void stratifiedSamplelD(std::vector<float> &samples);

14 void stratifiedSample2D(std::vector<Vec2f> &samples);

16 // Indexed as samples[dimIndex][imageSampleIndex], where imageSampleIndex denotes the

17 // current image sample and dimIndex denotes which random value in the current image sample
18 std::vector<std::vector<float>> samplesilD;

19 std::vector<std::vector<Vec2f>> samples2D;

20 };

1 // sampler.cpp

2> StratifiedSampler::StratifiedSampler (const json &j) {

3 // samplesPerPixel must be a perfect square (e.g. 1, 4, 9, 16, etc.)
4 samplesPerPixel = roundToPerfectSquare(j.value("image_samples", 4));

5 dimension = j.value("dimension", 4);

7 // Initialize samplesliD and samples2D arrays
8 samplesiD.resize (dimension);

9 samples2D.resize(dimension) ;

10 for (size_t i = 0; i < dimension; i++) {

11 samples1D[i].resize(samplesPerPixel);

12 samples2D[i] .resize(samplesPerPixel);

16 void StratifiedSampler::startPixel() {

17 for (size_t i = 0; i < samplesiD.size(); i++) {
18 stratifiedSamplelD (samplesiD[i]);

19 shuffle<float>(samplesiD[i]);

20 }

21

22 for (size_t i = 0; i < samples2D.size(); i++) {
23 stratifiedSample2D (samples2D[i]);

24 shuffle<Vec2f>(samples2D[i]);

25 }

26

27 Sampler::startPixel () ;

30 void StratifiedSampler::stratifiedSamplelD(std::vector<float> &samples) {
31 float invNSamples = 1.f / samples.size();

32 for (size_t x = 0; x < samples.size(); x++) {

33 samples[x] = min((x + randf()) * invNSamples, ONE_MINUS_EPSILON);

37 void StratifiedSampler::stratifiedSample2D(std::vector<Vec2f> &samples) {
38 int i = 0;

39 float sqrtN = sqrt(samples.size());

10 float invSqrtN = 1.f / sqrtN;
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41 for (int y = 0; y < static_cast<int>(sqrtN); y++) {

12 for (int x = 0; x < static_cast<int>(sqrtN); x++) {

13 samples[i] .x = min((x + randf()) * invSqrtN, ONE_MINUS_EPSILON);
44 samples[i].y = min((y + randf()) * invSqrtN, ONE_MINUS_EPSILON);
15 i g

16 }

17 }

15}

50 float StratifiedSampler::nextiD() {

51 if (currentiDDimension < samplesiD.size() && currentPixelSample < samplesPerPixel) {
52 float out = samplesiD[currentiDDimension] [currentPixelSample];

53 currentiDDimension++;

54 return out;

55 } else {

56 return randf ();

57 }

58 }

60 Vec2f StratifiedSampler::next2D() {

61 if (current2DDimension < samples2D.size() && currentPixelSample < samplesPerPixel) {
62 Vec2f out = samples2D[current2DDimension] [currentPixelSample];

63 current2DDimension++;

64 return out;

65 } else {

66 return Vec2f (randf (), randf());

8.8.3 HaltonSampler

1 // sampler.h

2> class HaltonSampler : public Sampler {

3 public:

4 HaltonSampler (const json &j = json::object());

6 float nextiD() override;

8 private:
9 static float scrambledRadicallnverse(const std::vector<uint64_t> &perm, uint64_t a, uint64_t

base) ;

11 std::vector<std::vector<uint64_t>> perms;

12 };

1 // sampler.cpp
> HaltonSampler::HaltonSampler (const json &j) {
dimension = j.value("dimension", 4);
4 if (dimension > 0) {
5 dimension = std::min(dimension, static_cast<size_t>(PrimeTableSize));
6 } else {
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dimension = PrimeTableSize;

perms.resize (dimension) ;
for (size_t i = 0; i < dimension; i++) {
int base = Primes[i];
perms[i] .resize(base);
for (int j = 0; j < base; j++) {
perms [1]1[j] = j;
}
shuffle<uint64_t>(perms[i]);

float HaltonSampler::scrambledRadicalIlnverse(const std::vector<uint64_t> &perm, uint64_t a,

uint64_t base) {

const double invBase = 1.f / static_cast<float>(base);
uint64_t reversedDigits = O;
double invBaseN = 1.;
while (a != 0) {
uint64_t next = a / base;
uint64_t digit = a - next * base;
reversedDigits = reversedDigits * base + perm[digit];

invBaseN *= invBase;

a = next;
}
return min(invBaseN * (reversedDigits + invBase * perm[0] / (1 - invBase)), ONE_MINUS_EPSILON
D8

float HaltonSampler::nextiD() {
if (currentiDDimension < dimension) {
int base = Primes[currentiDDimension];

float out = scrambledRadicallnverse(perms[currentiDDimension], currentGlobalSample, base)

currentlDDimension++;
return out;
} else {

return randf ();

8.9 Integrator R

// integrator.h
class Integrator {
public:

virtual ~Integrator() = default;

/// Return a pointer to a global default integrator
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static shar

[ **
Sample

\param
\param
\param
\return
*/
virtual Col
// The

return

ed_ptr<Integrator> defaultIntegrator();

the incident radiance along a ray

scene A pointer to the underlying scene
sampler A pointer to a sampler
ray The ray in question

An estimate of the radiance in this direction

or3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {
default integrator just returns magenta
Color3f (1, 0, 1);

8.9.1 NormalIntegrator 2

// integrator.h

/// Render the shading normals of the visible geometry in the scene

class Normallntegrator : public Integrator {
public:
NormalIntegrator (const json &j = json::object());

g

Color3f Li(

const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

// integrator.cpp

Color3f Normallntegrator::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {

HitInfo hit
if (!scene.

return

// Return t

return Colo

intersect (ray, hit)) {
Color3f (0.£);

he component-wise absolute value of the normal as a color

r3f (abs(hit.sn.x), abs(hit.sn.y), abs(hit.sn.z));

8.9.2 AmbientOcclusionIntegrator R

// integrator.h

/// Render an ambient occlusion image, where diffuse surfaces receive uniform illumination

class AmbientOcclusionIntegrator : public Integrator {
public:
AmbientOcclusionIntegrator (const json &j = json::object());

b

Color3f Li(

const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;
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// integrator.cpp

Color3f AmbientOcclusionIntegrator::Li(const Scene &scene, Sampler &sampler,

const {

HitInfo hit;

if (!scene.intersect(ray, hit)) {

return Color3f (0.f);

ScatterRecord srec;

Vec2f sample = sampler.next2D();

if (!'hit.mat->sample(ray.d, hit, sample, srec)) {

return Color3f (0.f);

Ray3f shadowRay(hit.p, srec.scattered);

if (scene.intersect(shadowRay, hit)) {

return Color3f (0.f);
}
return Color3f(1.f);

8.9.3 PathTracerIntegrator 3%

// integrator.h

/// Render an image using recursive path tracing

class PathTracerMaterials : public Integrator {

public:

PathTracerMaterials(const json &j = json::object());

Color3f Li(const Scene &scene,

const Ray3f &ray)

Sampler &sampler, const Ray3f &ray) const override;

Color3f recursiveColor(const Scene &scene, Sampler &sampler,

const;

int m_maxBounces = 64;

i

// integrator.cpp

Color3f PathTracerMaterials::recursiveColor (const Scene &scene,

ray,

HitInfo hit;

int depth) const {

if (!scene.intersect(ray, hit)) {

return scemne.background(ray);

ScatterRecord srec;

Color3f emitted = hit.mat->emitted(ray, hit);

// If we have no more bounces,
if (depth == m_maxBounces) {

return emitted;

just return the emitted color

const Ray3f &ray, int depth)

Sampler &sampler,

const Ray3f &
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// Compute illumination by sampling the material BSDF

Vec2f sample

= sampler.next2D();

if ('hit.mat->sample(ray.d, hit, sample, srec)) {

return emitted;

}

Ray3f scattered(hit.p, srec.scattered);

// If the sampled direction is specular, don't use Monte Carlo

if (srec.isSpecular) {

return emitted + srec.attenuation * recursiveColor(scene, sampler, scattered, depth + 1);

// Recursively trace a ray

float pdf

if (pdf == 0.f) {

hit.mat->pdf (ray.d, srec.scattered, hit);

return emitted;

}

Color3f eval

= hit.mat->eval(ray.d, srec.scattered, hit);

return emitted + eval * recursiveColor(scene, sampler, scattered, depth + 1) / pdf;

Color3f PathTracerMaterials::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {

return recursiveColor(scene, sampler, ray, 0);

8.10 RALHIBIII

TEPIA SERERY Sampler K25, FATHAI A DARET RAEGR K CBLFA TR RALREL T

8.10.1 MBI R AT

// sampling.h

inline Vec2f randomInUnitDisk(const Vec2f &sample) {

float r =
float phi
float x =
float

«
[}

sqrt (sample.x) ;
2.f * M_PI * sample.y;

r

* cos(phi);

r * sin(phi);

return Vec2f(x, y);

8.10.2 A ERI R AL

// sampling.h

inline Vec3f randomOnUnitSphere(const Vec2f &sample) {
2.f * M_PI * sample.x;
float cosTheta =

float phi

float sinTheta =

2.f x sample.y - 1;
sqrt(1.f - cosTheta * cosTheta);
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float x = cos(phi) * sinTheta;

float y sin(phi) * sinTheta;
float z = cosTheta;

return Vec3f(x, y, z);

8.10.3 AJER AL

// sampling.h
inline Vec3f randomInUnitSphere(const Vec2f &sample) {
float r = cbrt(randf());

return r * randomOnUnitSphere (sample);

8.10.4 ¥J5)ER FRAE

// sampling.h

inline Vec3f randomOnUnitHemisphere(const Vec2f &sample) {
float phi = 2.f * M_PI * sample.x;
float cosTheta = sample.y;
float sinTheta = sqrt(l.f - cosTheta * cosTheta);
float x = cos(phi) * sinTheta;
float y = sin(phi) * sinTheta;
float z = cosTheta;

return Vec3f(x, y, 2z);

8.10.5 AuZIUMABLER 1R AF

// sampling.h

inline Vec3f randomCosineHemisphere(const Vec2f &sample) {
float phi = 2.f * M_PI * sample.x;
float cosTheta = sqrt(sample.y);
float sinTheta = sqrt(l.f - cosTheta * cosTheta);
float x

cos(phi) * sinTheta;

float y sin(phi) * sinTheta;

float z = cosTheta;

return Vec3f(x, y, 2z);

8.10.6 AETUMBLRECEER Rk

// sampling.h

inline Vec3f randomCosinePowerHemisphere(float exponent, const Vec2f &sample) {

float phi = 2.f * M_PI * sample.x;
float cosTheta = powf(sample.y, 1.f / (exponent + 1.f));
float sinTheta = sqrt(l.f - cosTheta * cosTheta);
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float x = cos(phi) * sinTheta;
float y = sin(phi) * sinTheta;
float z = cosTheta;

return Vec3f(x, y, z);



Chapter 9

ELEHOEI

N T BRI, Yst b s — . B TEREDERASL, AR B 2Ot IRt SR AL
H—&Br . AT PN T EIHE S SOt A KB AL

9.1 DAy SRR AL

TEE Y
Lr(x,wr):/ fr(x,wi, wp)Li (%, w;) cos 8;dw;
H2

H, FEZRINETRNCENA T

o XL cos O; HYTEMRAE: BIAIPRIFE IR R BRA T5 ) 1R RAE: o

o X BRDF T fr(x,w;,w,) MEEMREE: FlU Phong 5 Blinn-Phong AF24 % 52 5t 5 1] (1 RAE .
2, FM A BEA AT REXT AT S BT L (x, wi) MEERMERARR? SF5 b, XRJLF AT ARy, AT
FIWT A7 TR A GG, WA TT TR A ASE R Z -

W 9.1V, ASHRATSEIE Li(x, wi) TTRER AT LA R

o HHOEKE (direct illumination), MR ICIRALIIHET EHIHE THTIEIR A x Eo

o MHESERE (indirect illumination), FDGIRMARC T LR, B EER . S Irils, er
REARBFIER A x B

ME LA BV RAE S U I HOEIRAIAFAE , XA SR A RCE B ¢, R2 fp i O A B AR Ak
RIS I AT SRl A T BEAS ]

SR, ARFATTEAEI G, B A E O CIRATE , win] AU T BB R T it Bkt
NSRRI SEIE Li(x,w) ST MG KB IR 72 Le(r(x, w), —w). 2XFE, FATH AT ARHER T NS
H

L. (x,w,) = fr(x,wi,wp) Le (r(x, w;), —w;) cos 6;dw;.
H?2

L& CMU 15668 Physically Based Rendering Lecture 10

117
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indirect
illumination

direct
illumination

I

indirect illumination

B 9.1 EEERE IR X 51

XA REREA TSR RIS AN A, XTIy 1 i) B R AR B BT pdf S A ke . SRT, WLZEE| AR
FATFFEOREE, FATRIRBRZHOREELER, BN E R EASCIRIE AR ERI S A A A RN — 73,
K 9.2 firs.

light source

’
,
’
,
’
,
/
1 /)
i ’
,
! ’
,
7
,
,

1
H r Light comes only through a small solid angle. MC
g ,/ will waste many samples when integrating over
1 HZ
A

X

Kl 9.2 JEIERAA R

P, FATA B AOCIRIEF T RAE

9011 BGRGHF

ZHl, TATHF IR x, AGTTR w; MG w. KiiE BRDF, fR2EEyHE. Q528
Wz, FAEE x B E—ml y BRAIT R wi, x BIPSUHE IR 2 BB R w, o X,
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AT DA S A i
Li(x,w;) = Li(x,y)
L (x,w,) = L, (x,2)

fr (i wr) = fr(x,y.2).

WSS 5 6TR TR BOE R FIO %R (S LI B):

| cos
lx —yll?

dA

Herfr, o I ER A y AEL S SR x-y B

9.1.2 AR BIEX
HRIGRIA I N A, FATR] LARS B T R A ERIE 5

L.(x,w,) = fr(x,wi, wr ) Li(x, w;) cos 6;dw;
H2

B R 5t
h@@=Aﬁ@%Mﬁwﬂ@ﬁM®
Holt, Gx,y) BHEILI (geometry term), EHE LT

| cos 6;|| cos 6,
[ —yl?

XHA V(x,y) & 8.5 FEAHLH T N R, HAR 0,0, MEFR.

Eﬂ

G(x,y) =V(xy)

PRE ) LA 15
X LART 3

| cos 6;|| cos 6,
[Ix —ylI?
AR, FATRIARX 23 Je T M—HRGEoT &, d 5 — B ROCHIMER S BEE DA AN T

X

o UPINHABOT S BULIE, |x - yl]? AR (MR, SRR

o YPANTHAHOTEIE SRR, | cos 0| cos O] A/ (73 Tia), HERMEEAR, K 9.3 Prs.
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numerator =0 0 < numerator< 1 numerator =1

Bl 9.3: Ao ) SRR 5 R

W, w4, FATMATHE A ARG TBUE BN IR, A mHME S SL A TR e? LA
g, W TOLIRAE AL G ? BN . ATV IR RIEICRA SR . A AN &R
THEARFEARRDEHE, (REEAMITITHEZ A, AT S ENTH AR RS LT &

9.2 ABEE

TEZ HIRCEGBERRR Y, TEICEA ARG S A A AL BRI, FRATH0R I B 6 ——WRE LAt
2 WBAREE] . RMSEER E, AT AE AL B R MUN— 5K, AR RBERAEER, ML dakmE)
BRAGFE AL, FATFHSCA R . b2 3 AR UL PRBENGE (Environment Mapping) .

oK BRI P B S 5 AR 2P BB 3T DA B
Lr(x,wr):/fr(wi,wr)Li(x,wi)cos@idwi
Q

= / fr (wi, wr)Lenv (wi)V(x, wi) COS 91dwz
Q

9.2.1 IABDERE MR AL

XHFERRIEA, NI BEENTRREE pdf 5 Leny IEAHR . FAMKIAE 0 — & HARTRFRIATSHAL,
WAL VERAEAR AR LKL p(0, ¢) < Leny(0, ¢) sin .

9.2.2  JEFF ) RAE B
B4 R K
FATA DAGE A 22w 8.10.2 HrSEEt I it 2 ST ERTE SR AR 58 RUERTE b — A R AE .

// sampling.h

2 inline Vec3f sampleSphere(Vec3f center, float radius, const Vec2f &sample) {
Vec3f pointOnUnitSphere = randomOnUnitSphere (sample);

pointOnUnitSphere *= radius;

pointOnUnitSphere += center;

return pointOnUnitSphere;
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KI B MR AR

XfF—AHulhy center, WM mIES AN vo B vi (KT, FATATLAE AN Oy RAE R E R
o
// sampling.h
inline Vec3f sampleRect(Vec3f center, Vec3f vO, Vec3f vl, const Vec2f &sample) {

float a = sample.x * 2 - 1;

float b = sample.y * 2 - 1;

return center + a * vO + b * vl;

= FIBAMRAE
XF=ATUE AN vo, vi, v2 F=MIEINE , HRH RO DA a0 R 7y X se .

inline Vec3f sampleTriangle(Vec3f vO, Vec3f vl, Vec3f v2, const Vec2f &sample) {
float a = sample.x;
float b = sample.y;
if (a+b >= 1) {
a = 1l-a;
b = 1-b;
}
float ¢ = 1-a-b;

return vO * a + vl * b + v2 * c;

SR T e

Bk (spherical cap) F8RZBRAY—DREEIH — MRS o QR PAZ LS FEARBRARFORERGTE ,  BRIEE %
TR RN B BE LA LRy . T, XAk, FATn] PAEE R KR T R AR IL{E cos Omax KKIE
BRI/, DAREEFT R A
inline Vec3f randomSphericalCap(float cosThetaMax, const Vec2f &sample) {

float phi = 2.f * M_PI * sample.x;

float cosTheta = 1lerp(cosThetaMax, 1.0f, sample.y);

float sinTheta = sqrt(l.f - cosTheta * cosTheta);

float x = cos(phi) * sinTheta;

float y = sin(phi) * sinTheta;

float z = cosTheta;

return Vec3f(x, y, 2z);

9.3 IABDER L il RYR AL

JAE HHRMIE L T st BRDE . SEIRPAS AR LI ZA R, (HFRATHR IR ZETAS FATT R 17 4 2R
Vef SRR M. B RAE SR 5 B SCR A ¢, TR T — iR ER. Ehnt, HZn
EERATTRES A A AFRIREIT I, RIEA— 2 SR BN SR G HAE &
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9.3.1 gl

e LES, TATELINCEAESR RSB, R PDF SHB R EOR LB, winl i< B 22
e OL . SRR T 22 EE R R B RO T2 R K &k (fireflies) —FERY IR

RZERITFOUT , X HR LR R s BE SRR AR O B X, JRATTHORAE TP RIREA, )i, FERSTHE
1 N
<FN>=N;

Hr, ) WHRER—MRKIE, (B2 p(e) 22— MM, BESEAHEE RIS R, e i T 86k
FEEE, SRR AR B B R B K R

f(z:)
p(xi)

P, FRATEHE S 2 MORFESN,  H A2 208 B e R

— PR AT A L HA A a7 B SRR TR W A R BRI T3 A AN R B A
11N flm) | 1 <A f(@)
5 <Nl ; pl(Ii) + E 1:21 p2(17i)

HRR AT RS s LB B BB AT Ty 220 T 22l Iy, FA 1552 Rl 4y X P AP A (e
IR

A B N f2 i1 PDF (average PDF) SRoREE.

ol
BB AT AT A RBE O B XTIV PDEF

float samplel(Sampler sampler);

> flaot sample2(Sampler sampler);

1

1

float pdfi(float x);
float pdf2(float x);

FATHF LI PRV R AL sampleAvg O DA PDF pR%L pdfAvg( .

float sampleAvg(float rnd) {
float Probl = 0.5f; //< ¥ 25 F ERW L& A =X
if (rnd < Probl) return samplel(sampler / Probl);
return sample2((rnd-Probil)/(1-Probl));

5 }

7 float pdfAvg(float x) {

9

return 0.5 * (pdfi(x) + pdf2(x));
}
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UERFATERE S — M HMEPOR AR, FATRZH N pdfAvg O N

float sampleAvg(float rnd) {
float Probl = 0.25f;
if (rnd < Probl) return samplel(sampler / Probl);
return sample2((rnd-Probl)/(1-Probl));

5 F

7 float pdfAvg(float x) {

s return 0.25f * pdfi(x) + 0.75f * pdf2(x);
0 ¥}

9.3.3 Z W RMRAE
TEREREE PN EA T2 HEEMREN R, T AR ERNSG T AFRE. S F240
FETHE, FRATEATAZ I T— BN 1 B
N

M X
>N, :Z 1 Zw T f(xi)
v : s=1 Ns i=1 o) ( )

Ps\T;

=

Zws(ac) =1

Ry N =2 i}, RNt ABE 2 R, —Or R EECI, 73— 0 R EDL
W BATRRSAES T F AP S B A SR

MISy _ o (o f(z1) wo (i f(z2)
F) = wn 1)p1($1)+ 2( 2)1?2(952)

Hr, wi(z) +wa(z) =1,

T R R FRAT TS AR A e B AT A . FE T IRA TS SN, BRI RPR E EEEA
SE R & (balance heuristic) DARRRK A (power heuristic) .

P A kPR
_ ps()
S SRE)

W A R IE PR
o pS(x)B
U%(m) E:jlﬁ(x)ﬁ

9.3.4 RFERN
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& RFEBO

TELHRHME (Multi-sample) FAUGRE N, FoM1o0 i N5 s FORFERIG 1 N, ASREEA, RIGTT
AT

M N

S Noy _ i - _ f(z:)
<F > gzz:l Ns ;wS(xl)pé($l)
Hrr, 37Ny = N @3AT— 1A HRAE S8

R REBO
HIRT TS T A RREA, ZTERREMO AT T /M, JlTAT AR AL MR g o
VEFELIEh— AN, BEFII R (Lsample) B BSOS s MR, MG

f(z)

(F7) = ws(l‘i)m~

Horp, g 2B s R, 9 HRA A i s = Lo AEFR—RAE, WURBATEE P85 K XA,

R
<F1> _ qsps () f(z) _ f(z) .
> 4P () asps(x) 325 q5p4(x)

XS EAVER A RFEP 212 PDF 4 — L.

9.3.5 Background

HETRMIEL0E T BRI, (B2 Haiiidied, ATEHE QBRI Boa i
(EREE7/LE NNV 1 = RPN (E R 5/ s ot 30 - I o iR /R N HUE (1M Tl b0 IVAS (P 5 k2 4 &2 SE P ES Ut 3 P S
MERIAS, i, A7 %—4 Background £, MERHLXANTCHRIBA MR RIFEE . B R LATROEH—H
@, AT DUREREENGR, it bA—~il ) Background 2 AREEIAY.

// background.h

2 class Background {

public:
/// Return a pointer to a global default background
static shared_ptr<Background> defaultBackground() ;

virtual ~Background() = default;

virtual Color3f value(const Ray3f &ray) const = 0;
g

3R 6 [ B R, FRATAT AR BRI ConstantBackground 2. AKX, B BALAEN
Background Z&H1 [ BRIAFEET JE L.

// background.h

2 class ConstantBackground : public Background {

3

4

public:
ConstantBackground (const Color3f &c) : color(c) {}

ConstantBackground(const json &j = json::object());
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Color3f value(const Ray3f &ray) const override { return color; }

Color3f color;

i

9.3.6 IBINNEYS ImageBackground 2%

AR, T3 — PR A HLA B Jo PRI IR g2 Ao W PR (A PRI P o AT ) AGE FH — A~ kY
ImageBackground ZEFA XTS5 .

// background.h
class ImageBackground : public Background {
public:
ImageBackground(const json &j = json::object());

Color3f value(const Ray3f &ray) const override;

Image3f tex;
3

XTI RIS, REZAHE value AL, Hﬂﬂ:&{l]miT—/\ﬂﬁﬁﬁjﬁﬂﬁi SERI, PRI, FATH %
—ANMFETT I, REARE X AT T T, 3R DR A G ERAEE BT P, XSS A R A PR B
7e fh] B AR TR AR fe

// background.cpp
Color3f ImageBackground::value(const Ray3f &ray) const {
Vec3f dir = normalize(ray.d);
float phi = atan2(dir.y, dir.x);
float theta = asin(dir.z);
float u = (phi + M_PI) / (2 * M_PI);
float v = (theta + M_PI / 2) / M_PI;

float x = (1 - u) * (tex.sizeX() - 1);
float y = (1 - v) * (tex.sizeY() - 1);
int i = clamp(static_cast<int>(round(x)), 0, tex.sizeX() - 1);

int j = clamp(static_cast<int>(round(y)), 0, tex.sizeY() - 1);

return tex(i, j);

9.4 WiPLEXIR
THRHE RS R B &P B A N . s A BRRE RIS 68 . P FEBEH W2 OGR . SBekT
FETEFNTT ] YT Fﬁ?ﬂl]A**/hno

9.4.1 Mk

H R H— MRS LR R AN ARG, XA IR IR A IR E OB (point light ) .
JeR v @ A (omnidirectional) KHHtk, EHE A AE LA p M AMYRICHE R @ HE Lo
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RICIRTT ZEE L — KL R ORI, 2 R nOEIHE B —T5 ) B SIS XA UIANTE
KA FAFEE, (HR2FE L2 intt. KA A p HEERATCRI I, HEER T L, e &l
A EAS A 2o L, AT SOEIR x REOEA 2 RN ERE N

| cos 6;]| cos 6,]
— 2 dA(y
[Ix —yl? W)

| cos ;|| cos 6,
x —yll?

L(xz)= /A fr(%, 3. 2) Le(y, X)V (x,¥)

— [ nixya)g sy - pVxy) dA(y)
A &
d

| cos 6|

= —Jr(X 7ZVX’
1 fr(x P, 2)V( p)Hx_p”2

IR, RO EOERA B e — A, FFBCATIR, BT AR U 5 AT R ey T nOB IR 1%
s 0o TEXDGEMEATEEMRAERT, WERAAOLTER — RO, I2MERE R pdf MiZE 2R 0,

BIXFAL RN 0, BEHARAAE, (U BB DL IR TFRE Delta Jedi (delta light).

9.4 ROEIESS (PathTracerMIS Flipe, 128 RAEM/BR, HIE 64)

B 2 R AR B AR R S E P RO TR KT & RN, BRIGBIRE L T RER)
W%, HIARLER P A — N EARCRAE . ROCRIEZE P AT B L.
9.4.2 FOEIDEN

FRITEIE (spotlight) 5 AOGIRAYA R Z AAE T EATEMRBOL 8 A — Mg, Hited2—4
Delta Jilio (HRAERICKDCIRA,, ST B AR %0 577 A K. @H, FATEL 56
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P PAS A5 05 647 O AR S0 B2 BR R TR E
| cos 6]

lx —pl[*

SAEERM, OLEREEMRAES, AR AR RO, AR LR pdf W% s 2R ]
0.

Ly(x,2) = I(p,x) fr(x,p,2)V(x,P)

B 9.5: FEREWERICIDLIIAE (PathTracerMIS B4, 128 RAES/BRE, HIE 64)

R BRI S ROCIR RS R T AR E AR TR AT AN E AR RICTRCR , B
Hr, FAT A DA Rl LA py JEIRTTIE i DAL Oinner T Oouter HE SCRIEAT, LATEHIZRIEAT
F A BE LA B B B B, AT TR

einner

Houfer
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XFAGIEE v = o +td WM, WHDCLMETT ) —d SIIRITT dr BIIEA/NT Oouter, FATHAT
PAA NI 2668k A T RICATHIIEHE o Oinner T Oouter LT HICIT LB . FENAERTERIN, R
JCITICIA B AEZE D, AE N A EISMATEE N, RICTHDERIZHT R 2 0.

K 9.6: ARG IIA S (PathTracerMIS B4, 1024 RS /B, HIE 128)

W EEPTR, % ERNEERZ )G, BOUTHEREEIHACE, H G2 Mr, B TRUTEL
RAEAE ORI

9.4.3 JilDEdH

JilRi (divectional light) HiRRY 2ok AT (ML) Frm2I FLIVE M PATEH. Hi,
PRI A 71 wa AR La Hik .

77 W EIRAR B S AL RO AA PN BR T 7 IR T ), HRT7 IR % A e . By
e

L, (x,w,) = fr(x,wi,wr) Le(r(x, w;), —w;) cos 6;dw;
HZ

H, IKBLTERR BN IR BAE Le — i,
Le(y7w) = V(Yawd)Ld(S(wd - w)v

FEHACABI K,

L(x,wy) = fr(x,wq,w,)V(x,wq)Lq cos 4.

292f e IR AT 2 AT B B R AR ULV R, BN pRYE. b5,
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9.5 PN

XORDR (Area Light) 22— iy JERIEARE SCHDGIR, IR B RITES & 100 Re i 1) K0t MK
U A BERL, FRATRT LA XS m 2 Light M Shape HU&456, FAMNER SR 2K LR—
LB DBy o FI iR 7 S O R it DL 8= S PO N R K e T < 0P o G =R DR D g 2 T T =
XA A TR (R BRARGE B AT 5 R ) o AR, XA AR BEHOR R CR B 552
TRAEFI—AE IS E I DA S A A RO

9.5.1 VB

PRI (Quad Light) 44 &S, @ 20— MU REE. T e KEOLE, FATAH
EIEERI GO — R, XMEWEACIRBIEZ ATy, A IR D5

\

\ N
Voo S
L S

L N
/ \
/ \
\
\
\

L \ "
s \ "
, \ S
’ \ N

penumbra umbra penumbra
E 9.7: PUTES R

PR R, MR, AR AT AR AR B e, XA R AR AR 5
(umbra) D3, WAEASZA B, AICIAEICATAIRE], FUBE Sh B AR BE B O R, XY
WHRVENRE (penumbra) KIK. A GERGEAL 12430 SLFM R TOLIRIE B8k BIRE  (soft shadow).

9.5.2 BRI
BRI (Sphere) e AOGKIEZ—NEREDEIR. BRAS Q@G o, 42 r REL, SOt
O HFE HATRN TR Le KE XL

—ARAEN r HIERIRTEE, 4mr?, RIEEROGIRMN AR BRI 4 K. XTEHOGEASHH £
B, FESHE—TAEHOLIR EREHURHE— R

FERREDR EREALRAE— 28

S5 PP R f] FRHBAE BRI R 3 2T RAE— o EXANITIRITER AT, (H2 KR EFRATMATAT—
MRERR, HRARER BIERAILASBRTE, 053 SRR AT 52 A RER BRI . R RERATHEHLR
FERREAS T, WREA L 2R R TR B



Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 130 of 261

SRR S AT WEER () FORBE— AL XK S 2 EAT A E MR AR, B
@O EAEANIAERR S SR RXE O BTtk AT E—E R 2 ARG E R, XA R AR R 5L
LAY o

BRI IR A AR R I ARG . AT X BRI S1RAE IR A DR R
SEAA AT 2R o AR R YR RS S A L VT LG IR -5 2 I A PR AR B T T 2

i BRI, DA ERRAED IR B ARAR R AR A, I IAETT 5 PDE (I SO 2045 H i I

9.5.3 MIROEIR
A% e (Mesh Light ) & AR AT BE S A S AR X IOG IR RS B AE DRI AT AT BT & 57 10 40

B MIRA kAT, AT A SRR, RRXF kAN

pAba
FATAT A BT - — By PDF, pa, MDA B/ NSRBI EE RS i A2 I .
L A(G)
Pl = A
g Ayt

o R i N, AR | DZILBERFEA A x.

o HERFEV G PDF.
(%) = pa(@)pa(xli) = s
ba > A(k)

9.6 LTI

9.6.1 Light %

7£ DIRT fEARHEZEd, FRATIF A BIRXDEIE#ATE L, DIRT $24t T— 5Ll DiffuseLight
e, XPNEYK H Material 25

// material.h

> class DiffuseLight : public Material {

public:
DiffuseLight (const json &j = json::object());

// Returns a constant Color3f if the ray hits the surface on the front side.

Color3f emitted(const Ray3f &ray, const HitInfo &hit) const override;

bool isEmissive() const override { return true; 7}

Color3f emit; ///< The emissive color of the light



1

2}
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Febr b, RIERATHRDELIBERSAE, MR EMEAR )5, RSB ERI T 250t WRELIEE
T, WTSEHOEI . P, 2S4S UAETE Material HE2GHA. FEARRM—LIpRd, JATTHE
2 WA X 5P ORI R R R R IEA TP, KGR ESRE M— A~ Light 3¢, AOUH BT84 AR i mT
e, AR EATAE S BURT R RN IR BEAS A (AR -

// material.h

class Light : public Material {

3 };

public:

virtual ~Light() = default;

// Returns a constant Color3f if the ray hits the surface on the front side.
Color3f emitted(const Ray3f &ray, const HitInfo &hit) const override

{ return Color3f(0.f); }

bool isEmissive() const override { return true; }

Color3f emit; ///< The emissive color of the light

5 class DiffuseLight : public Light {
public:

DiffuseLight (const json &j = json::object());
Color3f emitted(const Ray3f &ray, const HitInfo &hit) const override;

float pdf(const Vec3f &dirIn, const Vec3f &scattered, const HitInfo &hit)

const override { return 0.0f; }

9.6.2 DeltaPoint &

T IA Delta G, FATLAELRUEE AT W B BRI ZR ENT. T AR E S ERA TR

g5k, BATAT AR IUIIEFIBRIE—FE, dRZEfii] Surface 8. EEAMMERUILAS Quad fREF—EL.

// deltapoint.h

class DeltaPoint : public Surface {

public:

DeltaPoint (const Vec2f &size = Vec2f(0.f), shared_ptr<const Material> material = Material::
defaultMaterial(),
const Transform &xform = Transform());

DeltaPoint (const Scene &scene, const json &j = json::object());

Box3f localBBox() const override;

Vec3f sample(const Vec3f &o, const Vec2f &sample) const override;
Vec3f sampleOn(const Vec2f &sample) const override;

float pdf(const Vec3f &o, const Vec3f &v) const override;

float pdfOn(const Vec3f &v) const override;

bool intersect(const Ray3f &ray, HitInfo &hit) const override;

bool isEmissive() const override { return m_material && m_material->isEmissive(); }

protected:

Vec2f m_size = Vec2f (0.f);
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shared_ptr<const Material> m_material;
shared_ptr<const MediumInterface> m_medium_interface;

b

R, n_size B4W EAMICFHE . 7’<|3TJ: FEF MR FA T E 0 AARTF EX 7B, Lhiafr
R RAIA LA 5 T DeltaPoint M) K/N. XMW %2 Delta JIEL KIS, HapmsHH L
A ) AN B % B PR A7N DeltaPoint X4,

KT DeltaPoint [YHEZJTIL, HETHAKRARHF 5.

intersect PH%L

XTHERSTL ray, FATEAWAZGT LR EFIZ AN, P RZAREIERI L L.

// deltapoint.h
bool DeltaPoint::intersect(const Ray3f &ray, HitInfo &hit) const {
auto tray = m_xform.inverse().ray(ray);
float t = -tray.o.z / tray.d.z;
auto p = tray(t);
if (abs(p.x) >= Epsilon || abs(p.y) >= Epsilon) {
return false;
}
Vec3f gn = normalize(m_xform.normal ({0, 0, 1}));
Vec2f uv = Vec2f (0.f);

hit = HitInfo(t, m_xform.point(p), gn, gn, uv, m_material.get(), m_medium_interface.get(),
this);

return true;

HROF B RS, T B A BT S — MR Z 0 i, JRATEZ B4 E R /N T/ V2K
Epsilon,

RAERRBUL B R4

FATAPRRAET S — RS E—DEA, RERE—MAGESEDEE E— i R EEIDR
ERFE—A R P Delta SEIREA RN, FrATESCIR_EVERE ), BUR R CIRBIERIRAS Rl TR T4
JERRE, MRIEKRIIE o s E L, RETy A2 gl iy, HARRE R0 0. M fale 5 YU
Jrly, ARGEFATSEEL, FATNBAZR FRRE N 1. RAEX L, FATT AT A NI SEBL T

// deltapoint.cpp
/// sample a point on the light

3 Vec3f DeltaPoint::sampleOn(const Vec2f &sample) const {

return m_xform.point(Vec3f (0.£));

// given an origin o, sample a direction towards the light
Vec3f DeltaPoint::sample(const Vec3f &o, const Vec2f &sample) const {
Vec3f center = m_xform.point(Vec3f(0.£));

return center - o;



N
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3 // return the pdf of picking the point v on the light

float DeltaPoint::pdfOn(const Vec3f &v) const {

return 1.f;

// given an origion o and a direction v, return the pdf of the direction
float DeltaPoint::pdf(const Vec3f &o, const Vec3f &v) const {

auto ray = Ray3f(o, v);

HitInfo hit;

if (intersect(ray, hit)) return 1.0f;

return 0.f;

9.6.3 PointLight R
X ROGIRIN S, MR A E, Bk, FOGIHETFE 1 position F .

// light.h
class PointLight : public Light {
public:
PointLight (const json &j = json::object());

Color3f emitted(const Ray3f &ray, const HitInfo &hit, bool forced = false) const override;

Vec3f position;

i

emitted FAZL

RIGIRRY emittedO pRECARMH, FATHRFTEHWRZGRAHIZ A bit.p ZH S ROEHEE
o RS, WBHDEK L TOCIR, A E T, WA eI, BEELERE, BAOFERES
Epsilon HHfTHE, AL 0,
// light.h
Color3f PointLight::emitted(const Ray3f &ray, const HitInfo &hit, bool forced) const {

// only emit from the normal-facing side

if (forced) return emit;

if (abs(hit.p.x-position.x)<Epsilon

&& abs(hit.p.y-position.y)<Epsilon

&& abs(hit.p.z-position.z)<Epsilon) {
return emit;

} else {
return Color3f (0.f);

9.6.4 SpotLight 2%

XFRICITME, ESCETEICIRMALE. SCIRADEIRTTm . AL S A BETEIRRCR DA L R e ol
B L, XL R RICIT 2 NP B
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// light.h
class SpotLight : public Light {

public:

SpotLight (const json &j = json::object());
Color3f emitted(const Ray3f &ray, const HitInfo &hit, bool forced = false) const override;
float pdf(const Vec3f &o, const Vec3f &v) const override {

return 0.f;

Vec3f sample(const Vec3f &o, const Vec2f &sample) const override {

return normalize(position - o);
}
Vec3f position; // < position of the light
Vec3f direction; // < direction of the light
float cosInnerAngle; // < cosine of the inner angle
float cosOuterAngle; // < cosine of the outer angle
float falloff = 0.5f; // < falloff power parameter for the angular attenuation
float attenuation = 0.1f; // < attenuation for distance
3
emitted RA%L

FICITH emitted O BRI DARYEICLRINTT 0] ray.d S5HEITT ) direction HYJCARIZIEIEFTH L .

TEE RN E, cos BREUE (0, m/2] HITERI N E BRIHBIY), FIE cosby < cosby < 01 > Oy, ARPEFA )5
M)JeF{E cos = dot (-normalize(ray.d), normalize(direction)), FAIW A2 =R Ititie:

o DL 1: cosO € [cosOinner, 1]: FEERALTCHER PIIE], FEiX B YGEN 26 £ B 28 0
o 50 2: cosO € [cosOouter, COS Oinner|: FELALT NFE S HME 2 ], FEiX HLYELk 25 Bl 1 5 208
o 1B 3: cosO € [0, cos Oouter): TERALTICHERIHMNEZ A1, X HOELRH- B b BCAT A L

MR LE T, FA T LA HERIEAT R ALY emitted O BREL T -

1 Color3f SpotLight::emitted(const Ray3f &ray, const HitInfo &hit, bool forced) const {

// only emit from the normal-facing side

if (forced) return emit;

if (abs(hit.p.x-position.x)<Epsilon

&& abs(hit.p.y-position.y)<Epsilon

&% abs(hit.p.z-position.z)<Epsilon) {
Vec3f lightDir = -normalize(ray.d);

float cosTheta = dot(lightDir, normalize(direction));

float angleAttenuation;
// case 1
if (cosTheta > cosInnerAngle) {
angleAttenuation = 1.0f;
} else if(cosTheta > cosOuterAngle) { // case 2
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float t = (cosTheta - cosOuterAngle) / (cosInnerAngle - cosOuterAngle);
angleAttenuation = pow(t, falloff);

} else { // case 3
angleAttenuation = 0.0f;

float distanceAttenuation = 1.0f / (1.0f + attenuation * hit.t * hit.t);

return emit * angleAttenuation * distanceAttenuation;

return Color3f (0.f);
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Chapter 10
BEALI I B

AT RICLGBERTNE . a2 AR SR RIS A B T, FRATT Rl DARIHE R SR R I% AR 1Y
MEP LGB PR B AREES (path-tracing) BIET . — Mo, FRATASA ) FAY 3412 16 22 —TAlHR I 2 5L T 52
FERS BT IIBEALIIRIER: (Stochastic Path Tracing, SPT), XIF 2 )G & tHemr LB, B E#AE
BRADETBES, ENTRANE TR AE X B ARIE B

10.1 efehmiif

YeteiiJife (Light Transportation Equation, LTE) iR 78 TE = B4 . B 3m &6,
BSDF DA K BITEFFE i x A GHCRIRZ S S RS g . AFE W RAIATES S RER, X
AR AT

—ANEAE AP R, MPFriEE %54 (rendering equation), JE4N

Lo(x,wo) = Le(x,wo) + Lr(%,w,)

Hor, Lo s ase e, Le RAICI, Ly 52 KU1,

10.1.1 LRl
A RE T, AT LN G RN — R R LA . i,
Li(x,w) = Lo(r(x,w), —w).
Horr, r(x,w) MBS B (raycasting function), BEIHRMRMN x ELIT I w, Wkt
He— A ER R R Po
RPEXA KA, AT AR GE G FE

L(x,w) = Le(x,w) + fr(x, w0 w)L(r(x,w’), —w') cos @' dw’
H?2
TEX L, AP ONER SUG HSRRRS Se B, BT CARATAT ORI i 5 T b “o” AR M. X LA OL AL AH
AR O FATTATHAT B SR S BE AN SRR S BE A B R T 0, T R T AR St e JBE D
CIP

137
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10.2  PRiRBELATL

FACB BRI AR R S RIS S AJC LGB ERTIIR . AEEEb PR, AT SR RIS BEY LR A
TAIr. WETRE, W LTE,

L(x,w) = Le(x,w) + fr(x, w0 w)L(r(x,w’), —w') cos @' dw’

H?2

FATMN SRS R B T FHAL(E

L(x,w) ~ Le(x,w) + =

XA, FRATHEAT AR R ARE R R AR AT Y DA ACRD

color (Point p, Vec3f w, int moreBounces) {

if (moreBounces == 0) return Le(p, -w);

// sample recursive integral
nextDir = sample from BRDF
return Le(p, -w) + BRDF * color(trace(p, nextDir), moreBounces-1) * dot(n, nextDir) / pdf(

nextDir) ;

10.2.1 P

EARRTrET, FATER B ERA A — UOEAUFOREE T — A7 1. QSRR SR AT e R, —4
PTG EEMIBER R FUCREZ AT . SR, 2 HRM . AT BRAE— YR AU iE gR R i —
MBI, BIEEF EAUVZ B, FHEORFERDEEECRRHE IO, R AT RPLE 5 RE
THFETRL

P, TATHBEN TR R EZ e FA0LLIT R — D ie.

10.2.2  fePWrge i
AR, AR AR R R
BRFA TR U I 5 %, ARG TR 2 1L ARG, A AT RE AR RZEER . I, FRATHE

S TR B O o AR X AR, RO RS e e A R A R A — %ﬁ?ﬁ ﬁf:ﬁ_iﬁ%ijﬁﬂﬁ
ARG A OIF— A8 A 4, BRI —SE AT DA% n R, A OAFTR MR 2, SERO R

TER B EFRE AR, BATHR A UK A0 BRERIRIBEA 1 — prr HOMESRERSE
S (BRP WA X TAE X, &SGR X AT DA pre SRS, FRATIEF VT2 B AL (H

WM, DA 1 — pp BIMESEEERHAEICNE 00 B2 Xo BRI X AOMRD Wise 50 (Russian Roulette), Hrfr
Drr WHENUAETE R (survival rate).
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ML,

E[er] = Prr - E |:X:| + (1 _prr) : E[O] = E[X]

p?"'f

i, WIS ERE, RMEMEFAHERE, XE— A mIihitE.

TR, PR A ks LSl 2. B2, WPRES— D EIEN pre, EERNTRERL 28
AETTHRAR/MEGRTHIAR & SRR ERR A, P it S B Sk br b SR m AR

10.3  RsrBisy

— L PERIA R R AR R A E ME T DL LTE, (EUZX T He i 15 00 WAL BEAARREEE
Bl4n Whitted B5JFAGHDCLIBERTE, Eul R ABE S C RS 20k B T8 SR &0t BSDF B ARZ K
gHt. Wik, — BRI AR 3T E ATy, RERHE— D E A B AER TR

— N L ER A R A
L(p; = py) = Le + Lair + Lindir

Hor, Le ZRICHT, AIPATRIEHUGEIL T py AR H SRR SE BRI I A5 . 260 — 002 EHOEIRI, FATAIPA
ISR B R PAT HHOE I S =T R A EOC IR, X — T4 e ME—— A SRR . FATATRA
X TR 2 s A ST R (L W O HE R PR B0 o 3R, ATl vl DA S B RS B2 2 1) MU — AR A ) A

10.3.1  F—dHR0h

FToA (Next Event Estimation, NEE) SBi skl MR RFESA, FI T
RIS . B2 BT, PRI A SEAEM I 6 (AR AIEPE) MRl L, RaChuh
PFAPE (MR IR MFtt. AR,

o TERARIBERE R, M TEARN (WAL M HIE (k) , MyEH T BSDF, il RERDLL e
] (BITR—3+F)

o WRPELFTIT ], RIS CREDGIRR M X A B A AT & (shadow ray) SRSk
BT M HIE (R DG ) S — AR, AR R S R R AS . SRR, ML IR
BOEH, ANEEMSEAEE O S, SR,

o WRICIERT UL, NTHEEIER Y 5 (0 R B BT TR . X 75 S A GIRR) SOESREE . e S (A
Z BB JEIRIRIIR OO T IDER) SGLA (T SOeiRE0 M) SRR,

o FFEIZIIRTTHIRIA BSDF BUfEL, FFERVAZTT FBCRFERIARSR, MEASRrRIg it {E. X2l A3
TR CHORAE T —MREFER 71 OEIRTT1), MAZRENLIRAE, B AT ZERR AL T [0 RO M5 5 B e it
¥t .

o If NEE R&5R 55 MBS SR, A0 A MR R0 .
R, (6 NEE f, FRATAZ USRI 8. T i) P o
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NEE:

:color (Point p, Vec3f w, int moreBounces) {

if (moreBounces == 0) return L_e;
// NEE: compute L_dir by sampling the light
wl = sample from light;

L_dir = BRDF * color(trace(p, wl), 0) * dot(n, wl)/pdf(wl);

w2 = sample from BSDF;
L_ind = BSDF * color(trace(p, w2), moreBounces-1) * dot(n, w2) / pdf(w2);

return L_e + L_dir + L_ind;

X BT, FATE STl R AR IB BRI T IO . X — IR 2 RO 2 5 BRI IR 5T
e, FAGEE NEE Ba0T5 7k BYGER EHOI . SR, L*%ﬁﬁ%ﬁmaﬁfzm%@%ﬁm
B T T . NIRRT, FER— R C LT R B e OB

P, XFEEIEM, WAL EITRMIR. b 7R M E TR, AT ATERE A PR B HR

XOCIRRIH R, RE RGO R A E I .

NEE: :

color (Point p, Vec3f w, int moreBounces, bool includele) {
L_e = includele ? Le(p, -w) : BLACK;

if (moreBounces == 0) return L_e;
// NEE: compute L_dir by sampling the light
wl = sample from light;

L_dir = BRDF * color(trace(p, wl), O, true) * dot(n, wl)/pdf (wl);

w2 = sample from BSDF;
L_ind = BSDF * color(trace(p, w2), moreBounces-1, false) * dot(n, w2) / pdf(w2);

return L_e + L_dir + L_ind;

10.3.2 ZHEHEEMRIE

Tk s Ay e R 2 EE B ERAE (MIS) 5 NEE Migier. 7EiHREIOLMMnGR, RATEEL

RAE—AT5 0, ATRERFDETEOREE, WA TR RIRTI BSDF Rt MRJ5, BATA—ERRETFX

P pdf.

MIS::color(Point p, Vec3f w, int moreBounces) {
if (moreBounces == 0) return L_e;
wl = sample from mixture PDF;

MIS:

return L_e(p, -w) + BRDF * color(trace(x, wl), moreBounces - 1) * dot(m, wl) / pdf(wl);

:trace(Point p, Vec3f w, int moreBounces, float LeWeight) {
hit = intersect(scene, ray);

L_e = LeWeight * Le(p, -w);
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if (moreBounces == 0) return L_e;

// NEE
wl = sample from light;
L_dir = BRDF * trace(p, wi, 0, MIS_wl) * dot(m, wl) / pdf(wl);

// BSDF
w2 = sample from BSDF;
L_ind = BSDF * trace(p, w2, moreBounces -1, MIS_w2) * dot(n, w2) / pdf(w2);

return L_e + L_dir + L_ind;

10.4  ZHRFTIEENY Integrator JRAZ
10.4.1 DirectMatIntegrator 3

// integrator.h
/// Integrates direct lighting by sampling the material
class DirectMats : public Integrator {

public:

DirectMats (const json &j = json::object());

Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

iE:

// integrator.cpp

Color3f DirectMats::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {
HitInfo hit;
if (!scene.intersect(ray, hit)) {

return scene.background(ray);

ScatterRecord srec;

Color3f emitted = hit.mat->emitted(ray, hit);

// Compute illumination by sampling the material BSDF
Vec2f sample = sampler.next2D();
if (!'hit.mat->sample(ray.d, hit, sample, srec)) {

return emitted;

Ray3f scattered(hit.p, srec.scattered);

// If the sampled direction is specular, don't use Monte Carlo
if (srec.isSpecular) {
if (scene.intersect(scattered, hit)) {
return emitted + srec.attenuation * hit.mat->emitted(scattered, hit);
} else {

return emitted + srec.attenuation * scene.background(ray);
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float pdf = hit.mat->pdf(ray.d, scattered.d, hit);
if (pdf == 0.f) {
return emitted;

}
Color3f eval = hit.mat->eval(ray.d, scattered.d, hit);

if (scene.intersect(scattered, hit)) {

return emitted + eval * hit.mat->emitted(scattered, hit) / pdf;

} else {

return emitted + eval * scene.background(ray) / pdf;

10.4.2 NEEIntegrator 3R

// integrator.h

/// Integrates direct lighting and performs next-event estimation by sampling the light

class NEEIntegrator : public Integrator {

g

public:

DirectNEE(const json &j = json::object());

Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

// integrator.h

Color3f NEEIntegrator::Li(const Scene &scene, Sampler &sampler,

HitInfo hit;
if (!scene.intersect(ray, hit)) {

return scene.background(ray);

Color3f emitted = hit.mat->emitted(ray, hit);

// Compute illumination by sampling the lights
Vec2f sample = sampler.next2D();
Vec3f scatterDir = scene.emitters().sample(hit.p, sample);

Ray3f scattered(hit.p, scatterDir);

const Ray3f &ray) const {

float pdf = scene.emitters().pdf(hit.p, normalize(scattered.d));

if (pdf == 0.f) {
return emitted;

}

Color3f eval = hit.mat->eval(ray.d, normalize(scattered.d), hit);

if (scene.intersect(scattered, hit)) {

return emitted + eval * hit.mat->emitted(scattered, hit) / pdf;

} else {

return emitted + eval * scene.background(ray) / pdf;
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10.4.3 MISIntegrator R

/// Performs recursive path tracing with multiple importance lighting that combines

/// material sampling and light sampling

class MISIntegrator : public Integrator {

g

public:

PathTracerMIS(const json &j = json::object());

Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

Color3f recursiveColor (const Scene &scene, Sampler &sampler, const Ray3f &ray, int depth,

float misWeight) const;

int m_maxBounces = 64;

float m_power = 2.f;

// integrator.cpp

Color3f MISIntegrator::recursiveColor(const Scene &scene, Sampler &sampler, const Ray3f &ray, int

depth,
float misWeight) const {
HitInfo hit;
if (!scene.intersect(ray, hit)) {

return scene.background(ray);

ScatterRecord srec;

Color3f emitted = misWeight * hit.mat->emitted(ray, hit);

// 1f we have no more bounces, just return the emitted color
if (depth == m_maxBounces) {

return emitted;

// Compute direct illumination by sampling the lights

Vec2f samplelight = sampler.next2D();

Vec3f scatterDirLight = scene.emitters().sample(hit.p, sampleLight);
Ray3f scatteredLight(hit.p, scatterDirLight);

float pdfLightl = scene.emitters().pdf (hit.p, normalize(scatteredLight.d));

Color3f direct(0.f);
if (pdfLightl > 0.f) {
float pdfLight2 = hit.mat->pdf(ray.d, normalize(scatteredLight.d), hit);
float misWeightLight = powerHeuristic(pdfLightl, pdfLight2, m_power);
Color3f evallLight = hit.mat->eval(ray.d, normalize(scatteredLight.d), hit);
Color3f recursivelight = recursiveColor(scene, sampler, scatteredLight, m_maxBounces,

misWeightLight) ;



Physically Based Rendering

Lingheng Tony Tao (&

é\;

)

Page 144 of 261

30 direct = evallight * recursiveLight / pdfLightl;

33 // Compute indirect illumination by sampling the material BSDF

34 Vec2f sampleMat = sampler.next2D();

35 if (!'hit.mat->sample(ray.d, hit, sampleMat, srec)) {

36 return emitted + direct;

37 ¥

38 Vec3f scatterDirMat = srec.scattered;

39 Ray3f scatteredMat(hit.p, scatterDirMat);

41 if (srec.isSpecular) {

12 // If the sampled direction is specular, don't use Monte Carlo

43 // Set the MIS weight to 1 since we can't sample it any other way

44 return emitted + srec.attenuation * recursiveColor(scene, sampler,
1, 1.£);

15 }

16

a7 float pdfMatl = hit.mat->pdf(ray.d, normalize(scatteredMat.d), hit);

19 Color3f indirect(0.f);

scatteredMat, depth +

50 if (pdfMatl > 0.f) {

51 float pdfMat2 = scene.emitters().pdf(hit.p, normalize(scatteredMat.d));

52 float misWeightMat = powerHeuristic(pdfMatl, pdfMat2, m_power);

53 Color3f evalMat = hit.mat->eval(ray.d, normalize(scatteredMat.d), hit);

54 Color3f recursiveMat = recursiveColor(scene, sampler, scatteredMat, depth + 1,
misWeightMat) ;

55 indirect = evalMat * recursiveMat / pdfMatl;

56 ¥

58 return emitted + direct + indirect;

59 }

60

61 Color3f MISIntegrator::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {

62 return recursiveColor (scene,

sampler, ray, 0, 1.f);
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2590 i

BIHACA L, BAVPrEA TR A E R RIAEE T — A5 B IR, (B, Blsd
AR PR ARSI . SO2ANS 5 (Participating Media) fIfF#E. 257 BUR IR AENS 564
MEAERRAR, WHE . BR. =, F5. EIEHEHRZ WHEVNIRAUSL, IRE T ROLL S e &
ANERITTIACE., R RS BEAEIRS . AT PR & E AT A R DA S B R4 K S 5 70
Jit.

11.1 PR
MRS NI, F A R TS

o Wl (absorption): BRI OLRER:, SR EIEMREE (HLIHAGE), MRS, A
(] A BT RERR SRR BE AN ] o

o B (emission): 5% IR P Y SO CIRLA A -
o B (scattering): gk SAE IR T & A RMIEAE, MOEERE 1.

X A §E2 ] A% (homogeneous ), 1.8 Al 425+ 69 (heterogeneous ) 5{ 2 4F B ft 49 (inhomogeneous).
[ J AR B R e — N S R A AR AR, XA DGE A O R, ZAM— AR R R 2,
FR S LS Rl o 17 [R5 B4 S o D Wl BEAE S Rl ) 2B AR b . ok, B =Ml i m e S KAE X RN,
BIRTRATAT AR R JOGIARMEE I, At 2 RN BRI L IRATT A SR RISz, WScRIEL
I T B B AL B

WHERFTBE, S 50 RS 2 mRU N BRI, 248 T DU R Ay A OR AR I 2%
JRTRDEIACR, (A @A RSB . HABTT R R I A0, St L Ir BB Y (7 B AE
T EHFE R BN I, FRATR SRR AR A — ST AE 5 R A S SN R4S
L

11.1.1  fochhid

NTHERSENT, FABER BB HE . B, EXREELES SN —5EHR (beam)
AT

145
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B R

Wy el (differential beam) #5IRM R — KN 2 MG, TRATA N E IR &— MR/, dA.
TR I

o e B
(differential beam segment) RN EHR B —AKEE N dz /N B, IR IEFTR .

dz dA

Outgoing light Incoming light
w

11.1.2 Mgk

WG I e F 8 (absorption coefficient) oq(x) Refiliid . MORCRECRICHE /T B P ALK I L7
ESRN AER BE IR B m ! i O, B AT DR AR AT AR SO, BT AR — S TR EAE [0,1] Z [

FEREARAE, CRECE A x A7) w HA KR, (HR eSS B P TEE S RS T Jox, BreA
FATSFFRAICR LG o x HIpREL

dz

&l
Xe

B/ BARER B e . dL(x, w) AR R D AR

dL(x,w) = —04(x)L(x,w)dz
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11.1.3 &k

MR i T el T e e, AN 2 BT HE MR ARl W, FEXFi§ il

T, SRS

&l
Xe

BRI dL(x, w) R AR
dL(x,w) = 04(X)Le(x,w)dz

Hrr, oo ORI B AR R, Le(x,w) W% H IR 52

11.1.4  AMECH

B RIS S 5N RIS — M E I . T TS SN RIRUINIURIR, SRRV INIURL ) 2 % 2

B P, XPFR—RUr LR (B —Trm) ERESEE, ME TR
TR S e PE AT RE SO e T ], XIS FRAESMBCH (out-scattering) .

&l

SATRE, I

i B N AN S0 S A MR EE ) B RSP N U BB (scattering coefficient) o (x). MR

SR AR R T AR
dL(x,w) = —os(x) L(x,w)dz

WL, FEZS5NTA AT, BRI AU 50 B R Rl w2 SR BRI R A XA R A A

04(x) = 04(x) + 05(x)

WeFRERE R R %L (attenuation), NSRS (extinction coefficient).



Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 148 of 261

11.1.5 P

ER AR5 Bl VTR 8] 52 5] i 2 B0 A s B B e iy Oy i b, R SR H e Ty 1) R A
JE AT BER R M a7 1) b R BGUBARE NIBCH  (in-scattering) .

dz

&l
Xe

PR R AR Bl A -
dL(x,w) = 05(x)Ls(x,w)dz

Hrp, oo 2 ESCRBIHIBE AL, Lo (x,w) NI PR IR

11.2 555 i ke
A LRI e2E S, FRATATAS B F o4 %4 /iR (radiative transfer equation, RTE) :

dL(x,w) = FEW, + HEIE

*

T, = Wl + SME

= —04(x)L(x,w)dz — 04(x)L(x,w)dz
40 = %3 + TG

= 04(xX)Le(x,w)dz + 05(x)Ls(x,w)dz

11.2.1 269k

f£ RTE 1, %%
R = W+ SMEUR
= —04(x)L(x,w)dz — 04(x)L(x,w)dz
= —(0a(x) + 05(x)) L(x,w)dz
= —ot(X)L(X, w)dz

Hrpr, o gURFATZ B2 R L.
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11.2.2 EH=

15 111 373 PR TR 2 B LA L GUATIE e A R SRR 5 2 5N A AT N . AESEFRg LB
FATHIEH AL —Ze R LR BRI 2R . AT H IS BN AR T, A=A &
hAE A RARENE G —A R e, HAHTETRERY $ 0. BUE, BATFZIENTAHRKERERMEIL. &
W oou(x) BANHE, WAPHFHACHE o BBITRRATH AMGFE

dL(x,w)

Tocw) = —oydz (11.1)

WERLM 0 7] 2 /ER
In(L,) —In(Lg) = —o¢2
AR X R R A o

AR,

—0tz

XAE A B R-BE e (Beer-Lambert Law ), 485 /= UER ORI R 2 AL B S e BERDC R I 4R
(B SSE BER LUE, XA E BRI EES R (transmittance)

AR AT AR (11.1) B

dL(x,w)
dz

= —0¢(x)L(x,w) (11.2)

ATSAER TR FT h ] BX A5

11.2.3 &SR TER
BHPRGWAHE N B AT
L A—D R B E SRERR RN 1.
2. B HA R
DA R AT A R B AR
B, MTRBAN, BRI IEARA, B, TR x ALy, RS L
T.(x.y) = eIl
XFAERBANAL, B RS E B, AW FFEE AR,
T,(x,y) = b7 o0
R U R A T R A, R
T (x,2) = T, (x,y)1;(y, z)

HERE, 2R x =y 0935, JoigRmEsR s mnmt, T, #afih 1.
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11.3  JosUH

FESEHR AR, AT BRIPIRAEIAT RS MR O B, fEARRT TR, SREGESR
AOATREE LRSS, TEZ RN RN AT Z G2 TR 735, SN TR R+, BIERH
SHECEATREARX R AR R D . XREWRE LT RE XA R A 2 D LB R 0L T il KRS 57
B, I REAR AR AT B E S HUS S, SR EORBEARR Z e A e i Tt Lt , R I
IRFRATH TSR

N T RPEX LR, FATSIA T AR I (Null Scattering) AR . FEAGHU I LARIE
1ET s GIA—FERBTEUN S0, XEFIEABADCLAPIRE, (BAFRIAUSE T A BEEL 52 577
BREAREAE A o AER R, e G A BRI, TSR XA SRR R o, A TR
JeFUCHT . WRRTERHUN , e SRR, WA KA HUN — .

11.3.1 FERK

FMTH Sz LA TR BB (null-scattering coefficient) o, SHERMAM, o HITHIRLEN T
o L3 B A TS 5 2O

BAVFFE L —MEN TN ERANT 00 + 05 BIFEL Omaj, EDHELFNELRRE (majorant) . 3
SCHAE] majorant FEX AN IR — DR PSRN SUBTE R R T 285 1 0 — el gk
WA FERBRE SR B3, majorant FrHEX MEN BT EAA/NFIHC R B, i
EEDPETNRNEIERL 0 = 05 + 00 IIRKIE.

e L, JATA
On (X, W) = Omaj — 0¢(X, W)

oCE L, AT A PAA AR Y i

Omaj — On +0s+ 04

K CIH .

11.3.2 JosloicH g st
HHEX (11.2) Py o, JATEE],

dL(x,w)
dz

X IR RS R Ed By B, AT AS 2

= —(Omaj — on(x,w))(x)L(x,w) (11.3)

To(p,p') = e 7 + / e 7=l (x + tw) Ty (p + tw, p')dt. (11.4)
0

FERE], WRTCRHE RECN 0, 2 (11.4) FERD I & 724l XA 20t & iyt L /R- B A E
AR T YR IR RTF ARG, FATAT AR (11.4) F s — VR B e T 38— el
RS TR S IE TR, SRRV IR IR B X 3 (R A B METFAE R 2 AR UKL B K 51
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11.4 ABUERIFE
REF AT x (OWEEH, K x. WFIIEE L0xw) Wi
L(x.w) = T () (0.0 (BT R A )
+Azwx&WJmMA&MMt (%57 REBI RO S22
# [ Txxio [ o o)Lt (BB N RO
B3 RARBERRE I BIRR R (volumetric rendering equation, VRE) , JUHH £, Wik (Eiaf o
R St RN AL

11.4.1 &5

1£ VRE H, 55—Tii
T (x,%,) L(x,,w)

PIFRAEE AR (transmission term), X/MUE THJEHE A x BMENEEEE. T(x,x.) 2 L3O iEH
MESTR, ERUT x. Bl x ZEE TG

11.4.2 H&XEw
I
/T,.(x,xt)aa(xt)Le(xt,w)dt
0
PFRAE B A LA (emission term) o X —HU2X /B NTRETA B JOLH RIIERSY, FR TS 5N BASM K

JERHE (Feansle. WA ), i 11.1.3 s R, AR BB BB sl 7 T — a5 %,
KT AR DL -

11.4.3 oo
S5 S IUERREACSE R (scattering term), HIFANI RS 5/ AR B M BCHAEAEENE, K0T B 508
T, AT ]
/TH&&WA&WA&MWt
0
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Horr, WRUH B BA TS AT 25 T8 H T4 757 B I WRUH . FATATAZ I BSDF A9, Rk
FAAE— DA RREL fp(w, ") EIFERATR T4 ASTRUS T 1), E%A xo ERERBUCEIZ AR B AT HICH e 25
SEBE, SRR FRA T T AR RUS T SE S H

/ TT(nyt)as / fp(xt7w/aw)Li(Xtvw/)dw/dt
0 S2

R fp W FATHE N I R AR S 4

11.5  HHfL %L

WEAIF) BSDF BAER AR R R A 711, MALeR%L (Phase Function) kA2 HUHERI 4
Ao XEFEEAR I wi AR wo, AALRREL fp(wi, wo) MR MIRURITE A AST T MBIE A x )5
FHITE 20 E 515 ) B TP RIHE AR

RS BI, AH LR ER )2 — 1 (normalized) 1. WEEZWHEF N 1, iX— g5 BSDF Ala]. Wkt

/ r(x,w w)dw' =1
52

TR, XA AT AR O bR BOAS B T AR A — R B e B, B T TES S N i &l i
PR IG U AN 7 ) B ) AR 2 i] BG40
11.5.1 ]l P

TEARZ A ARF RIS, BATEHAFH LR SR wi Ml wo HIBREL fp(wi,wo), BEEH A
HACAEEATH A RIZAAR KA fp(cos0). MTHA 0 —AHHE, MWL T MR E R —14 1D
PR IR X — MM R B B SO R A 2 25 I WP (isotropic) BU% PR (symmetric) £,

Al A A R U2 2 % (veciprocal) ), i 2ii

fp(wi7w0) = fp(wmwi)

PRI, FE 35S 4% 1 [P AR 57 BR B, 38 7 TR AT T AN B A SR HE 5 18], £ B 4 M AR L R B S A S (w, W)
{HS—$EM 2, cosO AREERZNIFREEL, cosf = cos(—6).
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Z 5N & RPERCH  (Isotropic Scattering) 8142 kB i DU J&3 2 MU, FRAT AT AR H2E
2 S BAA i) BRDE . i FABA PR A — AL RORRIE , 45 1) [ PR HA — 1 2 SRR
il

XX ANAH L R RO E BRI SR B2

fp(w w)dw' = 1.
52

ERE], T AL RAEE RARRE LA — N o, HARRRERR o WA
FROLRR R BEAE 2% )[R PRSI R G T AT T A BB Y B, SRR 6 7 1 [ AR U AL
5 T BUR Hh 2% 4% i [ PRI AR AR o7 R RS0 O 1 B R RkTEn ATy 1) ERUMARR 22T, 5 AT 1A
Tk

11.5.2 s PEEcH

& FEPERUAE X, # et (Anisotropic Scattering) 5 A SIHEN o 4% ) SRR
WAL R RO TN T 111K 4D eRBR: ASE7 [ M 7 18R T DA R P A A R aA , PRt i) — S Y
MR AR EOE N

fp(w’ W/) = fp(97 0, 9/7 (b/)
WERFATE L—DEE g,

g= / fp(w' w) cos Bdw’ = 271'/ fp(cos ) cos 0 sin §d
s? 0

Hor,

cosfh = —w-w

W2, g SR BT TATHIAEAL R BRI A B 6 MR MBS 210, Bk, FRATATOUR: g BfRN-F 35
ey Az, BN AR R U LA T AL 7 1 - P I I RE R, X AMELIRA TFRAE 2% g Sk 1
(anisotropic factor), —2&3CHk & HFRIEIEX BRS % (asymmetry parameter) .

I BRfE g
MR B3, FATRT AR AR E5E
o g=0: FIRZmIEMERS .
o g>0: FORBUNEERFTT (AFDERIT) .
o g9 <0 FOREONEEAETT

WX, g A IIBHE Wi TR NIRR AL, Rt 17— AR T U A i S AR
PR BT . BAVRPGRSE R —DFIH T g SRR AR L
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11.5.3 Henyey-Greenstein HI{i %k

RN A i ML R $0it 2 Henyey-Greenstein MIfr%L (DA fRiFR HG %k) . B2 —
MSEACARGI RS, HRSE g iR aide 45 e e 1. Hogan T :
_ 1 1-¢°
Joma(6) = 4T (1 + g% — 2gcosf) 2
HG R —MEREE, EIFAERT AT, MR TEmRMAsny, 5 Blinn-Phong 7E£TH LY
T RARE AL, SR, R DR F5 @ L R 2E g (B ZoAE40L A 52 4 4% ) [) P T 2] 5 4% 1) S P B e )iz 1
o

11.6 KIS *

A CHU BB VR i 1 22- K U (Lorenz-Mie Scattering), J&—FiiBRIERL T (/KT S THIE) Xt
JER AU PP BENE . 24 S A HUN B SO I AR SOERI B AL T Al — e gy, AT REFR 26
PPk T o FEE YRS IE R - K (Gustav Mie) £ 1908 fFEF HIXENE, TR A 20K it
A DARIHEHE -

TEIX IR, FATATRAHE K R 5 i I oK IR —Fh 2 se i 5 AR AL il . Mok
TR/ ML T 8O T ASDEABR A M, KA S S B I J5 b AT N o X AR ok
WIEKAE S K. KRBTSR T, BIARSE . H5ESE, TBRELTRBUCHER IS RCR , XS
WHFRAE T RARBOY (Tyndall Effect).

11.6.1 Lorenz-Mie F{i sRi%L

K B I G R AL Lovenz-Mie MIRLEREL (LA R RIFR LM B80) JE0EA RO . 19
B, T R AEE L HETBRT LMSRERME, oh J  pE vE T Iy BRI TEBR AR R 1 PR
AT 2 DA F AT AL 22

SOERIIREE (hazy atmosphere) RfEZAOSZ AU A GRIRLY) S EU0RE TLERE (5. 3 (haze) TTREM
Ak M KSR . WAENUHDL, GRREAL N R AR . R ETIRET
AT TM BRI

8
fphazc(e) - % <5+ (1+§OSQ> ) .

e LA

WeFEFERAEE (murky atmosphere) fifiid T AN A R CRES, kFeUe IFHHEMEEERE. X
FOEERERGE T, FATAH LM s 80 ey -

1 1+ cos6\*?
fpmurky(o) - E <17+ ( 9 > ) .

VKT R, VERE T DA B el AL
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Bl 11.1: FHIE RPN

srollinson.blogspot.com

Bl 11.2: YesBIEEEIRGT

11.7  EaBIECH *

Fa Rl (Rayleigh Scattering) 2K [ AI—FPRRIR SO0, HAT RIHUR T 245U INBURL I /N R]
WA 32— /NP B IR 2
11.7.1 Rayleigh FH{vi %L
T PR AL B Bt /2 Rayleigh ARAZER%L (DARRIFR R e6l) . HIBRAIF:
Fomayteigh(0) = %(1 +cos? 6),
HEEE,
o HEO=03 0=m B, 1+ cos® 0 RIFIAM . BXRERE HUH AR 10 R ] 2 IR0 i1 o
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o TEO0=73 W, 1+ cos® 0 FRAFR/IME. SRR HUAE O [ B4 55 o

11.7.2  Fa AR es =5
Tt AR 2 A AN AR % B R A, 2 B R U B U R B A R I

OsRayleigh (A, d, 11, p) = p% (Z:;Y
Hrr,
o N BIEHIBK.
o d REHY YNSRI AR .
o 0 RNTHYHE.
o p RSENTHL.
BT A, AT A ARSI AR e
o oy SUERKIIRY BRI XERERME KA KBRS EZ .
o oy SR EARANRIT UL . SXEERERCT R/ INE (b 2 U= A B

o o WEHRTREMIE . X ERE BALAR N AR T8 XU RCR 2 A i -

11.7.3  R7uEMHif

B U RS T A2 A KRS B E ORI AR M AL AR R, X5 RS A R K RSO e
Ko PUF @ —IR LN RRE

PRI o K%

ESGRE], E O BRSO BT R, RERE RO (BN & HBRRKEN
K (BIHNL0YE) B ER. K HAet S TIrA BRI, LEHARTURN, BRI E OB 3]
EERAEEEN . MIEATE MRS, NRERE RN, ROTERIRSRUEE. b O BB it
W2, FrARNIASATT A RER BT, Ht RS By,

7AIEARLP S

R P2y, R BHYE A 27 1 B 2 (R UR A RE R ﬁﬁMT%Lﬁkmm%éﬁE,
DRSS I T ORI . B AR R I, AR (BEEATEE) HarRERU &z oh, Rl
EAHEZ S R URBHUTSEZ ﬁﬁ%%,kﬁk%ﬁ(ﬁ@‘%éﬁﬁ@)ﬁﬁﬁﬁ,H%ﬁ%ﬁﬁ
WA W REE K AR tE i b i, I LR IR AR .

F381, NI IR oL R B HEREE L 4R FE R B AR TR, PRI e S i s o0 T (2 H V&),
N EL A S A RURE BE i
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11.8  RIFABIE G i Fi

AT LA BE R, A LA . BT IR EE R BUE R R B AR 1. B30I
IE&4iid, VRE

L(x,w) = T (x,%.) L(%2, ) (Ve Gy TR )
+43ux&wmmu@wnﬁ (5570 R BB B

+/wﬂWJMHLJM&MMMMkwﬂ@Mt (% 5/ R 2B RS
0 2
BTG X, AN, I, e R E R L

11.8.1 % Hgr i

BATEH BALICFRS SN, Bl (fog). MFXFSENH, WA FRTHUTR LS L
%, HIRATAETE VRE

L(x +w) = WREG + BUH

=T, (x & x.)L(x,,w) + /0 T (x <> x¢)0s(x¢) Ly (x4, w)dt

=T, (x ¢ x.)L(x:,w) + 05 /OZ T5(x <> x¢) Li(x¢, w)dt (H TR R A AR, ATDAKE o $21H)

=e 7 L(x,,w) + US/ e 9 Li(xy, w)dt
0

AR
ART BB BN Li(x,, ) UL A ARG, T ATl 5 DA
L@wpwswu&¢o+%a41t%ﬁ IR, TR L H2th)
= T (s, w) + 0L _;—Sm
—terp (2 Li, L)~ ) (A R 5 lerp 105 )
Wkl

BUNTIUE A A2

/Tr(x,xt)as/ Jp(x¢,w' ,w)Li(x¢, w")dw'dt
0 s2

AR RO, TAIRTL T . DU, AR L ROk EDEIRR LRI, Ut
R

Li(x,0) = T (3, 7(%,0)) L (r(x, ), ~w)
FMTFHATZ A6 NEB B E8E, Hol HE Rk B T EBOIRI MRy O (Single scattering). 7
BRI

L(x,w):/ Tr(x,xt)as(xt)/ fp(xt, ', w) T (%4, Xe ) Le (Xe, '), —w')dw'dt
0 S2
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ERBATEBA B R AT, ZICHICIRA mOCIREOR AT, ARALRR BRI, e IEEOR, &
AITAT A EI—A HURE fR] B4 AT 1 o
o 1 z e—otllxe:xpll
- = —oe|lx.x|
L(x,w) = 47T47TUS/0 e dt
TEBATX BB OL T, AT SR TE AP, (HRAESS I P Al i TR MR T REse M Hbre AT
f XA, NIRRT — W AR L AT R E R BOR

11.8.2 Jegkiri

P E—A, FAEZ T B EUN TR R s, SBE)d TR 2% AR O R, AN
ZiegeAtilt (Ray-Marching) AL, SRAEHLXAS I

XA, Z
L(x,w):/ T (x,%¢)0s(x¢) Ls (X¢, w)dt
0

AT Z U AR S RARAE RT3 HAE
N
L(x,w) ~ ZTT(X, X¢,1)0s(X¢ i) Ls(Xp 5, w) AL
i=1
Hor, At g2 AR (stride) . X FRE—& 0 MARIDLL, TR RRER_EA—E R 22 RKHATR
BRI RAE . FAVBRBOCAAER — P Z MR R 55 o T RAE S R RBER(E, AT 5% O
RAERA T, W 111 fis.

Bl 11.3: R BOESATIE

TR, AT o ASRBEA xes, TEIPE x BB DL T, (x,x,,0) 9. BT
S MARIREL, AT AL T S

T (%, X¢4) = e~ otllxxe il
;

B EATHR ARSI AR, TS T eSA e s — P Z MR o250, AT AT LA
W7 AT I B I, e 11.2 FoR:

To(x,%11) = Tr(x, %p41 )€ Tt G0 AL
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Assume constant extinction
along each segment

Bl 114 s BOEZAT Ik

[ Jo A TR P K ORI e 2 1k

FE LT T RO P B, FATTHLE B U R SRR MR &, 2 — B Bt A YRS, Bl
PLEREICIR b RUBE L. FECSAT iR, B 7l i A, JATETFE S — LMot
TRHEREE) T ERRFERD xo o FEVTIFRURTNNY Li(xe, w) B, X HZLEN

Another ray-marching needed to estimate the
transmittance along the connection ray (in
heterogeneous me: dia)

2

Xt

ST IR O e 2 1l

TESFO B, BT RER, REERZ A SR E BT M, R mReR
MEAERARFART
11.8.3  fiftHZ S AR U

— PSR E AR AU R, SR THE MR TP A B Rl 7 —

o XTEHFMMIT, BATEREGDEAS KRR, HATE S T HERREE.

o XFTAFATHOMTE, FATEM— ARG M Ry U T SR RIE B, 010 p(xe) o 35, Hoh d 2R
RS IEIE xe BB EFRAE IO B S d 8P I7 MU ECA 7 2ORAE AT ATE B IR A4 55 A B RAE 1Y
BOR, W E TR

XFIiERS (decouple) MRS PEHTET :
o FESFRFNN BB IT DA S [ B RAERFNSRNS , SRR R
o BEFRPETHEE AU IO, FENEABAED.
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Ve Equi-angular
sampling

[Kulla and Fajardo 2012]

d : distance to light

o AT AT DATEZ S AORAE U SRt _EHEAT , I TR RSO R A
TEA FRERAEBE T, XA AR — Ot AR B SR RIS A e S 0 S b 2 20 3R B RBARL

11.9 B IEGE:

BERAMES SN TMARIGEES, FATHE EERRF—LOARE: SEEr b, RIE
WIS T PR BHE R . (B2, Sl AR, BERA TR ECH TR AR, H2
[, FATEMIRE SRR LRI SRS

e VRE . HZOEHHIEUN U ZM 0 2 2 (4 dt B8, Rk, RATRTPAKE VRE fiifbat

L(x,w) = /OZ T (x,%¢)[0a(Xt) Le (Xt w) 4+ 05 (x¢) Ls (Xt, w)]dt + Tr(x, %) L(X,, w)

11.9.1 ¥R RFETTL
AT B FH S RV A (B
T’r’ (X7 Xt)
p(t)
WE, Bt op(t) 2R A E A, M P(z) 28l 2 fmsE.

<L(X7 w)> =

[0a(xt)Le(x¢,w) + 05(x¢) Ls (%4, w)] +

X L (%, w) WHEATERE RSB, BATHT AR,

_ Tr (X; Xt)
(Leew)) = =705

Hr, plw) B w BEEE.

fplw, wi)L(xy, w;) T-(x,%;)
p(w;) P(z)

Oa(X¢)Le(X¢,w) + 05(x¢)

JPA, AFATRAIRAE L, —SCEEORFRA A REILAS B, OBUEZIE R B A L AT ] DAL
BN 7 ) e AR -

o REELHIE T —YOLL SR ERIEE .
o REAEBIN MTRUN T 10 8O AER LRI w; .o

AT R AT MR Z BT AR B P AT — R, X BRI T —UORKE, AR5 M T2 i
Rffo AE 1111 BV IHE R SC B, FRATHRIHEX LHLH A -
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b

<

11.9.2 AR

Horp—FioRFEB AR SRS BERR(E (I AR AE (Free-path Sampling) . 7ERE H HMEFFRFEZ AT, T
JoB T N AT 2 R AL R KL
RAERIL PR

HARE PR AT AROA N2 R e b 5 BSDE [RIMIAIROAFEAE, L, 5  hf ZORFPEAI AL sR A TR - X
TR E FEPER AR, RAEA LR KT DA 3] B39 S BRIDRFESE . %FT Henyey-Greenstein A7 pR %L,
FATRTLAGE I Z BT SR B 15, AP RAEE AR . WdrE [0,1] EYSPREEM AL R 6.6, K
fITAT PATS- 2

I TR T TR PATE ORI RE , RS RIS B sh 3 IO 75 BERAR AR R B Ao o 22 B A
PERR BT, FATERFIMAL R A B 2 B T AR AL, FAR L R KA B T ARV —A
AR LR, PIBE, FATRT DA EERAR O pR B B A AR AR ek
[ R A RS FT H s R

AT A H H AR R

w3 (HHERRE) & x BAmBEKE (805 A €4788)  (free-path length/free-flight distance)
TR R MIZ R 2B R — U SR A A miA T2 B

I AR RAE F 22 REDCLAES SN AR A e K . AERHDCAAERUN N T 3% i, Bl
P E S SAEB SN T — B S s i nT AT IR R B o A 11.3 of, JRATY 4 T ISR - FERABY
LB, HATER RS R T —YOLL SRS F AN ¢, HIRNTREER 7310 B% 2 g
% SEATHBUMEIE L -

FATE ST EORFERZIER R T RB TR, B4

Tp(t) = e” 7!
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e D REERE. FATR] DA FE R T RRAEIX A e B AP TR -
o ARBENLEL € € [0,1].
o PATRFEHE t = 1ﬂ<;j€> .
« 5 PDF p(t) = opajeomeit

TEME X AR R, X PDF

p(t) ::gnmje—gmwt

HLEAERS ¢ € [0,00) BHSRAETUN, FBCEARAESTEATRBBELORBE ¢ > 2 HOSL, ol = SRS
B U B S BT, BT RRAIAT, (LSERR E% ISR T A 45 (11.4) % 51

/ e mile, (x + tw) T, (p + tw, p’)dt :/ e~ Omaity (x+tw)Tr(p+tw,p’)dt+/ 0dt.
0 0 z

WERFAT A A DA AT S RIS A E, FRATATAR 2 ¢ RE T A @b — MR T 58, B
PAFRATITG M ¢ > 2 i, gt PAR GBI 7 X, RATRAEE] T B AR BRI SRR i%
i {H-

7an(x+tw) T (x + tw If ¢
o p- Y <z
To(x,y) v e—omrt 4 omm ) (11.5)
0 Otherwise.

11.10 Delta B3
ESC R BN A R S AR SRAE Y

11.11 Y544 mdasi s *
11.11.1 Medium 3R

// medium.h
class Medium {
public:
virtual ~Medium() = default;
virtual float Tr(const Ray3f &ray, Sampler &sampler) const = 0;
virtual float sample(const Ray3f &ray, Sampler &sampler, MediumInteraction &mi) const = 0;
virtual float density(const Vec3f &p) const = 0;

std::shared_ptr<PhaseFunction> phase;

11.11.2 PhaseFunction

// medium.h

class PhaseFunction {

3 public:

virtual ~PhaseFunction() = default;

virtual float p(const Vec3f &wo, const Vec3f &wi) const = 0;
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g

virtual float sample(const Vec3f &wo, Vec3f &wi, const Vec2f &sample) const = 0;

// medium.h

class HenyeyGreenstein : public PhaseFunction {
3 public:
HenyeyGreenstein(const json &j = json::object());

2

float p(const Vec3f &wo, const Vec3f &wi) const override;

float sample(const Vec3f &wo, Vec3f &wi, const Vec2f &sample) const override;

private:

iE

float g = 0;

11.11.3 MediumInterface £i}fA "5 MediumInteraction ZLffA

// medium.h

struct MediumInteraction {

iz

Vec3f p;
Vec3f wo;

const Medium *medium = nullptr;

MediumInteraction () {};
MediumInteraction(const Vec3f &p, const Vec3f &wo, const Medium *medium) : p(p), wo(wo),
medium (medium) {};

bool isValid() { return medium !'= nullptr; };

// medium.h

struct MediumInterface {

MediumInterface() : inside(nullptr), outside(nullptr) {}

MediumInterface (const std::shared_ptr<const Medium> medium) : inside(medium), outside(medium)

{2
MediumInterface(const std::shared_ptr<const Medium> inside, const std::shared_ptr<const
Medium> outside)
inside(inside), outside(outside) {}
bool isMediumTransition() const { return inside != outside; }

std::shared_ptr<const Medium> getMedium(const Ray3f &ray, const HitInfo &hit) const;

std::shared_ptr<const Medium> inside = nullptr;

std::shared_ptr<const Medium> outside = nullptr;

11.12 SZRHABUEGHAY Integrator 8 *

11.12.1 VolPathTracerUni
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// integrator.h
class VolpathTracerUni : public Integrator {
public:
VolpathTracerUni (const json &j = json::object());

Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

Color3f recursiveColor(const Scene &scene, Sampler &sampler, const Ray3f &ray, int depth)

const;

int m_maxBounces = 64;

i

// integrator.cpp

Color3f VolpathTracerUni::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {
Color3f throughput (1.0f);
Color3f result(0.0f);
Ray3f currentRay = ray;

std::shared_ptr<const Medium> currentMedium = ray.medium;

int depth = 0;

while (depth <= m_maxBounces) {
HitInfo hit;
if (!scene.intersect (currentRay, hit)) {
result += throughput * scene.background(currentRay) ;

break;

// limit the maxt of the ray

currentRay.maxt = length(hit.p - currentRay.o) / length(currentRay.d) + Epsilon;

// check if it hits the medium boundary

if (hit.mat == nullptr && hit.mi != nullptr && hit.mi -> isMediumTransition()) {
currentMedium = hit.mi -> getMedium(currentRay, hit);
currentRay.medium = currentMedium;

¥

MediumInteraction mij;

if (currentRay.medium != nullptr) {

throughput *= currentMedium -> sample(currentRay, sampler, mi);

if (mi.isValid()) {

currentRay.maxt = length(mi.p - currentRay.o) / length(currentRay.d) + Epsilon;

result += throughput * TrL(scene, sampler, currentRay);

Vec3f wo = -currentRay.d;

Vec3f wi;

float volpdf = currentMedium -> phase -> sample(wo, wi, sampler.next2D());
if (volpdf == 0.f) break;

currentRay = Ray3f(mi.p, wi).withMedium(currentMedium) ;

} else {
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11 ScatterRecord srec;

13 Color3f emitted = hit.mat -> emitted(currentRay, hit);

16 Vec2f sample = sampler.next2D();

48 if (thit.mat -> sample(currentRay.d, hit, sample, srec)) {
19 result += throughput * emitted;

50 break;

53 if (srec.isSpecular) {
54 result += throughput * emitted;

55 throughput *= srec.attenuation;

56 }

58 float pdf = hit.mat -> pdf(currentRay.d, srec.scattered, hit);

59 if(pdf == 0.f) {

60 result += throughput * emitted;

61 break;

62 }

64 Color3f eval = hit.mat -> eval(currentRay.d, srec.scattered, hit);

result += throughput * emitted;
66 throughput *= eval / pdf;

68 currentRay = Ray3f (hit.p, srec.scattered).withMedium(currentMedium);

2 float lum = luminance(throughput) ;
73 float 9@ = 1 - lum;

74 if (depth > 0 && lum < 0.01f){

75 float xi = sampler.next1D();
76 if(xi < q) {

7 break;

78 ¥

79 throughput /= (1-q);
80 }

82 depth++;

85 return result;

11.12.2 VolPathTracerMIS 3R

1 // integrator.h
2 class VolpathTracerNEE : public Integrator {
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public:
4 VolpathTracerNEE (const json &j = json::object());

6 Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

8 Color3f recursiveColor (const Scene &scene, Sampler &sampler, const Ray3f &ray, int depth,

9 float misWeight) const;

11 int m_maxBounces = 64;
12 float m_power = 2.f;

13 };

1 // medium.cpp

2 Color3f TrL(const Scene &scene, Sampler &sampler, const Ray3f &ray_) {
3 Ray3f ray = ray_.normalizeRay();

4 float Tr = 1.0f;

5 shared_ptr<const Medium> currentMedium = ray.medium;

7 while(true) {
8 HitInfo hit;
9 if (scene.intersect(ray, hit)) {

10 ray.maxt = length(hit.p - ray.o) / length(ray.d) + Epsilon;

12 if (hit.mat != nullptr) {
13 // hit a light, accumulate the light;

14 Color3f emission = hit.mat->emitted(ray, hit);

15 return Tr * emission;

16 }

17

18 } else {

19 return Tr * scene.background(ray);

20 }

21

22 if (currentMedium != nullptr) {

23 Tr *= currentMedium -> Tr(ray, sampler);

24 }

26 if (hit.mi != nullptr && hit.mi->isMediumTransition()) {
27 ray.medium = hit.mi -> getMedium(ray, hit);
28 currentMedium = ray.medium;

29

30 }

32 if (Tr < Epsilon) break;

34 ray.o = hit.p;

35 ray.maxt = INFINITY;

38 return Color3f (0.f);

10

11 // integrator.cpp
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> Color3f VolpathTracerNEE::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {

Color3f throughput(1.0f);
Color3f result(0.0f);

Ray3f currentRay = ray;

float misWeight = 1.0f;
int depth = 0;

while (depth <= m_maxBounces) {
HitInfo hit;
// Intersecting with the scene
if (!scene.intersect(currentRay, hit)) {
result += throughput * scene.background (currentRay);

break;

currentRay.maxt = length(hit.p - currentRay.o) / length(currentRay.d) + Epsilon;

if (hit.mat == nullptr && hit.mi != nullptr && hit.mi -> isMediumTransition()) {
currentRay.medium = hit.mi -> getMedium(currentRay, hit);

} if(hit.mat == nullptr && hit.mi == nullptr) {
currentRay.medium = nullptr;

continue;

Color3f emitted(0.0f);
if (hit.mat != nullptr)
emitted = misWeight * throughput * hit.mat -> emitted(currentRay, hit);

result += emitted;

MediumInteraction mi;
if (currentRay.medium !'= nullptr) {

throughput *= currentRay.medium -> sample(currentRay, sampler, mi);

}

if (mi.isValid() && currentRay.medium != nullptr) {
Vec3f wi;
float pdfMatl = currentRay.medium -> phase -> sample(mi.wo, wi, sampler.next2D());
if (pdfMatl == 0.f) break;

float pdfMat2 = scene.emitters().pdf(mi.p, wi);

Vec3f scatterDirLight = scene.emitters().sample(mi.p, sampler.next2D());
Ray3f scatteredLight = Ray3f(mi.p, scatterDirLight);

HitInfo lightHit1;

float pdfLightl = scene.emitters().pdf(mi.p, normalize(scatterDirLight));

float Tr = currentRay.medium -> Tr(scatteredLight, sampler);

if (pdfLightl > 0.£) {
float pdfLight2 = mi.medium -> phase -> p(mi.wo, normalize(scatteredLight.d));
float misWeightLight = powerHeuristic(pdfLightl, pdfLight2, m_power);
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94 float eval = mi.medium -> phase -> p(mi.wo, normalize(scatteredLight.d));

96 if (!scene.intersect (scatteredLight, lightHit1)) {

97 result += throughput * scene.background(scatteredLight);

o8 }

09 else {

100 result += eval * misWeight * throughput * misWeightLight
101 * TrL(scene, sampler, scatteredLight)/ pdfLightl;

102 }

104 misWeight = powerHeuristic(pdfMatl, pdfMat2, m_power);

106 result += throughput * misWeight * eval * Tr / pdfMatl;

109 currentRay = Ray3f(mi.p, wi);

111 } else {

112 ScatterRecord srec;

113 if (hit.mat != nullptr) {

114 if ('hit.mat->sample(currentRay.d, hit, sampler.next2D(), srec)) {

115 break;

11¢ }

117

118 Vec3f scatterDirLight = scene.emitters().sample(hit.p, sampler.next2D());

119 Ray3f scatteredLight(hit.p, scatterDirLight);
120 HitInfo lightHit2;
121 float pdfLightl = scene.emitters().pdf(hit.p, normalize(scatterDirLight));

123 if (pdfLight1l > 0.f) {

124 float pdfLight2 = hit.mat ->

125 pdf (currentRay.d, normalize(scatteredLight.d), hit);

126 float misWeightLight = powerHeuristic(pdfLightl, pdfLight2, m_power);
127 Color3f evallLight = hit.mat ->

128 eval (currentRay.d, normalize(scatteredLight.d), hit);

129 if (!scene.intersect(scatteredLight, lightHit2))

130 result += throughput * scene.background(scatteredLight);

131 else {

132 result += misWeight * throughput * misWeightLight * evalLight

133 * lightHit2.mat -> emitted(scatteredLight, lightHit2) / pdfLightl;

138 if (srec.isSpecular) {

139 misWeight = 1.0f;

140 throughput *= srec.attenuation;
141 } else {

143 Vec3f scatterDirMat = srec.scattered;

144 Ray3f scatteredMat(hit.p, scatterDirMat);
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float pdfMatl = hit.mat->pdf(currentRay.d, normalize(scatteredMat.d), hit);

Color3f evalMat (1
if (pdfMatl > 0.f)
evalMat = hit
throughput x*=
} else {

break;

.0f);

{

.mat -> eval(currentRay.d, normalize(scatteredMat.d), hit);
evalMat / pdfMatil;

float pdfMat2 = scene.emitters().pdf(hit.p, normalize(scatteredMat.d));

misWeight = powerHeuristic(pdfMatl, pdfMat2, m_power);

currentRay = Ray3f (hit.p,

srec.scattered) ;

float lum = luminance(throughput);

float q

if (depth >

=1 - lum;

0 && lum < 0.01f){

float xi = sampler.nextiD();
if(xi < @) {

}

break;

throughput /= (1-q);

depth++;

return result;
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Chapter 12
X ] B A e

TEf Tl AR B ERAC B — S O IR S, AT MBS AFAERCRAR T R A, S E i
ATREST R BRIE Y DI, TERRIK (caustic) IS, I AR B AR 56 T REARAS TR AL 2L

A 12.1: RIS

TE/NLG I, gt s B, IERrsE T ae 2 ST il ReEs AR i —EB . ERRATER2FE
H), FE— SRR LR FRATKE O R B S H BB %% . T 52, Lafortune F1 Willems (1993) 5
Veach Fil Guibas (1994) 43873 ) 7 M %4k gy: (bidirectional pathtracing, BDPT) 7. HAZOE
MAET A MOCE R LR, FHTIRGIZ LM G, RIS H 31X 2652 o't BUSCR 1 IE
B BRI T R e, (HRAERZE N W MR SE R R R, R TR s
BN RO R AR A E RSO .

12.1 EBsig

e, BAIFFE—MEER RS0 ORI . EHRA G, —Fh AR M Heckbert Y
TR, HRPCB AR IR e S R R A R, AR RIS R 4L 6

!Ling-qi Yan #4441 GAMES101 frifisd Sl — Sy b SCiise. fEiekbs LA 2L 4ol e B Wi R Uik (fidm
KT BEREFHA G ST WA ERDe T S RE, 5 B0 FRANE X GEEARR.

173



Physically Based Rendering Lingheng Tony Tao (Fg4~{H)

Page 174 of 261

12.1.1 Heckbert itk
& Heckbert f70 2, A7 PATF JLRHF/F1T A
o Lt —FiGi.
. E: AR,
o St —FhEEHIS .
o D: —Fhig S
B, —HRMIGIE & B AR SE AR AR LE.

Light source

LE

E II"I
4
\

Image

plane

Diffuse

—AMOCIR K, i P E SR RS RS, AR B AR AT AREE RN LDE.

LDE

m
D3
o3
& L=

o
&
=X
Es
z
o
g
3
[

Diffuse

— MG A, BRI L S BRI, PR BRI N T Rt P8 SR T, 5 RO

NIREE AT PARE SN LSSDE.

Light source

Diffuse

12.1.2 B ENRE X
FATH] A — IR W2k it — 4 ik A~ G 75 2K
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o kT FEMEIACE AT REAAE— D ECEZ R b AL
o k* ARMPIACE A RETFAEF N EE LB b I AL
o kT ELRIOLE AT BRAAAE D EEA b IR

o (klh): AEHIALE T REAFAE—A b 2Kk h 2897

AEFIE NS, SRR AR L(D|S)E, BS54 LDIS)(DIS) E,
AR S £ BOR S BE T DA RRSA Y LS+ DE.

12.2 BB i) &

ISR PB B S RIFIOIEY, VAVERERBRE R 5e A, BRAS B, 1
&, EBAEER S

o MCHGHEIRIE, T34 0, AR TR0 TR AR

o BT FIAL, TIVRMEAL R, (6400 E 5 2 TEY AL I O .

o HCRIKT . WA RIS RS PR R, (S AR AR5
RO BRI SRR 2 (R RS, TR IEAT S A 10 AT — ST

LNGHEE & oy e e

$ei (caustic) BIRAERYRICA LA (BIAESE. KSR BER) KA, RIEHEN—
AN R A KIS, Ktk LSTDE. X R K A IR E oG RE g
HHY,

IR, WEAL G BRASIE BX B T RAEZ B

Random sampling of
hemisphere will rarely hit
the light source

W

2R N, FRATTMIGER & R — SR B IR R B A LA B IR X . FEFRATTRAE £
Bugterh, WREEATEAZDEI. mH, EEIRZOCIRIATES 9 B iheid i mOEIRE0E RO
JEIR, AR EENTRIRAN R 0, PIEEENURFERF AT A 2 RS — 22 SO IR R Bt e . EALBX /N
BUOLURNS, SRS RISERA SR IOMI, (H2 R tHAREF RERGE0E R, BRI, HEEl
GALMSICIRER AR, MR 7oL 2 #RITE QAR

N T RIS, HANFIAERREES.
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12.3  FEME B B SZ

12.3.1 HWEX

BIHACA L, BAIC LR 2R R ERR G 458 GED M, VA x AT we FPHY A B 4
GEsE B, EY O RRR R RAE R x ARG R A 1, FEIRT A Xx M2 BT s T E LY
RFE KA Lo TIARGT S BER ki, BIPTHf  [IAREAE A x H? b SCRYRREL Lo :

Lo(x,w,) = Le(x,w,) —|—/ fr(x,wi,we) Li(x,w;) cos 8;dw;.
'HQ

1M 45 B SRR A A R i TR R VSRR R P R — MR E IR R J AT OBRE” . 1EIXHL, BPMERME
R, OLRE” Bk b, TR AR AN AR g i el X 2 OERE” A k. AT AU,
I; :/ W (x,w)L;(x,w) cos Odwdx. (12.1)
Hofy WoRAERR AR x bR BARE AR B w J5 W AR5 B —Fhem B8 (response) , XA
{EBARAEW BB (response function) , E—SESCHRAF, 1 b pR B L BAR AT J) BB (potential function)
SRR (importance). 7 (12.1) tBFH RSB (Importance Equation).
AT SE G R

W(x,wo) = We(x,w,) + fr(x, wi, wo )W (x,w;) cos Odw, (12.2)
H2

(EA— AR, BRI ) SRR R T R A S o FRATRT PAIE L — AN IE SR e B R Ees Bl o fBis
AR, 0 F g WRSRM @ T E RGP ARATIL, A8 W (i) iz Rmx mgrEed: (EG
RIIPCL R AR . FHRBCKIE J 2 A LR, IF HRM @ 2ROCSONEIRE j, B4, bR j
W, R0 RAEHEINE S, L, SRR @ F R 5o, EEVEAINKIN O R
12.3.2  WBE SR SEEER DX5]

XPIE BRAERELMIEA, B2, XMt o,

o ARATSERE A L.

o BRI AL R T L T ECR
(IR AT E=i

o FEE CRATET REEE (AR MIPL. FRATEEE) -

o TR A Ay P RS X R B TR A S P A I L

12.3.3  Faftsole 5o Lk ik
AFAR (12.1), BOVTFHRBEATA TN . B, IS B A R 2 I AR -

I; = / We(x,w)L;(x,w) cos fdwdx

- /A N /,4 Wo(%,¥)G/(x, ¥) Loy, X)dydx



Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 177 of 261

TEXH, x FORBR IR B, JATRIERR x Bl y Bpeisie. b, G(x,x) 2 x 2] y BJLMII,
Lo(y,x) ZrM y 2 x B SHRITEE. To, FNZulRIT Lo, HHBEBEEICH.

I=..
=/ / We(x,y)G(x,5)f(y,2,x)G(y,2) L (z,y)dzdydx
Afilm Y A J Alight
AT AR
I=..
- / / W, (%, ¥)G(x,y) f(y,2,X)G(y, 2) L (2, y)dxdydz
Alight /A J Afim
BT G() A f(y, ) BRXFREE, FRATATLARH: x A1 y BB
I =

=
_ /A /A W y)G(2) (3 %,2)C s,y e,y xly

_ / / W, (y,2)G(2,y)Le (2, y)dydz
Alight 4 A

Ij:/ /WO( ,Z
Alight 4 A

Y, 2)
/A“gm /7-12 Wi(z,w)
(x,w

I; = W.
Afiim < H?

:/ Wi(z,w)Le(2z,w) cos Odwdz
Alight Y H?

Helml RABAR AR

(2,¥)Le(2, y)dydz
L.(z,w) cos fdwdz

G
ZUb, FATHEATAS ARy R AR
)

L;(x,w) cos fdwdx

TERXAEEN A, H— e AR ss 2 R ROTMBER I A, RREHOCIRIR N2 M5
TR R BA TR b 3R AOGIRIE K, SRS AR IR A 2

12.4 JEiBEs
itk (Light Tracing) ML EEURAOEIEA S Z AMIETE, BEE 2T REIEANR. £
BRI ERARIBE: () 9otiBE: () MRKAEanE 12.2 frs.

12.4.1 w5

ER O BEERT S POLRRIN RSN (steady-state distribution ), FEME T FEFRIR F N G AT
gk, Ml iR (measurement function) WIHFIPALA R AR EEME, I PARIE S S RIE
KFE, PREERICR . REGHNEA T m R E SRR R

Ij://We(X07Xl)G(X07xl)LO(XhXO)Xmde
Ala
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Bl 12.2: pfribls (%) Sotides Ch) KXl

e, FRATRT RAKFHATR 23 1A TN B 126 R I

Ij:/ / We(x0,x1)G (X0, X1) Lo(X1, X0)dx1dxg
AJA
:/ / We(x0,%1)G(%x0,%1)Le(X1,%0) (BNIE)
AJA
[ xuxax0) Gl xa) Lo e, 31 i (P L)
A

FAMTH] PATE— 220526 IR A3 G ITT K L FRORTT,

b= [ [ WGl Ll xo) (BHTE)
AJA

4 /A F(x1, X0,%0) G(x1, %2) Lo (2, %1 oy dxo (R L)

_ /A /A W, (x0, 1) G (0, x1) Le (1, X0) (BITE)

+ /A F (1, X2 %0) G0, X2) Lo (3, 1) (B IHTK E)

'+t[;f(X27X37Xl)GKX2,Xs)Lo(X37X2)dX3dX2dX1 (MR L)

NI PATCGF RAFF XA T ARG IT T &, JANTn] AR ANy 5o — i H K

L=E+KL=E+KE+K?E+K3E + ...

Hop, B AR R EEEANRK LG, KME R n RFGEIEA IR AEC I .
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12.4.2 il R By X

FrE TR S B, AT AR E—/ NIRRT, R REIA, wZ&, RIS
NHIEER

I, = (WA RER) /A /A W, (X0, %1)G (X0, X1 ) Lo (X1 X0 )dx1d%o
— (%3e) / /A W (0, x1)G (o0, x1) Le (X1, Xo)
+(EBER) / / /A W (0, 1) Lo (X, 1) G (X0, %1) £ (X1, Xa, %0) G (1, X2) dxadx1dxo + ...

k—1

+ ((k — 2) WA ) / /A W, (0, 1) Lo (3, X11)G 0, %1) [ £ %51, %5-1) G Xj1) oo + .

Jj=1
EH AT E L.
S (BREs) Il b LB s S g AR (path space) BHcHE Py, HiE CH
Pr = {X = X0...Xp; X0...X; € A} (12.3)

EX (BEAEE) —FOLLBR < B2 (throughput) & XH
k—1
T(xx) = Gxo, 1) [ [ (%, %j11,%1)G (%, %;41) (12.4)
j=1
BTN E XL, FATHERT AR & R A =R b ik
I = (WAL / / W (30, %1) G (0, %1) Lo (31, X0 )dx1 dxo
AJA

= (JIGon) We(x0,%1)Le(x1,%0)T(xX1)dx1
P1

+(EERR) /P W (%0, x1) Le (x2, 1T (%2)dxs + ...

+ ((k — 2) Wi Ta) B I8 We(x0,%1) Le(Xp, Xi—1) T (X3 )dxp + ...

Pk
L, IR E X
P=JP
k=1

HEsERE N, BT R B 250, 5 AR R B 23 2CRT PAE— 22 i

I; =_/ We(x0,%1) Le (Xk, Xp—1) T (X)dx
P

12.4.3 PRiAHTE
PAKEE R k=3 B A0, Bl x = (x0, X1, X2, X3) = X0X1X2X3.
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vy

X0

X3

Bl NEE it itibes

R REARN AR, JUPRA T AT LS MR . MAIRAETF IR RAE, Hfe x KA AR AT

p(%) = p(x0)p(x1]%0)p(X2[x0%x1)p(x3|x0X1X2)

1i NEE 03t

BEATMAT T Z )5, BARERAE xs RN FR AR, &R B ERAEREI AR

p(X3) T
X0 X3
p(X) = p(x0)p(x1]x0)p(x2[x0X1)p(X3)
POEEN, YIRAE x2 4b5] A NEE BYIHE, FoATE A EIR LoRFE T — A H TS xs. X RAIEAS

HMALT xo0,x1 15 xo WINLE. TERE, PUMRFRRAEAMBIT B2 BRI E R, X EARAT DA EAE A
FIA NEE, $ERDEHAERRIERCR . 5IA NEE JE s s Bun A LA T2k, B2 —1h
2H) PDF, AT LA S R i SR R AT

eSSk throughput —iBREIREs 28 2. T ShaST R h g A Ay, XA Bk 210
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Bt NEE Bty
HHASBELFBA ARG, UK RN ai AR e AL TSR .

vy

X0

Y%A NEE FGiEE:, FATE T DAMRZAHE B BT x iR
P(X) = p(x3)p(x2|x3)p(X1[x3%2)p(X0 |X3%2X1)

41 NEE KpEigis

54 NEE MsABEiel, AADGBER RS IEANRY S, FNIXTOEBEM T, T30
T AR R R AN IR A A

W

X3

P(X) = p(x3)p(x2(|x3)p(x1[x3%2)p(X0)

UFRATLE x1 4051 A NEE (MG, Fefr | B AMRAL RAE— DI xo. A HMEAR St T HE =
AT MGLE, B, A xo MBS IR T .
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12.5 R PEREREERLE

Mk BIFUR, FAPRESE M DA R R A, MR IIC S L(x — w) SRR x T H
1] w & ARG, T L(x + w) $8HEMTT1 w B x BRRSERE . XTEEE W BRI,

12.5.1 Dl

TELR IR E R E L BBCA —MEA S, B G R S A ), SRR S
MR AT @(S). BMAERAIAMBEER Le IR, MH2HIETTHAE X (x,w) X1 @(S) "
ARSI . SEHERfHBEE, ARV RS L(x - w) BOCE T (x,w) b OBRMBuiR—
SIEROI AR s EROEIR) . IF HAREA A D IRAE, IRAGRE ©(S) 2HZKR? A
THAF ©(5), HAVFHEL L(x — w) 2 MEE, ZEMGAA KT S B (x,w) EENE W(x + w).

TR AT W B ERE R, EEEREANZS Lix - w) A X, FEMERDEHET LR
Sl A2 b T X T AGRS 52 BRDE L MAZ (R E MR A W (x « w) (U T35
BT AR A SR ) S P . FRATTAT A PAT R AN TSRS TR W (x = w) i3

o BH T WME (x,w) € S, WA Lix — w) FFEETIERE O(5). XWPIRIEELES S 1A S EEE
(self-importance), FHHICIE We(x + w),
1 R (x,w) €S

We(x ¢ w) =
{0 WR(x,w) ¢ S

o BI—AREARAT B 0T AR FATMALIH IEFTA RIRIETTR, PO THE L(x — w) M—&50
M ISAER LRI — IR RO @(S) Ml vk FATHIE, Lix — w) SUTEELS R TR
KA p=r(x,w), KIGTEZSIATRS, 4% BRDF #iE ke . TAE p &G0 T215k
W BT TT I, A5 T 2 A ST S — Ao R S Se B Rk BT A 7 T R SRR Y, 3]
Maf W —o.

WA EPIATR R TTER, AT A A w i x B S

W(x ¢ w) =We(x ¢ w)+ fr(p,ws, w)W (p  w;) cos Odw;. (12.5)
H?2

12.5.2 A STE S
Ly S0, SEIMER AT w R x I, RS B x 81 w AR . T L,
B SR S BE T e R,

L(x = w,) = Le(x = w,) + fr(x,wi, wo) L(x + w;) cos Odw; (12.6)
HQ
Hugse BAR R (12.3), EDASMEENE (incident importance) RBIAITEN. Hitt, FATAIAE—L5IA
AT ENE (exitant importance) , IR AT H B 583

W(x—w)=W(rx,w) « —w).

312.5 PAJ 12.6 TN KES % E Philip Dutre 25 A\ T4 14045 — ik Advanced Global Illumination, HH[H—%8 Py 28I A
LT KIS BEEF S0
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Hop, WB—F, r(x,w) S8 (raycasting function), EREATE T w, M x ZH—RHEL, &
Il e a W B R 9 oh, FESR R, AT S SR T AR R AR R

L(x + w)=L(r(x,w) - —w).

B, ARG B B S P B R PR Bt — P e B S b R, AT AR R
FARLATH

W(x—w)=We(x = w)+ fr(x, wi, w)W(x <= w;) cos Odw;. (12.7)
H2

AT Hibe KT AE (12.2).

PR, FERMEAY H SRR ORIV S i B )t AR R A S AR BRI R AR A4 A
RE LA, S A e 2 BRI B G BRGSO ReE o  E I A M BRI H 22 E
KO HIRERERAL LG T WA B R, AR A BRI e e B AR L, A
SOY R SEPERS I A0 Je H SRR S Se R  TOT A E E R ) A SR R S E

R, LAEARER We(x - w), BHLZa F A ERM, SREWEL, Sk a5 AL
SrsefE—fk. FATATAEE G A0S (BIAIR) FRIZRBEARIX A M. NIRAGRETE S St i %
TV, (AT EI TN E X S WGa . JEmF, B S S Sl i AR A XA B
NHIR 4 2

12.5.3 jlis

JelR s rhME SR ADEREIYIE, AT SR S I R A R T A R 2% B iR 4 e
— A RHIT EELT S, 8RR DAL AR B 7 AR5

B(S) = /A /H Lol @)W (x ¢ ) cos Beudx (12.8)
= / / Le(x + w)W(x — w) cos fdwdx (12.9)
A JH?
= / / L(x = w)We(x + w) cos Odwdx (12.10)
A JH?
= / / L(x + w)W,(x — w) cos Odwdx (12.11)
A JH?

AT AR R A LA s, BFUATEAR 0L (R THEIE L) BATTE, Le S80E 3O 0, i
M B R AR, AT TR AT AR B —FhoR i 42 R e IR A

BUAEBATA PR R R Al 42 JR e IR G R T

o RAF S Lty EAedehdadt . IR (FARR SRR Sete ARt B Rt . XA
BT, FAIMNES S ik, bR E IR RTE . X AR N ph A2 18 B

o RFFEARRA S 0y Rtk A SBHHCRFE MR RS R AR, RATAOCII %, @ik
HECs AR E S Hidk. XFhE TR E g8,
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12.5.4  ZelEfEms 1

eSS 1 (linear transport operators) HJ LA iyt HiLAh i 45 S 2RI 2 B A4 i A A AR 3 D7
Feo Sk, JEPTTRRR SRR A B n AU E— T, HoR— MR R 2R R [ AR S 7
AR 2 ) — D T SRS BB 5 — D0 . TR — AN A B SR AR 5% b e e
JEMERIRR K. AT T s SX iz e :
TL(x = w,) = fr(x,wi,we) L(r(x,w,) = —w;) cos Bdw; (12.12)
HQ
PR TL WR—AE XAE Ax H? FREEG BT, FATAT AR e E Y R S 1
Lx—w)=L(x—w)+TLx— w).

IR 730, FATHR AT AGE ATk R A ST 2 Wi it AR, AT Q R E MM
{2 T
OW (x + w,) = Fr(r(x, wo), wiy —we) W (r(x, w,) < w;) cos Odw; (12.13)
H2

XSRS, FRATT AT AT B R S M R S A
W(x <+ w) = We(x + w) + QW (x + w).

mT Li f1W,, L, fl W; 4y il BAMEAL o, B, RA1T— A AL 4 5 2 T AR Rk =
A BREE A e B RN R M A

Lo = (Le)o+TLo Wi = (Wi)e + QW;

L; = (Le)i + QL; W, = (WO)e +TW,

Hr, (Le)o 72 ARG PRI, (Le)i 2 HRICASTRM L (We)o 72 ARG EENE, (We): 2
H RIS Z

12.5.5 PR T

B, WETETAE R SO A x H2 b5 UWEREESII R, FRATATASEE S SR F ORISR G 1
WA (inner product):
(F.G) = / FG cos Odwdx
A JH?

ke, FATERT LA AR T SR E AR (12.8)~(12.11),

Tk, BeE b, WEARMWAXEFE RS V M TERNE T O i Oy X T @ LR AN L F
MG BN (F,G) 2
VE,G € V,(O:F,G) = (F,0,G)
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WFREMIE PRS- (adjoint operators) . FEXFMFIL T, FATHLATLAK O HiE OF.

AN E S, FRATATDAIERIFE 12.5.4 4R B0 T f1 Q SEEMAERE T, 52, Q=T", &k, &
ke

Wz ( i)e+T*Wz
Lz ( e)i+T*Li

KR, FRAT T DASRE (8 Hh S S S AN A o By il ik, il ad PRV MR A% i A A B M AT
H .

O(5) = (Lo, (We)i)
= (Lo, Wi = T"W3)
= (Lo, Wi) = (Lo, T"W3)
= (Lo, Wi) = (T'Lo, Wi)
= (Lo — TLo, Wi)
= ((Le)i, Wo)

ik, FATITEA A EF E SR 2R B g .
L ®(S) = (Lo, (We)i) © Lo = (Le)o + TLo
2. B(S) = ((Le)o, Wi) & W, = (Wo)i + T*W;
3. ®(S) = (Li, (We)o) & Ly = (Le)i + T Ly

4. 0(S) = (Lo)i, W) & Wy = (We)o + TW,

12.6 2B n k% *

WG Lo B, R P igE— MR EEREE T (Le)o WIRIIRD . XITF—MEG S
Al i, XM I e T R W gt e BREFROTT A — B s gL, XA~ R A g —Fh A1 R AL
BRI TAERAE BRI L(x — w) SHIR (Le)o AHIRER, XA R BUIARE 42 R M 3 A R B
(Global Reflectance Distribution Function, GRDF).

12.6.1 g
GRDF 2 —APUZipi ¥, ZREEAPINT A x H? & -7 e ot 2 e = e it s, A

Gr(X 4 wo, Yy — w;).

FW.E, GRDF 8 T WA -5 [ R06H i 3 i 4 Jey e — AR e — S D ) 06 A 405 — Xt B 1Y
KAMHUCIERRIR, GRDF gl 2Aefliid A X B X Fhotik. Xttt GRDF #4540k e X

Ly 5 wi) = / / Le(x = wo)Gr(X  wo,y — w;) cos Odw;dx (12.14)
H?2
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FrbA, GRDF FRillid AR dw; BT dx BLERRHIIR, WAEA y EMEEE T w; RS EERN P
Mo M, FATHAI AR R EE MR GRDF X A:

W(x + w,) = / We(y + wi)Gr (X  wo,y — w;) cos Odw;dx (12.15)
A JH?

Xt (12.14) Al (12.15) SR, HA1455)

d*L(y — w;)
L.(x = w,) cos Bdw;dx
d*W(x + w,)
We(y + w;) cos 0dw;dx

Gr(X + wo,y = wj) =

GT(X <~ Wo, Y — wi) =

12.6.2 GRDF ¥ER
TR 55
WIS, TR ML AR AT AR GRDF B947°0.

Gr(X 4 Wo, Yy = w;) =0(X  Wo,y = wi) + TGr(X  wo,y — w;)
=4

Gr(xewmyﬁwi) (ngovyﬁwi)+T*Gr(x<*wovy*>wi>

0(X 4 wo, y — wi) B—MEXAEMIKILYE 0 &%, fH T 1 7 Frnf, FEILE T RetisH G il
Sy, T HEgisi Gr MAGHEY .

LZUE 24
G, 5 — AL REHER W AT 24, HorsU5 BRDF [¥)75 a1 ] PS4 1 77 2 B0 R 1 -
Gr(x — Woy Y — wi) = GT‘(T(Y7 wi) — Wi, T(X, wo) — _WO)
1
i/l GRDF, FATHE AL EEA S My — s
o(9) = /A /Hi /A /7-L§, Le(x = wo)Gr(X ¢ wo,y = wi)We(y  w;) cosb; cos b,dw;dydw,dx (12.16)

HEE, INRBEAANTR—EAKXT

12.6.3 GRDF W&

GRDF SvFRAT LA J M DU HE 0 5 R o ik 4 SRy e I e, LR ST AR Y B SOL R
JELA R SRR WIAG 7311 1 . GRDF (VBT 357 (8 LA AR AN R8T 04 SR, I oA RSO G IR AY 52 67
BAT B FRAT 2 T2 00 (B Y EE B R PRI B (0 8

MTAR (12.16) RFEBIAR, [RIEI1H GRDE, MAR (12.16) SASERIEIE, Rit, #
SR M DASSINAY , [y GRDF 7 S50 -7 [ EOMUEF T4 A S50, IR K RSO SR
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f#f GRDF, WG A7r 2l &2 IER E .

—AHF GRDF 5 RIS AR R RATR A B & 354218 57 . PR NIEAY 12.7 HS AR TR
12.5 F1 12.6 I ZBeFES (EARELA5E GRDF Mf%S) . Ry 12.7 f 12.8 v, RIS EH
ML) F B R JEL 2% X ) AR B B A VR A B

12.7 MWW pgteit s

PEARIBER R ST IR RS, s h R, BEAAEOLIEALR, T2 SR NEE. MtiaER
W5 ) 58 AAH S o — PP AR R BRARANOGIEI G, S BT XA R g . IRt —4>
P A B AT 2 IMEE X B AR T NG G — 17 MR A R SR AR AR ) 8 A2 L st
(bidirectional path tracing, BDPT) /A,

L[] AR AE B2 FR B AT THE PR /NG 12.6 HdE i) GRDF BARXFF IR /DR —. o0 B [
IPAEIEM AR %, FFIAHIE T 3442 (subpath), SRJERFHAHIE, HRSEHOLHAEZ.
12.7.1  JPR

XUa) AR TB BRI S T DA ES R DA T 25 3R

1 g NIRF 3642, MR &, AW AHPLSR, BEIPRRA B B3 e R KK .

2. MHERIRTIEAZ. HOLIRI &, Al ZRBEPLERAR, BERBAR L L E0CE R B TE R SR .

3. FRRERE. FEANIR TR TR SO0IE TR TR, TR BRGIHAE.

4. SEAZTURIFAE o M TEAERL G, R R A EBRA DT .

5. FAMA. HEDAEDIR, AMEZAN NIR-MHIL T2 FRFENN T RS R A BB .
HAACREANT .

Color3f estimate (Vec3f px) {
1p
cp

sample light subpath

sample camera subpath for image point px

for each vertex s in 1p {
for each vertex t in cp {
fullpath = join(1lp[0...s], cp[0...t])
splat (fullpath.screenPos, fullpath.contribution)

12.7.2 Sk
ST RAB AR, WA H]— LS
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LA TH—F AR TR RO, MRXR—& kDI RrptEt, e n
ke + 1 ASREERMS AN -

o%w,NT—¢4¢ﬁﬁ%ﬁ%,&MﬂMﬁMT%5ﬁ%%o
— g 10 NIRTEAREE 0 AT, JelR Tiietl s 4 AT
— SR 20 NIRTEAREE 1 ATUE, SR Tiiet s 3 AT
— SRg 30 NMRTEARHE 2 AT, Jeli riet s 2 AT
— KW 4 ANRTRAREE 3 TR, SBE RS 1 AT
— SR 50 NIR TR 4 AT, SR TEIEES 0 AT,
2. WTF—MEER BRI, FrA SN R —
o EIRAIER SRS A DR AR T SR, B A AT R 2 Y
o XAERTIEOR T B AEERAS SO R AR, PR BT A SR AU B AR A T B e R
3. B RE A AR PDF, thgie g — kbl e A HALH A5 %5
BB ULl LA RO FAT T 5 7n— 2 B EE S R A e 8 1 X o) A B B ) SRAE T R

12.8 LHW M KIEBELN Integrator R *

(BT T— T A b HH U A A B BRI R R el SR ) — D IR AL S Bk AR IB B (4 . 3T
e B AR AR 7 B TG — AR R B T S PR B R AR G Bk A B B v Ak P 12.3
A2 HIE L PathTracerMIS By ars MINTE L -

Al 12.3: BRARIBERIE PR BER R &- RO (128 IR/ R E0RHE)

VA R B B B AR ER AR ACHE R PUACIRITTI AR K, AR A B B AB BRRE LR AR 2 1
RRAREZRERICIRN . 72 12.3 H, SEIRATEEL 300 x 300, AT, FATOCREEHRA A/ NETEE 10 x 10,
PREFEBCE TS, SEIREBARDN, REEFDCER TR E AR Z , R, MIBEE e E S 4
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MIFEMTEOT, W 124, BT KRB,

Bl 12.4: BRARIBERE YRR RO &/ INEIR . (128 IR/ R FRAE)

ZHIFA RS S T R IA T F—2 7t (NEE) , PAJ NEE FIAFJFURFE AN 2R
B, XRER Ty 2 5 T A R M e BRAE AT X o A B LB

12.8.1 BDPTIntegrator

W 12.7.1 BEEL TR, ST SRR, SHERAMmIME, BRFHE— AR LTS
PREL LiQ. ARSHET, BTIRMEMH MBI, Fit, AR TR IR 2R,
WFEBR AL SO S 45 A Vertex,

class BDPTIntegrator : public Integrator {
public:
BDPTIntegrator (const json &j = json::object());

Color3f Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const override;

private:
struct Vertex {
Vec3f position;
Vec3f normal;
Color3f throughput;
float pdf;
shared_ptr<const Material> material;

8

vector<Vertex> traceCameraPath(const Scene &scene, Sampler &sampler, const Ray3f &ray) const;

vector<Vertex> tracelLightPath(const Scene &scene, Sampler &sampler) const;

Color3f connect(const Scene &scene, const Vertex &cameraVertex, const Vertex &lightVertex)

const;
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int m_maxBounces = 64;

g

TEXHL, ATHRMLT Vertex 5T BARTFAIEIE . X MEB AT AL, FRATFHR ZAEX MEH AT A
OLE  JRLR L AR R DA S BOR A RO R A B R A FRATACSRBORFERI B 5, PAEAEZ S5 S G

[A}, BDPTIntegrator FRiffit =AML E HEDASEI 12.7.1 FREVELTE.

o traceLightPath(): X EREUT AN estimate[2] HFHIEIE FIEIERAE., Hik W —&LE T i81E
Wptie— 1l Vertex 4 C++ FrifEE & .

e traceCameraPath(): X PR AN estimate[3] FAY AR FIEARRAE . FLR I —0LIH FI81%,
Wik —AH Vertex A C++ FrUEFE & .

o connect(): X PAKIL estimate[7-8] HHYEEIFIESE .
R, FFARIE S X B R R

12.8.2 BDPTIntegrator::Li() PRk
XAEEY %5 12.7.1 il estimate A58 EMFERIEA . Fr AKX s A L PR AT PR

Color3f BDPTIntegrator::Li(const Scene &scene, Sampler &sampler, const Ray3f &ray) const {
Color3f L(0.f);

// sample light path
vector<Vertex> lightPath = tracelightPath(scene, sampler);
// sample camera path

vector<Vertex> cameraPath = traceCameraPath(scene, sampler, ray);

// for each vertex s in light path
for(int s = 0; s < lightPath.size(); ++s) {
// for each vertex t in camera path
for(int t = 0; t < cameraPath.size(); ++t) {
if(s + t > m_maxBounces) break;
// construct the full path
L += connect(scene, lightPath[s], cameraPath[t]);

return L;

12.8.3 RFEEIE T IRIE
12.8.4 RAEHIDL B 1%
12.8.5 Rkt
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y o R L

T b TR B AR, FA T T — N ER EE R R DI (BT BUGR) Tk
GEERARIBEAA BORFERI . B MR K, FRATREDS (A GRS 375 S S L fy T SR AT DA SE 22 M (A B
TER A B . BRT, U B ARIB ERHCR (A HLBR o AN RAE R O R X R LR e AR b v
BN ) B ARB BR D 2 T RSB R Z , HR BRI AR EA . T EFTR . @R, X T LSDSE

Reference Bidirectional PT

P 13.1: XU kAR R T {E e i PRt A HiAl
BEAE R TT A AR — A R B R TE G o X SRR AT ST I A L — SR, DA
R AE ORI R AT B AP EHE I R T ok A AR

13.1  AivHERIPER
TET G THUTZ A, FAI5EA T FRIT A HETR IR SCERE . BT -L o B ) St

XM

13.1.1 ik
FE o el N1 G S 7 v

TE Bk AT Jaroslav Kiivanek

191
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S (Efitk) xF F= [ f(z)de @—MEVHE (F), RS TR FEseE, B

= /f(x)dm

MFATHE (F) 2FMh (unbiased) .

XTI MHE, EERERRECRA T E. Wik, WRAEE R HBATE N BT HER T W
I 2BAHE P o B e gl 2> 2 0 22 (R B

Tioh, HEREITE AR M TR <F? ATl THE, W
NI Fk - [ s
R B, AIRA D TERRAG T (B A TR A A IRUCE R ) ROSERICTY , B2 8 AR B 2 s i 2558

X AR B S, A8 E R A R (blased) HUMEE, DL, FATRSAZEA (R £ 505E Lo AR5 T
5E S, MZER E SOM AR B LA -

X (fiZ2) HE (F) Bifae (bias) € SCRSTHESE S LPrER 2,

- /f(:r)dac

HED, B Lbr bt AT HES L EZ 2RI E . RIBATR TCEAE TR , IR 24 il
THEA B S5 R %2 BRS8N Bz 22, R

1 N
Jim D) = / f(@)dz + 8

13.1.2  —FhE

F— R HE R RES A TR — 2tk . TEE RS, — B S TEMUHATE, —MEHET A2
Wt — 2y, arhge —SEA e, e RERICmEA B, WATRARMEA 2. Hiekibk
1T B E 3L

L (EE) T F = [ f(2)de @ AEHE (F), WEAREERAREUEM, WMESET 0, 1

lim FE] Fk /f Ydx 40

N—o00

WFATRAZAETHE (F) /28 (consistent) ).

A eSS — B e X, FRATTAT DA — B A T HE A TG A THEAE A7 & L B S hed (asymptoti-
cally equivalent )., X451 A DA 4 FH R -
o YA R, —EHTHESWSE S, HwmZEf 7y 282N 0. e, X Jom ittt
T HEES T EIME, AT 2 IR EE RS R MR SFE T ESE. Wk, 4 N — o
HF, Jeie@— 2T HES & TG T E AT AR S th B
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o BHEMTRZRVN 0, Toit—EUSTHED & Tt T HER AR To 5 Z A . 2R, B
TefmA T HE R B T HSE, (B2 A SEE ARG KM, FreARMGER T E, W
WO T HE A AR R DS R AR E T, LB ERZZ I/ N2 AT A2 AR

T EERERE, WtESUSEMN 5 — B SGEM AR — B LT, AR EZARA, B—
HASTHEA T A AR R BT RESA PR XETFIem AT, SBAMERIERA, HEITZERMRA, &
HOREA/ N IRHR FR YA TT AR ARE , SRR G5 AR ME TR 5 2O 2 SR 2 A R E I ETE (61
WNEhiE) e MR T B THE, EEHINEATRER A A, (LR BRI R RER 2, 1EiE
SE QL PRI . SR, AT EA A TS
13.1.3  BAZZMH

W SR i 217 220 )2 2 S M B TR e G50, FAT A By O — S Bk A M s Am R KR B 2% (Error) .
FEIX LI 2 A TH AR R

S CEFE R RE) P —METHE (F), HOEXPE) % (Mean Squared Error, MSE) J2& 7 2= fil{
ZFIrRE, R
MSE[(F)] = Var[(F)] + Bias[(F)}*

L PP RER) MT—AMEHE (F), HES P (Root Mean Squared Error, RMSE) &
IR ZERE R, B
RMSE[(F)] = /MSE[(F)]

FATZ A% E X RMSE, 2K RMSE #4 St HEAARE SR, 5356, X Temfliit{E, RMSE 5
Bt 22 A )1
13.1.4  {ERSEOARMIAL VHEm TE

X H RIFAT 2 1 DA S B B2 3T ) — SR, m] AR BTG I Rl — Bt T— 28432

B T ARy A -

o EGLINERAZIAER

o EGOGIBER

o R BRARIBER

WAL 42— B VR

o (BERR) et

o 2 (Many-light) JEY07%

Horr, SETBIRREANT S RETHEME RSO . X2 A WEE - BRER R, FATMR PR S AR
ST BRIEX R
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13.2 S0eit

AT IERIA R RS, B84 1) Heckbert il i, XL EMIE LSDSE
BAE. AEEH, JEERMOCTRIEA KT, I8 2 skt i 2 A 8 S 2K, PR I S BT, X2
— A2y LSDSE 42, FATKE E— T M Jo i ik RiE G X AR T RE B 2 A 2R

BARIB

WERFA M N BARIBER, (eS8 LSDS [MIRAER), AUKTHTEITI;, ATRESHCIR. XML T, Jt
FORA 2P “BE”, HIX RTINS R AR . X & B SO i Ae, XA S22,
PR A BT ST s AR R, SRR B AR BORAE B AR SRR AR . XA TR AT A G X i) e A B
AT,

Path tracing @

Path misses
light source

i NEE K ieites

AR NEE W] DA HCRFECIE ABCE I ARIB IR 8, (E2XEALRE 6 4311 BSDF B, XA AR
Y, BATERC: b, SRR IR AR LT 0. FEXFMFOLS, RIERETN T NEE, siatnrae
AEA TR EXFERPFAIFA 6-BSDF [l RILF A (zero-value).

Path tracing with NEE
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I el 23

TR, XU AR B S R _E AR IR AL P 6—BSDF RYE(E M, HARAERA BB g, FRA16E
WEAOETR I KA TR 2 eiE (BMEDCIRTERATCHYN) , (2 MR ARt A KT, ZRTEER
THARRE S AR TRAANIE, RRA DTRG0 A RE S . XETOEBORUE, REEEIX A7 [
BERMILFR 0, P, E BRI P A S AFTE

Bidirectional Path tracing

8

delta BSDF
(zero value)

TERUE B ARIA R , AR DURGIR T % 5 AR R TOVARIE, AT FTR . AR5t
PR AT _E AR SRR, (H G I3 R AR O ) — D R AL B

Bidirectional Path tracing

v 4

\ - “

points do not “meet”

AR, FATEAITERAEBE LR OL .

13.3  JampEgeibis

BATAN BT B AR Z w0 B B — MR TE R famegkiidys (Backward Ray Trac-
ing).

JE B i James Arvo T SIGGRAPH ’86 £ Developments in Ray Tracing PR C HHEHN .
XARARMZ OB - MOCIRAL ZHHE T, HRFENFETERAE (illumination map) 1. BEH]E 2 —Fp
BAREH, Bidsg TSR R E R R G R T AR EREE A —Fh SO, R A
Wb IR . TR, BRI R g R RS R DU — R, TR AR AN T IR R 4
R

13.3.1 HEA
JE LB BT PAZY DA T 4~ o
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BiAL
o MG RS
o TR BRI
TN T A M AL — AR BERG 2 S HRBRIE (irradiance) HH0 2L bt P o B B T 4R
a0
o MTHAIBHCE (3%):

- WHRHEEEH.
— MIRE & L A HOE IR (5

13.3.2  JajPRPE

B 5 e LB B fi P BRI AR BRI A2 k) SDS I ARMIeR 2 —, SRITE R BB SHLE
TSGR A, AR MEAL PR S IR e A G LTI« AT AR AE DB R B B 20 B . 2R )
PR RO TR, A A R A AROR R BER D TR S 2 By, T
ARSI LI

13.4 b rmesiid
TEIR AR, FTAEA AR R U B T A ) A2 O P DA B (5 LB AR

ARG 22 11 B 18] ) S B A5 0 TN A SRS B T AR AP AR 42 25 4F - e W (Photon Mapping)
eI — BE R . BRI AMANAE (Pass) WARRRIE.

13.4.1 AUEER L
GBI A OSGHE T AT DABRERE A TR IR |

BuliE: AOLEIHRIBEDE T, HFHFENZEAFAELTE (photon map) Hi,
S5 s MNIRIFIRIBER, FFA DG T EMTHEHEDE,

SR BB AU AL, IERAETEO TR AT IR R IR ROR A A 20 Tt
S PSR
13.5 45—ulijH

13.5.1 SRR
S —NEE 5 5 FDE LR ER P R T B BRAER IS, W] DATR BAHIARSE 0 DA TR =R
L BATRT o WA BT A2 BRI T A0 TR E I RE R A E .
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2. HATRT . BT HE ROCIRR A HURH R E R gl S 5. FERXAD AR, St TR
SHISE SN =l ST

3. AT ZKEFHPLTEE Orm. (8. SERMBIE) 2P — DRSS, e
FAVFULHDE T 6T B FeiF PR A 37 5 2 — ST L 1

S —IE R 35 A R BRCR R T R . X R TR R R,

13.5.2 JETER

TECT B, BT (Photon) #5H7AY(E S/ B M A M. FEERNZ, TEXMHAR PR
e FH AR B e 1. BAGE T Ml E, AT DARF AU E— e

BEAKIH) T BE—/NROCIRIE AR FELERRYSEI A, A T A EZ MK, X
JeT ORBR

KT A 17, BATATAE LA R B #4515 8.
115 & xp. ST BN E TR IR B 5 B RS2 1
2. ) wpo IGTITT E T OGIR & CRRE R R % 2 eR A DL R AR 2 1 . FRATT AT DA 25 A
p(wplxp) i&ﬁ—?%ﬁo
3. KT HE @y, NTIIRBRIE LYTHOCFEE A S DR BR . KT DA
B iLe(xp,wp) cos 0,
M p(xp)p(wplxp)
THAARE], Hr, M O2RGotrisgk.
FATATLAMGX AN E A5 2] — LG BRI HE T . A RIS 57 B PDF IETHORIRR SRS 40T,
PR PR T E B RFEROL, A, R x, MRS BN % 2 e IR S Bl B T, X
FERR AT AR CRATTEARAR B Ry 1, PR BE I — 450, R

(xp,w) cos Odw
p(xp) = I ffH i w) cos Odwdx
A 7'[2

Le(x,,w)cosf
plwplxp) = f ( p )
HZ

(x,w) cos Odw
M2, ¥ LiAPIA PDF [RA ©,, FATATATSE]

1 Le(xp,wp)cosb,

o, = —
oM p(xp)p(wp|xp)
! Le(xp,wp) cos b,
M fH ,w) cos Odw L.(xp,w) cos b

4 IHQ (x w) cos Odwdx fHQ L. (x,w) cos Odw

M/ /7-[2 (x,w) cos Odwdx

Hep, @ @AM EEE. W2l RIRAT T & ] 55 A MR, B RE TR
ZRBINREIETBAL, XA A EIER

e \
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13.5.3 Ak 1

Byt Tl ARSI, EAMEEERFR AR 1B (Photon Map) )4 Jmdmait . S T ETFXHE
THABIRE, FANER MM KD RSBz -

A T A AR AR

void GeneratePhotonMap () {
do {
(1, prob_l) = ChooseRandomLight ();
(x, w, phi) = EmitPhotonFromLight (1) ;
TracePhoton(x, w, phi / prob_1);
} while (# of photons is not enough);

Divide all photon powers by # of photons;

o}

XA, RATHFE—ADROTOCLIB IR L T Esm AR, Wl RS TracePhoton() bR, 4
B, S TIBENDCSGBERA RN, FENARLET, Bt TamitHn, e iR AL
RAAE o FABRL, JCER B S5 B WA 25 PR 4T S 3 07 BEAT AU AL 3

TracePhoton() RAHIHCRELIT .

void TracePhoton(Vec3f x, Vec3f w, Vec3f phi) {
(nextX, n) = NearestSurfaceHit (x, w);
// Store photon information only on diffuse (or moderately glossy) surfaces
StorePhotonWhenDiffuse (nextX, w, phi);
(nextW, pdf) = sampleBSDF (nextX, -w);
nextPhi = phi * absDot(n, nextW) * BSDF(nextX, -w, nextW) / pdf;
tracePhoton(nextX, nextW, nextPhi);

}

HEIHX S B EFE RIS AR M, BN TRIEAIE, PARSA L IR 1F. FimdRik
LI L

13.5.4 Photon %54

FEFE T WIS, R H A8 SO B0 AL R I LA e T X2 R NI RN AR TR
J7 i ERUROEE, BTG T BRI RE S A4 BES A RO Al T Al B

X B R, T OLEIR AR, B R SRR E A LR, X B0 LT AMIFAY
FIEE BT . R T XA B T S, b TR SRSE AP i U AT T i e 2 ki R B, N
B, A T IEFRRLMBTA AU, G S M E AR B R

Wz, MTIEUNERE, FAVREAAERADE T HEAE RS AE . s, W, FATAIAE X
N A Photon Z{HE4hH .

// [36 Bytes] in total

> struct Photon {

Vec3f position; // 12 bytes
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Vec3f power; // 12 bytes
Vec3f direction; // 12 bytes
};

B, WM FIREIESE, BAOE TR E 36B MzSE . T ANMEE AU
W, —UIE YA A T 36MB =S FATV %R T R TB

TE R XL 145k,

// [36 Bytes] in total

2 struct Photon {

Vec3f position; // 12 bytes
char power[4]; // 4 bytes, packed RGBE format
char phi, theta; // 2 bytes, packed direction

iE:

TENL BT BATEA A 2004, PR A7 R B 3 7 R AR o T D33 7 AT 8 11 =469 RBGE
ATFIE T3 . RGBE M — D= kB @ ) A — L i, X AVFEAZ IR ZRELN
LR 2R AR G B B B AN e EEGA o T T B A A AR 2o, HLB A 7 R m] PAsd L — A7
PP DAZSAIBUE SR, NI, tRERSA — LBtk

AL GG T L5 2 A AR S 18B, AR T EL—PIzsh, BRA SR ERN T, EEMLT
PRI PERESE i, XK S8 T DA AZ
13.5.5 JeTEI%kEs

I TR R ) S5 BRI -

o RPBE R BAFEL IR Z 06T

o HeikafRUTARE . X BB ROE AR TR R A ]G RY k ASHABIGT

2%, KD b (K-Dimensional Tree) j@—/Mi 2 PA LW AAFROEAREH . FATETETHE BRI &2 R L5
S ey B4R Mo KD e KD 2Rl T AL b 4E2SI0) PR St aiad i3 e 2 (A B 23 s w s
S RATARE . FEYET BRI, KD SRR MR E T A B, DAE PRI T Rl R -

TR EREARR C++ e T KD R RS

/// KDNode implementation

2> class KDNode {

3 public:

10

11

Photon photon;
KDNode* left;
KDNode* right;

int axis;

// KDNode constructor
KDNode () : left(nullptr), right(nullptr), axis(0) {}

HHE— S ORI s AT REIA AN B X AR AR
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// KDNode destructor
~KDNode () {
delete left;
delete right;

g

/// Comparison functions for sorting the photons and use std::nth_element for sorting
bool cmpX(const Photon &a, const Photon &b) { return a.position.x < b.position.x; }
bool cmpY(const Photon &a, const Photon &b) { return a.position.y < b.position.y; }

bool cmpZ(const Photon &a, const Photon &b) { return a.position.z < b.position.z; }

/// Recursively constructing the KDTree
KDNode* BuildKDTree(std::vector<Photon>& photons, int depth = 0) {
if (photons.empty()) return nullptr;

// choose the axis
int axis = depth % 3;
int median = photomns.size() / 2;
if (axis == 0)

std::nth_element (photons.begin(), photons.begin() + median, photons.end(), cmpX);
else if (axis == 1)

std::nth_element (photons.begin(), photons.begin() + median, photons.end(), cmpY);
else if (axis == 2)

std::nth_element (photons.begin(), photons.begin() + median, photons.end(), cmpZ);

// create the node

KDNode* node = new KDNode(photons[median], axis);

// Recursively construct the child trees
std::vector<Photon> leftPhotons (photons.begin(), photons.begin() + median);
std:vector<Photon> rightPhotons (photons.begin() + median + 1, photons.end());

node->left = BuildKDTree(leftPhotons, depth+1);
node->right = BuildKDTree(rightPhotons, depth+1);

return node;

FEEMNR, TE LIRSS, SAMIET IR photons AMEIEHL, A C+ ARk FEHRHLIN B4
std: :nth_element BHIL TR INTLH . JLHRINE T VLT A 2 00 e BRI A S ok 0
flRTERE, BIISCHE b SR,

FATFEAEAT AR C++ bl e h SR LR B 45— Je RS (Priority Queue) SRIEAT & ITSBER, DA
AR LIS
// Tructure for saving the nearest neighbor
struct KDNodePtr {

KDNode* node;

float squaredDistance; // to avoid square root calculation
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s s

KDNodePtr (KDNode* node, float dist)
node (node), squaredDistance(dist) {}

// Pop the farthest point first
bool operator<(const KDNodePtr& other) const {

return squaredDistance < other.squaredDistance;

// a PQ for k nearest neighbors

typedef std::priority_queue<KDNodePtr> KDNodePtrQueue;

// calculate the squared distance between 2 points

inline float squaredDistance(const Vec3f& a, const Vec3f& b) {

Vec3f diff = a - b;
return dot(diff, diff);

// Recursively search the KDTree for the k nearest neighbors

void SearchKDTree (KDNode* node, const Vec3f& target, KDNodePtrQueue& kNearestNeighbors, int k) {

; KDNodePtrQueue FindKNearestNeighbors (KDNode* root,

if (node == nullptr) return;

float dist = squaredDistance(target, node->photon.position);

// if we have space or current point is further than the current furthest point

if (kNearestNeighbors.size() < k || dist < kNearestNeighbors.top().squaredDistance) {

// pop the furthest if the queue is full
if (kNearestNeighbors.size() == k) kNearestNeighbors.pop();

// push the current node to the PQ
kNearestNeighbors.push(KDNodePtr (node, dist));

// determine which children to search

float splitPlane = target[node->axis] - node->photon.position[node->axis];

KDNode* nearChild = splitPlane < O ? node->left : node->right;
KDNode* farChild = splitPlane < O ? node->right : node->left;

// first search the closer child tree

SearchKDTree (nearChild, target, kNearestNeighbors, k);

// if the other child tree has a closer point, search as well

if (kNearestNeighbors.size() < k || std::pow(splitPlane, 2) < kNearestNeighbors.top().

squaredDistance) {

SearchKDTree (farChild, target, kNearestNeighbors, k);

KDNodePtrQueue kNearestNeighbors;
SearchKDTree (root, target, kNearestNeighbors, k);

return kNearestNeighbors;

const Vec3f& target,

int k) {
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}

// use the above function to find k nearest neighbors.

// Vec3f target = ...; // query point

// int k = ...;

// KDNodePtrQueue nearestNeighbors = FindKNearestNeighbors(root, target, k);

ARSI S ], AT B TR B AR A FRAE R I O, (9140 KD AR5 s ) 35 0 4 )
WA, SERRATIE Y, R AT HE—EG4k, XS HOW . Jensen H)ZEAE Realistic Image Synthesis
Using Photon Mapping.

13.5.6 & T-BoH

FATHBEFATE AT TIBERR I IAET 6 TAE St e SRl ity . BSDEF al A HA)
BB ET e T AR Rt TR PR -

FI B A7 — L2 ) L
o BEFEICTRIET, BT TR SEOR D
o BUEURET, FrafptTESaEMER IR,
o JCTIBERRIBINTCIAA Ik

PR LR A 25 11 4 TP AT DASER e 7 B L A AR 2P B4 2 D RV

void TracePhoton(Vec3f x, Vec3f w, Vec3f phi) {
(nextX, n) = NearestSurfaceHit(x, w);
// Store photon information only on diffuse (or moderately glossy) surfaces
StorePhotonWhenDiffuse (nextX, w, phi);
(nextW, pdf) = sampleBSDF (nextX, -w);
nextPhi = phi * absDot(m, nextW) * BSDF(nextX, -w, nextW) / pdf;
if (SurvivedRR (phi, nextPhi))
tracePhoton(nextX, nextW, nextPhi);

}

X8 e S T

BIF) = (1-p) -0+ p- 20 = EIF]

FMNFERBE— DB ILE po AR EEAR D Wit B HE LR Ig?

Jitk 1: Rk L
JREBEI A IELERTET

@’
p HHH.( 5 o )

Hory e FA T Y nextPhi,
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Jitk 2 RO ERERZ kLR

TERXANTTET , VBRI TRIER, DA IR E 2 2 R SR RERY BE R IR 2 ), PR FF
T REAAF R IIER. B, 24— TR E R UG TG, NI E RRCE , PASEAE
GBS LR PR RE R AL

TR e MR, 2 Wit 2 AR B 0 D (RS -5 2 A S RIS B AB B T AR D i e S B A 4
PNIIESIR

bool SurvivedRR(Phi, nextPhi) {
survival rate p;
if (randf () > p) return false; // terminate
else {
nextPhi /= p;

return true;

13.6 45 il

TEA—EE T, RATC LM TP T RE sl 7. 75 miEt, JATH st
TMNIRH A, SRJE R AT AL T B Al e i .

13.6.1  Eiykik
S35 I 0 2 T A B BB O
. MHTHAHERE:
— RE) kAR T . TR (A, S0 T SRBE B A E k A
YT BRI KD Sk,
— AR T 0 E AR AL, BT, WIS TR NI, AR AKX

SRR AT BB BN BGRADE I S TR S PERIEAR , I ERARIRR AN, MR
RIS TEE .

13.6.2 WBHIER
IR LT P, SRR TR0 . 5 TR TR B (kemel den-

sity)

WEEEA T (Kernal Density Estimation, KDE) J&—#U i TGRSR R B S B0 k. 06
TR BRSO, ERUTRAITI R R SRR S Lo FRATSERE Ly (%, w RIS x R
J7 i) w RN R R, AR AT DA

L.(x,w) = fr(x,w,w" ) Li(x,w") cos 6’ dw'’
7_[2
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TR AT R — T B

L.(x,w) = fr(x,w,w" ) Li(x,w") cos &' dw’
H?
d®?(x,w’) L,
= 02 fr(x,w w )m cos 6’ dw
2
= Hjﬂxwwqﬂigf”
A<I> APy (x,wp)
Zf,« (3, wp, w) =2

Jitk 1+ Blihy kAT

£ 13.6.1 R B AR — R TR BN k AET, Rl kAT A B EAT
HAR, RIEHE AP, /AA,

M Garcia 7 2012 4RF2 B, BATATATEIL & G T femiyii s (BIERess & 6 T),
JEM S e E— R, ZEEATE R A TR SR, el

k—1
w) Y fr(x,wpw)
p=1

Tk

Jitk 2 B BEoL 1

AT SR AT DA —A SRS . R B IR ST — AN E R A, SRR R DG TR R, XN YA
PAR RAG TG T3 1uﬁ¢lmﬁ& —A2R R r R, I BRGNS AT, A
WAFEE v, ANV ZA

k
L, (x,w) ~ Zfr(x, Wp, W)
p=1

13.6.3  BRAZEnPr 5o
TERRS S AT AR B Y, IR
o WA TEEAER R, BN FPEES A SRR E G, SEE R e A,
o AT RES A T S R BEIRE AY DXAE
OGRS EGB BT A S A R B, G T EA L TEMIE R FATR DURG BT U LA R AT
o B3R, XA AOGLGEEE, MR IGIBER, 37550 —IRi8 SUR S G RS

o H&HOLTHE (caustic photon map) . TR AETES S RY—/ NI, PICENIATE R B 7
PRI, AW EES R R,

o Fapogimizm. ]2 B %TE (global photon map) AT,
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i |

AR RO A S i —/ N3, DRERATT T AR o R G Gt o e i AR O T/, A
AR LSTD WG T SR, eRpt TR A Rge, B L(S|D)*D.

BHOE TEIZ AR A RO, R REEUR R Er SRR AR 1 — X R R E X L K, B {2 >
BE T DUE SGE T R S . L, BAETEETIE B _E S AE R X e R A
JIT AT 206 TR H EUBLURE A3 S (R Bt IR I 5 2 e T 2

7380, WA, SRR RE (WK . BEESE) HBCREHAA D, I, ATASEXE
PERBA )3 — /NS B BE T 28 T A SOG , TAA AL BRI 3 i) — 30 . PRI B3 TH BE S AT ROt SR A
L, e TAEISE AT AR Ry SR R i AL W S i R ORI B A S T SR IR0 1 BT 5
FIFREREDE TR, B TR,
2R T H

JER G TR I G T IR T S B AT . 33X SBIE 42 Rl 1 B A 4k 4 e s R L6 T
FEELT IR AT BT R A BT 1 O«

X Il (Final Gathering) J7ri&REGE THUHIER . RAUERET, RATSMAMIL
AT ARIB ER, BRI BATRRE — M RRI R LA xo )5, FEERIITAT 2K,

o AR, WRIZARIE K,

o HUM. BHBIRCEIT RN B IRE . XS IR LR P S B A B EOE AR A .

o BHGICR. UERDE TR REROL T (BIIRETIE SR BER 2 TG 1) SRAER x 1Y
REHL

o RIAH IR, AT B R BT — R DU v, IEAEVRAL B ARt T I 5
it

WIEATT, BABERIESS & TG ARIB B PR AL I O C IR IL 5, PARGE AR O 7Rl AR L.
SRt T AT A IR BB IR AL -

13.7 LAY
RIRTRA B4 F H ML T R4 %

(/%
TET WL F5 1 -
o ABOSIL AR ik TR A3 AT B AR TEAZ . VT BIAE AL BRTE AN AR ORI S R Y B 5 4 S 2R G 2k
BACHS, HOICMZERIEEMARE, FOV BT 5 B G T RS SR AL B S5 AL

o WA —A—BEIHE. G0 L, JeTBUHRIL T BT, XEWREREE L TRCR A
i, AP R S B, BT SR
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o RATHRFE, RSLAHILR, Bl THTE, WA T SR, SF 2 o8
IR, AT B — WA TSR e i
%%
H TG HAE T
o ERETABRM LA, GIDETIORL A SEEHE A5 0HGF48 BER JE 25 F

o BRI LR RIS A ARG T B S TUHFEM R — T, B
KD WAL, A RIS

o BAHHEXAYIEF . T WGHEE A SR X g % (progressive rendering) . X2 —FEEHKAR, ©
S EIRE LR THHTR, BLER B g (40T K-V uGE BLRE e R g 1k Wb s ey — b
BT B ARIB . R ARBEE T, PHIRRLIGE T RES R — N ER i R, (HEEE TR
a4k, KBRSZEFBORBIEN . ML T, JeTBiTE s AW . Mt TRIEE AT, HAR®E
NI, AR SR T GRS s LR BT R R R R R . — Bt TR
EFEM, B ERMITEI . XA EA RS IR, o AE e 0t T B . Besh, &
B BRI R REE R RS, R T RO RS TR 2 )5, RN EBRA TG
Al XEWE BN EBIERGEA R A ER AN, TAREEWT &L .

C SR AE R, T T RER, LTS SRR, R A
SRR ST PRSI

o RLFORET AN . JET B MEREFT R AT REX BRI & Ml SRR SR, e TR LT
B, WRPRE. REEIESEOCE N RERERRERMAR, X 22# R YA .

13.8  gulk: @il Ao et *

FE LT HTE THIR I 5, FAHREDE TR AR #EY . 2011 45, Knaus il Zwicker i} #i
HEAJE TWe (Progressive Photon Mapping, PPM) HA8A. #00H AR : EPEZ KM, b 7&
HAPERBORBUN B, RIERT

13.8.1  —&MEnbr

B, A2 O W T e RRE SR RS0 . KRS AR S U T TE W %5
S WS SRR AT A

L e TR AR ER T /.
2. wWILIT LRI EIERIL T

P, XSk LR ARTRERRIAEER, ORI ILST 2 Mot Al 5 27095 Rt &
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13.8.2 fEik

SR T, PPM B2 B, 206 TPt Tk, nTRATERE R QTR Wi st
PIIEA . WOt TR R EUR AR TR

L BATRT . SEGOETISIIE, PPM MG ZSDE T, e e Rt Tkt . X8ieT
DAEHF R Z ASREE, HR TP Tk B i i sk R R .

2. ERMET. BIESE R PR BT, TSRS DL, SRS T P R B R A
AT

3. d#rit Xtm i AN TAEGERDE TR — 0 MEse i g, PPM i 2 A S AR A X LAt
TER—DEA, SESHRET, HFEFOCIRMTT. Rk TN — A Al DR THE Y.

4. uriEss . PPM SPADEIERmIL IR, @R MR iaEs.

5. s Rdm . FEEANRBE, ERBRBWTRT, H R AR

13.8.3 1240k
FATEAIHE PPM 18 = —drit X mie. WidtsRan b iy B AR RS r :
14—
o BT, R4E. BUR. TEMOL TS
2. Wk
o GBEAHRBEAR.
o WEARAR o AR
3. =2

A xé'fi‘%iﬁc E
PARS A TR G

4. HPH
o FRAENR WFHHE T RBARMTER .
I S N W

ARG, B HIAZ BRE AR M AR HEE 473944 (running average) ,
%

S
iy

1+ o
71"2“:1‘4-1701'2

Hrr, o € (0,1) 2l S 1.

13.8.4  #idt SO TR
I SEG0E T, PPM B0 3 B BIAE AT LS.

LBy N b A . PPM Bkl Wit BOE 1, b TG00 TR R A KR N, EA
it TICHRAY AR S A TE T
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2. it Xig de o $Rft T — X P E A E GO, RIS WL R ORTE AR .

3. eI, SISO TIT R ARG (KD b)) 4D DL THIRR, PPM fifl it

4. F—XFH. PPM AHFEEROCTE, H—iK6 T R A BT RO T .

13.9 LHEEE) Integrator R *



Chapter 14

EIRFER B Rr RidiE g

15 H AT ATR REPLES OB B, B — UORKER S BT 3l — UOR B & 58 MU A R R . Sh IR
# (Markov Chain) 27 —FREHLREE, TEHETHH R — SRR OURB T 4TRSS, -5 PARTRR
BIK. MHX AR BALE R SRFR S HE Rig %t (Markov Chain Monte Carlo Rendering,
MCMC Rendering).

14.1  SIRFHREESE Rig itk

L RA KGR T ik Rk, BTSRRI A AR

14.1.1  HyuRpEKGE

I RA K Gt e —FEELE R, BRI ECKRRE A2 CICACTE (memorylessness) : "R — RS AHEAR 7011 H fiE
UHPRZSYLE , TEM P2 A B T SR 5 2 TE 5% X AR BTt i R FE R YRR (Markov property ).

X (BRBLREE) SARFHRBE (Markov Chain) S22 Th/R LRV BENLAS FFS X, Xo, X, ..., BN

S PH(Xy = 21,0, X = 2) > 0, 1]

PI’(Xn+1 = .’E|X1 = T1, aXn = xn) = Pr(Xn+1 = x|X’I’L = xn)

14.1.2  HyRPEREESE Rig Tk

¢ Ri%Jitk (Monte Carlo Method) Jg—FtFI I BEHLAIREARAG THECEARAY 735 . T EHARFER BESEHRE R
i#%Jitk (Markov Chain Monte Carlo, MCMC) #/2—JREk, XA IRM I H /R PR FER A BRI
FEA, RLEREARR AT I A W A AR . A8 MCMC w, SEERIET7 R i ad o /R~ R A i
AREASAL T H AR A R

209
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14.1.3 Metropolis-Hastings Jj k%

KE 0 W FI- RITEW; )57k (Metropolis-Hastings) &Rl HLAARSEE MCMC Y REHUBLII A, XA
TrVE I RAENRR o011 LA — RV BENUREAS . X SOREA T AR RAG T R, th ek & 25, X
PP AR T B R AR B AR R X 0o, L AER 2.

14.1.4 Metropolis-Hastings HLi:fiiiA
Metropolis-Hastings J &g —F L /RBFREES R RIE 1A . AT B X R ER A iR .
° ,{fﬁ]A

— —AFER AR fo XDRBAFTFER N rMER % R, e EE, XA R
5 RGN HE L B L

- —AEBMEER gy — v). EDREAES EH—MHEAE v BT, Am—MEEiE A
(candidate sample) x.

o R EMHIHA X,

L W PDF g(X; — X') A BHIHEA X'
2. WHEHEZIR

o= (1, L) 8K 2 X))

f(Xi) g(Xi = X)
X 2 AR AS TR AR AR (14 B R(E -5 B A1 1 AL
3. BEALAE M1 € ~ unif(0, 1],
— MR € <a, WEESZ X' AENT—FEA X
— HW, RERYEFEARANLEN Xt
o LR
— REITIARS . MEERIIRIRE Xo THR.
— BEEMERHERS, AL MBOR B HIREA, XA ST Hinafh, e Sek% f it
BT f BORIHOTREAR BRI S, 2R

FEYERA92, Metropolis-Hastings ¥ RAER THE £ SRS A WL T 6800, & I03RK 2 AbatAe T
AT A EL A R A 8K

FHERRE, USRS IE ST LI RRBUR %, i Metropolis-Hastings Sk i Th/RFHR
BERFZAR I FLBR f A0 o BRI, S Pl LA S 0

o AM (Burn-in Period) : 7ESCERAIFEIFIGZ 1, FIAHEEL —EMEAN . XA
T REZ BIRIRIRAS IR, ARG HAR . G BRI, XML, HAH
Lo M SR H AR 23

MRAT B2 TiE Metropolis i6/2 Hastings #5A SEPRi3E SCR S, (R ENTELREMI A TEIINS PRI RE B R RRHR -1
Tk, RO A RS TEZ RSO, FRATIER S SR S SR SORBUA, AT S0 &4
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o ST, TEA MR A R REER T E AN WRBA IS, WA A A&
HERRACER H AR

o ABX M. T MCMC A RIAEA & Ty R B R R — TR ), PRI IESE I REA Z [a) 2 A Y o TERELE L
T, ATREZOFEAYE TR — R B 5 h 0428 n REAS, DA HEAR Z [R] B AH 1
14.1.5 Metropolis-Hastings F 7k {di 73
A PRE—ME ARSI T
Example 14.1. RAFBARZ =4 0 AP S ESY W, LEFLHEA

f(@) = e 5

_ =
e 27,

2mo

18 Metropolis-Hastings 7 i% F &£ BAXAS 9 69 4% A
Solution. FATIE I LAN i 25 B AR BUX AN 73 A HIAEAS .
L. Wik,
o W MIEDER o M8 SRR REE WIS .
2. BAGERE. X TRE—UIER T (W i=1FFh):
o RiFAGIRE . N—RIAREBOME PR 2, BIAIPA = DR IR
o It A RIEAK,
4 = min (1 f&) g(afz'lx’)>

") g(a! ;)
H g(@!|z;) RMAIRGS @ FHBEPRES o IR, g(xi|2’) PABLIEHE.
o T XAEL. WA (0,1] KBNS HMBENLEL (. R € < a, WEER o/ 1ERHIIFRE,
Bl iy =2/ B, 528 o, R4S HDIREAZE, B 200 = 240

3. WEREAR. HE 2. ZRZ )G, RNSGE RS54, EMNHEE R f 13,

14.2 Metropolis Y2k &5

14.2.1  fSTHE R
BAEFAT % 18— PO TR A S B PR b B R 3R 3 7

T4 B M (global illumination) #EH e 37 5 Fp ) RFME 22 I BTG A EEAR 2 B 22 6 4 A2 1 T ik
FLEPLER), XA E THCIREZ A C a5 h 2R i GBI A AR . AT PRRHX G Zitg
Wi ARG R

70 — UN(3)dz
/Q 19 (2)dz

= [ h9)(z)f(z)dz
Q
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k—1 k—1

[ 6z < Xj)] [H fr(Xj41 = x5 = x5-1)

j=0 j=1

B j g (intensity) IO RIRAES A EIHE ST B2 PR h g 9 —A, RIS Bl
O 20T IR 1 Sk, (H 27T e MCMC JEY A E A 7 R . fExXH, f(z) 2% agisian
PR GERRR, BRCIRA ST L., JU[W G #1 BRDF T £, B Wik hY) (2) B iEdk
Hi% (filter function), BEARTHRE j QAR HARAE AT % 42 TTIREE TINAL o

R B MREEA A SRR, HES - MREMNN f RAFER . N2 285 2Rk
VAT AR — PR B R R p Z0REE N AR, R4

1 = b9 (@) f (1)
N ; p(T;)
FRIH, HURRRAGTRA—AS £ RIERH p, B poc £, BB p(@) = £(2)/b, Hh b RIT—LFE%, T4

1N
— Z bh(j)(a:i)‘|
N=

19 = |

19— F

HTIXH, RIS BR PP
o FATWUTERST b= [, f(2)dz?
o AT p(z) = f(2)/b HRAENE?
F—MPREBR ARG, FTART DA S RIS A R . TSR AN IR0 R0 B SR 2 TR, AR, 1k
AT PARE I FATT T4 3] Metropolis-Hastings J7¥A T .
14.2.2 MLT kA

AREs B BHWOEE4m (Metropolis Light Transport, MLT) 53K PA—41 n AMHENLRARTT 4G, AU
RIBERR AR, MADERI G . A5, B —5eBimg (Mutate strategies) (512" 4E
KA

1

z;E

MLT #REE BT
o BBt Wik,

L R AR B, S E A B R A po SRR N 4547 T 3542 (seed path) z5°°9, ..., 25554,
2. AETHH—AL R (b) A AR f MRS RE R AL po Z 1A] A AR

beed

N’
Z seed
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3. MAEBEER PR/ DRy (Hn—2%) 1ERRE, T2 ke
o 5 [yBt: Metropolis-Hastings J53%.

L MR B-F# AT iG , I Metropolis-Hastings JyyR2E MUBTHOREAS . HREEESZE W 122 32 AR 2
BT U HI AR RENLSEE (mutation) . XEEEEPIASAL L THIRIBEEEAS, EOBOIRER KR
EF LA G HAR A f BIREAS

2. AWrEs BB gR, AN — R8s, XA T BB IR R DR AP
ZHBAR R R, A AEIE 4

Ph1CRYy
MLT OB anE

1 MLTO {
clear pixels in image to O0;
3 x = InitialSeedPath(); // sample n paths here
1 to N {
Mutate (x);

4 for i

y

6 a

AcceptanceProbability(x, y);
if (randf() < a) x = y; // accept the mutation

s RecordSample (image, x);

10 }

14.2.3 MLT iy teses

XF MLT fJ Metropolis-Hastings BB, &A% ODRIEBD 2Ry MT—MAENKGE T, Tl
B L — A3 %)% % (transition probability density function) ¢(Z — 3), PARRFET T R RA:
RALFEAE §o MITFARARA, FATAT AT 2 AR

o i J 1 S 9§~ @)
o) —uin {1 ESE )

FM 1A BRI AHNA — L

o BIETFE. a(@ — y) XTERRME AREK,

Tk

o TRILARLANHBRERE,

o itk (ergodicity ). JXEEGEALA A% -RAERAR S (] AR KO Wl2 it , g(z — 9) # 0,Va, 4, H
H, f(Z) >0, f(y) > 0.

. ARIHEAK,

EBTFRE/NT, RATEZE FEIHE Veach Fl Guibas 1E 1997 445 H i = Fh 245 — AU A 2845 . PRAR AR
Bk T ERAR AR .
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14.3 M n5Ess

14.4 BB 51 1esel
145 FEERFER

14.5.1 FEERIERFERS

14.5.2 UL

14.6 R RsE

14.6.1 PFEHLBEE FIE (SGD)

14.6.2 Langevin 4§ k& )itk (LMC)
14.6.3 SGD 4 LMC (fyLb#

14.6.4 s br

]



Chapter 15
I ) { e ] i 53 i 4

15.1 [ mjiE g

15.1.1 B Ih) s 2e b I,

15.1.2  JZ )i g

15.2 S4B Il

15.2.1  SEAMJEEB N
15.2.2 Wik Je R BLor12: 0]
15.2.3 g

15.3 w[fforiEdy: HiEm
15.3.1 FE BBy

15.3.2  [W] I S A B

15.4 w[foriEdye: 2RpEm
15.4.1 BRI

15.4.2 TR S B
15.4.3 Wik—BwifL

15.4.4 OpenDR vJfsriEiess *
15.4.5 T 2NSBEM»

215
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15.5 ®HHEAL

15.5.1 [

15.5.2 sRfl: )%
15.6  ptfe-a3 ]l i 5y e 4
15.6.1  HijlEAERs
15.6.2  Bsr gy
15.7 S Et

15.7.1  EBEAL TR BIEBS
15.7.2  Aha By

15.8  nJ B oy T Geiry g PR Pk



Chapter 16

FHIFPER T e

16.1 S S G
16.2  BREEPT AR
16.3  Priathe i i i Fe
16.4 k¥

16.5 HHBHETE G

16.6 OBk

217
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Part 111

KoK

219






fiEok A

Z e BT

N T BEARPISAERE, ESL BB, AL PR M Z 0B AN S R AR R R T 5
TEAWIFPIE RGNS, FATHRICNFRATTHE R BT BT B BATEA X B &, B, R,
SE SCRAE R B AR S WSO 7. X ISR IE 42N T RERS B A B0 h B A AT AE R

A1 DSBS LD

A.1.1 w3

TWELZITERE f(x,y, 2,...) XFHF—AEHZEENRMSE (partial derivative), 0 x, 2R =z PAIMY
A A AL E R EOR S, 0/E &L, i4F “partial f Lb partial 27, B{FAE—SERP AR AL, tua]

PAEAE “df [ dx”. f %) o Pm R B rT ABHE fo(z,y,2...)0
Example A.1. it EH#3k 2 = 22 + 3zy + 42 2 = 091853,
Solution. & y MAEE &, ATA

2
— =2 3y.
or Ty

A.1.2 GLHBEBCORS
LB ZIC BN S 4

BBRE u = (1), v="1(t), ... #AE ¢t LA, KB 2 = f(u,v,...) FEXA (4,

B, MLEGHRE 2 = f(e,9,...) FEA ¢ Abul T, IFH,

dz 0z du L0z 0z dv
dat ~ dudt " vdt

A B A PR BTN A 97 A S8 (total derivative).

221

v,...) AL T
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Z LB 2RI S

PAZICRBON B, BRBRE v = o(x,y), v = ¢(z,y), ... #FE (z,y) LLEAX =,y BT, KAk
z = flu,v) R (u,0) BAES RS, W2ZEGRE 2= f(o. ¥, ..) xR (2,y) ARIPIA T LT

1E, H#H,
0z 0z0u  0z0v

9r  oudr  ovoz
5ty B SE L, 9, FERAE @ BRSO, TR v MR, B w, v BRTT LA
PR AR I _E— NTRIZEE
A1.3 ik

it 205 e R AR B A 7 T AL AR, T 1) 8 (directional derivative) BFFEH MR —H7E Jr 1]
AR MEREHER P = (20, Y0, -.) IWE T #1280 v = (v1,v2, ...) BT FEAFAERS, RATH

0
D,f = 67.]18‘(104;07,,_): fa(@o, 90, - Jvr + fy(zo, 9o, - Jv2 + ...

A4 BRE
B e — AL L TR B PR K7 ] 19 1]

w3 (BE) Zo0m% fo,y,..) fERL p BIBREE (gradiant) 2 e 7E p BSR4 &, HIE

E2W|
_(of of
Vf -_— <al‘7 ay,o.o)
He, v= (2, 3%, ...) #FF°A Nabla 5T (Nabla Operator) .

MR E S, 7 SR At n] A A

Dyf=Vf-v

BIEER PR

MEL ERBEBRBRIEL , o e RATFREACEM e — i, XA R B AR iR

BREZ IR 7 ] 48 1) BR B I e bR Ty ol o HE— A5 LA B RER Ty A2l BRECE VAR DR BE R A
BRI 4 S5 15145 1) BRSO D foe BRIV 5 17 o

B (RN eR B E X AN 7 ) R A

WERAERA R LB N T R, R L 12 A P B B A K s b, e PP OL T, XA A
TR R B ME, A TR A

Example A.2. % f(z,y) = %(x2 +y2)’ & Po=(1.1). &:
(1) f(x,y) ok Po A3 mofeat 5 e R f(a,y) BEAF @005 63
(2) f(z,y) £ Po ey Sl f(r,y) kA @ 6 S
(5) Flay) £ Po R REH 085570,

kA
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Solution. (1) f(z,y) £E4 Po WFE V(1,1) BJ5 KBk

Vi) = (L4 S )= i bl =1+

BOIR I 1R
VILL Li+ ij.

VIO v2 V2

VvV =

07 T ECh
Dyf =Vf(1,1)-v =12

(2) BB ~VF(L,1), Bl (1) BGOSR A - 51— 5., FRSEh -v2.

(3) 7EA Po AWEET Vf(1,1) W7 AR 0. X AT E ng = —Z5i+ Sjling = Z5i— 255, B

A2 FRAPRECR T

A.2.1 RarBekSsAa A
— ek B/ e iR R A R
ML F(,y) 765 p=(w0, yo) MF— BN AAESEMIE, H F(2o,90) = 0, Fy(w0,30) # 0,

WK F(x,y) = 0 fE58 p B0 N REAf EME—— MRS HAFESL SRR v = f(z), EWLE
vo = f(zo), HHA

SRS/ W v o 5 Tk GRS RS /AW

“ockas g/ o R R R A X

ﬂu%@%& F(I‘, Y, Z) ’—[’:E)\J_\:l; p:(an Yo, ZO) E‘J%—/I\@Biﬁzljﬂﬁ‘ﬁﬁéiﬁgr%ﬁvﬂ F(Io, Yo, ZO) = 07 Fy(x07 Yo, ZO) 7&
0, MIFE F(z,y,2) = 0 T p 4PN BER & ME—— DA SN SEN R 2 = f(z,y), B2

20 = f(xoayo), #Hﬁ
0z F, 0z &
F,

dr  F. oy
X2 kR Er sk e A

A3 IR

A4 HwBYy

XA XAk D )i, w2 = f(z,y) AT H DG, AR DOE R D %1738 n
AN AT DRI, P AR/ IN DRI o T B T (R A (B R B A - DAL (A T A A2t AR

n

Vi=lim > f(& m)A0;

i=1
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Horr, X /DB Aoy BEAR, R (&G me) RSP IRER R oL, PSR EE f(&,m) W%
TOUREARA S o FATE 0B f (0, y) 7P R RISy (double integral) 21

[Lf@wMJ:V

A4.1 BRI _EB
T il TR AR B T 35 PR X, D, 35 HRT DA B A AR 2,y FIANSESK
p1(2) <y < pa(z),a <z <b

KR, HA o1, 00 FEXIA] [a, ] RIEZERY, W HA Al DA

J[ raas= [ b [ / (()) f(my)dy] dr.

AT AR TR Xt y JExE o i 0B —ITIRSERE « BMOREL, RIGTHERTRSER
Xf o HEATIXIE] [a, 0] BERRTEIAT . e, FRATRATDASERT @ JExt y BAT Ry, Bk 36t P X0 /5
-2 J7 2ok E S

A4.2 BARRR SRR
FLIl A bR Ee 15
ELAAAR R B AT DA S AR AR B ARAR I TR0 T 5, AR

//D f(x,y)dedy = //D f(rcos@,rsin@)rdrdd.

BeAEbrity kB>
ARt T DASE S ST B A AL AR BTV B %8 il TR AR I T P DX D, 35 HC T AT
IARARR 7, 0 AR
p1(0) <r < p2(f),a <0 <P
TR, HH o1, 00 TEXN (o, B] RIELERY, T =AW DA

B ©2(0)
// f(rcos6,rsinf)rdrdd :/ [/ f(rcosf,rsin H)Tdr] de.
D a »1(0)

A.4.3 ook

VRAFAE R T R (u,0) AFRREIE (2,y) BHFF, B 2 = 2(u,0).y = y(u,v), H x(u,0),y(u,0)
BITE (u,v) AFRRIEFIXEL D' FARSE, WS IR0 LERIME (Jacobian Matrix) & X%

ox ox

J(u,v) = lgz g;]
du  Ov

FATt e e . HAEa 474X (Jacobian determinant) 4
Ox dy Ox dy

[ (u, )] = [det(J)] = | 5- 2" = 55




Physically Based Rendering Lingheng Tony Tao (Fg4~{H) Page 225 of 261

XTZICHREL f(2,y), HEILTEBD [[) f(z,y)dedy. QR BEEIEHHIL R v, v RFRREA
By, WA R A N5

J[ sty = [[ o) v o) 1) dude
Sp, DR (u,) AERR FIOBUNKIR. B, 2R SIEII G, ARSI A

Example A.3. +H %4 evie LXK D oy —Fdy, P D Rh oy, yEHURAR v +y=2 T H
PG E ] X3,

Solution. S u=y—z,v=y+z, Wao="25%y="2",
IMPHERT H AT 2 R

Oxdy Oz dy

Jude v ou =|-1/2|=1/2.
RV EUGTRVASNRIE G

iz u/v1 1 2 Y w/v 1 2 —1 —1
evte dedy = eV —dudv == | dv e’du=- [ (e—e Jvdv=e—e .
D D 2 2 Jo —v 2 Jo

A.5 fEnlLERERE

] LA R R TP A FE S L, RAR R T R4 2 E R AR R, B, E— kAR
A TR EAR B o — A bR R, b B FE T LR 2 5 . FoN B m R0 e ] e A B9 IR
HOFRAR .
A.5.1 It

TE AA3 ByE o, AR e BUR —EAV D R AER] LUARRE . 7RI L, HERT O AT A K
fer ks B2 vy P ETEAROT S wo S ERTAROTY . 7RSS vy P BRI D
THAROTHY RN A
dA = dxdy

TTFEAS AT wo PR I D7 v, HS6 I A T B G R /N 12
dA = |J(u,v)|dudv

A 11: A £ 2 U E SN AN W

//D f@,y)dwdy = //D Flw(usv), y(u, 0)] - 1 (uw, v)|dudv
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A.5.2  JRyAl SE
[ — {5 S A e i 2 o X R™ 28 (B 0 i Asde, HEATEA
T(x)=Ax+b

Hep, A Z—HFE, b 21 n e,

P EAE KA, TEFORE x B ERUMESD Ax, fS ) EEA AT,
f(xo + Ax) = f(x0) + AAx + O(]|Ax]||?).
Hof, A BRI, ZWgEBm O(||Ax|[?), 153 ) B eh K i S,
f(xo + Ax) ~ f(x¢) + AAx.

KIEE— M, AR AR

Af = AAx.
¥em 2, X mEERE, AT A — R 28T 2 m BB U NRB . 2458, B — S FER R A
[y, XA EAEL, PUEIRATIr R AE T LA RE, R

— — | _of of
A=Jp= |2 o2

[\l — F RS . TE—TTR B, S8

df(x) . Af . flx+Az)— f(x)
de Alglgrgo Azr Alalargo Az

X H, SHe— e, ERJUTESGRAF. RATRA NP KR,

= f'(=)

df (x) = f'(x)dx
FEZTChR AR, BB SRR AN, BRJLESCRAR . JATA R KR
of , of

df (x) =V f-dr = (==d

MAEZL JC s E R A, BRI SRS — AR, Xt @] LA kR LT .

df(x) = Jedx
PRI UL, WERZ o S E R £(x) 7 x 4rT R, h 2 —AMikemaE, R E O N —AMs Mg,
HERT R FEFZ AL AL ) ) IR A Jeh 02— My, TR h 5HERAHUNE ShTEE A%
il f(x + h) — f(x).
A.6 =dEHP4y
A.6.1 FHAAbTHR =EBY
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A.6.2 i AR BB
A.6.3 BRI AbR S S HBS
A.6.4 HEBIH WA

il v i Y

ol

W ait it

510

AT By

A7 WK By
A.7.2 A bR ZeBS
A.7.3 RARARA

A.8 By

A.8.1  Suhiiu B By
A.8.2 ShfAEbs B4
A.8.3 ik

A9 BH
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it B

Pk A b

FERE 2, FATERE TR ZFERNIOELAT R, NI Z R 307038 5 A REXS I 7 A Dk -
P, BRI AL bR 2R kB AT 75 2R — 0

B.1  ERAEbR &R FFER A by

B.1.1 EER X

PARL x MERORYBRARIR AR T RERRZ 22 m], A x AR Bk B i w mTRAM (6, ¢)
bR . PR

z = n(x)

TEXH, w=(0,9). BOTAFE ¢ FJififa (azimuth angle), F% 0 JyKIif (zenith angle). J7{iff
FRRRIE o 53] w 7E zy Pl MBS Z FRI . KIUARIRIE » 5, g doa A i Fim ki &
BIZT5 A o

MRPEE L, FAVHIE 0 F1 @ 25 H A HETE -
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B.1.2 g TE N

FEZHEE R TR — A p lE A —E R b, (HRIATN DA = AL (0, o, r) SRFR, K
B, o BEEFRETT W w=(0,0) B, p 5 x BEEE. A, RIGHRPREE, RIS HMA 0,0,7)
BT (2,y,2) BARIRAR A

x =rsinfcosy
y=rsinfsinp

z=rcost
gk, FATWATAM (z,y, 2) ARG (0, ¢, ) Aatr.

r=/x?+y? + 22
V) 2
9:arctan< Y )

5

SHES

(p = arctan (

B.2 ik

TR TR R A5 B SEAR A ) SCRIME:, TERCATHAEA . 202 - SEA @ BRI T AR
WA WRAEERIEAEA 1, ﬂujﬁiﬁ%E‘J%@Iﬁa‘ﬁ%ﬁﬁiﬁ’]ﬁdn

XEFAR/ N RTAT, T DABE A %3 (ME R T S IR I R SEAR A KD

0_ Acosa

r2

Horr, o R RAAL SR PO S ERORTEL R I .

B.3 BB
B TLE T, AT SN H B LR A 2RaA,
dw = sin 8dfdy

FEPER EESLREL f(w = (0,9)) BIBUY, BN

/Qf(w)dw
[ ro0rsmoma

Example B.1. stvA N, AP, hE A N GRERZE cos™ (w, N,) #4TF KA 5.

HEAGR 6 — o AZZRRIB, W
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Solution.

2m

/2
/ cos™ (0, ¢, N, sin 0dfdyp

Il
S— S— S—

/ cos™ (w, N )dw
Q

0

w/2

dgo/ cos™ 0 sin 6d6
0

dy [ —

L

0
27
0
2
27 cosV+1 9] n/
0

N+1 |,

I
C‘.J\m
3
=
+

B.4 CRERIXIEe

TEERFIES A BB R IB A x B RIRE R S8 filn, aRAAEn T
BB GRS AL AR T AGE,  RTLAAES IR I A S A g B 7 1) ERLY, thn] DATE G 52
PR EREATAR Y o IR S B P AR A5 XA ) B At

£ B.2 A I

A
0_ cr(;sa
KT SR, X — KRR, i
cos adA
W = T
Hrb, r AFRREFERS p SH4HE x IR, o LEMELSMN p 2 x M7 B9 .

n(p) ‘7@@ P

dw

I BRI e, FATRT AKFII G875 1) w BB SEA A 2 p MUARRI Bl T dA. X2 Bk By
PR f(w), ERTARERE MR p BYBREL,

[ o = [ 1) <5as

r
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fit s C
C++

HIF C+ T X RIFE, AL CHEF RN Ty AEAIRZ R E ET ), C++ A2
ISR S . C++11 BURREE T —2uBie e, X3RN S50t TEZMF ). Nk, Fi18
— R EMARRE C++ AMARHE B LA LA S C++11 i — S8 AR -

C.1 iR 4

fAi A > — R (class) FIXR (object) WIEFR. B, —HumRiFas (XF5) & “M” K %Ep
(instance). HACH AGEUL “A & B BWSLH” gt “A 24 B, Wil b3cie “BRAF24M7. x4
Hife (object-oriented programing, oop) I E W = AMFEMEHTE B, MORFIZE.

C.1.1 3

B4 (encapsulation) MRS F BRI XT S I AMRACA BRI 11, RO SRR S FNSE P40 .

#0 (interface) —ial P DARCWHLFEAR : s H i LR USB #2204, ARALEHRHL AT AR A —1> USB,
AR TR Z AR A USB 2 1R E LT ARER , RF1E UG 32 USB I RESt T X TAR)7 baim
T, REMEER—ALOEE N, HFREHEX AN SSLAERLes: 1. WFLEThfesif T, HFAFEERE
RSB

FR R AR IAE DA R LA

o UilMEHifE (access modifiers): 3 ANJjEHi%F. public, private, protected., HH,

— public: RNSMERAT ] .
— private: fl%ﬁﬁ%lj‘]ﬁ”ﬁﬁﬁo
— protected: K5 HAPRIEPHAIH .

o BRUIFEL (member functions): & LTERNTRRIRE, M T RN H . —BEESTERIE P, H
AT PATESRAY SN E 3L

o HiEeB (constructor): JITHIMAILHTNI AR

233
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o BrigrA%L (destructor): JITVEBLALFVEN.

C.1.2 4k

ok (inheritance) FFFIEMBLA A E L, 0 SGHIZERIIT N . X B, SakbR 2 fdEde (base
class), ZRMIZEMMIRAEIR (derived class) BiF3Jk (subclass).

PRI GIREMRIE R A (s-a) KF. W, MRKZIHWENTE. LA si.

MAE L ERYE, DARTIFAEE LRI AR LA, ik 2 E4fk (multiple inheritance). {H )25 Fr%
G, ZEAMREFH LN, MEaRifidoR (diamond problem), B PAFRATNZ A m5E A
i 22 YRR .

BNk

I A, WHAPIREWD T B, C, EfEME Ao BHEA—4 D FR4R B, C. RFENHIK
Ak, MABERRNZE /A, Nt ndoking. 7EXFERT, D Pauamfh A 1k
i, —hM B #RfER, —A O 4ORIGHK . IS FERIEICAR, EaTRET R EAY R, Hdngidh
B AT 58 7 T B AR

C++ it T A MR TR, B2 g4k K (virtual inheritance), F|H virtual Jegt=, i
I HEARAR I, Toie— DRI T 20, #a RAF— MR S0

class A { };

2 class B : virtual public A {};

3 class C : virtual public A {};

class D : public B, public C {
5 // Now D has only one copy of A in the memory.
5}

C.1.3 Z4&
%2 & (polymorphism) &R —MED, ERMFRIARPEH. ZEABHEDEZ.
WAL SRR N 2, RIEMIFR LI XF 2 ST 208 MR (override) FIZHAT H

RBL. Howr, sBCEEIRIRAER —DRPAEZ A F 2 KA, HENSEEA, BadTaEA . 285
R R B 1 s AR R L B

SRR TSR, EEE B (virtual function) PARARIABL. BATHE A TH—
T HERREL
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FE— PRI R, AR EM LA virtual X85, BUTAEIRAEISPEGX A REL. HEE
Bt ] DA SRR A 2 T A5 HE 2 R B A R A4 PR AN 2520 T R

AifgeR % (pure virtual function) ZFETEREAHARIERAE CHYREL, FFEA =0 MR HMRE (FFEH]
Febr SR TEEARIC A RIRAE) o« P U s AR KA %3 (abstract class), SIRIEAREPLHIML, H

TE RO, FATTE AR K Shape, SRJGE SGX MG IMLERE KL Drav ) FATRFX A 8 £ 5
BRGANIRAES,

class Shape {

2 public:

virtual void Draw() = 0;

}

// derived class circle

7 class Circle : public Shape {

virtual void Draw () {

// code for drawing the circle
}
}

; class Rectangle : public Shape {

virtual void Draw() {

// code for drawing the rectangle

}

C.2 %

C++ P72 BT Y, SiRan B —A.cpp UM, 4 ARG 300 B35 .obj. 4
‘X%ﬁfﬁﬂﬁﬂid\ﬁuﬁcm CPP, Ilﬂ:/ﬁ\%}iﬁﬁféﬂwﬁm XAKFG AN B cpp X E LI I A v
B (IR IPLEEY ) £7.cpp SCPHENE I & A28 EEAESAS . R St T RE & AR ik
51H (unresolved reference) X LeR A |2 HA.cpp ST 8 U R BI0RI 42 Ry A% it

CEP3 (linker) AR TR AL B A X G S it A T RA TS (executable image) o FEIX P id 72
Hr, BRSSO RSO Z A G I o AR T, A R T AT AR R B A bR
B eRAIESAE, FIERfF.cpp SUFZRIAIGI . BEEARA SLVFLA T PR

o WAH| extern FIHMHIR. HEIEISE £ iEM I 0938445 (unresolved external symbol) 4t
EED

184 (signature) FRIZBIATALSERAL, T Bowk, FAREREREAT. AP R T R E A [ R 4
FUARFRESESIE, ENSBRMAREAR.
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o HREFEZATIFRITRE X, SRR —BIT N E L2 IR BRI A5 4k % 22 5L (multiply
defined symbol) 4%i%.
C.2.1 g5
#il] (declaration) &1/ REHEIA. i (definition) FEHEA AR IIHRGEA. — @ b

Kie— AR, H-AFEUIA—E S E L.

PREOE I A

extern int someFunction(int a, double b);

> int someOtherFunction(int a, double b);

PREUE LA AN

int someFunction(int a, double b) {
2 return (a>b) ? 0 : 1;
3 }

C.2.2 WIKRE

W, FATA AL KL & SORAE RS L X R BN ISRA Z 4> .cpp X/ #include T i%3k3CF,
R RPOR S W EE X Hig, A FREBIsh, BRME inline KU TRYMREL, LB M
PA%Y (inline function ), PN EMTIAR U RF R BHHL G S B2 7 9 s BT o AR IR R Bt 2 1. cpp
SCPFJR AT, G2 23 CHEh SR B

Bian, FAIHE foo.h WK, FRHIFE X
inline int max(int a, int b) {
2 return (a > b) ? a : b;
3 }
XA PRE AT AR IER N ER . (E2 RIS E X

inline int max(int a, int b);

DA 2> B I AL

C.2.3 e

AN BERE (external linkage) FEMYRTEE XAb.cpp A Z AN .cpp U HLBER W5 R E L. A
XfHb, PBEERE (internal linkage) W HBBAEZ @ LA .cpp B, HE.cpp SUATRET I A RAELT
public, private MfEM, HRAERIXSZ cpp XAFMARSE.

XEFALATE L, AR LA static ST EIHGREN NON NFREER: . HARWOUT , FATEOINE SCH
BOASNIEER . [HF—RI2, B static B MIRAZRATAEZ A cpp FHIBL, EHASEIRZEE
o
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C.3 WA
RIS F C++ 425, B 4. HAE AR iR

C.3.1 JEaigdhi e

[ —F LA R R N S AMCR AL S AR 2 1 T (byte) =8 fiL (bit).

e char: 175,

o short: iHH N 2 FT.

o int: JHHN 4 8 8 FAY. 32 (LA L HY 4 FAT, 00 64 fbLEE B 8 Y. AL MR
FRULIII . 5IAR int Jy 4 Y,

o long: N 4 2 8 T . HEORKEA/NT int, HERILT CPU ZUGHIRIERSE.

o float: 4 F5.

o double: 8 FT¥

e bool: 1 FYE{ 4 FIy, HUERTREFAM.

C.3.2 WiFkk

YA PATRRF R A NI B T, BAERE SR PR AN (memory stack) WINFFASE].
FAREU, —HOESE N SBEARR , XA FR R (stack frame). #pR%L aO WA EEL 1O,
MIEEEL bO MERMSHIEAR, 2T a0 WERNZ . 24 bO &M (return) B, FRWISPEHEH, SRI54%
AT a0

FATIEER, J5 HEARR I A BRI Jesf i | X PR FRAE LIFO (Last In First Out, JF#E5EHT ) 4544 .

AR = 2R B
o VM7 R R [ml i (return address) . TR K R BGR [R5 PP 1 S8R [l 2 WF AL

o CPU Zffrds (vegister) MM . EAFAFE LIEA R INASLAEEr, SSAERIIR I ) B E00E T DARE (1 27
Fias 1o SFIR I B PR R o] 2

o JRERAEEE.

C.3.3 WAiHE

B, PR EAEB T B HE SR N AFE . S THRELSIESHBLTIRE, BERESENAAHE (memory
heap) FHIENAEH. 75 CiESW, FRATEA malloc) BEUHFHENAE, WirE C++ B, Ff16iH
new JCHEFHITE NAEHL.

TEHE b R I AR SRb TSR, S A AR (memory leak) . 7E C &, AT
H freeO BRI I malloc O BBRMEI NI, TE C++ BTG KT delete. S TR
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PR, KBS 78 C++ o, DRIKARESEE new SRR A E CNFA LT, HIttA
AR A Y new #L—iE & I 7L

C.3.4 XRIMPAAAL R
xF 55

N T CPU ReE S ROt s, i e o4 i iR Y B2 2L B 55 (alignment) . X5
WMEAEERE : — RN s IREREAL, HHbhh 87202 s IR i, —4 2 T msidniay, en
Bl bty (F75ikbl) fR)E—(LE 202 0x0, 0x2, Ox4, 0x8, 0xA, 0xC, B¢ 0xE. P, FiiFdse H e
/NEE S B ST AN EIEE (padding) , A BRAE S TR AR SRR (2 FOUH SR K. PRIk, WA
AP R AR 57

struct Inefficient {
int a; // 4 bytes
float b; // 4 bytes
char c; // 1 byte + 3 bytes padding
int d; // 4 byte
bool e; // 1 byte + 3 bytes padding
char* f; // 4 byte

struct Efficient {
int a; // 4 bytes
float b; // 4 bytes
int d; // 4 byte
char c; // 1 byte
bool e; // 1 byte + 2 bytes padding
char* f; // 4 byte

RS AA SE R AR, (B2 RN HI AR, B A4 A Tn] LA
B 4 TR R SOREORIRNTAEHR 5 AR AR/ B AR E AT THEF RN . PARR PR T4 23] o

PP T

struct Efficient {
int a; // 4 bytes
float b; // 4 bytes
int d; // 4 byte
char c; // 1 byte
bool e; // 1 byte + 2 bytes padding
charx f; // 4 byte

struct AnotherEfficient {
int a; // 4 bytes
float b; // 4 bytes
int d; // 4 byte
charx f£; // 4 byte

249 PRZ CPU R AU O B 1 o
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char c; // 1 byte
bool e; // 1 byte + 2 bytes padding

7 }

TEL5HK AnotherEfficient W, JUERNTIRIGAMPINETE, W TE5HIATN 5 AR BT 28 BERR AW 2 X
FrEOR, ARG AT H S BN A SRAE AT R SIS RS IR, X R BRI L R . FERX AP OLT
i Ear USRI MRS REA B TR A A X5, R X P E T

MRIIR

AT BTSSR ARREERY, VTR INIAR T L. PATIOA B1 B B /NI E SRR RIRT . S R
B, TR RSP ER AL, BTPATE 32 RS E, fREFIR/INE 4 7. A 64 RS L, 18T/
8 T Ak, TLRIFKLRETE, DHEIA KBIZ G A S bR NAE, BRI SN

C.3.5 C++ REGMAFHIi )5
HT AR BIOIETE, Cr+ BINTEiR S C rG5 IR —2L22 ).

ok
K BAEMWEE A 25, REBENTFTRSAEIN: Bkl A PR, K5k A 5XB

ZIRIMXIFFIRTE, %59 B SRR R B G . FEZ BRI, SO T RESA Hi AR R EREZ IR
fiijars (HIATHSE H R R R S EAMR, BreA BRATHAHE 2 AR T

W EEERZ, BAK A Y private ZARAER B LA, K B AMKREAE B N H
NIRRT AL R B 250 o R R TR AESE A R public M protected BRELTPUIMIZ A WIALA
Ap i B AR O

HE P

WE, 72 C++ o, G R (WAL, MR ERITE I R) Ao SRS NAE, P
S0 5% bR RO AR T[] — SRR BT XSO BRI 1 o (B A — A BIS—— MR A AR — 2RI
FYOR T IERREL, PN — N EE A0 (4 808 51y, Mk THLEE 32 b2 64 fi). X6
YRR MEAeAREl (virtual table pointer), J# ] vptr SRIGN, WHSBMAEX DRI K. Bl
AEMR A —— BRI Mg A% # (virtual function table), ] vtable AR, MERHP U MLMITA R
PREC RSB

LU, R SN, (B2 SRR RS REA R, EMEATENAA L, ATE T
£, TORAERFROBBE (Data Segment) w1, HALT A PATIUZH, 0K ARRAIRIE . X RI—12
A SEBl, BN — . F4h, FERAERYORIT, IRAERMA S YO EZER IR 7> 25 m) .
R B EATIABRIERE, HFHBAEER A WIEERE, 4K B MEBIRFENE A ER. N
TR (6 B 1Y) RIS - 2 A 485 - ATRERYIELSE - 2¢ B A - WIRERYIESE.

Example C.1. MK T @may R, FgkKE Shape £byikA £ Circle YL E 64 MBI GF &
Fh BAR TR, Eb Vecd m—NK I A 16 FHagsE ik,
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class Shape {

public:
virtual void SetId(int id) { m_id = id; }
int GetId() const { return m_id; }
virtual void Draw() = 0;

private:
int m_id;

g

class Circle : public Shape {

public:
void SetCenter(const Vec3& c) { m_center=c; }
Vec3 GetCenter() const { return m_center; }
void SetRadius(float r) { m_radius = r; }

float GetRadius() const { return m_radius; }

virtual void Draw(){

// code to draw the circle

3 private:

Vec3 m_center;

float m_radius;

Solution. %5 [EF| W I3 o 6] 5 H K¢ Circle::m_center, FATRM 16 “FH7XI5F. Circle JEHITR
LU

MERAEET: 8 F1v.

e Shape::m_int: 4 F7;

o AT 45T

e Circle::m_center: 16 TF7;
e Circle::m_radius: 4 F37;
o KB 12 7.

Bt 48 "

C.4 CH+11 ¥¢PE

RUE 2017 4F 7 H 31 H ISO KA THcHH) C++ A C++17, (HZFERRAFRAER] L4 AR A %21
Hi Sl ge2E Ri. Wik, FRATEX BIS20e B ail A5 i i . Wit T2 EEDEER . 2011 4
KAAH) C++11,
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CA1 Wikt

C++11 AL B hedR%EE (smart pointers)
PAM std::weak_ptr. {54 C++ HEHHRIETTBE
REAHEFA AR - e 3K 28 i) A

FATF M =F. std::unique_ptr, std::shared_ptr
S-S, NN ERERS |, T =R R

std: :unique_ptr

std: runique_ptr Jg— Rl S I AR R REFE B . UARTTEHA IR BEIR A p— MREH A, I HRE0%
TREHEH ST F SR IR, ARSI LAGEA] std: :unique_ptr.

FH] std::unique_ptr {7 =CH AR LFR:

#include <memory> // have to include this head file

std::unique_ptr<MyClassA> myPtrl; // empty pointer

5 std::unique_ptr<MyClassB> myPtr2(new MyClassB()); // using new

std::unique_ptr<MyClassC> myPtr3 = std::make_unique<MyClassC>(); // only works after C++14

R4 std::unique_ptr FHHRITHREN, HHATE delete KM, WK delete KIMTAES
A IR T AIREL, DA std::unique_ptr fif] reset Jy¥k.

std: :shared_ptr

5Z A 5 $8ER[F], std: :shared_ptr WfEMELE M — N IL TR (238 mF— X% ) st .
std::shared_ptr fJ— R KINRE 2T WNEB ] 7] A it 2% (reference count ) Sk PR EE % /4> std: :shared_ptr
TR E—AR. M55— std::shared_ptr @Ei8H), TR SBOREL.

std: :shared_ptr fFEHAYS std::unique_ptr 25l 1F C++14 Fa] PAF I T4 4] std: :make_share
ik, FEFERPRASH A new BIW].

std: :shared_ptr f{j—/NEE T AES FEWEIRT A (reference cycle). fEFFRT| 25 H N E 2 A%}
SRS M E R X, AR DL . 7RG BSR4, 4F5j2 std::shared_ptr fFf
BN, PEERG R AT R BN A . a0 i il .
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class B; // forward declaration

class A {
public:
std::shared_ptr<B> bPtr;
~A() { std::cout << "A:destroyed\n"; }

}s
class B {
public:
std::shared_ptr<A> aPtr;
~B() { std::cout << "B:destroyed\n"; }
nE

5 int main() {

auto a = std::make_shared<A>();
auto b = std::make_shared<B>();
a->bPtr = b;
b->aPtr = a;

return O;

TEXNBIFH, BAATS a F1 b iliid std::shared_ptr HAH “FF” Xh. SEE main() g5, R
a fll b MIEABC 4R, HREMEMNXR AR, FAEEEX FRE, 5IHEEEE, &

TR BRI A 2 B ] o

FERXAPIGOL T, FATEAS N std: sweak_ptr HAHH.

std::weak_ptr

std: :weak_ptr NIH MR TAR AR MEL R std: :shared_ptr HHIXTER , B AT A std: :shared_ptr

5 T

std: :weak_ptr ANAEMRATPI R ESGST—HEE LA, M2 ZM—4> std::shared ptr H{jgJ 4

std: :weak_ptr FPAIZHE.

#include <memory> // have to include this head file
std::shared_ptr<MyClassC> myPtr = std::make_unique<MyClassC>();
std::weak_ptr<MyClass> weakPtr (sharedPtr);

// only works after C++14

RFEMA std: :weak_ptr TIGIMAIXTSR , IR std: :weak_ptr JI#5 A std::shared_ptr.iX

Y SEE std: :weak_ptr.lock () PRECEILINN .

if (std::shared_ptr<MyClass> tempPtr = weakPtr.lock()) {

// now we can safely use tempPtr

3 } else {

// the object pointed to has been destroyed, no shared_ptr created from if

FEFRATRE R SE Bl T CH++ P RERRAT OB X T .
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C.4.2 auto JXHity

JUEHE C+403 HiE 4 auto KT, HEMIENCEAEEUWE. £ C++11 F auto HTil4miF
A AW E S AR ER AL,
C.4.3 nullptr Y@y

e C 5 C++ iy RUcA T, 2 astlsm o 3810, ARYRHMRBERHIFEAN (voidy) BiF (charx).
HIT C/CH+ RRB AR, X RES SRR LA L M. BT, 18 C++11 1, #inT nullptr
KT, HT LI

C.4.4 Bl AL I

C++11 H 5] A EhiE X (move semantics) FATIE G (rvalue reference) J&¥HEFRE S BED & .
AT ARSI, B BAE s S R A E IR S (A ge s B ) BN .
Aifis i

1E C/C++ , ZMH (lvalue) XFRAJZSERRA CPU s BiE WFRIIEREIIE, A{H (vvalue) XFHY
f—NEa g, 25 AR A —E R LA . B EEY) int a = 7; H, a $8A9EHAE
e FRSEBROLE, W7 WIRCAH SRR N AEAS ).
i X

T CH+11 Hr, FAIn DAEN && RFR B RRAMEGH, FRIEH AW DA I 5. 54
FI HERET, WERRAIFFEE RIS — IR AS R, IEARMNIF IR R, Jekx e A8 &

SEHIHENAE, PR AR i R A W2 H AR Lo SRR R 2 A e A E S D . A ER AT
MG, FATATDMARCHE, AR5 EHRF IR R ER I HAr b, X288 (move) i XL

N A ROBFX S HE D EREMZEMIX (Buffer) 2.

class Buffer {

2 public:

Buffer(size_t size) : data(new int[sizel]), size(size) {}
~Buffer() { delete[] data; }

// move constructor

Buffer (Buffer&& other) : data(other.data), size(other.size) {
other.data = nullptr;
other.size = 0;

}

// move operator
Buffer& operator=(Buffer&& other) {
if (this != &other) {
delete[] data;
data = other.data;
size = other.size;

other.data = nullptr;
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other.size = 0;

}

return *this;

}

// prohibit copy constructor and copy operator
Buffer(const Buffer&) = delete;
Buffer& operator=(const Buffer&) = delete;

private:
int* data;
size_t size;

g

TEXA T, Buffer U ABISEIEAL . ERIR IS B ERR sl EZ BT “Bil0 T x4
MR (FExX BURHRET RN ), RIGREXT R B T 2R (F84h nullptr, K/NK 0). X H A AN EidiE
BHESHAGZ . h T B7 IR VISR RIS 8 X, FATHREE I T 52 il 1t ek 2000 &2 R BS54

C.4.5 B B IE LI for IR
LA

AR (iterator) AR CH+11 BUFHRE, HENRRE C++ hIEEHE N HEZEN— DI, %
b, ShREXAMFE AN R, AR R X RO, FDORERAERT RS (L. sk, mt
GH4E) IRV, AFERERHNIFRR, B CH+ i A S HIGARKE, Hixdg C++
BRI R

Wil begin() %L, AT ARG DAL —ANICE (WERDR), M endO WERERE—4.
WL st for MEHRHIIENR.
std::vector<int> vec = {1,2,3,4,5};
for(std::vector<int>::iterator it = vec.begin(); it != vec.end(); it++) {

std::cout << *it << endl;

}

TERXABIT, BATEEE] TR 7 SR RS T AB AT ++ 8- R E— e T
—AICER, WA PAE S s RAT + RV AR A AT R O

TSI for %A

CH++11 BT HRRIT “foreach” 1B LMIEFA T . WIRABIA AR begin() Al end O HEL, N
FATAT LA B AT R AT IR ]
for (auto element : container) {

// do something with element
}

5 for (auto it = container.begin(); it != container.end(); ++it) {

auto element = *it;

// do something with element
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FTPAXS e —F Eak AR i 2 5 =X

C.5 STL st

C+ $2HE T —A STL J, FERX MR RO LS T — R EIRE . BN ES B RIS ALY
M3, AEX EIRATEE— T e E LA

C.5.1 std::vector<T>

W5 38 T AR SR R LT R e R BT R AR SR S 5, WA T RS R B .
LB BhASEA .
PEfiE:
BEALTI . O(1).
A/ BAHOTREM O(1), HEItE O(n).
5
MU MRS BT RN L AENHC RN, TlE S IR E RN, R/NEH 240
ZRMIWRE GX0TREH LB )

MeAE: PR N E RIS A PE TR B NAEALE, LR O(n) WE. Hli T ERE L
A (BRI A AR 24 Z A Abasa) ), BRRAT LY push_back #EAERYIIME (amortized) B F4E
38k 2 O(1),

C.5.2 std::1list<T>

X BER IR

B 5: & TR EAE 5 A SRR, WA ORI R HERRR 5.
B B

PEfE:

BEHLITI . O(n).

HA/MEE: O1).

%
M TR RSN, TRV AT EAR std: svector HRFEEHT o FOE N
PRGN TE R HIRE A2 NS . A FCRMITAIR 2 2 0(1).

C.5.3 std::deque<T>
X A S JE 2
W5 TR EAE 7 P A SR T, A ORI B RE R 7 5%

SR TR BASY , SN — RS
e
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BEHLTTI . O(n).
A/ MER: SRR O(1).
LR
#M”%* M2 A NRES NP, A2 A RPATEZR std: :vector AR K2 HHE MR
DT EE BN AR AE . BAFCR R AT 2 O1).

C.5.4 std::map<Key, Value>
WL,

PSS WG T RREA P ARSI B WA mAFN GR35 5
BRSPS Gl R LR .
P
/A /MR O(logn).
LR
Ml TR (ERRLLRAN) MZSMTERIECR, SRR AR B BnEm” B8
S BB RART IX—
At SHABOCRII R T2 Ologn).

C.5.5 std::unordered_map<Key, Value>
TR IAL.

RS TR EEREDTT CPYRHILT) BB AR 5.
L WA
PEfE:

AR /BN MER: V39 O(1), HIF O(n).
P

MUl IXEEET I A R SRR A T (B S IREE RN ) B A B 2T
P, EE R AR RZ AL, RO A LR .

MAe: PRI On), ElTERERBRER, oA FEnRIE2EZmARE O1).

C.5.6 std::set<T>
REPae: St

WIS TR AR EAER LR ER A5 .
SRR LR
i

P /A Oflogn).
b4

B TR WAL WAHERIBTCRAT, TRk BT WA IR T
SYRBAER L
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MAL: BHABCR I E ZEEEE O(logn).

C.5.7 std::stack<T, Container>

JadtsEH (LIFO) AyRZEHL.

BRI BT AR ER R, IERYE (WEIAEYE) A . .
PEREY 28 MERE R BT I RE SRS (W std: :deque 1 std::list).

C.5.8 std::queue<T, Container>

Jedtseit (FIFO) fyBASIEAL.

WSSk ST RERIC I BAER 5, WERE (WEIA5IE) e ilh o . .
PERE % TERE LY A T E R R Z A 4 (W1 std::deque B{ std::list),
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1

>

3

K% D
99 1 EZIBRE

PAR 2% H Kevin Beason!ff) 99 4764838 BERUACHD

#include <math.h> // smallpt, a Path Tracer by Kevin Beason, 2008
#include <stdlib.h> // Make : g++ -03 -fopenmp smallpt.cpp -o smallpt

#include <stdio.h> // Remove "-fopenmp" for g++ version < 4.2
struct Vec { // Usage: time ./smallpt 5000 && xv image.ppm
double x, y, z; // position, also color (r,g,b)

Vec(double x_=0, double y_=0, double z_=0){ x=x_; y=y_; z=z_; }

Vec operator+(const Vec &b) const { return Vec(x+b.x,y+b.y,z+b.z); }
Vec operator-(const Vec &b) const { return Vec(x-b.x,y-b.y,z-b.z); }
Vec operator*(double b) const { return Vec(x*b,y*b,z*b); }

Vec mult(const Vec &b) const { return Vec(x*b.x,y*b.y,z*b.z); }

Vec& norm(){ return *this = *this * (1/sqrt(x*x+y*xy+z*z)); }

double dot(const Vec &b) const { return x*b.x+yxb.y+zxb.z; } // cross:
Vec operator’%(Vec&b){return Vec(y*b.z-z*b.y,z*b.x-x*b.z,x*b.y-y*b.x);}

g
struct Ray { Vec o, d; Ray(Vec o_, Vec d_) : o(o_), d(d_) {} };

enum Refl_t { DIFF, SPEC, REFR }; // material types, used in radiance()

struct Sphere {

double rad; // radius
Vec p, e, c; // position, emission, color
Refl_t refl; // reflection type (DIFFuse, SPECular, REFRactive)

Sphere (double rad_, Vec p_, Vec e_, Vec c_, Refl_t refl_ ):
rad(rad_), p(p_), e(e_), c(c_), refl(refl_) {}

double intersect(const Ray &r) const { // returns distance, O if nohit

Vec op = p-r.o; // Solve t"2%d.d + 2xtx(o-p).d + (o-p).(o-p)-R"2 =
double t, eps=le-4, b=op.dot(r.d), det=b*b-op.dot(op)+rad*rad;
if (det<0) return 0; else det=sqrt(det);
return (t=b-det)>eps ? t : ((t=b+det)>eps 7 t : 0);
}
}s

Sphere spheres[] = {//Scene: radius, position, emission, color, material

Sphere (1e5, Vec( 1e5+1,40.8,81.6), Vec(),Vec(.75,.25,.25) ,DIFF),//Left
Sphere (1e5, Vec(-1e5+99,40.8,81.6) ,Vec(),Vec(.25,.25,.75) ,DIFF),//Rght
Sphere (1e5, Vec(50,40.8, 1le5), Vec(),Vec(.75,.75,.75) ,DIFF),//Back

1Kevin Beason - smallpt: Global Illumination in 99 lines of C++.
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8

Sphere (1e5, Vec(50,40.8,-1e5+170), Vec(),Vec(), DIFF),//Frnt
Sphere(l1e5, Vec(50, 1le5, 81.6), Vec() ,Vec(.75,.75,.75) ,DIFF),//Botm
Sphere(le5, Vec(50,-1e5+81.6,81.6) ,Vec(),Vec(.75,.75,.75) ,DIFF),//Top
Sphere (16.5,Vec (27,16.5,47), Vec(),Vec(1,1,1)*.999, SPEC),//Mirr
Sphere (16.5,Vec(73,16.5,78) , Vec(),Vec(1,1,1)*.999, REFR),//Glas
Sphere (600, Vec(50,681.6-.27,81.6),Vec(12,12,12), Vec(), DIFF) //Lite

inline double clamp(double x){ return x<0 ? 0 : x>1 ? 1 : x; }

inline int toInt(double x){ return int(pow(clamp(x),1/2.2)*255+.5); }

inline bool intersect(const Ray &r, double &t, int &id){

}

double n=sizeof (spheres)/sizeof (Sphere), d, inf=t=1e20;
for(int i=int(mn);i--;) if((d=spheres[i].intersect(r))&&d<t){t=d;id=i;}

return t<inf;

Vec radiance(const Ray &r, int depth, unsigned short *Xi){
double t; // distance to intersection
int id=0; // id of intersected object

}

if (!intersect(r, t, id)) return Vec(); // if miss, return black
const Sphere &obj = spheres[id]; // the hit object
Vec x=r.o+r.d*t, n=(x-obj.p).norm(), nl=n.dot(r.d)<0?n:n*-1, f=obj.c;
double p = f.x>f.y && f.x>f.z ? f.x : f.y>f.z ? f.y : f.z; // max refl
if (++depth>5) if (erand48(Xi)<p) f=f*(1/p); else return obj.e; //R.R.
if (obj.refl == DIFF){ // Ideal DIFFUSE reflection
double r1=2%M_PI*erand48(Xi), r2=erand48(Xi), r2s=sqrt(r2);
Vec w=nl, u=((fabs(w.x)>.17?Vec(0,1):Vec(1))%w) .norm(), v=wiu;
Vec d = (uxcos(r1)*r2s + vxsin(ril)*r2s + wksqrt(i1-r2)).norm();

return obj.e + f.mult(radiance(Ray(x,d),depth,Xi));

} else if (obj.refl == SPEC) // Ideal SPECULAR reflection
return obj.e + f.mult(radiance(Ray(x,r.d-n*2*n.dot(r.d)),depth,Xi));

Ray reflRay(x, r.d-n*2*n.dot(r.d)); // Ideal dielectric REFRACTION

bool into = n.dot(nl)>0; // Ray from outside going in?

double nc=1, nt=1.5, nnt=into?nc/nt:nt/nc, ddn=r.d.dot(nl), cos2t;

if ((cos2t=1-nnt*nnt*(1-ddn*ddn))<0) // Total internal reflection

return obj.e + f.mult(radiance(reflRay,depth,Xi));
Vec tdir = (r.d*nnt - n*((into?1:-1)*(ddn*nnt+sqrt(cos2t)))).norm();
double a=nt-nc, b=nt+nc, RO=ax*a/(b*b), ¢ = 1-(into?-ddn:tdir.dot(n));
double Re=RO+(1-R0O)*c*c*c*c*c,Tr=1-Re,P=.25+.5%Re,RP=Re/P,TP=Tr/(1-P);
return obj.e + f.mult(depth>2 ? (erand48(Xi)<P ? // Russian roulette
radiance(reflRay,depth,Xi)*RP:radiance (Ray(x,tdir) ,depth,Xi)*TP)
radiance (reflRay,depth,Xi)*Re+radiance (Ray(x,tdir) ,depth,Xi)*Tr) ;

int main(int argc, char xargv[]){

int w=1024, h=768, samps = argc==2 ? atoi(argv[1])/4 : 1; // # samples
Ray cam(Vec(50,52,295.6), Vec(0,-0.042612,-1) .norm()); // cam pos, dir
Vec cx=Vec(w*.5135/h), cy=(cx¥%cam.d) .norm()*.5135, r, *c=new Vec[wxh];

#pragma omp parallel for schedule(dynamic, 1) private(r) // OpenMP

for (int y=0; y<h; y++){
fprintf (stderr, "\rRendering (%d spp) %5.2f%%",samps*4,100.*y/(h-1));
for (unsigned short x=0, Xi[3]1={0,0,y*y*y}; x<w; x++) // Loop cols

// Loop over image rows

for (int sy=0, i=(h-y-1)*w+x; sy<2; sy++) // 2x2 subpixel rows
for (int sx=0; sx<2; sx++, r=Vec()){ // 2x2 subpixel cols

for (int s=0; s<samps; s++){
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double r1=2*erand48(Xi), dx=ri1<l ? sqrt(ril)-1: 1-sqrt(2-ri1);
double r2=2*erand48(Xi), dy=r2<1 ? sqrt(r2)-1: 1-sqrt(2-r2);
Vec d = cx*x( ( (sx+.5 + dx)/2 + x)/w - .5) +

cy*( ( (sy+.5 + dy)/2 + y)/h - .5) + cam.d;
r = r + radiance(Ray(cam.o+d*140,d.norm()) ,0,Xi)*(1./samps);

} // Camera rays are pushed forward to start in interior

c[i]l = c[i] + Vec(clamp(r.x),clamp(r.y),clamp(r.z))*.25;

}

FILE *f = fopen("image.ppm", "w"); // Write image to PPM file.
fprintf (£, "P3\n%d %d\n%d\n", w, h, 255);

for (int i=0; i<w*h; i++)

fprintf (£,"%d %d %d ", toInt(c[i].x), toInt(cl[il.y), toInt(cl[il.z));
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ko E

e ZINIp S

E.1 Surface Y5 SurfaceBase R
E.2 Sphere 3
E.3 Quad 2k

E.4 Triangle
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ko F

R/ FLEY O Aza

AP SR — AN E T A SRR DIRT (Dartmouth Introductory Ray Tracer) e Juast BURE2EE, DA
i EAE T RN 7 AR XA B A . XSRS R R RSB, BRI EZ R X R AR A T
A ) LB

F.1 Hg%

A~ DIRT FHESEHLA NI EASIIGE

o BB, XA E. W, RHAEEIRGR T S ARSI SR S

o JURTRIA. XSRS, Bk WUIE. MASSEAN IR AR LT Y 25

o BRI XHEAHE (json) UIFAYIREL. IEARIEE N WS . SRS

o HIERA. XHBTHSICRAES . REEREI LI

o MRMEE . X HLALE S BT A L SOMUNG I 5 S

o h3RiE . XHLE R SR IO AR ER A& SBT3

o SBA AR, XEARE - LONET NSRRI R BB A KLl A DI AE, BIANTTI S . OERSE.
ForP Ry I KR o AL R X R AT AL B 1o ZEH, IBARMERIRIZN AR — DESMIRTTIA 22, S0l
HEFTR AN B AL S E U2 BB SR B

TN LA BRA TN — NN RILS . SCRA R R EOA S . FRRHIT, A
APRBERARR S, IESCHR B SEH RS LB, AR SRR R U .

LCopyright © 2019, Wojciech Jarosz
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Array2D Image3f
Vec
Maté4

Transform

Humm

Hitinfo

Box

ScatterRecord

Lsu rface

O

(owa )
{ (EEH )

SurfaceGroup

J
—
J

Triangle

Scene

—
1 Command\meparsevl'

parserh

h

IndependentSampler

Sampler StratifiedSampler

HaltonSampler

BuRRHE

Perlin

samplingh

Lambertian

Dielectric

DiffuseLight

~

5 e s
g g
3 @
E
E

Material

BlinnPhong

OrenNayar

ConstantTexture

CheckerTexture

MarbleTexture

ImageTexture

Background {

ImageBackground

1 Mediuminteraction
[ -

-
| Mediuminterface
N

[PhaseFunc(icn ] { [HenyeyGreenstein

el (Homogensousieaim ]

PerlinMedium

N

Normalintegrator

AmbientOcclusionintegrator

DirectMatsintegrator

NEEIntegrator

MiSintegrator

—
-

[lncegmor ] {

PathTracerMaterials

PathTracerMIS

VolpathTracerUni

% | volpathTracerNEE

commonh

BRATEE

primetableh

& F.1: DIRT py2E54%5% 5 R
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F.2 Hinait

HAREAA DR E ST BB, AT 2 M IR e ZE I E S -

F.2.1 Vec 3

BRLSH

Array2D

Vec

Mat44

Transform

Hitinfo

Box

ScatterRecord

ONB

Image3f

Vec 2 HRPRAF I AN S ZUR o FATEE o) Bl AR Z AR B, DA TEe o) i) BN L2 AT 4

R, ENMIHEEREEEMER, BRSNS % 2.2

1 PBR BIESE T, S C++ FriEPEReBtpg i B PR . PBR A ) 50 shS PR A R m 7=

SO BRI RSN

= PUZEr R R, AR AR RS TO R AR R A 3h

BRI P, A TAREKIE. HA L R — S0 B4 B TR (R T

template
template

3 template

5 template

5 template

<typename
<typename

<typename

<typename

<typename

T>
T>
T>

T>
T>

using
using

using

using

using

using Vec2f = Vec2<float>;

using Vec2d = Vec2<double>;

Vec2 =
Vec3 =
Vec4 =

Color3
Color4

using Vec2i = Vec2<std::int32_t>;

using Vec2u = Vec2<std::uint32_t>;

using Vec3f = Vec3<float>;

5 using Vec3d = Vec3<double>;

> using Vec2c = Vec2<std::uint8_t>;

; using Vec3i = Vec3<std::int32_t>;

Vec<2, T>;
Vec<3, T>;
Vec<4, T>;

Vec<3, T>;
Vec<4, T>;
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using
using
using
using
using

using

using
using
using
using
using
using
using
using

using

Vec3u
Vec3c

Color3f
Color3d
Color3u
Color3c

Vec4f
Vec4d
Vec4i
Vec4u
Vecéc

Color4f
Color4d
Color4u
Coloré4c

Vec3<std::uint32_t>;
Vec3<std::uint8_t>;

= Vec3<float>;

= Vec3<double>;

= Vec3<std::uint32_t>;
= Vec3<std::uint8_t>;

Vecd<float>;
Vec4<double>;
Vecd4<std::int32_t>;
Vecd4<std::uint32_t>;
Vecd4<std::uint8_t>;

= Vec4d4<float>;

= Vec4<double>;

= Vec4<std::uint32_t>;
= Vec4<std::uint8_t>;

HEBIRNAOCF AR EW RN Vec 5L, Color FATHZEM Vec SLBLW. XEMRAHN, FRHIMAA
K — A= (SugE, ARAESEHERTE) W, B, X1 Vec 28, ATV IZIRMLET vyzw iE
5 swizzle ik, WWZIRMLET rgba 1B swizzle k.

PAPUZE ) L, xyz A1 rgba Tk Al

template <typename T> struct Vec<4, T> {

union {

std::array<T, 4> e;
struct {

Tx, y, z, w;
Irg
struct {

Tr, g, b, a;
g

I8

Vec<3, T> xyz;
Vec<3, T> rgb;
Vec<2, T> xy;

constexpr

constexpr

constexpr

constexpr

Vec() = default;
explicit Vec(T e0) : x(e0), y(e0), z(e0), w(e0) {}

Vec(T €0, T el, T e2, T e3) : x(e0), y(el), z(e2), w(ed) {}

Vec(const Vec<3, T> xyz, T _w) : x(xyz.x), y(xyz.y), z(xyz.z), w(_w) {}

T operator[](size_t i) const { return e[il]; }

T &operator [](size_t i) { return el[il; }

static inline Vec Zero() { return Vec(T(0)); }
inline Vec UnitX() { return Vec(T(1), T(0), T(0), T(0));

static

static

static

static

i

inline Vec UnitY() { return Vec(T(0), T(1), T(0), T(0));
inline Vec UnitZ() { return Vec(T(0), T(0), T(1), T(0));
inline Vec UnitW() { return Vec(T(0), T(0), T(0), T(1));

[ 2R SR A A HA R T

}
}
}
}
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o Fiit. WIREAWIIME. bRETETE. Sk, SUE.
o MR, IR KERFr. Feal, XTsien s, ROEN 252 E58% (luminance) )
1 inline float luminance(const Color3f &c) {

2 return c[0] * 0.212671f + c[1] * 0.715160f + c[2] * 0.072169f;
3 }

o F3lo BRI ¢ DMIEME, SURRIE swizzle Bk n] fy b F - 4E R A ERERY . 2R
e e NE I

F.2.2 Mat44 %

5 Vec JSMHML, MTRHFEMEIGER, £ PBR (ST, WRAAFHHA R BRI 4 x4 FFEAYE L
ME. B, FATHATPALY Matdd FR{E—2E3E514

using Mat44f = Mat44<float>;

2 using Mat44d = Mat44<double>;

4 x 4 FE P RTE SR T IR AR HA R IR T
o FAt. WRREARIOR. MFEARETRYE. 4 x 4 MRS 4 x 4 R TR, FEE . ki, 751K
# il REPEFERYES (4,7) MIERE, SCRVARERAREIRFES @ 47, 250258 7 51,

F.2.3 Transform R

FMVEAEE I, Tk (transform) FAZHAEFESLER b2 5 AT RPN Ay A BTt
e iR . 5 mrh AT E 2% Transform RMULTEANM N4 .

AR R A AL AR

o R GEXANTTIEEF EER Transform ZEES— AR P RE B, SRS HE (AR 4L inverse O
R 3 4 3 R SR [ — A DA AR R D AR O R, 2 BT B A i ARy Transform XF4R .

o ATARTURT R Kby Tk JUMZEAINSWAE T — AN RIF, FEX BIATRMI LA KL

1 /// Apply the homogeneous transformation to a 3D vector
2 Vec3f vector(const Vec3f &v) const {

3 // Implementation OMIT

4}

6 /// Apply the homogeneous transformation to a 3D normal

7 Vec3f normal(const Vec3f &n) const {

8 // Implementation OMIT

9 }

10

11 /// Transform a point by an arbitrary matrix in homogeneous coordinates
12 Vec3f point(const Vec3f &p) comnst {

13 // Implementation OMIT

14 }
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15

16 /// Apply the homogeneous transformation to a ray

17 Ray3f ray(const Ray3f &r) const {

18 // Implementation OMIT

19 }

2(

21 /// Transform the axis-aligned Box and return the bounding box of the result
22 Box3f box(const Box3f &box) const {

23 // Implementation OMIT

24 }

F.2.4 Array2D XY Image3f R
Array2D FEE— MBI, FTAY A ZEEHRT, ATV HIER—A w x b 9FER, K w
SETRE, bR ECTIRXAERAE, TARBCH RN A% Iz B S, VAR AL AR LA T A
o BENE., YIRS AR AS R, B LR R AEAMEELS. WTDAREI width () Hl height O pR%L
AR [ B R
o AEET WIRE SRR AR A B I TR R TR . AT AR C+ AR A 1) B SR S
—A> Array2D WA, PN C++ FRAEPER T EA SR AL TR s A S R T BE
o Filo WA AGERAE TR (7, 7) # ERYEE . Wyrtn] AR AT BE GRS @ fTH0fE R, IR
w5 J A LE .
o TH. R reset ) PRAPATE TP =5 By PudiR% — 4ERH T OIA KU -

2R, e PBR 1y E R 3CH, Array2D S EA/E AU R SEBLERAYEAL, FBA L W% —Fh Color3f
AR, (R BA B AR SR E 2 — LB IRE, BIANEoR B AR SRR . FRERS N A .

1 class Image3f : public Array2d<Color3f> {
using Base = Array2d<Color3f>;
3 // OMIT Image3f functions

F.2.5 HitInfo fl ScatterRecord £Lif{A

XS LA s ik (struct) WMIEUREL, BUOMEMEHETEETHENSRTASEEA, B2
RACE R FEXFMERL T, FATEFE R EIE N, AN mR, M8 fE R,
PABR e L M RE -

HitInfo Z5H{RMIER ZICFCR S MIARIE RS R . Htt, HEDNZgEHr A TER

o ABZF L. EIRT DA BT 1 — N R (R R R A AL, (R BATEBGC A A 2 S ) S 4L
to DXFERTDATE BYFA RIS 265 W AR <2 1) i B

o R RS, FATBALHE SRR

o R MATAEIEL . RUESCIIIRE, MR ZAR AL UATIA & (geometric normal), #7524
WEGR % & A %4 (shading normal),
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o BUZAAT. MRALHILIEARTE

o MR ARASAEYIARIE BT, DAY SRR SR HUE R AL
o AR HSAETTALIIZ 50, RAVE L SRAE sl R AR LR L -
o RIS MIACYIAAR BRI 52 .

ScatterRecord S5 RMIVE B IL R — B EAERI S R . XIRERAIEHUH 710 . B S5 R By ry
@, PAREO R R B (AR geminy, WRTRETCETA pdf O %0 .

F.2.6 Box 5Kk

F.2.7 ONB %iffk
F.3 Lk
F.4 Bl
F.5 BiRHr
F.6 FHmgnp

F.7 i
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