Chapter 26 Real-Time Ray Tracing 3E
I 4% I1EER

Sylvia Plath——"| wanted change and excitement and to shoot off in all
directions myself, like the colored arrows from a Fourth of July rocket.”

FO/REEGT - ihﬂﬁ— <“HERFENMEKENZER, FEITHEFNERSR
>, REERT, MA, MEEEHP_TIE/\HEET, MG HAET LR
Bisk—HE, 7 (%IE HIRIFA; 31 SRER; 1932—1963)

FEE AETHSIANSEXMRESERIRIILR, TRAESE15E-5F24
BENSENEIERE,

SETFHEMEREAELE (XRARBPAREBBOABHNERD) , HLER (ray
tracing) B—MEEHRSZENAMEZBEANSGE, HEib, EUERENEINE
&, 71999 FHIE—hR (Real-Time Rendering) 1, FA189ZH87E 2007 F3
2024 78], ABF 12 MRYFEmERFER (BEMEN (A Bug's Life,
ABL) ) , MEMENX EXIR, BMNTUNZERN., ABL REE/ITEEFTENE
SLAERLLIBER, Bl ACHHPRIRSIFITE, AM, BHTEER GPU MIARTE
ER{FES BT BRI B IA =N AT RE, FIal: XABHEE (F
FiE: Nvidia IEIK KL demo) BRI T — TSR 20 MARE, EHRAEEHE
HITERNITR, THREBEEHNER (feature—fim) MEGHREEH, HEEBIR
BRI ZRE R

FEHSEBROFINR, SOMAEHMIEEIRRIR IIEHE, PIAMER—13X for ¥
TR, Set

C++
for (T in triangles )
for (P in pixels )
determine if P is inside T

B—FHHE, NEERAUERNTAINHITHER:
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C++
for (P in pixels )
for (T in triangles )
determine if ray through P hits T

KRN Edin, XMPTEEELHRER, A, BEULEPEHT-MEESTE
BEIR, HAAEZACRFES, EE—sk®A (FEFE &7 1.2 PHIREE T
) FIEESNZEZ,

Paul Heckbert £ EH4C 90 FRMNBAEE, BT 77— RIEREIIILIERR
5. [34]

—LjeiBiR=3ER T TEBIELSM (BIZ] BVH) , ENEE—TEEHE, HE

BFR—RNERIGITRERN O(logn) , HR n ZHRPN=AFHE. BRAXENE
BE—TT2 BB HHEY, BERRBE, XMHNEREHLIME On) B

9%, B GPU hEHBNAVERSIFRES, ERSIZPEERMEMZIR. TERE
FANFSEMBIMATA, BRYSTETHHITELE, B, X0 RXRAE
B, SIOMAEENETRHERTEITR—MGToERNER. I, GPU FRIK
BRTN=ArEDRTIFEER, AEEX/LTFNNEE, BRIt
RSB

EENXFIET, REERAINEEALA BRSNS, MAMUXZEMRBREI RS
B—m bR, EMRITEEET 26.1 REAERIN, XM EHESISEVESR
REMKAITFFMRMAPIEESY], FHBEBIERSRE (HiE11.2) #HITRDIT
8, XFHANESEGERREFERS, HEERNX—FIEBRREL T ASHIE
niE, ANERBNZAKFNTFMEN20], SEERIMENEIER, ZAREE
FENMIRCIERITRE, MEEBSMERIERRA—EIE., Am, EfERM
FLIEIRIIAT R, EGPNIEFEAESRETORE, f: WEICREITREN,
SEERARBIEN, SHEEEHRIRDN, NMRAERRIZERN, HEREX
MBI

iR, BEFSINNEEIRAAINNARE—AEREL, RAUEEHEEL
MEMBREAR (GIGNFEER) , TEEFESEGEEREBTF. FERASHETHER
%13 (intelligent image averaging) REFRIRE (ET 26.5) , EEEAA, Yo
HAFEELBIRIIIS I AS 2B EIIA, iR, MU RAHTSRIVEEL, M
KinKE, MELERTEEIMER, HEAERNHEQILSTEEL, M2
W, FRBERMBANITEREBIIFT A, BITAINETIENSGRNOERNE
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(samples per pixel, spp) FFLERIBEXBITRE, MMMAI BT LIEIREME
GFRE&R, Bl BTSRATERMEREECR, B 261 PR RHNER, 81T
BELERT 256 MR, Zm—IRERASHRERTERNEGRIE 26.6 Fix, HH
BIMEENFEANETEN 17 65536,

==

N t! _'jj | :u

B 26.1: Z2—1TToERNGR, ERFEASENERRAER, B TMERERT 256 T
KUK 15 RNALERE, BRPEE—BLT=AF. ~Y, SWHEGHITHRRRIR, 7

RINATEEGHER LIRS, 72PN —EAREMRNENT R, BIBN—LEFF
HERREAN, XEMFEREERICMETTIERITERR.

ERAMR A LGIERMERNE LR 2R, BNBWESZELTHEXNET, 115
MERZEREAR, ERFRHTESERSE (K12 1.2) NEXER, AEED
NM.2.2 B, SIREERMNBREIRHIT 7 ERERE, £ 22 ERNETRIBRMN, XY
THLEIRME, ESWMENBRRNMNNZDAFIDR, RIS A AR T3
LBIRFR A NEEWHITINE, BAIEET 19115, BKRE 25 EXTHEQ
HOTRRIERR AR T 7 85

26.1 Jo4&IEFRE N
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B — T A1z 22.1, —FKHEBEEXRN:

qt) = o+ td (26.1)

Hho @ERR, dRF—HiXERm, t26ELENER. B8, X
BH(EA q (MAEr) KRAFKEHE, HENES THMERNARZEr X
DIFFR., HERIRTAMERMA DR ESETHER, Bl trace() # shade() . #ZOEITL
AEER trace() , EARKINLENIIZETZENGREIRR, FETEH
shade() RIREFLMNEE, ERAZHBERT, BRMNFEHRI ¢ > 0 RS NFH
IESLIRT1LfA (constructive solid geometry, CSG) M=, HilEEHEEKIINIE
BIRA (T EELEENERR) .
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B 26.2: JtZHRR o MAE d #HITEX. HEEBRAMMIER, BIEMEREWERR
H—% (HESZFK) K&, BRRRICEHE TR =AF, UR=AFENERNE,
LRBE—T=AERESEXEN, HER, BEr (A) . u (L) Av (UR) BTH
BREARE (r,y) EFEEEE d(z,y) .

NTRBERNEE, BIIRFA—FFLEROIE, TEGRRNEEHENE]
ERIVIIINFIIE, XEAERIRARIE S (eye ray) HEMEHIEE (camera

ray) . HEHENREWNE 26.2 fim, BE—TBRGEERLR (z,y) , EP z HEE
GhfEmG, y#EmT, BIUER c, BINEIRRER {r,u,v} (right, up,

view) , REMSIER w x b, MERIEHLE q(t) — o + td FTMRRM T /55
T
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o =c,

o) =of (T ey (B0 ) u gy

d(way) —

HA3— 4% hm d 2 tan(4/2) 20, ¢ BHENNEENSA, o =w/h 218
MEIKRELE, 1§ER, XENENSTRZE—TEFR, Blr EE@All, uEfEmE
£7, viEmaBEENNEGTESE, BISE 4.5 PAARTIIRERMN. 5, s
—TARFA—t d Wiek@E. B7F (0.5,0.5) F2FRF0O33], FEIIEELHU
& (z,y) L 0.5, FEBMEENFL. MRFNBEE—MEEANEEUER
5%, BIRBRERFRERRTEZNEMUE, AEAZRINZT 0.5 BYF
R
ERERNIIA, trace() WRBEHREHIZRFH n TET, HEAESHEPNE
PMEFTTHTERNE, HEFHEt > 0 NRIOARR, XEFEHHNERER O(n) ,
TERRIENETZIN, XTREEESSATEERZ., N TRIBFRE
O(logn) MEHE, BMNAER—LEZEMELEN, 6190 BVH & k-d 1,
19.1 FEAR T 20fal{ER BVH SRXIEI L 1THEZMIR .

N J/
7N trace
camera n
o | | V trace
pixel grid
\ shadc)w/
trace

rays
‘//////trace

& 26.3: BIE— DGRBS, H3T trace() #TERBEA, HEZGERFAFEA
FELBERIERE, XEAGTHRT —NMEE, HEHNEEZN n . RAREEF—ITRALTERA

shade() , EX trace() WEITMEKRELENEE., HEBIRNBAZAET, HEIITE
Z = BRDF BY, shade() ATLAUEII AR trace() S T4BN. X NMIFH, X2EIM@EF
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RAREIBAZI 4 (shadow ray) RFemH), FEEIFHIERT, XRPBREALE—T=AIHEE
7. B, BAMRRENNEKREZE—1TEE, BEBNSRE—FREE, XERECET
FT—PE. EEZIMRRL, EINERAA shade() KitEEE, EfFM, EXDHNRS
b, BATE P ABIR R SIBRR E A R BI04

{£/ trace() 1 shade() RIHARILKIEIRZ B RE LAY, ERHTE 26.2 RIWE—FK
MBI BB RAMUEN L, XEHEBIEN trace() , ENESEIKENE
XENLREENENE radiance (£ 8 F) , EEASHIIBENLRIANZ
=, AEBEA shade() KITEZRNESE, F()EE 26.3 PR TXMNERE, X
MEZREAZLET, HNATLABIEREA trace() , KIFFEWN{4 radiance
Y shade() #1718, BIa0: 7% shade() RFEFWEF LG L, HEERA
trace() , XEFNERIIMBTITERR . BIEARSME . ERIFXLITES., &
IMEMARIEFLRE (ray depth) , RRFIGEILEZEILFNAEHE. R
XL ERERN 1, MEE 26.3 R, NFAE&EHPLABEBERE 1 trace() ,
PSS NIRYSCLIRER 2,

n
nl - -
n hY
2 N,
\n
\n
n, weeeeeeem- Teflection T
R refraction T

26.4: EEBAFAEERT —DINEEA ny KE, XMTREBRTHEREIN RN
HEEn, Blng >n . ABTRR (BREERE) LHZTE—FRFILN—FITFFI
58

XEFALN—THER, BESERRESLTICRMNBRF, XFEMATATE
AR, BATERIUARBLEENZEEZ n, ERAMHTERSOE, FEXTNAG
EREF—FMASCE:, XEFEATMNERE LTERFRR, FEINEIFTH. BEF
W2 R AR RTS8, STRAVREINREY. STRMFTEULRHRNEY, BES
WARA Whitted Je£%1EIR[89], BXRUENITERFI LA ILNER, FRED
9.5 MET 14.5.2, 1HER, H—TYERRIITFRS LRI PTLEN BRI S ERAE
Y, SEB PR KA REIFFES, WE 26.4 fim, XMEFEETICMTEYS
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EE BRI, BATRBEETEREMAERIAMEINXLENR, MMIRG L
BRI — N FEE, K&’ (Ray casting) ZiEMXMAzBHEENAEL
RMNER, FTUATEMNER (SEIFER) 8%, G BMNTUM—TR
RAS—LEINEN OB, MRS RAERRLIT,
TEANRIBER T R trace() . shade() Ml rayTracelmage() , HH
rayTracelmage() BB B MERROIZRBEI LRI, XLERWKBLERR
N T Whitted X4RIBERBEMAREN, ERIMEANTZBERTHRMOERM, Fla: KR
BIR,

GLSL
rayTraceImage ()
{
for (p in pixels )
color of p = trace (eye ray through p) ;
+
trace (ray )
{
pt = find closest intersection ;
return shade (pt);
}
shade ( point )
{
color = 0;
for (L in light sources )
{
trace ( shadow ray to L);
color += evaluate BRDF ;
+
color += trace ( reflection ray );
color += trace ( refraction ray );
return color ;
¥

Whitted & BIRTTEIREERANXBHNZEBARARE, RTEERI ZIN, GEFCH
B RETNAEX LSRR, BEEXEEERARKRTRR. AT RDITEERSTE
(FNA%E 1.2 FrR) , Kajiya [413RE T —Ff IR N ER1FIBER (path tracing) B9
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B, XRE—MIERNBRS R, EBERERERARNER, —MAIENAER,
HEIRBALHNE—TRR, RERAAEAO LR FSZEE, NMITEZRINE
&, a0 MREFT—MERFERE, BARNTAIUER R DF K[ L& S
Fetkh, AT, MREABFALNR[RLAEEXTERE, BAFTEHITITERNICLE
ETRIE, Kajiya ZiRE, FIMERETRE RN ERKER—F5%, £REFT
HROERE, FE—TEELNIFXFNBEALHTTY, SMERRERAE
A T{ERIE, F0E 26.5,

lightsource

B 26.5: BT RBIFERNRE, BMEEZRFAMFILE. EFMERREREHRERERS
BRERY, MAMRRISERNESR—1J% BROF, @R eRFREAMNNNER, =&
R EERFIK T E— RS, HRENEER, BT ZEREBEMFILE
radiance FYF19{E, RUERFREZERTAELHTITE, EP—12RK=/FF, 53—
RARER, BEEICLIERENM, ERAENITESTFHRLLT,

BREFRN—TRRE, FERERISHETRESERGRS. I TIEAERF, &
MNBERSIIUE L, E 26.6 AR,
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& 26.6: LE: FRBREBRNTEER, S8MEREMAT 65536 MERNHITER, TEHHN
BRAEBGMNEEEDAE: BERER1THER, 16 THEA, 256 DA, 4096 THAH]

65536 MER, EfTERNE=EEESR. IR, BMFEESMERLERT 4096 T
X, REERNEGPEE LIRS,

Hrhfg shade() BB RSHAFPHTIN, RN ERTFALERENER, MG
HMMERELPNNRECRTBREER—F, trace() PHITHIEHFERN
i, PIDATE CPU Li##47EHl, thrlDMER GPU LRITEE®IHAITI, JEF

FA DirectX ] OpenGL R#HITEI ., XE, BT ER—LENEIERR AP, 4l

a1 DXR, Xz F—/NTHrgER,

26.2 St&IEIRE B

KA BIRMECRER ERE/ME T SERES API 1, 5|40 DirectX [59, 91, 92]F[
Vulkan, EARNTR, FITENBARKEN K EIRERSS, TIIEEBINMET
XL APl A, EE eI AS et Bk —ER, XMMASH—10F2, Bi1IMUE
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FERNMERER G-buffer (55 20 &), AEMXLZEHHRALE L, XK
FE R RAARIRL9, 76], HAIMZ HIEIRFELEIEER (deferred ray

tracing) .

FEEBIREBRSK DS GPU, XUTIHHESES (E7 3.10) , BIEME (&
=) E#ITRS . EANTH, BB DXR FRIa &S R(59], DXRZ
DirectX 12 FRRINAYSEEIERR, HAHBRMERREAIEIRE®3(59, 78]

1. JERAERMERSR (ray generation shader)
2. sxianEE2S (closest hit shader)

3. K EE23 (miss shader)

4. FREHEESE (any hit shader)

5. tHRXE B2 (intersection shader)

FHEREXERHTE 26.1 I LEXIE) [tmin, tmaz) » X TXEENX TIEZRRAINEEL
o, WE 26.7 Firm, BREATUEALERIN—T0E (payload) , XB— 1T HIBE
1, BTFEABNNLEIRERRZBIAIENIE, flil: — LN amUes—
1 floatd k&R radiance, — float KREXTREIGHSREE, AP ETURIIE

AIRENARST, 7AM, RIFAEENAEER/), ITBIREEFNMERIL, AARAN
MR BESEREZNEFEE.

26.7: HER o . Al d X [tin, e EXBEL . RSBATXTXEANR S
=RIKE,

HEENERSS (ray generation shader) @HN&IEIRMES, ERNMGITESE:
— iR 1TRRE, HEREB AR — TR TraceRay() , ESET 26.1 FREf#ER
(9 trace() BREMERM ., BEFRGR, LEERECRSHNRERE LAEERIENIT
—R, TraceRay() A= EINIREHIRERERD, =HIRENTERET AP #1TiH

B, AIMENX—TE5REEEREERCEER, flun: T

(standard ray) , BESEFERA—AIFENEEES; MY TFRFNLE (shadow
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ray) , WAIMEREMERNER:S, N TREZVRME, HEPIUENSRT#H
1TERR, RARMBEAINELER (MR REIVORISEE) FHREEQR R
FAZEMS LE,

NFINENEMS, F—TERREBLEN, XHENALERNEEREERIHITR
B, SREIRERSNIRE, ST TRERSEEER (closest hit shader) .
EXTEREP, AFPAIMIMET 26.1 9 shade() , HIa0: AL, &
5, SMRRERE. RALESEEHEANE, WERT—TKRmPERSS
(miss shader) , XXF4pK radiance 1B, FHBISIEAFAXZLCIRE+DER
1, ERNUERSHNERAE. XTHE, U ENRENEAERERNEE
.

R ERE (any hit shader) B— 1T AIENERLE, HRPEEEHYIRL
& alpha M SRR A ARITER .. S3ECEERBPREGTHE, HIPITX
TEER, fll: FeRNBYIUESCERRTER, MRXMFERETEERR,
BAMBOFLN B4k EEHTT, SNMERTUELE, TEFRIBXEMHORTING, ELE
BRI REEER T —EEEHF, THREIERINESER, XIMIERTER
Z5 A] AERS A T A E S B IBRR 5 . St —1F, ERECSCENNFERERE
MEZNZOR (£1513.6.2) , FIUEBED XS BIIHIEREIIXE,

YREEZEMREMFTFFENEEERN, SHITHRERSES (intersection
shader) . Att, EATMATFIIMEEXERMIL, Fa: HXXoEEW
(fractal landscape) . Ao HIEFENTHE (HIA0BKIAFMEH) =,

BRTHAEERERRZI, AGFEERNRARAEBHRE AT UM TraceRay()
RARI L., BRTHERERBB[ZINMIFTEEERES, OIUNENRAZFHTE

B, FIAEXEEIEEERPEEMEBER UAV B, fia0: HEEREERTIGR %
ZIBRIG R PRI EN R LR UAV A,

EEE MBI, REFZAIFHMAREM, mEENEF) A
B2 API 1R INBIZR TS (new addition) 7T, tAERZAIFAMAREM.
Andersson #] Barre-Brisebois [QigH T —fE&EZREZ (hybrid rendering
pipeline) , EXNXMMERTCAESHE . BT, FRIAMEER— G-
buffer, FRITEERFRTREZNARNELNE, BIERARZMIFE SR ER
TREEBRWEBEFERNLERRTHK. MEFRA, <5, ERFNFIER
(transparency & translucency) EFMR, SFERDNLBERRTHEY., fEE GPU
AT R R, MRSt EaL4ERs, At—HERINE:
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Use raster when faster, else rays to amaze.

SAEERENERICMME - STEERSNERNEER

S5EE—, ICEXMNEMERIAENNVE (FNE18EF) . B,
TraceRay() MBI AEA—MMEWERAF], BEiER, —TEBRAIUER

TraceRay() REMZMEWL, MAHE—TEASER, M X MMFERTUATF
BEN&IERR (adaptive ray tracing) , ERXTIEAR, SEAESHENGER
XigRxE LM, HEMENEXNRENRARRESEGRE. MRtz
TraceRay() AIBERBIFZE AP IRITEENR B EREINAIE,

26.3 INEMIKEINES

DXR BIMERE N FRAPKIRER LR AERDN, BEEREMTNRREWERI Y,
AR INEINIERLER (top level acceleration structure, TLAS) FlRENNIERLE
) (bottom level acceleration structure, BLAS) [59], BLAS H&&—A/1EE
2, ERMINARIZSHEMED . TLAS FEE—AHSIHl, 8 LEIERIEm—
BLAS, #l[E 26.8 Fimk.

top-level acceleration structure (TLAS)
instance || instance instance
flags, etc. || flags, etc. flags, etc.
! L
BLAS BLAS
geometry geometry geometry geometry
N N
@ coe @ X ‘a XX

triangle groups analytical/procedural

26.8: BEIRRRTIEMELEN (TLAS) BUa&EREI—AREINELS (BLAS) Y.
" BLAS iR M EE/LARET, BTETRRES T =AFEERFAN/LEER. 8171
O] EIFZA0E6), #AIURE 3 x 4 7BfF N (&R M #174EH. 15EE, WTHENAISLE)
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FE/LAER, SMERFESEE—MN, TLAS FES—HXF), XLIFTEE—
BLAS,

BLAS EEA] A B & = ARZZRERVITER, trIUESREFAERNLEEA, Bl
ZERES A=A, RENS—THEREEHXEK, EAXTEEHEFUIIE
EXBFERZMIE, B0 XATAZ XS BRIR S E B RIBRIT i, &R —EREF
B ERZ .

EE 26.8 51, FrEER M N XNMEE 3 x 4, BMERH 3 x 3 BB L—
TEBEE (F45) . HPEk N BTEREEEFRaedE, BN LEER
FIREINREIELEN (B30 BVH 3i& k—d ) #1T— xR, 5—FHE, %FEM
FIAESMHITER, ELF AT LR ENE,

ST ERNER VIR, EFN=FARrEERmEmER, RibhismEz
BLAS, EXMIERT, BMEZREME N ] UK ER, WRHNIAFEEMINRN
&, BRAFIDATE DXR APl RiEk— 1 EIRRIBIREER . XENEMRESRER

ARG T, ERARXEMABRNERR, A8 n AT IREE, MEBX
TRADBERZ T,

BER, SOUMMEARLE, EERNLEIRINRR, JUTMENDABENIZAE, £
%18 ERIANRE], WT M FLENE, BITREZEVMRSHEHTOA,
MEEGREEHEFBAEEHRN—ERRESEERN., SERAZEBEPIENRHET
DENR, AT EHIERINEHRESNSEBTRYERE, WE 26.9 Fim. 2R
FLERNLANAZREBY RMARZ BB HTHAEN, ESIEERIIRK
iNEAN
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B 26.9: ATHHMCERBTMRMA, BRNEESXABRRETEMRNDAE, XEFER=
ATMASHIER RN RAERM R, MNADBEERILHITET . N THELERNS, &
R EE LRI ER A B 2 A—E, BN BIEERRELHITEH,

26.4 —H4

FEREFEERIEREM LR, —THREENEBEMEERITIEFN AT
(coherency, SEMMEEREMETIE) . HMTUBIRELEITENAEETDZ
8], NERBTERRTEILRE, £ISHEMHT, TICENEIHRETEREEH
¥, ROTRNRFHEANFINE, CRIERBENHFEHEE LN ITHER, WHEEH
BRIERAN—T TR ERS, SRIEBERRPTAREMERNYIEES, XTES
HBAR, RAHMES. EASHERT, HEMANERENHAF—HE (BNE
7)) , URESAFERENITERTEE, GPU A5 MREERE —T4bEes,
EEXNAOREEMGITEFNIITRE (BUEAHT, BUMNITELZRE) , UMEEBE
FHFIBAEFE T (E7 237) .

AEARETNNER, HANNHETNERALERTNICMEBTERSGER (Bl
%) “BRa R LY, ARERSEENADR/VASHNAEEDIIF. 2285
FHEEREREHEHNEZNAK, BEEMHNFEE RN, EERICAINE
BRI R, BATE—TWER for 18, HPRRNENEAZAZSEITERERN
75 (FRIFEIREN) . BTEASEIFEAZBMHATH, Btell28diE
ERZBERYE, URFBRAEFLEESRE (EFRNL) KEMTEENRER

prir

KA BEAMITLEMARRANGR L, XERA LLNKRRAIGEERIIESE
FIITE—E14 (coherent computation) : Ef1RIgERERERMNMERFITER, &
FERNSEE, EESNMHEMUE ENSEE (WE) #1760, WRHENDLITTEKR
SBMEZR M, BN AR —F= BN FREDXLEMUE, B

M ERELN tile PHITIER ., XEMATUBRASERNNIEFESE R

(E1 23.1) , BER, —HMHAMEREFEETIREEE L, BERMNSEAERLE
KERUNNZE, BAEHTER, XRILFEREFNMS, FEARENITE
BESRITEMBREM, MRENSHENBZENEEIER., Yt 2 FrAFaIIR,

MUXZREAEAT USRI+ EMLEYAEE T LSRR, MAXRNEERNEEIT
BB AU —FF AN A A THE.
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BEEZT, SFINBBARNALEI L, — BRI CLIERRT X ARBEMR AR
BHRETHEITER. m MEE n MIMFESH O(mn) WERE, TiLHA]
AEERXTNEB/ANRIETTH, SELERFAEN—NERETIIRH#TIED
AORT MR, FATLFREFA-EBIERHAITINE,

Fitb, MAALEIRFPIARSEEREML, PR AMAERLATRNIEEEH, UK
ERENERITER A" XM —2E. FMNIARR RO ERAER T2 —
M, ERMESRRTRENA LIS, BMEYAIIH, EER SRR
&, REBD TIEES RAMA X EWRECHITT B, MMARNSIAR, B
T, REGERERANBATE2 T2 REN, BIANEERERNERS B LRERA
. A, XEMESTOCTENA—0 (ERY) , EECEICEHZRM LK
RIRM, AR ORTIEEN, #MEETNEU—M—EH (ER) NAHNRAR
sl L,

MEEILEWNRIFEREIEN, FATAIUEZ M TIASEMANBER; BN, B
MA—EBERNMNARRBRITRSNUERN ., BRRRME—TREFIGF, XIF
BRI, PIALEEATE NSRRI E Y ORAVRISE], BREAERFTES LA
MIATER, EARSEIFR THAFTENV R TITE ., XEFIERR T TR A EE
ITROFFH, SEENEMALL, BNBEUTENRE: AEEEEF T RRSHRZER
EEE. Fitt, BIIFINERAERROITEREES, BROESTIRREEE,
HERMEERME " () esPEMIZENELERR, Wi, ARtEABERES
E—E0HY,

NTES LEXENGEENS, ENEEENUNER, FETERERERNN

R &a, BEME (E1 7.4) TERRESEEIBIRIMERIRS ORI LT
TR, ZRSRRRESEBIRE. £E—MERT, ENERZEENREEES
FIAHEREIFRIMEERI., HEABERREENMHRRN, ERBEIBRIRE, ]
AIRITEDRIRI IR E R, XBMEN T AREMER LB RERLFNE T
EIfZRAEI90],

26.4.1 1552 —504%

SENZRI=HRFE T ZENERN, EMMSBABRNZEXRZS, HK
MNERERMEBFZNFE LN, XEXRAAA—EMRELTEN—NE, Fw: —
MAEZEUE LFIRERREES— MK, ERZEERTRETRNME. SEEM
MRENEBEAR, HIEERRT, BTINEMIERNASHEEZNEIELSM,
EFNATUERTeMtas, MET 1910 REfiR, AW, XESIREWEICEIERR
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B, BLEEAMMESTENEE. SBANEERICENR, NSWEERHET
REBEA R —ERD .

REBHICLIEIRBNINCEIERR API, EBREREMIZ IR BIINESIRE ., KI5
LRI ILEEWHITINGR, AIFSHERT, SESRRAN DXR, XERRTES
[EEMAEARENEEHTRME, NTRPEHZRERN, EFXTERE, WRER
BT ET THREZRR DXR INEEMMERIA, BARUBE A/ N X T —EIE1EEN
HREbD . AM, WREBTEXTIHIERAIEREER, LEINARIGINI T
BER, BARXR—IT+2EE, WREAMEENAFMRBMT EIMSTENZ B,
BAT S REROMBNRAR, FIUREBIRIRSERSIERBE,

FEARMITES, SIEFBHSE—FE (scene coherency) BIEUIRZEM, XIFSCAT
BRAMSHAIERREYE, AAERZHIERAT, IRENE FTHEEMEHN, S
b, REBNZANREND, XA ERBNIIBEAEIIMERNSFEEEEANR
EME, (Bt EREINBEF IR LRI AE B A B EI S, URERMLE
B LEIERZAZSh (out-of-core) JUAIEIRZ (FEEER, TiE—RXMBARTRE
) . EAMEERAS RS, TRMEEMBERUENERENEXHTEI, HA
— N REMEE ISR EIR A,

ZEHFEEWERNEEE, HNNTUESTZEE D XARARLEAER, MMiE7
SPRUZITAMABRER —TZEA ., —MEMXMYDOERGER, BED
HEADE—TIYMER, AEBTUARE (FR) FEHE -5 ZBEXNETTS
Ko Ra, WFEHLENHE, MAENR[/MUETTR, Witk LS TRTERITE
B, BVAISERt A B M RMEN . XMEH A NS RTHE SOt & AR £
EHEER, ERNXFIET, XBREE=H=EH, ZHENEREZREEx. ¥
.z AELE, HEIST—MARZENES, ARERR/NEBMYNASGE, FF

INEREBENZAZ L, E 26.10 PRAMIEE, BR T HE2UMEHEESIN
IEPREITIRR, REXNX="MEHTEMN, HMERMOSNESR, FB=HEI T
=L, EHEES, BRI —TIFZRTENE, RNBFERERTT
BHRESNMERTT, RXIFELEHITHEZIML, —BEBIIERTRALE T -1

=, BAMSPRNBEHMATEREHITT . NTREE (EEWHFR) M5, #il]
AIMEREL, AARMNABNERSFEEERNR; BEXNTinEEmsS, i)
NIFEX B TEANMERTEHTIN, HFEFEFRIZITNITET, BAHEA]
MYBEEHES, TREELRIBTRIINRZ R, Havran [STRNIESRMHE T — MR
RILRIR .
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=g

e le =
K N

CIm CO C I
~—"1 v

& 26.10: NEEIADAIZE: — THRENHSINB U REEEFINRTS:; — T HEENYS
WA — TREMNIE; —TIRADBEREE (proximity cloud information) RIISMIE, H
FRRIEE DR T FHEEB R RRIENIE, BRRESNRTERZRETRRITNIIE,
58 TRNER BRI,

D
N
N

HTiZRFAIESES/NMFERMIE, E—EXFERrIEZESFSH BT,
MER—EXFHRN 2B ABEERNETT, FELEERMNER T gEH &R TR
B, XMIEREIRA AT FRIRTE (teapot in a stadium) "[a)@[27], EZ
BE—TERNRT CERNNER) BATENRTHES, BUTEMINESGH IR
m, REMRIOSMSTNHITIRERE, FEHEHANE+OESR, EEEHE
REBD FLIBIRHERDHITER . B —EBUAMBRERNTMEGH, XERARTE
MERA. MEAUIU—MDBENANEITRE, REFEEAENSRNIKREBTIE,
RESEMBENBTRE. MEREMSE GPU LAHTHWEERYBIIR42],
AHEZXERHNEIE GPU Y t4ERR demo H#1T 7 BIANA[80],

e AR A ARSREIZE— 1 TTRREVEIME, HERREREIRG RNR TR R
FREEAFF (E12512) , Z—REBEATZREITET, FEZRETBEIIRITIE
TRITIRZENER, XTRARMNLIET (proximity cloud) [14], FEiEFHIIE
B, XEFMHERTSTNER, ATMLE(TEESZD#H (line marching) RIIIFE
B, BREIBLERIENTRIRTE. &I, AHNRMAE (irregular grid) 75iA[64 114
AT BRI EAZERIRE. EALERNMEDRT, XEHFESERKIERA
T, ENEBSRIAHNZEINRG EER S, E 26.10 BiR 7 XERMEH—LEE
(I

MRBATE D EMIZRVIERIFRINEL, FATAI VB RAE R AR D P RIS

AT EBEM T REITERENTNEREESN, FEETFERTER30 NS —
™2 x 2 x 2H85TAE, XTEWLIR EME—R/\XW, HAEET 19.1.8 F#HT
Tiie., B, BITANER, £ ERESHNETERLE, BMNMBER—
PERGRETBTRDE N T RIS, NRX T FEVIZEZERR, BAMMMK
T—R-X BSP#; MRZXMTFEKARNZMIITTH, BAFMAM T —R k-d 1
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(E119.1.2) , MRBANIEIIREMFNESNRR L, #ER—XIHITTROFHE,
MAEERBEDNHXTIFE, BARIIEEER—1"ERXERERX (bounded
interval hierarchy, BIH) #i[84], EEES ZHBXxIIREWERE.

@) O

o ‘{‘5 > | o
=\ @ [
D CD

B 26.11: —ERITNZBED BIESH ., MEEIEDAIR: BRMIE; {£/H AABB /Y BVH;
k—d %,

SRERMTIIEEZERINEEHEB/RXEEAREM (bounding volume hierarchy,
BVH) , BMEET 1911 R#HITTNA, WE 26.11 fim. BIa0: ERIF/RE
Embree H#%[88]. AMD f4J Radeon—Rays FE[8]. NVIDIA 89 RT Cores F#{4[58]7(]
OptiX REi[62]%, #{EMT BVH,

FEFIRENE Y

T EIFUEEMIIZITEERAR. RIMTUNEERNEREN, BERNBERXEMEIKRE
SEFZMNEIZERN, B UEFENIHRPLAYE; BLXHNBEREHRA
ARRE, BRENFFNEREIENZE. BNITUEERIOMAD AR, XMAR
S5TWE, 8T TRPIAFEFMHROOE BNIETMEREARIINNAE,
XML ERENEs=RAEAERETZERHE, FlWl: BVH HEAIsEELIZEZA,
MELME T EFRNAEAE, BRI MHTEDNMES, FHEEEEFmHNE=
=E, A, EfTMEBERSENER, gEFEEZNFRTERNES N RHT
IR

—iRR, = EIEIESMANE (trade-off) ANTF:

o ZHFE (construction quality) ,

s MIERE,

- EINEE, BTEETR.
o BITHNEHAER,
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HpGMREr RSN, BUDINEEHZSDETMSDETE, 7THERE—
PHRERR, WERENEDEEBRERATLAENESH, BEMNERANE, FAEXLE
HIREWE IHERSMBHEENWIEEE, NUREBXYT QRETAES AIRS
(ERAENERAZNREFNR) . W, TRAIHAFNEMUEBRE, BELK
BFAERENBE AN ARESNENZEHITAS .

WRABRIEEXLESE, PBARNBIELSHIIEEHITINERFE—EIRSIER,
AEXBEFR, WITEFSHRNNSHREMS, ROANSESHEFAEN; TS
S|ME, HHESHNMEREADAEETBNNERE TE1T, URWEZdzarr
HEERN AL EIRAMTENNEES, EEHGHE, EF CPUNMGPU (SEFH
17) NEEZBAGFEEEEEER. T GPUNREIRNEAMARE, ERNIEXMN
GPU R B &b LM, FERBERBENKE, BEXKRETITFSINEM/[46],

&a, BNFEHTERNAEGATE+OEER, RELMEHETIEE (coherent
ray, BIa0: B, RRERERERE) THXRIRY: MEMESHITIEE
F. BENEEI S (BERTERNERIRABEMECELRSE) NEELENEE

—_
=]

B=lo

ZRE EAXERR, EFIENE, HELRAHITEKIERERE, 8T k-d
#3, 30& BVH (£ AABB) RYEMI(RAESLINAYE83], MIEIB LRI, “&HZEIAY
FEXHIET, k-d/EZELDHBREETHE, MBVH AT RBEESRE
EE. XREKRE BVH EHLFERE— TR R, FENFRBEMROENEER
BT eEfE L, AT, k-d WERN—TETRREHEAIIIENSEEER, FEH k-d i
A DGRFEIAAT B MBITERRVERIRF . AT k-d WEOXFEILE, HESZE
BEBSSCI, a0 BVH AIMEMSAt I = A XE, HHEBEMEZISE
70, MIMEESE BRI EIR R, RKSTTEIRAIS LEEH R ) #H TR 83 ],

B, NN —LEATBEEHIER, 67IMATREELRS, 58, 62, 88IHER
BT TRE, BADIERINEAIBERIER k-d HAYERSE. BRI(TEASFER
47, #UEMERET BVH RK#TBRAN LB,

AERINBIRT, 2012 FAAM Brazil ERGBEGRPER T =ZHMMUER (G5
1&HE) k-d . [28]

NTHERENBETREREZMS, EREMEWRAIESENSH. flal: REHMX
FIREIS{ER =4 k—d RIRFAEEAR; N\ WSS A AR TR REURE.
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BVH BEREBRIFbIG7R, AEEBREESHENMERE, EXIURE
ZHAEER, TEHEIANEIZRRIL RTINS E—EUER ., t5h, EFA]
BET—ITRAERIRE, ME—RNEZZRRER LN BVH HZ FIEERY,

ERMEREMINENEDMNFERE, RLMRFNTRID, XESMEEDEE
ERREREM.

MWERR

FEANER T AL ERT BEESMTNMEEEAZAMASIAS, BETAETH
WESEHE, EEHRNAIUNBEPN—LEXREE, ARXETTNESER, #01
E119.1/M% 256 &,

XL B B S RIMIERIE R LA A1k %I (object partitioning) 75 1= 8]
%% (space partitioning) A%, EF¥ELDERAETE L FLIIETNAEE
Bt (Bl =/Ff) , HEENREESIEEMNE— I TRP, X2—1TE
EFMTFERE, BNSESTTEFR, RENEEGEMANDRFESR: EFE
A—M“8TmLE"MiERE (F2558) , BEERARNZIEMRATRSE, HiEZ
T, TERXDERENEE= @D N ARXE, FHISYAEFE T B RIRIES
MRETRP, XEEMBEE BLEM T FTHEN., TEMONRETIEEEE
1218%, R¥ERATEMNER, BEERE(AUEINSRIBIG I,

FEXI D 2HE1E k-d WIIRBE S A, EREHFNEEMIERT BVH B9E, 4l
an: Stich F A[62, 77189 split BVH A RENZ R T Ao M= B/aD, Foif—
TMEEMEZ ) BVH It F T =51, SEFIM BVH HR1EEE, XEFEMEIUNE
ERENENAGTIRA, BDABRLEME— AT BN DS EIR, 0E 26.12
FiRo

Chapter 26 Real-Time Ray Tracing SER Y4 1BER - 20



@)
o) e
) %0 || O es

D] LD Do

& 26.12: £—17: BTmL. WAEXSHEN BVH WEME., £217: BLMWMT. RS
HEr BVH MEMER,

TICERMMAE, MUOTELMEIRTHNE—SMERE, XTFETMLAR,
MNLTREBRFMEERTHITRES; MYTELEM IARE, BINDITVRAERFRHTH
PHENZTEDEEREEWME, WE 26.13 fim. EBHIVEEIEBIRT BN
HEMBRENERE, XRIFXEBURTAMERNEREENAT, UREHEAMNR
MR EES, AXETP, BEERTGXERERTNEEIRT EEFNTMNE
AAJEER, BELbFRA—ERRIRTG A,

) ool
=

o ||
.mé;\

Q
1|

]

@

¥ ;osf ¥ s
O O ® O
O O O O

B 26.13: EEDEITFTENAEEELSR. MNEEIADHIZ: PEDE;
UEHE, MMTERTEREREETHENT R SAH RDE],
T REVERATRAME, MMESRERT RIEBREITR/IME.

DERARETT; F
ER AR ZERE oA

WHERERITHMNRE B A EMEREIRE AT (surface area heuristic,
SAH) A3E[53] (ET 22.4) , EEX TUITFRIRMAEEN:
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1
m (Cnode Z A:v + Cprim Z P:ch> )

zel zel

Hp A, RTR z NRER; P, RRETRTNETHE; [ LENFRETR
MHFRR JF=E) NERES Chode s Cprim W TRMETTFIIBRIZMA (BIFLY
AdE) ROfhIT (GFET 25.2.1) [5, 26], SAH AIAZ EEIF. BTisaiE HihiA
RERER, ITRERE —FHNSHEETPFENBREMIEL ., XTHENETER
AR R B AT TR, PMTERANSR — T XZEMRRINSEEIT,

26.14: XA NE (Heat map) fNFR T & Sponza REEIAZ=F, BERGFIENSILETE
MEELFTEHM BVH T R#E., HPAeXEEE 500 2N iEHTE. ZEER T 1
#5E (median—-cut) BAINAEFITIHIEN BVH, HENER T2 SAH i4H) BVH 13
2Rk,

HIEEEPNEHEY, SAH 5ERENAKSIENIIRR AR RIFHIER, HES
HHPRIRL, WE 26.14 Fim, BERXERIZHADEMRILN, BRRTIGESEE
B ARAE, FHARURBNSBFRMEBIRCEANDH, HE UG RFIEER
FERTE D T RAER . W TRRMENTEHIESEN, SAH LH TXHEE
ERRARIEIT, FHeIUBFEMEIREDINHEFHRITIEE., SAH RINEMSE—
ARTREATIRIRS, REIAPLEEER LB ST ZE TN/ N T RIEE, WE 26.13 F
Mo

XA, WE SAH RMEMNEATESRIE, FAUWEEFERE—TREMS
‘. WTF k-d WmE, —MiEUE SAH RigE, WEE (PE) Mo FEHENE
AN ARITIHE, HEBRNEEFEYPAYREEReNERNTE., XMHRA
binning FIZREEth AT AT B L@ TRV RE#E BVH 443861,

NFEZRMS, WERANNBLAREIEE ™R, ELba] DU —E R4l
RE, RSLBEROWERE, WTFZEEMOAEMS, JMERFEDIEIS4], &
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ERSPNRRE, BZREFRHITHE; NEBZEREEAIz, v, zHF
JIR, RK=EERRHTOE,

MR D A RAUE R, Lauterbach FA[47]5| N T X EEXBEKR (linear
bounding volume hierarchy, LBVH) #i&75iE, EiZAER, SERTEETZ
K1 EFNETTHITEIR, XERAREET 25.2.1 F#HIT TR, WE 25.7 A
e XHENHEZERAETEPEXMNEHIFNMER, EHERHIFINFF, BPRE=
ISP E D I RESILSEIR, BMERE GPU S5 EHTHAER: £, XF)IK
HF I ettt ®, FRTFNEIHNEREIEHITRE, MMB T itiaEEIx
#E#), 2010 &, Pantaleoni # Luebke [23, 6312 T —FEM NS BL LB /X B E
{& (hierarchical linear bounding volume hierarchy, HLBVH) BBOHSE, 125
THERENMERE, EMMINAES, BVHNINET m2EH SAH AR
HITHERN, MEET RE0ME R XNEMFRBRY LBVH A,

£/ BVH N—TMARET, ZEMMENSRARFEZRAEN, RAMEENR
XN REERRFIANGE], AT, NEFRMEZEEN, ENEEREERIFNE
E, SETHERREMEERN. SNEX BVH #ITERE, FIREEASHNER
HEEERN—TEXMM, THEELEMPHRENTFSHAEHTERNELT. »—
MAEEERY BVH BITEMME, FHNRRNCHIR, MNZEEESWH
T—EHEE (refit) ", £ BVHRYIER T, XMBERFEFRAIETHXI. B,
ERMASEIVEER, N eEamBEETNHtFTR, EMTEXENHFHRH
BEE, KEBNZTHFHTRNXTR/RETRE, UREABEBES XN FT
=, XK T RFITRA, HAE#EINFIRXTAETI, XTERe—ES
FEEATRAIFTEFHTERME, HEZEEBVHHRTRNLE, REKXTR
M FP RN —TERE, BEREEFDSNEENE, RIEESNERE&E)
. XRBFREE—TIEEBHFRINGN, BEEN MG TR E ZRIATE,

XMIEEGER T0REN, ERURENEREE —LEMEEETRANAE, &
2SR RHIBEBEMNRE TR, XRENBAMAERREEPNMAREER —T
TRA, EEFHEAEER, FAENNEEARSHEERENER, BHEERK,
A TRRRZINIRS, AIMMERA—LEERER, RINEWHITIRE, FEDIRS
BVH RIFRE([40, 44, 94],

BRI, S|THNHT GPU BVH 183 E treelets 57A[40], ZAESM—TIRIRB
RBER BVH 7118, FAXNERINEHHITHA, ERTUMEE—RSRhENN, H
RE5 split BVH 5iAtES, (BRAEMRNBEG LNGERENBDETHITET, X
AL HLBVH 18— R =,
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7£ DXR HA{ERIMA RN EMN, EEipsPthEEER., EUENET 26.3 &
FRERIN, WRIF=HHYEREN RN, IBAXLERIREM IF B ERIER
THe, RKPERHTER, EXMERLT, REEZERNEEMENT, MATEXNFH
EXRNEBRSEWHFITEMERNER. I, NRMANIERIENIMERN, BEHAS
AERENMR (B0 WITHEXNPIESR) , BBAMATTUTE BLAS R{EREER
B, MMBRZENERE (E7 25.7) . A, AEBRREMH—EBETF, €
MNREEE AN —RERNENGEMENT BHIBEN. fl0: B%—T, NES
FEZMERILEER, S8 BCSH BLAS, {ERXL BLAS WEEMRSTE
TLAS FRAES, H—FXHNEF T L) BLAS E2NTEXIER, HWAERFED
BLAS ##1TiES MABRMISHENE—. K—NZTERIESMS, WA=E3
XNE)ER, AT EIX—aE, Benthin EA0BRE T “EFHELE (re-

braiding) "MIFMEBEMWEIR, RTFAREVMANRERHITEH, NMiREIXEIER
AOMERE,

A ZAWSES
SZEEPFIEEMNMIET REM, AINILRBHEELHT T REMR.

B—FNEE —TRRBEEWHITRR, MENEGWEHN—MZN, MRT ST
15, SRERIZSEND N FZERIGEH, FKIIICEHTHERMI, —FKIACERIERE
ST FZEER, AFERENEGRNZ Mo, flal: ¥F—1TXBVH, 3
TFARENIWTHR, —FHAETERS 0. 13E 2 D FTRANNNBEFRER. &
k-d ®H, BT TREZS—TFEEXE, XTFEZEZEDARED, NR
—HFNEESRXTTEER, AERKRUTZTRIAFRAE, BAXFCEMEEY
MAFEEEITIAR, B, —fekin, BEFEERSNEERINZS T FZEH,
BAIDFUREEFTBAMTFZE., SREHIFCA—ITRR, HEBNFES TR
REVIMR, EFE-FMGERHAITE, FihEEAmEARBITHEIMILANF=E,

BE, BNSBENTHEALE, KITHRNFZEHTMEZIENAFE, BIEkRE
PEifF==E, REERRRIEINF, FEMFTHRECREAEF, WRFEHTO

HARIE, MIMBEFRE—TFTR, AN RUEHITED., MRBEATRRAE
BIR—5I%, BALABFXTHNNEAZHAREN. AMEGPU £, BER(I=

BN HITEHHTEAE, BRNAETEETERIF—ETHCHKREN, XEMSTT
ARAKINFERE (memory traffic) FFiH,

ST k—d AR EM D2 EAERFZ B R DI RZBEESHMS, WREA]
RBREXMNERANFRRZE, MREMEFHTIREDRCH, BBABEIRN—1T
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#% (stackless) MINZLBER+H R[22, 37], MRBNERSBLEIRIANTS
8, FEIBNFEHFTREZMITERE — TSR R, B0 RS
LRRBNE SN FRARENRREL, RENALHTHRER, MEFEREE—T
SRS —1F, FE 26.15 FiR,

I O ]e|d [e
S |[Co = |[Co
& 26.15: T&RB k-d FHEH AR, MEAGKREHTAENERRE. 853K —1HF

TR, BEERERIZR/ONE, XEMEW BERE", FIECENRERBHEIHFT R85
29k,

XMRERBIR A S (ray shortening) , EFAERT BVH, EJ BVH FH

TRABSREES, BIaRREAEFHPNTR, ATRETEEIRREEHR
NEHITEHNEER, Laine [45JZINEBRMNERFRRE—1 bit, MAZLHEF
— P RENRGH, X1 bit RRIE—1EEZE, MME-XNoRELLEINT R
SMMAFTRRMERET R, ZT73ERE BVH REFIAIAKRZNE, miREES

HAVSEREE FBHRIRR, #MEA—FALHTEL BT REDIRF .

MRHRMNATFEREMPEETIIMIEE, BINRALEITEAENTR, WESIE
@ T —SHE#TEHNTR, MERGEREERHTERD, XLEEHEMAEER

(ropes) , EIFRERTF BVH fl k—-d &, (EREMNEFEMEARS, HXIENLEE

sEHIMITE RN L ERINF, LMEIR, EARNFIRBMAIRSEMNINRERIER FT
=, Hapala 5 A[30], LAKFEEHY Afra 1 Szirmay-Kalos [2]FF &7 —ME%, [E
FHER T FEER P AIEH AR — TR/ NNR AR EIR SN, MMARIF—X BVH B
FTAkiE, EEBSETRNBRSRZRFRFERNERINF, HEREERERTE
53,

EXLEA, XEXKARTEFFNDEELLETRNGEEIR, BFEE GPU L2
antl4], ERENZEGIMITIER#ATENBIEERIHIRIE, BENEN T =E

PIBSEMNNGERD, AESEREEA TEEEZENERINF. Binder # Keller

(Mgt T —FEFEETRTHENIREMEL, XTEENMRERIEREIR
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GPU HEFETFHRMIEBHHE. |iF, Yitie ZEA[O3HRE THBESEHEFXIITE
F GPU i9tRiED, HERAREE L% T HT GPU EiELiERKICEK (bookkeeping)
FImsRAEREFE. XIMEDHHERE—TREN BVH L#1TH, 87T RA
MERTUENFIR, FEIMT —MSREUHFEAR, MMAEMBIEEN
BHIF, o, TREeERESSUEREFN#HITERE XRS5 —MABZE—H
MREE.

26.4.2 FtEMEBH—EY

BMESLEIRPI AT EER AN NS, (BRAEXETP, RSEERBEHZEMN
HHED, XEXERERTE T AEREN—HE. RERNGFME, ERtE
KT RPHMLER D, BHENINBEESGERERLN., XEXEHATE
FENRR. BINE, AERFEMENAELSEL, BB—TARTENIIEAE.
X, BHTERB XS /NORIBAZ LB R —AY. BMERNZRALEMRE
RSB (FlalfRE1tk) , EMtRERERD—HE, fla: BR—TF, A
ERNAS TGRS, XMENEDAINN T ES LM TRBIEGR, ENleHT
HREAN—TRE, AETERARSNAELEHITRE, ABERR T, XMEL
BT PHRPNE—TE, XBEREM TP REZ BPRIEER, FEEREE
BERMAMREREELZ, Flt, XMFERIFEEFZEFENUNERN AR, WE
26.16 P7m.

B 26.16: JE& MBI REELNR, TRREESTEESHICE, MMEMRZBRMRES
MR, BER, MBEXEMACENAREEIN T, XELRIAM, BEBHRUNE
R E,

Chapter 26 Real-Time Ray Tracing ER Y4 1BER - 26



HBEAIFEMGENRE RS FIKEIL S HEHITREIREN, METEIFET (R
BHE) B9, Bl ARBANVEETEIMRCERTERFERCBUR,
SREZMIER, MTFEBNFE (glossy) WRFINETMS, XEXEZSEMN—N
(RET—TBNLAEAER) . —fkin, YTENBEHITERNCEES, N
RBEMNEBRTESENGHRL, BlIAINRIRNELERRLIERNE —EREEN—
E, TATATAS A RIXMICE—EE, RINERBEZHITINR,

ARG —HENREREZ—, MERCEREE—#E, flal: H(NIUER—4A
FATEE (FRAFEER ray bundle) k51ZRETTHITHARML, MARNERS
FIt%. FILARIAE GPU BYYEMMLERSRMITHE RS R ETAIERNNN, (ERIER
REREETMENUENELEFRIBRE XD, XEZHIXPNETEER, #6
IR T BENERERES]. Z—TRHNBERE S BN REIHRLT],

FERR/NIEHMA (frusta, beam) [32], AFRAKEBHERRESN. TRHBEHN
Jetkh, XERGRRBEH—ABRNTGE, Shinya FA[71EMIIRA pencil BRERAY
REH, JEHERR (beam tracing) RUBEHIT T H—DIRRMME . EXTH
ER, — M pencil”WEXRE S T RJERNNLFERMAME, BFIa0: MR—FILRT
HERFUN—ENBERTEN, BAXEEXN—HAELEH T — T O

(solid cone) [71.

XA RBE 7T AERES S, SRMIRRIDGHERHRXIE, pencil iz
TR —HEZZEN pencil, SEFHRMAVCLEFIBIRIXLENFAE, FILAEALERITE
MRS, BEHREToEER, ATXERTRERER, FHLL5 pencil X8
REKBHRI ZER, —TMESERRMNNZERRN/LANERER, X2—M&iT
IRUERY. £ GPU AT EMNEERERRIFRXA (E711.5.7) ,

—HMEINRERY . FIRALE—EENGER, BCEALRBGIRES (AR R
Bl packet) , REXXLEEHIT—HEIER. SNIZTH pencil 1M, XLEELE

BENBEHTH, HIA: WRENFEHEAN BVH FREDZHTE, E 2617, A
M, HTIXLE packet R2—MEIELEH, MAZ/LOET, FHHFDERETSS
%; BAIRAFTELIEEZRY packet, HEFRE packet #{EMRIGICLRI— T F5ED
F], packet JBIR[85] R FRA I R EIREMBATED, FHAEBUFITRIA VKT
E—BXESMENR R, BRILLEIFEES SIMD ITE. ELFRRISEIMA[88], =
{ERARBEAR/\I packet, HIRIELIESS SIMD IELMNEEHTARE., IRDEPR

FaERELERY (BINERsZE) , BANFER—EinERFRBNAITE.
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B 26.17: MERIA, KEDHIS: HR, #H. BEMRI LR packet 3L,

E packet BIRAJUZIFE S, BEERITCEHENAE T EKRFTZIN VR NA
F[38], BREMANICENEMS UM T RS, LEsh, MR T0 KBENIE,
BLMFBIRD HRZHY packet, XZNERVMEREFTERM, AEBBERT, BMER
IFBTRICEIEERR, B TBEEFAIARBIEF1TRN,

packet IEFRRIBEZEFIA SIMD 8%, HITHIRZRAES B PETHAITRR. A

m, BIEHATAERERNIES, FITHIEREENAES ZPETHITRR, XM
REZEUI packet 7, MRF(N=Z=BRREWEERAEE SO XA FIIEERE
MERN (MARBRARNXN) , BABNTAI MBI RRNES 21 F T B
T, SRHEITHITIED ., XLLEEIELS 0] DU G — R &AM ER D M FE AR T

2, e MRBANE— 1T X BVH B TEMBEREBHITIIE, AT AEE
— RIBIEET R 4 X BVH, BAIFANBIREREMAZREREER (multi-

bounding volume hierarchy, MBVH) , BIHEEFRF% BVH (shallow BVH) 5§
&% BVH (wide BVH) [15, 19, 871,

FEBIRI—LENA, FINBRFREERAETER, XEFAERRNAELHITIE, X
EREZHERBE N packet, B2, WRBANIVRE K EGTBIRMIFTE
Hek, XERHOHABRERITELEN T AREN L, BXg
BEEEN, BEPNTFSHETESMEUNER, BEBUNSEH#TEE, Bl
FEHRNAE TN IHTIRRIEIR., EXEERAT, BITTUNETE LML
TS HEE, MMEIEE R DU T IR A A, XLEABAREH Pharr EA
(65158189, 1FRZA “IEIZiBTF % BER (memory—coherent ray tracing)
XE—MERATEMEDEMPINT R, REEIINENRS., BIHFTLTITEERL
SZEETEEMPHITERD, HFEIKI—TRE; MESRETRPRESHE
7T, NEITTHAEPNE (NREE) #HTUK, HESEBLESE WP EE
BRI NNPETRF, A, KU ERENINFE, RKNYTEMED BRERHITE
[AikiE,
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B EASANEE L ENERSCRTRIERE, JUERECEERFHEETS
M BIEIEEM . ARG, BRI MEIP—NMDATEFTRIERISEEINT, HIRE
BIRERN ENTH#TEE . XTAIIESTEUEN A RN A%TE ERIE—TE
WS, REBXLENE D BEIX WIS EBEITIES, HIPAREATFH T EHITEIS
HEFRAEE, WAL RRIERR (ray stream tracing) SEN&EHFE (ray
reordering) , HEMINMTE CPU F1 GPU L3#1T TR F[46, 821,

&G, REEIENZ, FZERNEBEFEHECREMESN, MARHETRM
BRETSN, XMENSETAMCERNERNER. BANBTHEHATER, 1
ERTFERITEN—HYE, EEHTFERIIEETE—EE2—HN., MELELFIES
EEPHPFEERINKRES, EEXMTEERTESDIETARENME,
MNBEEFERATEARAEEHBNSEE, XTI SIMD #rt, HE wavefront (E
T 23.2) LEASHITHEERSH GPUMS, LEEEMLE., XFLAE GPU
wavefront iYL, MRENBEFEBARDNERIZLE, PBAMLIRANSD
X, BERSH wavefront K8 MAZFEFERAEANERZR, FANEERERER
FESEFEREZNTFE, ASRRENSAE,

FIAHEF AT R, MIMEARAEE—EERYEIE, 1AM ATERRZAIAT R {E
ARSI EH T BRIt Eam R Z/E, BEMEENTIR., REXLRA
FIRIBARRIES s R R B KEIM B, BR#THIF, RAEEEHEMAINERES N
HXPHITERIUTE, BHRITES I RED BIEERMNEIREE (deferred

shading) , XBHENLERRASFNAMERST (1 20.1) PERTHERIAKIE,

XM RER, Bl BT FERZEA G-buffer SLHXFEETE

EREEBRELMINNBRETBL. mmANERLRZEIRERET[18, 48], EEX
HAERFEEHTHF (BEERINGE) o URERB/IIBAGI, AT CPU A
GPU KINEIEER[3, 46], AT, MNTFLHRNERME, HAILIiclE, BMESEEED
BEEMHIFERAB—RENRSH, XEHFRELIBINEZATHE, I, A
RE—NZIETHAEHERD, BLENZERAERKEESHAN—HE. 1Lt
b, SHLEPHRETNRER, NPV RERSF[OITEREZEMMNI L, XAI8E
RIIRX ZRAREMERFZIEINT. Fit, EEMEMNCLRNEGERZE], =HE0
FESNITEIREFELDE. ZMTHXNERRFNTINFHT TRE, B> T
SRE—EFIERN =,

AEXBEFR, HMIUERE, RECERPLEBF AL —NENEE—HEIIERE
B. BMERNFEERIE—EERNS L, MAFE—EREEBRIVUNAEEFIAR
B, B0 EMRCERANEMERERBRS, FENES LETERRAOLFTFIK
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BEBHITRE, BTXTIRENRAAERRES, BE—MERNRAZ, BIR%E
BIMERLERFLDEILTER, ABRERANLIERK (bilateral filtering) I HRLLE
RHTEE, IBESSPRBGERZEOREADEMBEARE, BEIZA—N,
—MMAAREIME, BERELREDEGELUMNERHTES, HNERHET
Hir, MMESATE BERUS GRS HREITAIE 43, 50, 68],

FRUTEARRERIIZRNERERR, EETMELCLEIREXR, ENKAIFIETE
ERFAAT RO, PITRETRNERSHEER . EERERLT, BFEERR
EHITERANERITENNAEIRTTE, Flal: BATAINFSITESEE, HURtE
wmHRNEFER., EP—ERBEZAET RS, MmAiBRRIER21IMEREL
MR EIEERI61]F, ERINATEE ZAMRARBEHIN L EBIRRANARE, —R
Hin, (ESEERNBREFHFTEZSRNG, WRAABICEEER, BLrEBEERA]
RS DENKHI L, AFRRREARENZLZER. A, XNTHEHRENE
T, ENNMEERERIE, FBERERLANEZREERSHETIEREE, S
LFHIERREIR,

26.5 FE0E

FHASSFFTRFZBINETER, aFEFEIRFENEIG, WE 26.6 ik, XL
ERHMNAFELIM, BIE (denoise) EEMBmEMA— TS EIFENEIGIA
REAMAREENEGEIE, FMPER—TROIgE5 EXEGEUNFEIG. E£F
NI, BAISMU—FIEERXRAREA LML (resemble) ”"—id, EANERT
RRFENERGXE, HAEMNEGXISENRNBR ESEIF, FIES TR
ZEIRMsLHEE, EABRMNBEREAESESMALAFIE/LEKLE, XE
REERLRMNEIGAIBER T mlEE . flal: [E 26.22 FaJ PICA PICA B&{ERT
BBREKRY 2.25 FHLEHITER[76], FFIRAMIZAE 26.18 pim. BHFEATTA
7EBEIRER FRIN— N RIREIER (feedback loop) , WIE 26.18 FiR, FEULEAHEINEE
5 (7 5.4.2) AIBMRIAAR—MERNBEIREE.
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1 sample per pixel input denoised image

denoising
algorithm

~JL

optional feedback

E

auxiliary image data

B 26.18: LB ERNLERFITEMECERNER, SMERERMBERS—FEHIL,
BRIREASERXTRGURLERNHEEGEE, MPEREIRER, MAEMR. HEP89
WHEGIEERRE: 8TMMEENREDE. 5. GIRE, UNEERIEEYNGR/IER
F, HER, BREEAESFEHN—EREEEE, RIREIT—mARERIREZES.

RS R DMER — B RS NRHTRER, BISIEERE BRI
8, BAVRIIERTEEICA p . BAXTINFIER AR RA12]:

d, = % > cqw(p,q) (26.3)

geEN

Hohd, 25=p FIRENEGE, c, SpGEARE (81 p) NIREHEE,
w(p, q) FNERE., ZHRERT p AN n MER, ITNMGEEEEMA N, X
TXEBEREATN, BAIETUNNERLHATY B, 1L EEBERRER—Mm
MES, #lWlw(p,p-1,9,9-1) , EFT™HF -1 KXRTREBII—MIESR, Fla0:
MRFEMIE, WNERHEIAIAEESL n, MBI—MPANNEEE cp1 . E
24.2. E24.3. E26.19. & 26.20 & 26.21 BR T BEIERIGIF,

EERETAAIRIREAREITRLRAIIRIERF, BIRELRN T —TERER
W, EANTR, BIRERENE-LEEENTIF, ANE—LrEERNXEE
Do BAERNR Zwicker FALO7TIRIEMIRMEN TRESEFEENRFERR, &
Fk, BAIRBERNMABER T RERNEMEREENE XTI, MBEFESEE, A
BIMEERE—THELE/LITER,

AT RE—BRKBRFRIEZBMR, BATAILUER— G-buffer (5 20 %) , KfF
RERFRNMEBIEIGREIE, XR+ORERMNNSG, 69, 76], JetkiBIRrI URMREMIERE
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[BRs. HERFFENRABEUR., —LEHEFMERNS—TMHEITE, BEELR
e FFETRIRANE, RRAENEEARNEMY, flal: BiELREEEE
SR, A TIBINRIRIIEFAERNEARANE, BELSEREMIERENE
gL (E75.4.2) . 5—PMREFIEME, NERERATSEEAER
(untextured illumination) , FENBRMSIED BHIZRIAHEITIIIE06], AT ERE
XENE#TIEN, IERMNEm—TERAE (HFfE1.2) -

Lip.v) = [ FOVLOED. -DE-Da  (264)

ANTEREN, XEERTBEANLN L, . ARNXERNRAGEERFTH, REEXMN
ARt A AN AT EARID, ZTE, BIITE—TREXD R, EXRLME—
TERFEEIBRNGGE (ERERSCGEMLRIERT) ¢

R~ [ f1v)m-1)td (26.5)

™ J1eQ

RIEFTLIBHE U INERN:

U= R (26.6)
e, XENSEENEAHE,E T, At U NERE2ERES. Bit, B
SR MERBERATERITE L, , FARITRSIEERTERFERIFIRE R, X
BAMIRE T RSEENB U . ARRNITEX—1EEN D, AERERNEEY
ZF DR, XM T ERIREZPSEEHTAIE, X2+9EFN, ERX
BhEESASENAES, FUN%E, Heitz % A[35IFRHMA TEEMUT XN
SURRCRIRRIS, MTRHRELBBGIFoR—TIRENAR I, MREICRNETE
BI; HXNPAFZTUHTHIRMNE, REBRBEGHITERAS. XMEBENFIES
IR LR (LIT28 (ratio estimator) .
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— e,

R4
{:é

& 26.19: AM: SRENMAZI. LA NEORERBEMERNBARRI., A T A:
SA LABRGHTTERENGR. BESEENMASZRFENTE, MmEMBRENZEMN

R,

FILMERITS A ZES| S8R (spatial-temporal variance—guided filtering, SVGF)
[691RCH 3T ERBARZAUBENE, 59N SEED [76]F{ER 71X N A3%, @& 26.19 Fik.
SVGF &#IMBE/MZE: FXNBMEE— TR (one-sample—per—pixel, 1spp) B
BIREERGHTIEE, BNER G-buffer SKIRBE—RINA LY, ABEE—KXH
FEIRPIFRNR, R —KRRALTBR L., HEARBEREFERAMEREA

(27 5.4.2) RIENMBERIEARRE, HEAZEIFINZ pass ERILLEE16, 29],
HeiE#Iz e B A R~ HIRE BRI A E (b 1TFTAE .

FEEMERFEANENEMN, HEJURTIERENE, NMESEZNER, B,
TTEEERFAH:

Sn = Z (zi — Zp)° (26.7)

g2 =" (26.8)

ME, RRBANERERT z1,..., 2, TET s, , MAEBNXIRE T —TOER
Tn1 BAVEBREEESEAHEITER. AJMER TS EREFKA:

Sp+1 = Sp T ($n+1 - fn) ($n+1 - fn+1) (26-9)



REBMERSTE 26.8 KITE 02, . 7£ SVGF F, R{ERIXHENAERGITHEER
BZEMMNAEE, BRORQNET —ERREY (disocclusion) (FEE: Bl E—
LA B P AN 2R, Y-Wkﬁ')"ﬂ"?uﬁqﬂ) , XFEENEAETEABEAISE, LY
SR EER=E LT, W THRBRAIERE, Llamas # Liu [51, 52EB T —1 8%
BRRXMLERE (B 12.10) , RERSRINENFREHBEIEMN,

[ 26.20: LA BRZENEBRRITNEE. £ TE: BIRZE, £82 < 2&HEEL, &
A 1&REE (FEE: BERSFOMRRTHITCLER) o REHPE: BRTHEDR,
BRE=, KARAEBKR, MIZERRIERNEMZ, A TE: EOPHRTREERREIE
&

Stachowiak et 7 — RN REIFIREL[76], & 26.20 BR T —Y56l, Bk
SBR— G-buffer, #Mﬂlﬂkﬁjﬁ‘ﬁiﬂ% jJT/J'JZ"\LEmﬁ‘ﬁ%H’Jn&E, SEEd2 x 2
1%?5’]&51}5\& A1 EREEET 1 KR A, SEEDHERTHITHE

GBERE., XENRII L EMHIA, #L?‘TFTEE"’EEKHE EE’\]“BJEHL
(stochastic) "ElIxE, FEEEZRENAMALIMN, RESWHEIERIVLES
R, “EEMRE (importance sampled) "ERESNRAERTMAENERANS
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[E&516%, 5a0: @& BRDOF NIBEA MRS, REEREUTRES=E RS
[75] (15 11.6.5) MIAA, RNEGEHITIIE, BN ERFRTENEGD PR,
XK E— T EEREITEE[35], XTIRARZSHEIRIR, —TXLEE pass
MR&EN TAATBE S, Llamas # Liu I8 7 —ME T 0 ZFEiRBEAZNAE RS
BRH=R.

RNTFEREREFFEMNBE BN RERAR, Metha 5 A[54, 55, 56 KA T —fETEE
54 (Fourier analysis) RIJtLR(EHIEIR A7), 1 & T HIXI TR K 28,
R TFEANERAIBIIE RS (sheared filter) , ERNITEREERR, XHEMETIN
HRESHNMEERIL, BXEZER, B2 Metha MIE1EX([57],

SFIMEICER (AO) R, NTREME, Llamas M Liu [51, 52HER T —E
AR BRI IDIEKEE (F712.1.1) REIVMXSFRIEEAZ54], XD IRIRIZRY
R RHBEIER AO SI4Et, AMEMANSR/NERKIRERN, HEHBOAR, I8
RaIRIFiEBU)y; SEEYBORA, RRSNRIHMEBA, XM AT UAREN
EISREEMBERIPARS, MAEHIEEBILN, FIDMRHEENTIE. BEIEM
RIBRRZAASR, R0[E 26.21 A7,
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E 26.21: TNHEGPIIMEINEBRIR, ERABGRE—FNERIITHEIRE, AEBEHT
FEIR, REREMAENEILR, MERIGESDAZ: ground truth; FETEEIMEICETR

(SSAO) ; NLEIRMENIER, BMPHNBEREER—THEER NBERE—TEFERNNE
BRERHTIERR, FIRENEGIERRAMERINERAR, BRINAELESZEIMNE
e B #2R ground truth,

B MA AR AN 2B BB R FHITRERR3, 51, 55, 69, 70, 76], NFAEIZEEWN
R, LeAMERETIEE, XMEEFESIZF SEED [9, 36, 7619 R A RFR
KANGE, WE 26.22 fim.
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B 26.22, PICA PICATNBERIRZER, B©EE T MAANNEERR, RRERT LT EFIEE
K2R o

RFESIZERXNRMEERRLA[36], RBTETAHENEREE, SXRMESH
FNEZFREBIRTROEARTII, ANENNAERTER. SFNBRERERE
I, AEZEVGHEFZH, SRESTURNASZE, KR IEEHTTHEERL

B, XMETHENEMEMNT SVGF [69], BEHAZRDEN, MMERTETT
EMNERYC RGBT R AR IR, ERTEMLENE, REREHERICRIEETT
RNER, TREAZFIENERSIWERNT—E. hTREERREIRSEER, R0
FRMESEZRIFAE,

S—MEERESEETEPRNTRIRG], EERMERAMVEHEEE— ww
ZEME, REERESFRNNRLHITER. SOETEFRAIRERAE RS AR
BOUEENNE, MEESERHITTY, HIE— 13 x 13 (IREHR,
Munkberg A RXMEIRITHI, WR cosfd > 0.9, MHZBNEMANFIILE, Hp
0 BREREBRNR LREESFEENRE LA ZBNRA ., ESCETEHATREIZIE
fii—EMRE, ALCEZEPHNEFHZE+oERN, AINBEIE—TEBHENER
FHEEE, MMEREENRE, FEERTEINUTRES T ITNL,

FBEIAL, BN—ERIIZIRFPODEIFLEN, FERENBRERERS, B
=, IREETEHER, AREGEERNIMRERTRRUR, BAREMIEL
R ATEERTFERS . T XLER, Moon EA[601F & T —ME @S RS,
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AR GRITEHRUBEERN S EERE (covariance matrix) , FHER XM
BEBERMGITEMEE LNREE RSN,

BEERREFEIRIA24, 25], AU ARG |2 E  EMERS [ ZE RN AEE
17, FHERXLEIIERIIGMENE, MMEMFIRER, XITMRERELEEL—T
SNMRMNE (convolutional neural network, CNN) , #AE{ERIEE RGN IR
EEIGRNNEHITIINE ., WRMEFNIE, XTMEEEEIINRENNE, EF
MEMENHEESRER, EAFEMBEEEEINOTERESEGEUENRIRT, EAX
LEARE T IR BG#H1TEIE, Chaitanya FA[13]ERIBEZ (encoding
pipeline) MWFABEX R, HEA—NFERGEENEIRBENE, RIIXLEEN
TIEHOERHEARE M, MM/ shEHREAY Ak, BMERE T #NSEZEUE, thalblE
F (T1EX) IREEGRSFFERSIATING49], ZFEMA AEFIGIIZEING
B EARNARZTEAER ground truth Bf&%,

RIAE, FIRZELRINERTN—TEEETH, HAHEBAEE, EX—JEF
BREHTE SR,

26.6 éyiiﬂilm

HAEET 3.8 MIET 23.8 HNAT, JMHEX 2 x 2 —4H (FRH quad) BIEER
HITEBLE, XHEMIEN TEITSEEED (texture footprint) , ITEBERES,
FE mipmap SEEREMRTTHRHITITENER . YT XEEiRms, HRMBRAE
T, HAEBERHEEMILLHFN, HMTUERXEFEN—1NRS, S8RRENES
ZATEERNNER, E2BRIMZALEEXT=ARTEER, EPE—FK
LK FERE LREE—MER, FE_FALTHEEELR LREE—TER. TI1TS
BT, ERXMEART UAERERNSCEIRIKE BT, B2eXNERTIRES
Y, M, MRNEENEENR—TREERE, AERI LT T —TEBLEE
HRE, RNZEEMFARE? EXMERT, BEENEESRIT - TEIRENSGEE
e, XEMROER, FEENERRIERMNICEERNER, XMUERFE
AT IERE.

Igehy [B9]AX M EIFURM T — M ERNBRL R, tERT —MIHMIEEMD
(ray differential) IR, BFRITEIMFEFME:

{80 do Od 8d} (26.10)

%3%7%76—3/
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XEMMBFEZ S HG—RETEME, BF—T, o@XE&RR, dEHLSME
(B2 26.1) . ATRR oMAE d HEE=TrE, EHt LENXEHMD T

4 x 3 = 12 MESMIEFREITEME, SRFRBENLN, Jo/0r = 0o/0y =

(0,0,0) , EALRSHLERMBETRAEIR, A, od/ox 1 0d/0y BetEdlE

FNLBEIERTT BEE. SXEN—TREBRZ—TRE, FENLMD

HATER, IS, SHEWMO RGNS, Igehy S THE&RMD W AREE

EIATE; AENTEAEREEEZN=/AN, Igehy TS TMDIELNE.

A—MEMNRBNGEZET#HAZERR, EH Amanatides 7£ 1984 FEXIRHE[7],
XM TENERETXY/VTERHITNER, EftEERRS, Jiki# (ray cone)
eI A FHEBERFISERISIE. Akenine Moller EA[6lRE T —M5 G-buffer
—ESLICEMENTT R, 1ZHARERT B —XmRINEIHER, JRKERNETEURAT
P RIER. AT AR, aRRINEEMERE, AM, BTXTHRE
BREEF R HITRME, FEBORNRFTEZEIER, BT RE TS

G-buffer BERBESHNEMD /1A, AN XL EH#ITT LR,

B 26.23: BFREIEF—TREFIK, HLNRERLLEEHBBER, WREAXR. £A

B, BRTEIMARNSEERKRAG AT, B—XERMALR, TEfHE: ground truth J8
RER, BTERERT 1024 THEAE, STHEAHERT —TREENSIEEK . KEFH

B]: BEEINEMIIERIBEE 0 BRI mipmap (BIi&%E mipmap) . GLA: EAXE
#, A TA: ERXEHND.

26.23 R T MR ENSEEE RS E. E/A% 0 BREY mipmap (BlIRE
mipmap) ZEHTEENRA. HEHNXMIREMHR T HHRRNER, ML
2R T BANRITRY ground truth 53R, Je& D BEREB B I th{EIT80EE

L, BENtAIEEEEEM, RIFMNNZE, AL RETERM, B
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BESREEMAE . Akenine-Moller FARM T AT/ IBREGETIRANICEHND
SEIMANSE L5 # 5L

26.7

B R’ APl (7 26.2) IREAVFIREERSE, RATFERNIIKKZNMRERT, X
BIRHITICERVBXREED, ST EEMSERFTRENA, Fla0: REHR, [P
7, R, IMHMBRIREE/EILRE,

B E B (thinking outside the box) , XLEIARERIIASEHIZE APIIRITRNERSR
ZIREFTIER . EARARPEER, B(TERBIALAENRREBRRBEATALAN
IZREE, SCEEREBRINATNITEE®ER1E? AN G LFHTINIE, H—L
Al eI TIRR .

ERZREANTT (7 26.5) , FBVCLERNEN ZAUIIERBMNSH
MRE, UREMERNCR, EF—1TBUEMRERNLERFIT RIS TRIFRE
k&, MAZERRSZERE, HlaNEhy (At 5) F, XAEEPI £ ELFHY
#ZibK (grounded object) , FRIASHERIAZAR R4S _E AR E /e B3 AN 1550
THE. BURRZEREXFNRARZFANUSER, SB2REZRANRIZHETT
B, i XRELHNRFVREESE R A EMENIRN., HREFSE BRDF
FIK LMD MEMERN, JEIEIREETS L L EIMBHRRIER.

RREHSR A —M A UMERANLERRBFEDNNERNR., E—TREFXRE
S LB ERFRY AP FFIESEI Y, BEYWEAEBRYEET St H1TERR, EX
RN E ST A RNFESHITIERIR, HMER—LEIREAO]. SMm
=, PR, EHRACRAMMECER DGR m TR, MMEREURBETSR
BEEREMEA AL R[35, 511,

Z5NMRNA (814 F) EXHNAER (FlaEk) FESHEBER, KB
RAFRBZUNOALRE, BFR5SREETERRNNELTHNTIERAAE, XESE
tIRiE, PIRESHIMERICEIENR, FUkE Woodcock RiR (tracking) [95]#1TE
FERME, AEE—LERIREENFTSE.

KM EERERA (R 183 F) EXRNNARNAN Z. I—THEERNFY
K, XAGHME— T, A TRGERVZERERR, HNEEXEREHITHE
F MTHRARKNFME, SESHEE—T0E, FEEREEZRECRIEENICER
FREZ BN E ., BT FEFEHZEEE, RERFPHRTEREZE—TH
ik, S—THRFAIUEREEEDEREEaG T, ENSUIERZIBRESRFH

Chapter 26 Real-Time Ray Tracing SERf Y4 1BER - 40



TH5R? ERBNIRE —MMNRTAE, ANBERERSR, B8R/ &
MRS ANFHEITT? REENE, HTHUFEBRDSY S, FIWXEREN R
SAEB—WRIINRENFR, RN ENNRTEMHTEMR (ET 26.3) , XMHE
WA RERIVTARF L, FERFS/IRF L, flW: WEFEKE, NTX
LERFHRRMS, WANZEINERSEHHITRA, N HFRRITREERE
7

SRR RFRM, REEENIEEN R AENBRIKRZIMAT REEWITH T K], Fl
an: PIASEINFERAMEALIEN FHlE N, BENES T EEMFED PR EIERYE)
A, FEHERLERT, NRAEBREENITEUR LN FEEX—BNEG.
BIONERYIRER LRI DATE GPU L, (R IRSTFHITRING? thoh, FLIERRER]
MAFEBRRMIEZ BN, XMEENN TEHMRIMEL (audio reverb
simulation) . XL (gameplay) M Al RAFRTES TEZZ BN RIEREES
EEEME.

FCERIBER APILRIN T —FMRIE BEREE, RITENESERE, EMETRREE
g% (callable shader) . EEEBMUAIRENAR, M— T EEBRPEREMNERSS
TE, XTINEEARIR BT CUDA FR7gese[1], XM EBNEBRFZEREAT]
A, REEXLERERFXETHITER, RIEXTEEHRNIMAEAURENMY
BE, XTIBERAESHRA—TIEEENENBRHMIE, $RNRERNMBTE
BERNEMMERNE, FIitE, 2061F: — e ARERETUBMRITSESIE
RAERNERERHGIAES (shader permutation, FEiT: BRREENFEERT
Kx) , MmiESteeE, i XEMNSMHPIERART —EAH Rz E#FTHAN
[FAIEEEBEE (post-process shader) ., EFJARAEEEFE R PRI EXEI
13 (setting—dependent code) , AILUB/HAEERAFFIFIERIAEFESAH, X7
NESARARI 2, RBNIDNELIE 5 MEEXBIIZREIRN, BALLEME
A 2° =321&8:%, RNEREESE— SRR, HRIEZEREMS
T FEER., ERAIUERRAZAKEIER shader graph, XAUNERTFSKRE
BATMAIMBRE X, MERTAUA—FEIMERCNS, NATFEREFPNENE
o0 NMATERNEHMEEAIR, SXRINEE. SZ5NMTRMR. RE. UMEELESE,

TEEAIBOEBRMAE LRINETEAIRRE, ENES B ZARKEIVER shader graph 3k
BHITENXH, BEXNSWEERFREIIH G-buffer BERABTHITIER, FIUEIEEE
1IN AFIEIR E T X HIAERMIE E (7 20.2) , ERIEBRIECLEBIRT
2, ERE—TERANERSR, X1 EREFEEBNMBPHZAKEIEN. R
BAEEBMNETE shader graph #H{TITE, XMEANECRHREAYIIMMY, BT
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ERFHEARER:S, JUNSTSHRZTEUERZAMEER Riﬁﬁﬁiﬂ‘ﬁﬂﬁ’ﬂ%@%ﬁ,
AULENERMEENMRHITENR, ERZXTIEEEEATEMRIMMAE: —
EEHEBHIER, HEREEEHEEWID? AIUEREARZ M EEEE? 56
HE WM OHTIER? bﬂ]dé\;ﬁui/i\EV\]ﬁLfﬂ%@ﬂ%’? IKEEEES %ETLMEZIZE
HE—TERTE, WMEEBEIHEAFHTEREID? X2 ENREIF
(Bl=AIRENE) “AIEANE?

Bl 26.24: /VEIERIIMNEIZR, (ERBREIRERSZEN, FEERAMR, €A DXR =
.

2750, XLELFNESREEHE—THNEIFR, HEAXIERIM., &/F,
& 26.24 B T —MEM DXR #ITERNER, Z—TERMEADEHE. AIHE—
F BB (The future looks bright) !

#MSERNEM ERR

52 EARPIFEL NI realtimerendering.com, M T iz ig &R EF{EEME
BRI, Shirley X TLEIRAIAEHFE CBRAKRRS) [72, 73, 74], BNAE
I EENEIBIRIMENGR, IERMETREN pdf, F@RAEZERNREREZ
—, P22 Pharr & A[66]# {Physically Based Rendering) , IEHEREMN,
Suffern B945%& (Ray Tracing from the Ground Up) [791{EX1 8, BRRNE
2, FXNTIAEMEEHRITTIHE. IF DXRINA, FHiHERE Wyman EA[91]
#9 SIGGRAPH 2018 iF2 LA K& Wyman #9 DXR #iFE[92], BMETHREZH X~ mAK
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http://xn--realtimerendering-5960a1655ay9c4t0i1ocf66apqyyi6e.com/

SERPERZIBER, 1S Fascione FA[20, 21]&iEHY SIGGRAPH Rfz, 7£
ACM TOG HI45HI67], BEEZSXTREARFMEM™RLERFIARNXE,
Zwicker F A[97IE—MIAMARIFEITE T RIRFEAR, REXMERRETF 2015
F, EFTRRERTNARER.
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