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AR, 7E main pRECH, REENREAT LGN T, S5 TIRE Buffer,
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1.3 FEHEER

KT IS AT LLZ % [chapter-1/Sourceb).

A T ARACIS [A) 229 & A G 22 57 e 21 ) A2 77 1%, GLSL i gt CUDA 3855, A 3CHF Union
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wseed = uint (float (randl) % (TexCoords.x * TexCoords.y));
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AFALS I, [chapter-2/Sourcel].

ZWRRBIBCRILAN TR OpenGL HIMIZE M 5 FBO (UL [4] K “Wiggst” — 1) HKLHL.
{EZ H T % B0 A BB A, P AR Sl 1 o A i i m] DA B R A A g
PR R

o OpenGL A7 —/MERINAIMIZEM, B — BBATEGAT 2 BRI 21X .

o FATBEFLLE o CHABRIMIZEM, ik OpenGL HE G245 BN BIFRATH g SImigE
X

o WIZErR LI E RIS F, W2, B R BHEE IS BRI S5 RTINS EoE .
o FATHT AFE R P BOE Cds ok 7 SR SR as RGOk, SRR R

FAIAE RT _Screen.h HHi#d 7 —/ ScreenFBO 28, %56 51 & BEMIZZph X, AFEE1% (con-
figuration BRED . F6E HFTZEMIX (Bind KD M48E (unBind BRED . FEMIZE M X 5E B4
1 (BindAsTexture BRI PLAMIERMIZZ X (Delete BRI IXLEThRE

ZJa s AT e LT — % (2% : ScreenShader. - HAE PLRT % (0 8524044 N RayTracer-
Shader. IXF > Shader H', RayTracerShader 1 Si G LIE RS, RIS M HTMIAIZE R ; ScreenShader
TR A FT S P e S5 R A 9F, IR R B bR .

A HAEIEZ MR, AL THE ScreenFBO KH 775 . main REHIThEE 2 T8
PR FRATH € L H) FrameBuffer H1, SR 5 P i KA S0 5 250 H % O ) FrameBuffer H1.

R T IERIERIR R, RATEAANLZE Camera F € X T LoopNum, 4AHNLALE FA AL
I, ZAEH 0. BEWIETEGLRT, ZAEE < 1.
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ARG, [chapter-2/Source2].

—A FBO UHEIEAGE, AT EFH A FBO K5 A7k 24w iTE Je g BRI T st S FR s 21
NTIHAERI, P FBO A& LB —AN KT B, W2 RenderBuffer 8. %K, &
X T HA ScreenFBO %4, fho[0] A fbo[1], & 4eH INFF U0 R :

%51 Wi, JEE fhol0] CHRETMD Hs

% 2 Wi, JETY, BE fbol0] (J1sEmD F| fbo[l] CHEIMWD .

5 3 Wi, VEYY, BEE fbo[l] (JiEMD F| fbo[0] CHETHD th.

%4 JEG, BE fbol0] (JIEMD F| fbo[l] (HRFIMWD .

EE, HEThiE S B ERE T Camera K9, B LoopNum, 4AHNLA & BE A E R AR
HLEF, LoopNum HHMERAE N 0, HHLEFEH M ITE. 24 LoopNum 7EA2 B KE 1 0 )5,
EVERT 20 1, Btk LoopNum fEVE G (B /IMEZ 1o I BT HE W, SarmiR s A E
s, A fhol0] #EATVELY, fho[l] FAAERTZ DT SEMl. ZHATMIER 51 N EE, A fbo[l] #ATHE
By, thol0] F7fift B 7 i

FA1EE LT Toolh LA, ZXMHHTE CPU W2 AR, FRAIE RayTracerFrag-
mentShader H5E X T —ANBENIEL randOrigin, FR1G 2 ME R W EFENLEL

wseed = uint (randOrigin * float (6.95857) % (TexCoords.x * TexCoords.

y))s

AR IZAT R IR L — D BENE IR R T A, R EEE W RN,
BEPFEILUE R Cin s B4

£ TR, AT E BT R DR S (1] AR A T, B T R
LERRFE RS, AT ARSI MRS, 1RSI GBI RE — R

23 ZIR
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BAVTHFESAL B (o g L — Ray 4514, B3 Ray WIS AT M (3% [1] 1 “FKii
MRS Z M. SRJE &P hit %L hitSphere 2 Wi 5 32K hitWorld R i [ Bt
HHIER, $£32] Ray AT HIER.

ERBEGET, X T Sphere 4581 hitRecord 454, b hitRecord F-T-ic s Al (147
B UL S Al ) e

IRJEBATLE main eRECHHE I BRIO AL B AR N B v BoE tds

AT AR tH 25 R 2 -

PAEIESRAAT 27 BI5%. £E 1] T, BIPET Ray ZUCREHE SR BRI RER,  JRATTEF T 2
AN SOCIRFERIBARE 1R8I 18 S s HOR1S 2R 52

2.4 JEL5H

ARG L [chapter-2/Sourced].

SEHOGZGE A AR, — ORI AT (ke (1D, ZRIGM I (i PBRT 4%
BB GAs ). T GLSL ASCRRgIH, WASCRERRIAM (A A B, B A A, Kk, &
TIRE EAE RGP I T73 . FLSE A LU V2 5 25 2 8 ] v TR AR o

AFTEATIEI T random_in_ unit_sphere PREHI shading BAEL. ZH— AR ELE T 77 4R A
ERNIITT I, B8 AN BRBUE TIBE AR S . LR SR 7 Ml il A A2 s bk vy = b oy
BRN IR 1A] o

BEILE RN

b
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AT I [chapter-2/Sourceb] .

FAAE Sphere ZEH ¥ II— N2 & materiallndex HSRF R L HTHIBRE THERA4 B, DAL —
albedo 285, KoK MM,

7f hitRecord £5#4H %€ X materiallndex Al albedo, 7£ hitWorld p&ECH, 224460 21 A Rl & 1,
AT R A B AR 51 albedo.

SR TRATE T MRS BB 18 IR A

1F shading BR%LHE FIKT rec.materiallndex Kk & f# FH AN S 5 BRI AL
A RIGIZATR R

2.6 ARENE

T EAMEFEMIEATEE, N1 BEGHARIREL, FATHE N A BB T .

AEEACEME T —MERE RO La S, I Haets ™ ARl 5T L R BOR—&
), XENAHEE GLSL B, HAE CPU LSeil 2B A .

ERIAER L SRR TR, M. T —5, RANISHRAILEE— P E, Dk
SEBURE AU (A5 R K S T A7 i 2 GPU P tBRAT I .
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RES=RAARE
SAKEHIE
SiRTFhE D i
ZEREIE
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3.1 JEERS=RIIKAZ

ARG, [chapter-3/Sourcel].
W LB IR Z Mo TR = M IERACHITTiE, 78 PBRT A — M RCGRIR & HA Rz HiR %=
17795, # Ray BB =fiLasalh . WATXIRARTE2 (9] BR9rX, BB L.

o 5 Ray 5=MEIET TSR
o FIWT Ray 5 =M I R SE=MEA .

ZIERESEIUAE T hitTriangle REUE . ERGURIEIRFE [0] LB, B TREEEHIK R, 4
I 5 S A B B S T, AT STy 22 OIS, S BUE LN T X AR R -

N

TR

- ,
i‘fi%}i‘tﬂ BN/

FEP AL RN = AT . RECH, Ray S5 FIHIAHZA — AR ZE XA, FEXAXEN, B
SRR ) AR BB, (AEEEERZEVCRE N, sl Rek BB, —EREMIE, s 2
W, IFHEEERERERE N T (HIEREREXEAN). T4, ERFPH, Hes =Mk
KA, A4 Ray ATk B — AN EH /NOME, Bl 0.00001,
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16 32. SAKEHIE

BA1E X T Triangle 28, ZFRAFE 7ML BT A RE M & DL RS TIS (S AL AR,
{RFRATTE I S AN A V2 1) B AN SO AR FR

1E hitWorld ', AV IRIEIA, S6i)J1 5 Shpere K32, FiEJI5 Triangle R3S, WS H
JE5 Triangle K3, WL S7E Triangle b R SRAZEE B /N T 4151 fe/NE B A 2 H E AR )
7t hitRecord HiFATICSR, FATE LA = MIERNER EHER B (TE AR,

NSRS TR ST o7 g (Tl

32 BAXEZIE

AT I [chapter-3/Source2].

RN S KE =M BIEN, SR E AR AEEE N, AT DA A8
o VERE, T FrameBuffer —E45@ FHESEE 0, BT LA =AM 7 75 LM B AL g 5 .

PATEAAAH BRI GL_FLOAT, EON A7 (10 & T # (u C, i LARR 22 31 GL_RED
FonRER A R float BD, PLAHHERAA GL.R32F:

— & Obj MR AT SAE—E, A5 AN ST . BRI ZEWASHE,
—AMHRAET S ST A & SORAARR: 53— R =M A =TS 9 5 -

BRI e B Uk K (bean 1) BINE L E AP, TATEN AEEIX
MG (SRR, FAEHF Bunny il Dragon B AR EASEERTD,  KONTE BARBE 4 5N
Hrp#l g —x X H ORISR, K AR, Bl max 8E3# obj ¥ 2]H Ak, IR
TVRAFRIX 2 RAL T

A2 X T ObjectTexture.h X, ZXAFHH getTexture R&ELH SRR A i Ti1 A Bidis 2F
RS . AL B DT
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JUETAME 2 Z4E 208, AT BRATT R 2 B8R B A il — 4k, o T 2808 i RYEFEUE 20482080,
FTAFRAT R B B A LT A CRE AR —F, R E St £, 4 GLSL 3
ANEWAE, BOFE RS AN, SIRBEEAE 0.0). EECREFE, BRITEHF=/AEExR
s, HNERERE.

AR BB Y45 R

AR KGR 28— B (0 5 — AR RN 70 o — N ER G, At REHE BIBLE B KRS
FEBIERAT G rp E R AR AL
FATE — AT YA FR VT 1), I8 T gEAARR, L RESC AN e BRI Bk 2 T

33 HURGhEN"%E

ARSI, [chapter-3/Source3] .
B getTexture PREORA M —4ELHE . B AFIESE KR AT LA Z D4, T R,
AT~ I IR A 5 1K 9«

FER LT OpenGL FRAZRSUPEK 50 75 Be 2 MBS, thin 1024%1024. BIEFRA B
BHRXANERT .

BT IRATIAE IR A RS RE, BATT— I aE 50 A E DR R AL bR B /N — R, AT 0.2
AN
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£ GLSL By a) —4EgrH i 7 N k-

RS R G SE R AT«

34 EEETE

AT I [chapter-3/Sourced]

W T IAE B AT — WG SR ARG, FRATRARMER R BiE e i A B 1 5. (HEDIRATH]
PRS2t S — Rk &, BUATRATE Obj BRI A R vk m &, JATEFAT AR T 8 4
R LA TR AL EA ], HAdAH 2 T 1O 1 Th g .

Pian) EA] LLUE I XABOR 7 HG ERE A =ATUR v0, vl Al v2 MIEHE KT, v0-vl-v2
ARy A TN Xt — R A RS th 2 SE A ), F T DU BT Sy m) & i) J7 vk (E GLSL
tit5D:

AFARD IS G 45 R AT«
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XFFA SRR, SORGEE T B H A O (WS T Ray ST A 938 55 8E 8§ = N0
RIS AR o T BATAORE R AT S, B ARG ARbR st Se AHEAT T B T

3.5 ANE/NGE
AREBERATEA G REFIEOAETI S NS 7o g, AR 3] 7 %A 15 N 45478 4L 1)

W 18
TEIE, BAllw A BVH B, R 8 — A S 16 2B BR S




ot
135 BVH

53 GLSL W8
8523 GLSL E
RIFNNEEIgngiESR

FEMGE

AT R —EANF T RE Af RN Ak 22 H)——BVH(Bounding volume hierarchies) #¢o

4.1 FJEEEES

A BVH WA LS % 2] MAA . H278E] GLSL HtiE A4S T, W
Wi, =AMEAEFAEESCEET, P& BVH 208 “44°F7 A— N (8], mH, il &R
eH . EHATE, £ GPU e 4G, £ CPU ] DIERLH K, FrbARA14E4E CPU Al
WEA R, MR RLLE, BB GPU .

TEZ NN 5, — Al R R A2 o e B MR RR A A, SRR 2 AL
W FFEAT A 9, IXFERT DA A Hh PRI A 2 v . AN FRATMIEE BVH W 1) 7 V57548 FH oh RO AR U, BT
DA A 2N S 2 R 5.

Ui AR I BVH WS RR B E 2%, Bt DRI T8 e CPU g @ik, 85 e
F| GPU H.

42 ¥3J%E BVH &

AFTARS I, [chapter-4/Sourcel].
AR RBATSHE R 2 PBRT|[11] 1 EqualCounts J57%, WA M LL&% (PBRT &
H1 3ACAL S - TR AR 25 ), Wi R AT, BAMATELRZH 1 TR Z.

4.2.1 FHE4EH

FATHAT R HF &4 =M A& BVH &, X2 GLSL BAREZE, Pl At ix
WG 1% —aliEds %2, /£ BVH [ Node M7 sl fifhric, HAnaR 2 ERibsid
0, WMARZ=MAHARC 155, RS ICRARBHM=ABHATRRG] . Hib TR ME IR, fr
ABAT—IF a6 AN TE

20
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PATATF &2 7 PR30 shape.h A1 BVHTree.h

shape.h H5E X T &2 Bound3f. =fMEI NLLHTH Object Texture.h Sk #2 5] |
shape.h #1) PLEAE CPU [ Ray 2. i —HRTRZMFET, LAASE L— A REL get Triangle-
Bound, HISRiRI[E| = MR .

4.2.2 EEREMEN

T 565E X BVH # 5 BVHNode K. KRB A A NN A, Baa/E A A
AW VIR S, BT TR — A mge s 20 (Ml BRORHEGE L 0D, thin
A I g d JUA T A B & PO R AR A — A s b, ITRLA firstPrimOffset Al nPrimitives 1X
AR R PASIE SRR 5 P S LS il splitAxise

RIGE X “3°F” LS IR 55 LinearBVHNode. 35, FISHE R B, BT A7 A
PSR ST, AR A 75 S A E, REELsA 7 A R,

SRJGRFE O N T BVH MR S : BVHPrimitivelnfo. ZXEEH R ICH RS primi-
tiveNumber LA 350K & bound AL FE & H & O ALRFR centroid.

4.2.3 BB AT BIE

IBIREN R SIEAME, T PBRT &S5RI 1, XEAHER. WA KE
HJE recursiveBuild fl flattenBVHTree. ] flattenBVH HiHEM B — 44 .

IntersectBVH 725 BVH RAZMIEST, WHAHER.

N TEMRATMEL R BVH FERA R, A1 T —4 BVHTest FJF, &M T EML
Ray, R 50FEER, RES=MEAHEE, HELLE:

T CPU JEZLLENE, N7 BaFHtig i, 27 2T B 4l IEEE 8 % . Visual
Studio H{# | Debug # L Release #iAEEE L.

H—m A Rem EE R, WA S8 WA, I TR AER A IME, JaRIIRAE 2|8 iF
R BT Z, S T Visual studio MIARAL LG AT T -

Whole Program Optimization rent or project defaults>
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4.3 BER| GLSL XIF&

AT I, [chapter-4/Source2]

FAVIAE TR ZAEFT G CH+ RS IR G5 kg Mk P R EIE B0 GLSL WU, T iR /2 78
CPU LT, {H GLSL XA ASBEFAE RS S54R10E T .

FAHE LinearBVHNode H'] Bound3f 5 p FHAIE I (int SRAER IRy T 5 580:

S Ut s W N =

PATIESE LT F AR B AT AL

IXEEHH A T 2 ARG F ). NodeArray FIR/NA 9 LA nodeNum AMF 520 (pMin 1
pMax 737l i 3 N SEL PAUKFE N =A float KA EIEAD .

7t IntersectBVH BRE Iz Z, KA USH YL,

BARRANNIELREE 17— LRk yiin], (HEZM GLSL dEF ek 1, BAEIRATT UREE Z) ok
ST 2] GLSL k.

4.4 EEFEE| GLSL £

AT I [chapter-4/Source3] .

PAER —MMifkb: AIAFBRETA RG] T FOYIER = AR & 1% 8 — N 1T
KAFNR, XFE IR R, (EAERERTEZ T .

RTBATRE TFELBATE — /ML EMEEE, TINRIE LA, BEIRER 21 (H
LT =M SR 3%3 A float THRARER, 3*3 A float VA EAANR, 3%2 PNEUIEALER,
3 24 A float 8D, HEFHRAMNE CEARIEARTHEAH 2D,

FAT#E BVHBuild Tree pREHiH ST, XAy 17 HE 208 R EZ R/ T mesh-
NumX*meshNumY), A% “4ESEEHMBAE K, HMSMAET R,

SKAE GLSL "FHE M CPU EZEAZ, FULAEEE. ARSI H R 2E GPU
Hhyy R IR SR R T W =AY, 5 = A A R N AL AT R AR T i A B
) —&, @Y T —BRA IR, X2 R A S/ Bug IRMES, (Ao BT84 RaiR,
£ GLSL Bt 2 1R AEFR IR

AFTAH ) s RN B8 = F B = ROR —FF, FTURA RS 1.
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4.5 NFINEREHIRYESR

AT I [chapter-4/Sourced]

FAIAE GLSL ) Ray Z5#HHin b —A hitMin 28§, hitMin &/~ 280 ray HURERE _EYIAET
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