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e w, a, s, d: move the camera forward and back, left and right.
e ¢, e: move the camera down and up, respectively.

e Arrow keys: adjust the camera orientation.

B, b: respectively increase and decrease the exposure ("brightness”).
e c: print the transformation matrix for the current camera position.

e - =: respectively decrease and increase the rate of camera movement.



— Frame Buffer

N AR ilm A buffer % #2 2] gui i buffer

fECUDAOutputBuffert] #] %5 1b &/, cudaGraphicsResourceXf % 2 FOpenGLJPBOZL
i, AE N KB B B . GUL:MapFramebuffer()gt #1 24 T 3% f3Framebuffer #§ £. % J5 ¥
M UpdateFramebufferFromFilm(...) % B [ 3H 78 £ 4, 1% & B 45 5 M5 R Hfloat3E B (rgbld # 3fe
PlexposurefH

ZJ5, 4 FlGUL:RefreshDisplay()>K il #7. 1% % % i FH CUDAOutputBuffer::Draw/(..)>k £ .
Draw(..)%x I FiBufferDisplay::display(...), VEEZK I A 7 GL.LFRAMEBUFFER_SRGB, OpenGL¥
H AT gammali 1E .

KT OpenGLMCUDAR HERAEAH K N A AT LLE EHRCUDA TR B 52, X AN 2 EiEE
iy e

= G-Buffer
PBRT v4F4F 2 — il /& 7] LLIRTS G-Buffer #4847 .

31 {R%FG-Buffer

123 5 3 pbrt A, Film— A Z rgb” « @R 27 gbuffer”, & )E&GBufferFilm.
EEE S pbrt XAERS, filenameZL XU exr, KA R SCRF exr X

RAEIZE 3R — M B IR 2 IBIE . exe SCHF
TEE exe SUFERINORAE 1607 IR R 2L

U0 RGP BE B AT LAORAE 32407 i k5 B

LB VRGO B 2 ] 2 S HAE BN 0L T AL A . 5%, GBufferFilmH) “coordinatesystem”
ZHCT DL TR E TS [

32 FKEBELPAG-Buffer

O]

GBufferFilm::AddSample(...)4 &8 & > 14 &K [MvisibleSurfacedk 4 1M W % H 7=
#l| Array2D;Pixel; pixelsH' o



w

© o N o G oA

10
11
12
13
14
15
16
17
18
19
20
21
22
23

M ERHITSEHFilm

I WavefrontPathIntegrator::Render() R 2 T [ ARG HRL:

AL AR EYE UG, 54 8 H UpdateDisplayRGBFromFilm(.) B 30 Film BL ) 14 25 &
FIGUIR AR MG X .

BB RN A AT LA AU W Film, H L5, JU IR R AE G 58 —spp UG 3
BFim 2 5e 4] LI . X 7] e 2 PBRTH]— si/NBUGHE

TN £

ALY TPBRT vAH W A2 BIE e () — SEAH R e (BRSO — R i A RRA, A 1 7 g8 21
REOREB A S N R IE 2 AT AN 8. R IEIRTS T DezemingFamily ) 2 5130 &, W] LLAIRATHI M
i [https://dezeming.top /]| 2 & Hr I ARAS o

B3 3 HR

[1] https://github.com/mmp/pbrt-v4

[2] https://pbrt.org/

[3] https://developer.nvidia.com/designworks/optix/downloads/legacy

[4] https://pbrt.org/resources


https://github.com/mmp/pbrt-v4
https://pbrt.org/
https://developer.nvidia.com/designworks/optix/downloads/legacy
https://pbrt.org/resources

[5] https://www.cnblogs.com/Heskey0/category/2166679.html
[6] https://github.com/ebruneton/clear-sky-models/tree/master/atmosphere/model /hosek

[7] https://www.cnblogs.com/Heskey0/p/15973546.html


https://www.cnblogs.com/Heskey0/category/2166679.html
https://github.com/ebruneton/clear-sky-models/tree/master/atmosphere/model/hosek
https://www.cnblogs.com/Heskey0/p/15973546.html

	GUI
	GUI类与交互
	键盘控制

	Frame Buffer
	G-Buffer
	保存G-Buffer
	获得渲染中的G-Buffer

	渲染的执行与更新Film
	小结
	参考文献

