A 3 + F

THENLEDE 22300 H i

R i +%

TONG]JI UNIVERSITY

*% T ENLE R SRR 00 H ik
IR TR PR R4 R

B 2 (R) T S B TR
£ HEVABIE S AR
M A= =2 1452286
Hib 2 JH T2 e 1352652
i3 =K S 1452233
Hih 4 Tk PN e 1452229

2016-2017 SpAE 1 =




i

THENLEDE 22300 H i

N

R % £

H &
=1 =TRSOOSO 3
I = = ol TSRO 3
A a1 (= I TP 3
8 3 Y SO TOTTUOTSTRRRTRRN 4
2 L BB oottt ettt ettt ettt ettt et ettt et et et et enen et erereees 4
BTl = -5 > 1 by TR 4
I B 3 -5 = =y TSP 4
B BB R et et ettt et et et et e e et e st e e s e e et et r et er e e 8
B TRA T oottt ettt ettt et et et et et et et et e et et et et et e et et et etet e et et eeatans 8
B2 T TH oottt r et e et et et et ettt et et e e et et e e et e s e e e et e s ee e et enen e et e s ereneearans 8
T =< 17T 8
R = i — TSR 9
LR = 2 TSRO 11
LR 1 O 12
Lo TSSO 12
B2 T R T oo ettt ettt e et e e e et et ettt eterer et ree et et ren e et rer e 13
8.3 B T oottt et et r et e ettt r et e e et e et er e 13
FAE > v L AU 14
8 FEZRIRT oo 15
e v TR 16




i

r"‘j {& f\' 'éﬂ THEHLEIE 20 H 1

][l

1 3l
1.1 mMEME=

FEEM CG RUR K, 5 LSt FL 6 DO (1) A AR, FRAT IR BEF- AN PE A= o T AE XK
s KT 2 3 s BATBANBE A2, A B BT AR s BT TSR, IR EA I 4 5. BAEEA
TR RISy, & 0 T 46 4400 2 B, AT B AR B RS 2 0l 1 1 5 i 22 54— st o
KRN, BATHATRWER, Jo— @I SMEELE DO SR e, MR R0
IBEFHE. 7F 3DSMax. Maya. SoftimageXS| 2544, AT — B SR A 71X — 5k,

FLRIB BF RS B U a o AR AT AE T K. B I BR bk SRR R AR 22 BLAE
H, BEDCERE AR, @R, 3D IR BADGZEER R, w2 e ok fE AN it 5t
FEESEH), WoREEREWN R, RERBFRNAEESE AR, I LLUE R AR H 58
H11) 3D M .

TEIBERFIE 7 WA IEFNEE R RAN R B ERSE . Hoy, IERNE R RA R KB ARG
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Jto WA S, B 3D HHERAF B R FE A 2 R S AN B, 5L R 2 X Fh R R
KRB M ENL RA TR, 1 B SEUERTER T .
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2.1 FEFHESE

AR EZ AP SN, k.
Hp /MR B EB R ITRARTRT RS i FikERE R
FIESEHLE BN TR ARS8, SEROCEIBERE T .

2.2 X EHIRRE T

LN BFELTSEERIICE S, O 7 BRGNS B AR R A -

Rule := command-name: valuel <value2> <value3x> ...

# comment
Camera Object
resolution: €40 480 256 ochject: plane
file-name: scenel . ppm origin: 0 0 0
camera-origin: 2 -5 3 normal: 0 0 1
camera-focus: -0.5 1 -.5 texturs: checker
camera-zoom: 1 texture—-scale:

color: .1 .1 .1

colorZ: 1 1 1

reflection: 0

2.5 FEFPIE YIS BAEBAT B 3% FERAF . ppm 4% S0
2.3 B REEREN

AT H R PP S SEIL R E ) N LR PRHR 70
(1) 3D FEAhiZk,

NITAEZ JE R D HIEIR S, BATE SCT —A> 3 4EmEE, JIfE R EBEE I H

BLT B B XORSEH s S, AR AL

class Vec {
private:
float x[3];
public:
float AngleX();
float AngleY ();
float& operator[] (int i);
Vec();
Vec(float a, float b, float c);
void set(float a, float b, float c);
float magnitude();
void normalize();
Vec GetNormalized();
Vec cross(Vec v);
Vec blend(Vec, float);
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float dot(\ec v);

float max();

Vec(const Vec &v);

Vec& operator=(const Vec &vV);
\Vec operator+(const Vec &v);
Vec operator-(const Vec &v);
Vec operator*(const float &f);
Vec operator/(const float &f);
Vec operator*=(const float &f);
void print();

(2) JeZRIBEZ L IER

BESRSEHL 1 e ERIB BRE G 7 A A T 5, JF A RO GURARSR AR 73, HAR R

)2

class Texture {
public:

Texture();

enum Pattern{NONE,CHECKER,IMAGE};
\Vec color;

Vec color2;

Vec color3;

float reflection;

float opacity;

float refraction;
Pattern pattern;

float scale;

fimage* image;

float imageVert[3][2];
float intensity;

class Object {
public:

enum Geometry{NONE,PLANE, TRIANGLE,POLY,SPHERE};
Texture texture;

Vec origin;

virtual void Speak();

virtual hit Trace(\Vec, Vec);

virtual void SetNormal(\Vec);

virtual Vec GetNormal();

virtual void SetNormal(float, float, float);
virtual void Setu(\Vec);

virtual void SetRadius(float);

virtual void SetIntensity(float);

virtual void AddVert(float, float, float);
virtual void AddVert(Vec);

virtual void SetVert(int, float, float, float);
virtual void SetVert(Vec, Vec, Vec);
virtual Vec Color(hit);
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struct hit {

%

Vec location;
Vec normal;
float distance;
bool contact;
Obiject *object;
\ec barycentric;
hit(Object * o, Vec |, float d, Vec n) {
object = o;
location = ;
normal = n;
distance = d;
contact = 1;
}
hit(Object * o, Vec I, float d, Vec n, Vec b) {
barycentric = b;
object = o;
location = I;
normal = n;
distance = d;
contact = 1;

}
hit(bool ¢) {
contact = c;
object = NULL;
}

class Plane : public Object {

Vec normal;
Vec u; // rotation

public:

%

hit Trace(Vec o, Vec d);

void SetNormal(Vec v);

void SetNormal(float x, float y, float z);
Vec GetNormal();

void Setu(Vec v);

Vec Getu();

Vec Color(hit);

void Speak();

void SetIntensity(float);

class Triangle : public Object {
public:

Vec vert[3];

Vec normal;

Geometry type();

void Speak();

void AddVert(float, float, float);
void AddVert(\ec);

void SetVert(int, float, float, float);
void SetVert(Vec X, Vec y, Vec z);
void CalcNorm();

hit Trace(Vec o, Vec d);

=t



£

F)

%+ F

THENLEDE 22300 H i

%

h

%

Vec Color(hit);

bool Inside(Vec v);

\ec Barycentric(\Vec);
void SetIntensity(float);

class Poly : public Object {
public:

\Vec *vertices;

float nVertices;

Vec normal;

void Speak();

void Setintensity(float);

class Sphere : public Object {
public:

float radius;

Vec u; //rotation

\ec v; /lrotation

void SetRadius(float r);
hit Trace(Vec o, Vec d);
Vec Color(hit);

void Speak();

void Setlntensity(float);

class Light : public Object {
public:

float intensity;

void Setintensity(float);
void SetRadius(float r);
Vec RandomSpot();
float radius;

Light();
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3.1 B

FERATHPDCLIBERFIE T, B — A U=

BRI, b o0 AN T BRI TR SR R
[x —¢ff =7
FEU AR BOE A A, REHERA x = r(ORNBRAS S, %2R 2
e AR, % v=o-c, NI:
[v+td]| =7
v+ td||* = r*
(v+td) - (v+td) — 12 =0
vie2t(d-v) +2d2 —rt =0
(

(A + (2d - v)t + (v — %) =0

Py d AL, FrA RO RBOT A %t I RO R AE -

—2d-v £ V'IFI:Ed V:]g — 4|:V2 _ 5..2:]
2

“

— —d-vE/(d-v)2-(vi-r2
LIRS N RTE, B A KRS o, BT REAFRERRTNAZ A, FEfRS R

o

B4

3.2 FiEr
SR MEE A B o R A AT (A mBEia (HA AE—)
PR P HENELR O£ 7 1A 18 & Ao, B oIk E R R,
AR, whar DR H Rl A E

33 =H¥
=R LS P B D7 A B, SRR fs, AW B AL T =M.
A RS SRR U, SR FER, A BUR A5 3.

float ABC = normal.dot((vert[1] - vert[0]).cross(vert[2] - vert[0]));
float PBC = normal.dot((vert[1] - location).cross(vert[2] - location));
float PCA = normal.dot((vert[2] - location).cross(vert[0] - location));
float u=PBC/ABC;

floatv=PCA/ABC;

FIWr u,v,1-u-v 2 R IR S RIE]
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4 REHTE
AT T 8. B4 08, WG R ML A R, 2t I B
%, SRUSRI . P, RO, SRR TORERORE, ROTEF T, B
SRE [EIRE ST A T TV, (E2 A L IF A B e B AR, 35 /NS . s P b8 1 2 5
ATARZ T m (m RTRAVAEHEEO JULSHE K FIAR TR, M sE, &30
2,

if (ob->texture.reflection > 0.0 £4 depth > O

Vec reflect = d - (closestHit.mormal = /.0 * d.dot(closestHit.normal)):;

reflect = Cast(clozestHit.location,reflect, depth-1);
PixelColor = PixelColor <+ (reflect * ob->texture.reflection * 0.

T BA AT LB B R R BIR 2 —5KIE Fry B2 MBS, MEER I
t, RIELRMER SRR O IER . RATS R MER A, HETK 16 DM T&R, T
16 VCRFEIUEE T 2{E, LRI HUHE A AORCR i i S0 2R

if (=sampleMethod == O superSample == 1.0} {

for (fleat ml = 0; ml < superSample; mls++) |

for (float ms = 0O: md superSample: mS++1
float mx = (fleoat)x + ml / superSample:;
float my = (float)y + m2 7/ superSample:;

getPixelVector (mx,my, &0, &d) ;
co = oo + Cast(o, d, recursion):

HEIRANTE R L TT A . T I T P AL TR, T AR E — A L R
(AT T R A R, PN B AR TR A 2 AR R R, RIS B T A A .

P GREEZMERRLRET) Tk fil 2137 5t B AEMYR 6L, BATVOvES 7R
2, ATTAREERAN A, g EAERUR- PGS . XABIER BT CRZ) mE G #HiE
{EpUR S

if (closestHit.contact == 0]

PixelColor[0] = PixelColor[l] = 1.0 - d[2] *= 1.0;
PixelColor[2] = 1.0;:
retunrn PixelColor:

I else |
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XEFREARRE IR DLk, BATIONIR R B H . Cafd Bk, Bt
IANS R ARSI, HRGHEL IR S TS R ER DR AR & G ERATEIA
O, IR BN B NIRIS DL X, BATEITREAT I, [EAEERR, 4
— AP A FDCEITEM RGN B VIR L, RO HDC RN 2t & A SEt
A& B AN Bk, SO BI[0, 1] X I AR . RN, SN DGR R IR AN Y S
BARK, BEHRARM-EINIEE . MTEE, ARSNGB R 2 SRR oL,
R ACURAIHL R SSRGS 4 HRAE IR R U 2 B0 Tk . 2R
FEF, AR AFA TR G EORT i 1 STk AT M RTE BR DR A R, RS, 5

iR o
float b = h->normal.GetNormalized|() .dot (lightDir.GetNormalized()) ;
float c = h-»normal .dot (*d) ;
if {(b < 0.0) == (c < 0.0))

retuorn 0.0

float lightDi=st = lightDir.magnitude ()

hit obstacle = Closest (h->location, lightDir);

if (obstacle.contact £& obstacle.distance < lightDist)
return 0.0;

return faks(k)

FAAE TR L MBIt IR, JEERBRIE . ST = AT — RIINIeEA RN Hh
5 B BA T & AT 2 T R AR BT {E

brightnesz = brightness + ((Lights[i]->texture.color * Lights[i]->intens=ity)
* (brightness2 / (float) (init + addSamples))):
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5 FHSZALIE

AT H AR T A IS A T, & 2 G IR LA . seAh, AT el — A
A RNEIIE, BATTFRERR S A2 15 7 A B RO AT, JRE DTS H B 2 RAE — A RURHE Y
CHEINANBCFIMED, B R— N A R I (R ZERCF D .
cur = Samplelight (&h, &£d, Light=[i],=softShadows):
brightne=s=s2 = brightness2 + cur;

FATRIE SR S LE R, WL R A XNEAEMER B
PixelColor = PixelColor + (reflect * ob->texture.reflection = 0.75);

KT PRI, B0 9 1 RE AR 5 - SRSl 2 14 08, ICE W AR g 7,
HEAGE, MAOLIER DR, BAXTEN A, B RRER St dvE, Mam—&E
KPR TR R, WRIGER N, A AN SRS REH 2 ROt E, i A
RPN, WAEERINGSE MR, BOYBRSESEANE, AT 3] sk
S . B, AP, FATEROCE Y SO AR A, JA TR IR
e NERNRYIER, R BT 2 TR

if (rmd)

lightDir = 1->RandomSpot () - h->location;
el=se

lightDir = 1-»origin - h->location;

for (int j = 0; j < addSamples; j++){
brightnessZ = brightnessZ + SamplelLight (&h, &d, Lights[i],.l1):
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AT HFE KA T T AR bR (R SO AR R T 3, ISR B R AT LUE e P A5 VAR SE B,
— R YR R YE AR — A B, 2B OS], AR R ELE R
B HALE BAESCEE h R E, AREGOE B tn] e — ARk SR G E B
JEE, HSEPTE T MO RSO .

6.1 #512)-FiE
AT H R P BRAR R TSR — AP, MERAT A 5E — NG (x,y,2)-> (U, v) R L g )
— AN TMESP I . VE R B BR AR R AT T — o B ER O BE BN R B M BRATT AT BLA AN A
REAM #1 Elevation € [— g,g], JififAzimuth € [0,2m) KA IBERMREATAT— 5, IXFE—RAH
PR, T] DLBRSR 3 — N[0, 1]X[0, 1] ~F- 1 :
F4

I |
Viewpoint

Center of
Plot Box

Y

&

T RxY2), WA, WATH
x=r*cos(E)*sin(A)
y=-r*cos(E)*cos(A)
z=r*sin(E)

LESERE

E=asin(z/r)

A=atan2(-y,x)

FHHT EA MBS, JRATH:
u=(E+m/2)It

v=A/(2* )
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6.2 WLFEXEE
RS — N F(X,Y,2) = color, == DU 3 5 2 gr B o 3 1 TR B AR
DLZE S B LA R R 431«

FCM BRI AHARDR AT ELA 0, 1 el 1 HURH S B R A
[Ee]

if ((int)((x + 0.001) / texture.scale) % 2)
col "=1;

if ((int)((y + 0.001) / texture.scale) % 2)
col "=1;

Hrp+0.001 J& 8 T B IEAR PP IR s s B R IR 2 S BUE AL AR EL .
XTFEA, BAT LEERE B(y) P, a1k Bl 7B,
XFFBRIR, BTLA#% 6.1 FIJ77k, MRETEI[0,11X[0,1]°FH, SR AbFE.

m

_RQEEevationE[—E,E] m v

Azimuth € [0,2m)

6.3 BERXEE
SFF PR, FoA TR DA B R (x,y) I, 467805 B 3R B S [ v i Ja A
ST ERAR, AT LA 6.1 7V, MRS FI[0,1]X[0,1] F T, 40 3R LS ] A i S AR -

m

. |:> Elevation € [_E’E |:> h

Azimuth € [0,2m)
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TEADH MR TSI, BRAOGERHEMOL TR, N T 780 R HIUA 34 1 2 %0 e
71, PFHEGER, T LLEEIATIA.

BATR T 2B 5 1 OpenMP BEATEALALTE, OpenMp #2& H1 OpenMP Architecture Review
Board A3k, JFOB) 22N, HTHENGFIMT RANZ GHBETRITH—EiE S
PEM w7 %, fEARTUE F, A T8 AT for 1BA) AT,

BRI R

#pragma omp parallel for schedule(dynamic, 1)
for (inty = 0; y < image.height; y++) {
for (int x = 0; x < image.width; x++) {
Vec co;
if (sampleMethod == 0 || superSample == 1.0){
for (float m1 = 0; m1 < superSample; m1++) {
for (float m2 = 0; m2 < superSample; m2++) {

float mx = (float)x + m1 / superSample;
float my = (float)y + m2 / superSample;
getPixelVector(mx,my,&0,&d);
co = co + Cast(o, d, recursion);
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[1] Line—sphere intersection [DB/OL].
https://en.wikipedia.org/wiki/Line%E2%80%93sphere intersection

[2] Mdler-Trumbore intersection algorithm [DB/OL].
https://en.wikipedia.org/wiki/M%C3%B6ller%E2%80%93Trumbore intersection algorithm

[3] A Minimal Ray-Tracer: Rendering Simple Shapes [DB/OL].

http://www.scratchapixel.com/lessons/3d-basic-rendering/minimal-ray-tracer-rendering-simple-

shapes/ray-plane-and-ray-disk-intersection

[4] PPM - Netpbm color image format [DB/OL].
http://netpbm.sourceforge.net/doc/ppm.html

[5] Floyd—Steinberg dithering [DB/OL].
https://en.wikipedia.org/wiki/Floyd%E2%80%93Steinberg_dithering
[6] How to get a reflection vector? [DB/OL].

http://math.stackexchange.com/questions/13261/how-to-get-a-reflection-vector
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