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Abstract
ARBEFEHARETF OpenGL HERFRERTUREBXEBICHZA,
EMNEEZTHUATLEERNIE:

o WRHEFEHEERRATENSH
e 37 Visual Studio 2022 FETH OpenGL f2FHESS
e OpenGL THERR=. . KEMEMEHHN SIS ERTH
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REREOIH - NMRENHRER,

Motivation

EEXR, BEREGHERRARRERLE, LHETENERE. BREMEGFREANRITSRE, RHIR
TAENRELRRE, BREEANESEEBMEARZK, EFrmigit. HE. HREHFESEHME
ZHIN A

KMNED, RERMURBZTNERDRIEFTES, SNIUSAINFILE_BHNRE. KSHF
URKEMRGER, EEBNE, BNEIHERTPERTHVAERSKENERRE, SIMEEMNRBZ
MR, THWERNEN, RNFEEBEZITENELZ. HTENRE. AZSSUETHBIENR
AR £, BALH— P mBNERER, FREENE LFEDTSHUREMZANE, EMRETLUE

ME LBUEE,
The Goal of the Project

 EUHMSHRE (HE) , HEZMENERERER
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The Scope of the Project

- SMMARIRBBR, EREEEB/IXRRERIMIELIRAEIRIREE
CEARERAKER, FEBTHEAIMXIKRANLNS RS
AEENRESHAARESMANEIRRE, THERS
CIREIMERE (1B B, WA CITEARZBEZAEMFEAKER

. PBR REIEESIA
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Involved CG Techniques
SENEFRZ=
BE (KEFER)

¢ Sine wave superposition T LUE—NKE LIRS N EZENEN, S8NEZRNAE. BihiE
EMRIESA—, BRMNE—E, FHEMEINKET.

e gestner wave & BREEBEINTIEMESINE I HE CosHE EREEIMEREFENMMEIEAY
iR &, B LAfE BB Gerstner Wave Function,

e nomal mapping EMAMMORENS N R LIUEES, BIRGBEREIEERITCALN S @

XEE5NE

o HUEMY, UJRFEELAMUBUE (KEANESRFENFEWLE)
o TANLE

=R

o FIAMEFIMEHRNNEMIRE, ZHEFUR (XML TUELSLEERE RXUBRGRLIERN
HAEREBSLH)

BA% (Shadow Mapping)

¢ shadow mapping: BB T % = P YAENSHR FHERER

e PCF (percentage-closer filtering) (fEHABZHEELREEAR, MNBERREBRXNEEEBERE
EATIRIBE RIS AR BT E Y, SHREREMNRER.

e PCSS (Percentage-Closer Soft Shadows): B9 HIEERBEK, TPCFEM L, RIBEEMEK
BHNECRNES, ABREN=AFNERE, HEHPCFREIZRHENTEE K/, FEE5HEF
BRI IR R BRI S R,

o AMEERE: KBERPCFNAIRKRE, RIB—EHFNEEIPORAE—RIXUEES
HHRER, FEEPFLEERTEEER.

RN
o BT ML
Project Contents

o IWHMTHRE: BURTPHEHNR, IFHEXZHNPR. B, BHEES,
o IPAF: ETF Shadow Map HHESBEINKMAY, HHFEMREMETHMLEEW.
o RR: BEMENMEREBINR,

o HRERE: SIMHRFTLMY, JLEHREE. XN E—HRIORTREERR.
o B BETMEN, LURE. EHMERR.
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o HAVKE: BETHEFETERINDITKE. SRFBENMERF .
o RZTE: MBFRFMFENXZE,

Implementation
SERARE
Eflli: Ray Marching

HRENERETHELHE L, BEARBANEBNE AR, SRHE—/NRES, HEX—R
MEREEHRM. RMSENERAX—HELENZRRNE, SEMfragitiTi&PiH, BTG
IMBFHEIMEENZEBRE, XNMEENERLERS, JUNERENZEREF R, SHEIZER
AR, BALKIURBHER, BERREHLANEET.
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Figure 14: Ray-marching clouds. Visualizing one viewing-ray.

TEREXRE

FRZEREFTEMEENRHNEZEE, BERFEXRATIAERK. AFEDIER, BSPRESME
REINHIEANTERE, BYXSE (weather map)IEZENFR. BAZEMENMNE, XSE
2 KEAI(HABENMER, rBEXRREEERESf, gBERTSESEREDM, bBERTEIE
BEEE. BRAHEMNES. ARBRFSFEZEAD.
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Sl

{a) Low-coverage map (b} High-coverage map (¢} Cloud peak height
{red channel). {green channel ). {blue channel).

-

ETRERRNMSEEHF R,

EELERED, SHEHATEPSBAFIKBRE—E87, RAEERSSHIEMS D, BEXKE
R F KT IR AN BRSY . SERT LA AN, RS IRIK=1NEE

B, BEME—RNSE, RINAEHEX—RENEZERETZENCE, AEHTERELEEAM
ERZEE, NABeer's lawBIXFEERITE LB R, FARIIIIMESS, RITLIRE—DER
FEER,

Lighting

s Heer's Law

AX—EMAIURE— N EERIEREGEINERT . AZEZRM (THE REAL-TIME VOLUMETRIC
CLOUDSCAPES OF HORIZON ZERO DAWNY $iZ HRISSRIEEIAE R T ES AT,

F—, EEX, XEETPESNSRRBOBEHERARN, MEERILKENMSRLRRIE
HEE, B THRIRK. SMESTRIEER, HGHEM R OTUEMXFIUNR,
1 1—g°

HG(0,9) = —
(6,9) 47 [1+ g2 — 2g - cos(0)]3/2
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EARKRERHGHERHGRXLLE . HGEFEX A M ERXEAERE, MERTMERNR,

B, BRNIREARAMEE=EN, JUBENEE = EHNEL, UIRIFRESESHER, XiP
MEBIRFRAEM R, Beer's Powder@HZIE TiX— R, BHERZHBeer's function,

XFSH KR BE—BRE LIRS T SRMALR, RTINS RERAENRT.
ik

FRTERNER—HETHARRE N BRAVEE, MAESLHERPHRNATERNAZENE
ROBISHGPURIR, AUENMEERRSHNERT, EFEMA—LRULRE,

o BEBER, E—IEREENOMET, ER—ITENMMIFKREZER, RERFIIREE. HOH
ZLENGRETZ RO, FLURMEF ST RMIMNIFE.

o NZEREIFREELE, KEFHTENER, AR T ZEZREANIS, XIPRHUIE
AEIMMBR,

o BAKGEENT K, HMORERY, INWRMRAFEHE, FEISHFRERRENIRK.

ZZMK, BRERZNFHRATLAUEEI2000l L, AIRELXATREESHIRA,

S

EMNBESTRIRERIN—NEREMERTRE, S—1NEME DEEENNES . KESETU
HARMNG AL, RNERNEN, gestneri®REE, ERMBEMEFLE,

AN T ARAFIESERNNRE, FRXATRERNGRESINMREMMSHRIIKRAEMNE
S,

B, EXRMARNMNT:

t
T

y(z,t) = A-sin2n(—= — —),z >0

> 8

Ho, A ZiRiIE, T 2EH, A KK

2DEIE E, BEABSKEREABIELANNT:
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N(x,y)= ------—(H[.\',_}*,r]). ----- %[H[\}'I)) 1

-

ADHRT, BEHESKEMRKAthetalI AT :

cost; T
sinb; Y

T@ﬁ(x,y?t)::44isin CUi*'mPi

EZRYBMEE T PR, HATKALAERNSENASR, FLERREN, EFESMTHRK
FAIEX R, FEEMNEASERESKE, WRHIERTBEMNRER NN NNEER, H
RHEVEABIELNSERES, HEEZWERNTEMES.

BEsinelE R :

AR R ESINEHMRILREE, EATHRFEHNBE, gestnerBNBLLZ TRIEER, HTFH
HAFSIHNYRE TREXERHIERMm = gestnerik,

SIRREKE LB, KASASEZBM. AEZXKNERT, SIMRERLTBH, EBRKES
ol, GestnerfIBNRERBER —TEEHR/RE—TEBM. HKIEREN, ZREQOEHBM, KIE
B, eaERs, ARET—NMRELH, USIKERIEPREHEKEPT HOKR.

GestnerifshadersCEi :

k = (2.0 % pi) / wave_length;

float ¢ = sqrt(9.8 / k);

f = k * (dot(d, pos.xz) - ¢ * uvscroll);
float hl = amplitude * sin(f);

return hl + h2;
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B EGestnerik R :

WERILREE, FNSEEMHsineik, RtRELESEKBZEEMNsineik
ZEZ A Msineil & Mshadertl T :

float speeded = uvScroll * 1.5;

float componentl = sin(2.0 * PI * speeded - 2 * 0.707 * pos.x - 0.707 % pos.y) *
amplitude;

float component2
float component3

sin(2.0 * PI * speeded - 2 * pos.x) * amplitude;
sin(2.0 * PI % speeded - 2 * pos.y) * amplitude;

return componentl + component2+component3;

REYRUT, HoILUATESHEHAES:

B loy Litects
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BA%
PR B TS %
YRSBENGBEGTHETR, TLEEERNEATSNDTNEY R,

: NERQEET R, BR—KERREE

FIR: REMNENERRBRZ R, NRKSUEMERNES, WEREEDZSHNREESE
R, RBERMIETERRRIE, &TFBEEd, MaERBEER,

HTFARAERNTERPERFIINNDTERE. SLEVURGUIETR, FRAERMRFERERNE
RENEDPUREENLR, HLEREATHESRBERRNERINFFTEZRABER, SNURESEHEY
BMRELFEZMEMBRNIERRR:

void WaterCloudShadowSeene: irender()
{

Ig-.-‘-‘.ﬂ'.!'l. &Jﬂﬁrarnm.lpf]: [EER] £—855 f"ﬂ,l“‘!l
BB RS
glBindFramebuffer {{ul._FR.-i'-!EF}E.'FFEE. fhaol

glClearColor (0. If, 0. 1f, 0.1f, 1.0f):
glClear (Gl _COLOR_BUFFER_BIT | GL_DEPTH _BUFFER BIT):

pSkybox->render() :// [BH] BT REFSEEHE, EREXE- -0, SlH<EREGRFS

renderCloud(); [ & 'E % 11: ZH; Fi ] ;'J_ [REXFES, THFEMNK]
|1F.J-.':.‘:L-?-.1ell.'.".'~'1|:=| fows L) = | = 5§

renderWater () ; & 7K

glm: :vecd p=camera->g elr-:_.:y*n{}
eout " p.x 4¢ " p.¥ wis Pz end] ;
BREUWETEVERESRES.
glBindFramebuffer (GL_FRAMEEBUFFER, 0):
glDisable (GL_DEPTH_TEST) :
screenShader, usa():
screenShader, setlnt ("effect”, this-)postProcessEffect):
glBindVertexirray (serQuadyas) ;
glBindTexture (GL_TEXTURE_Z2D, textureColorbuffer):
glDrawArravs (GL_TRIANGLES, 0. 6);
g1Enable (GL_DEPTH_TEST) :

vegui-srender () ; [E] EdlsfpuinEEL, EEHEEFSERTEREE

PCF5 &S RERH

E%MINW SRSIREINERRRAHRTRNE, EHEETEERMRBARERN, FEHEREH

REEDYMAECRNTSE ERE TS AERY T X TE—NEHRER. MREREEREZR
NWEHW%AMMWFE REREERFXR (01) NEHEEAZRBEEENGS, e
KMAEPEREEN. B—ETETUNER.
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// PCF
float shadow =0.0;
vec2 texelSize=1.0/textureSize(shadowMap,0);
for(int x=-2 ;x<2;x++)
.{

for(int y=-2 ;y<2;y+)

.{

float pcfDepth = texture(shadowMap, projCoords.xy + vec2(x, y) *

texelSize).r;
//shadow += (currentDepth-bias > pcfDepth && projCoords.z<1.0) ? 1.0 :

0.0;
shadow += (currentDepth-bias > pcfDepth ) ? 1.0 : 0.0;

I3
shadow /& 25.0;//float(NUM_SAMPLES); ZmMXEER 5x5 XFMFHE.

TR [ £ SR 2

RENGESNBELRERT™EZMN, EANNNGREIEREZEBRASBUBERILIGIT T TATAE
BREE, ERHEI-LERRBIVEEETEES, B NESEEEVESHANNE. HNE
RABEXENKNXZHE M RREME—KERE, —MRZEZNEREL AR ERBANERE, ©
MNEZHO—BEFEIRE, BERE—IR, FNRERMN— 1 AENERE, (BEREUTE, €
FRABREER, NbOREAMNFEE—EAENFEEMN—TR) . NLABETUEL, XHHN
RERSEFEPONBVER EOHEEE, BNTARTRKEEMIILR,

S

e
:l-lll:......
-
L] g
mepganne®”

RERBER

vec2 poissonDisk[NUM_SAMPLES];

void poissonDiskSamples(const in vec2 randomSeed) {
float ANGLE_STEP = PI2 % float(NUM_RINGS) / float(NUM_SAMPLES);
float INV_NUM_SAMPLES = 1.0 / float(NUM_SAMPLES);

float angle = rand_2tol(randomSeed) * PI2;
float radius = INV_NUM_SAMPLES;
float radiusStep = radius;

for (int i = 0; i < NUM_SAMPLES; i+) {
poissonDisk[i] = vec2(cos(angle), sin(angle)) * pow(radius, 0.75);
radius += radiusStep;
angle += ANGLE_STEP;
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HRE ENRE SR EMRT UGS, ERENARRESIE ERFNENIFEXERE LHNRES
S5BERREA—#, ERLE—NEENS KA 8BRS EIshadowmap XS B uv B iRIHITIHE,

/] BREERE

poissonDiskSamples(projCoords.xy);

// shadow mapX/h

float texSize=textureSize(shadowMap,0).x;

/] BRBEK

float filterStride = 5.0;

[/ BEEOREE

float filterRange = 1.0 / texSize % filterStride;
[/ SERE

float currentDepth = projCoords.z;

//add bias to solve shadow acne(SFHHEHRERX)
float bias = max(0.05 x (1.0 - dot(normal, lightDir)), 0.005);

float shadow =0.0;
for( int i = 0; i < NUM_SAMPLES; i + ) {
vec2 sampleCoord = poissonDisk[i] * filterRange + projCoords.xy;

float pcfDepth = texture(shadowMap, sampleCoord).r;

shadow += (currentDepth-bias > pcfDepth ) ? 1.0 : 0.0;

shadow/&~=float (NUM_SAMPLES) ;
return shadow;

PCSSH &

EHBEESOREBRE, BL—PHANEXRFPRNRERTHTES I RRERRESHN SR P
RENSHLLEFABEOEEREBERZNTIRE,

for(int i=0;i<NUM_SAMPLES;i++)

.{
vec2 sampleCoord = poissonDisk[i] = filterRange + projCoords.xy;
float shadowDepth=texture(shadowMap, sampleCoord).r;
if(currentDepth-bias >shadowDepth)
.{
blockCnt++;
totalDepth+=shadowDepth;
IF
I

if(blockCnt=0 )
return 1.0;

else
return totalDepth/float(blockCnt);

REERSFIEMMNEBNIFERZAMUTE, RBER/LDIHIRGE ¥ E KpenumWidthBIX
I\,
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float blockDepth=getBlockDepth(projCoords,normal, lightDir);
float recDepth=projCoords.z;

/] FE=ZE KN
float penumWidth=1lightWidth*(recDepth-blockDepth)/blockDepth;

AXRERNFEBEEN LEHRR EFFREMI THREZHNIT TEMNRERSHONES, &’
MLEMEBINEFRE—ERENRK (BREfilterangetBX FPCFEZIF/N—LB% T XREXAEEH
AYERR)

float shadow =0.0;

for( int 1 = 0; i < NUM_SAMPLES; i + ) {
[ ERXBEZHRFHETEE
vec2 sampleCoord = penumWidth* poissonDisk[i] * filterRange + projCoords.xy;
float pcfDepth = texture(shadowMap, sampleCoord).r;

shadow += (currentDepth-bias > pcfDepth ) ? 1.0 : 0.0;

I
shadow/&~float (NUM_SAMPLES) ;

=R

ENSZIERFEX AP B, RMNEEERBEETHNRTERESFZFESMELE,

EXE, BNTUBEEMEINA—KER, BHER, ZMNITUBCE—KER (BE,
Texture) , BWIERPHMAFLHEZER £, MAREREAREMEY. 2&, HMEXKERER
ERFSWE, EBEIMET,

I t, HATLARIA shader #IT—EEERHRIE, W B .

RIRRENT:
1. BIB— IR
2. ¥R PHEMMEGERE E—SHLEENR
3. AR =AM AERER, RFESEI RRE
4. B ERSIBNSIENREMNEE, 7 fragment shader BYERRINGE . EEIMSEMMR, STUE

BERAMLIE, EETURERBGRNOBIEHITRE

No. 11/22


af://n1615

2022-12-31

R&
BENMEEMR BT,

FragColor = vec4(vec3(1.0 - texture(screenTexture, TexCoords)), 1.0);

&E
REGEN=RERER, BAGH— M REE. BZERNFNZRGEHE, NTINBANE.

FragColor = texture(screenTexture, TexCoords);

float average = 0.2126 * FragColor.r + 0.7152 * FragColor.g + 0.0722 x
FragColor.b;

FragColor = vec4(average, average, average, 1.0);

HT kernel R

BAOMRNIRFZRBABRGE. RNBAEBEAFKARHIMRERL, SERU—ENE, BEE
FAE. BEMREFUNERE—E, S2I—TIEM., ZEMRA kernel.

BB kernel, TTASSMAERE,

float kernell[9] = ...

vec3 sampleTex[9];

for(int 1 = 0; 1 < 9; i+)

.{
sampleTex[i] = vec3(texture(screenTexture, TexCoords.st +
offsets[i]));

}

vec3 col = vec3(0.0);

for(int 1 = 0; 1 < 9; i+)
col += sampleTex[i] % kernellil;

FragColor = vec4(col, 1.0);

BER
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» Scene control

TR kernel IR

» Scene conkrol

TR kernel IR
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i 1 1
9 9 9
1 1 1
9 9 9
1 1 1
9 9 9

HRZ kernel TN :

o
R

EXERNIAPRIEAZERNRRLIE., ATESFIPEUIRZ—UR, —PEUNBRER, &K
EMAFIMENAERS, REX—EBNTEFENXER, KREMENBRHURRRS, UREHE

RATERE
—

~—Depth of Field

EXEATHRGHPEUSRX—HR, RNFTEEAMEPREAR, BEKGR, SEHRIERMEN
t, AEBEXMUEPERI—THRERFEXNNNER L, AFINERNERED, RIHTEE
S, EEMAEENXBNGEER—TMRKEFREIMLGRER—ENLAHRTES, MNMXE
BHINMR, EREABNEMLERERIENNRERER, ML ERERERBEERMAF, EX
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ERNEXARKRRERIGEENEN, KERE, FHENNNEHET, REHX—HREALE
Malphai@iE, % RERGEINTRPHNMNTLMRT EREXS HRBBXERHTLET ,

e P IEA
DR B T BRI T

CBIEMERNR: BATEUR—IMEDINR, ATEMERNER.

CBEEPX: ARFEUER-LEIX, BTEMEE. RENRRESR.

CBEMES: EERZE, BERMNEPHEEHR TP,

VERBR: ETRMIUFRERERT . HERIED, BEN/LTRESRERAGR, HfF
fEEE PR P X,

5. BEER: WIRBEHTSESR, JMUEERT—MERE, BYERTSXRER, LARMES
HIZR .

6. EREK: RE, BERTHNESKERIERSL.

A N DN =

HIER, RNI—HF2UERIMER, MEPHRNYIE, HEFTEBURENNNNXE,

glGenFramebuffers (1, &fbo);
glBindFramebuffer (GL_FRAMEBUFFER, fbo) ;

glGenTextures (1, &textureColorbuffer);

glBindTexture (GL_TEXTURE_2D, textureColorbuffer):

g1TexImage2D (GL_TEXTURE_2D, 0, GL_RGBA, app.getWindowWidth(), app.getWindowHeight (), 0, GL_RGBA, GL_UNSIGNED_BYTE, NULL);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR):

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

glBindTexture (GL_TEXTURE_2D, 0);

glFramebufferTexture2D (GL_FRAMEBUFFER, GL_COLOR_ATTACHMENTO, GL_TEXTURE_2D, textureColorbuffer, 0);

AREXBEATEANRERIE, SUEMNEENRGBA, HRMMAG B FIE TN ROZNEMS L,
unsigned int rbo;
glGenRenderbuffers(l, &rbo);
glBindRenderbuffer (GL_RENDERBUFFER, rbo) ;
glRenderbufferStorage (GL_RENDERBUFFER, GL_DEPTH24_STENCILS, app.getWindowWidth(), app.getWindowHeight());
glFramebufferRenderbuffer (GL_FRAMEBUFFER, GL_DEPTH_STENCIL_ATTACHMENT, GL_RENDERBUFFER, rbo);l
1f (glCheckFramebufferStatus (GL_FRAMEBUFFER) != GL_FRAMEBUFFER_COMPLETE)

cout << "ERROR::FRAMEBUFFER:: Framebuffer is not complete!” endl;
glBindFramebuffer (GL_FRAMEBUFFER, 0);

X—EB RN REMEEIE P, ATEFOpenGLETRENIX. ATFRNIABERHFHEE
W, MARHENED, BNTUASNIE—NMEREPHR,

=Ry

EXEHRNFERRER, ERRERTDIRNAROHEUERNH#ITEENLE,

Lo Y~ N1
E—IREF

MREER

gl_Position = view * model * vec4(aPos, 1.0);

TexCoords = aTexCoords:
v_depth = gl_Position. z;

gl Position = projection * gl Position:
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AEXERNETZRERMENNRERSR. TREXER(NEXERRIVURATHZEBICRBENRE
ER, ZEBERIRTZE,

RERE®=S

FragColor = texture2D(textureDiffusel, TexCoords) ;
float blur = 0;

/RS SEBORI R T
1f(w_depth {= near_plane && v_depth >= far_plane)

{
}

else if(v_depth > near_plane)

{

blur = 0;

blur = clamp(v_depth, near_plane, near_plane + near_distance);
blur = (blur - near_plane) / near_distance;

}

else if(v_depth < far_plane)

{
blur = clamp(v_depth, far_plane — far_distance, far_plane):
blur = (far_plane - blur) / far_distance;

}
// FEBURIR 15 Nalphaifii
FragColor.a = blur;

EXEFHANT., EFEUREREEZEXH Auniform, EEEREEITIGUIREMBEEEURE
REE XN RFRIES,

XERFREHEEMRFLERLRAEHE-NDREE, RACEXNEPHIRBEK, HX—XE
4, EMI?E%&LJ@?EMEHM&%WEO AESRFEEANO, ERMARX—XEZT2iFM
B, EXEXMEHMEFNBORANRELUTE, FEXFEBRETURAEMIL,

s — N\ 3= SHy

MREB:R

void main() {
TexCoords = aTexCoords:
gl _Position = vec4(aPos.x, aPos.y, 0.0, 1.0);

EXERARERHTHENER, REEMRE
RERE®=R
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vecd v40riginal = texture2D(textureDiffusel, TexCoords) ;

vec2 v4ScreenSize = screenSize / 3;

vec3 v3Blurred = vec3(0, 0, 0);

for(int i = 0; i < kernelNum; i++)

{
vec2 v20ffset = vec2(g_v2TwelveKernelBase[i].x / v4ScreenSize. x,
g_v2TwelveKernelBase[il].y / v4ScreenSize. y) ;

vecd v4Current = texture2D(textureDiffusel, TexCoords + v20ffset) :

v3Blurred += mix(v40riginal.rgb, v4Current.rgb, v40riginal.a);

}
FragColor = vec4 (v3Blurred / kernelNum , 1.0f):

EXEHRNEANEFCROSNENRRE, ARX—REBHE, RNIGRNRERMEE, #
HERXRMRENFHE, KREGH—KRENER.

ZE, RIEEMEFEUEEEEO~) Zid, EREEMIEME G ZaHTEE, SRERNEE,
Results
SRR NIRRT BIB

WA LATELEME : https://www.bilibili.com/video/BV1r84y1W7fs

B BE: https://github.com/FlowerBlackG/ToyEffects

R
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SIH@ERZ=

11 Toy Effects - o »

i

09 1oy Litects

BR%

oA R BRI REH DA 7949. 50, 5009ERT, PCSSHIMRERBCRRIZAIN L2275 BIEH,
MIREPAIBA R IRAELE, MAFhRAES ZNPCFIAR LB TICmAEHIT T R —RIEM SR,
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Poisson Poisson
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