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WIEFEA R GRS R IAH , PRT (Precomputed Radiance Transfer) Jg&—
MTEYEEAFRDCIR TR . CEE—DIET, 224, I,
B, ERRSYRR TR . Oy TR BRI TE AR, RS
Path Tracing J7ATRES Bk B & I7 M HGE. Fra n] ey &1 e =0F Hallosk
HERNE . PRT il —F T 5EI7 YA, S AE B AIE Y1) Path Tracing T H 4
TS lighting PAJ light transport JREENTHBRIEREEU G IS 6EF, XA
REmFE R 2 T grh . Smidad X et e ngds, FRATA AL
R B SEINYE YL T Y IS R B, RN E JL g R n] DA B 4 R BRI RICR

AR 2 PRT BAREL, 2 Hm R R . BENTEAITA light
transfer If4L{5 1 visibility DA cos T, XA 35 SEIE YL 1 1 28 LA {5 5
CATERBE T FE (P.S. FATH RAE T sk F e M ik G IR ie i ik
AR AR A HE = 3 RF (T B 0 e BI3X — a5) o BTRA PRT 7 A AE A B i) 63455 -

o NEETTREEYLEI S =Rt
o RPN
AYARA R TAE LB A7)« epp S B T30 0 A KAE WebGL
HEZR B P S B R 20
2 JFREW]
2.1 Guikiafr

T F 3 TPA norijhttps: //github. com/wjakob/nori] 1 A48 BT
i EZE

EA A H A CMake 5 C+4+17, FEAITEARMEE, $#IT TGS, ¥
A EIX NI H

$ cd path-to-your-code

2 $ mkdir build


https://github.com/wjakob/nori
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$ cd build

$ cmake ..

5 $ make

FEMZ )5, ARATAE AT build H 5 T Y. /noriexe iz T ey, SHONTE
SEI xml X753

# Win

2 $ ./nori.exe path/to/scene.xml

3 # 0SX / Linux

$ ./nori ../path/to/scene.zxml

KT nori WHEZAEE,, PASIRIFFEET, Al AT lhttps://wjakob.github.io

/nori/

2.2 FFSERIE R B

AN ARAF S I E RS EIG I BRE R 8 AR A 52 R Cubemap
i ZENiEZSE AR

2.2.1 AEDER

REESLH prt.cpp H1) ProjEnv::PrecomputeCubemapSH() pR%{.
FATRE A RS R BCR FR MR, TR BRI BB R R
PFEIXF I R R %, B
SHcoeff = /Lem(wi)SH(wi)dwi
S
X HIRAVE R 25 m sk S, e
gﬁcoeff = Z Lenv(wi)SH(wi)Awi
€S
FATRF cubemap 1Y 6 G A0 BB YUy W [a] 7 PRAFTE cube-
mapDirs H1o X5 1 KK EAAPRA (xy) W5 M EARA] A cube-
mapDirs[i * width * height + y * width + x| X/, H¥ width F1
height 7351|227 I BT R T AT 5


https://wjakob.github.io/nori/
https://wjakob.github.io/nori/

1

FATHHE T R %L CalcArea(u,v,width,height) 31148 cubemap &M%
I AR AL I 2 A sk i T AR, Ko u,v 2 5ICRIE AR TR & i)
RIS, width HI height 73 5l 2R W EIAY S =5 -

XFF cubemap (1) 6 KK, FATRHIRIFLE images H1. [RIFAIEE R AEL
PSPy, ATREHVE T gamma FFIE T .

fen: X BART MBS e — N, AERAEE R O AR R R Bk
W R BCE A IET

2.2.2 Diffuse Unshadowed

S8 B HE I K%, 438 unshadowed, shadowed, interreflection =

PG O, FRATRE A3 T H X =P DL iy 8 S % S skl 54K
HAERNMACEEW TR Lz, w,) = [q fr(w,wi,w,) Li(2, wi) H(z, w;)dw;, Xt
TR AL A S8 SR, FeAT TRl AR5 2] Unshadowed SGHRETT 72

Lpy = P / Li(z,w;) max(N, - w;, 0)dw;
S

™

BRI R B P, FRATTRT RAKEAR 23 10 PR 1) ' Ft A S 2 M 4% i bR 500020 BT T
I I BRI R BRI 2R B B — TS R A BRI R BRI, AT R BT R T
R RIS R, T & A HRA Unshadowed 540, FAIFREMMNIGE R L
faf 1 MPY = max(N, - w;, 0) #5325k R AR

DA AT AR AR

// % F Bt A By pre-calculated B 2 & 3 4 2 1 B A AL 7 1@ 4 &

2 for(int i=0;i<n_samples;++i){

[/ & Y R 4t & sample # cosine
double H = Dot (4t % ¥ & Wyvec3, H%&);
/R & E LK.
if(H > 0.0) {
/17 4 % % E|SH space
// SH project over all bands into the sum vector
for(int j=0; j<n_coeff; ++j) {
[/ W ® ¥ H ¥ F|SH Space (% \sum H(s) * Y_i(s))
value = H * preGenVector[i].SH_valuel([j];
result[j + red_offset ] += value;

result[j + green_offset] += value;



result[j + blue_offset ] += value;

3
}
}
/) BLEEREFRANRE/RHFH), KHBROFH R W E X WA KW E
double factor = area / n_samples;

for(i=0; i<3*n_coeff; ++i) {

coeff[i] = result[i] * factor;

2.2.3 Diffuse Shadowed

XA H B2 Shadowed 18 fe bt Fvt B AR i T — 3] DLt (Vis-
ibility term )

/0

Lpg = P / Li(x,w;)V (w;) max(N, - w;, 0)dw;
S

R FAVEBSE R A MPY =V (w;) max(N; -w;, 0) MR AR AT -

/7% F Fr A #ypre-calculated ¥ 3R & ¥ 4 2 A7 By M AL 7 I 5t &
for(int i=0;i<n_samples;++i){
[/ F Y A 4 %4 sample By cosine
double H = Dot (4f % X & Wvec3, H4&);
/R A &E LK.
if(H > 0.0) {
/7R Y Aipos K H B AT AR A R E MK T AR
if (!self_shadow(pos,sample[i].vec)) {
/IR ARICE T A AR RALEEEA TR
for(int j=0; j<n_coeff; ++j) {

/1t S B #ORHE # 2| SH Space (% \sum H(s) * Y_i(s))
value = Hs * preGenVector[i].SH_valuel[j];
result[j + red_offset ] += albedo_red * value;
result[j + green_offset] += albedo_green * value;

result[j + blue_offset ] += albedo_blue * value;

}
}
}
}
/I RLEEREGFRARE/ XAHFEL), KEBRFHRBE Y WA H W E
double factor = area / n_samples;

for(i=0; i<3*n_coeff; ++i) {

coeff[i] = result[i] * factor;



2.2.4 Diffuse Inter-reflection(bonus)

T BA M BT RAE O, AR EE EEL I 2 0GR ST, XT Inter-
reflection RUd, FRATAYIE IRAL Fy 7 R B s Ry

Log = Lps +° / L) (1 — V(w)) max(N, - wy, 0)da,
S
XIS, AT EEACK A
L XA, 1158 Lps

2. WNEHITR S, RS HDEES HAL = AR, WIFERE ALK H
AR BRI BRI R A, X AR LR [ IR B BRIE R

3. XF XA B FOR R, TR N, - wi
4. DAEHIFEON AR, S 2 BT A RIS R TG TR Lps

2.2.5 S

WFEEAE prt.cpp F11 PRTIntegrator::preprocess(const Scene *scene)
SR SE I LR, PO SRS B R IR E R AR AFAE m__LightCoeffs i, 1%
f&—A> 3x (SHOrder+1) [, f5—F 17 T ERRICERE 2401 RGB fH; il
TR R R 5 R BURAFAE m__TransportSHCoeffs 1, X2 —4> (SHOrder+
1)* x VertexCount WJFEFE, 51 j 1768 T 25 5 AT Y B A 3Rkl 240

1 # Win
2 $ ./nori.exe scenes/prt.zxml
3 # 0SX / Linux

+ $ ./nori ../scenes/prt.xml

FEF 2 A xml RS HOHEAIRANTET, 5B EESEE X
WF - type Fonig G E 255, 5 unshadowed ,shadowed, interreflection
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ZAME, BN RS ; bounce {3 inter-reflection WY 2 k% ; PRT-
SampleCount f{FEITHBRIE R LN THF R Z R RIS RFLE ;. cubemap 1
TR IBDCR BV A cubemap AYH 3%, cubemap Y75 I &[5 & 44 7 h
pOsX.jpg,negx.jpg,posy.jpg,negy.jpg,posz.jpg,negz.jpg .
PRTIntegrator::Li(const Scene *scene, Sampler *sampler, const Ray3f

ray SEEL T AT AL BRE RS R, W AE PRTIntegrator::preprocess(const
Scene *scene) HIEHf T E AR B PR CERE REBFML HIIBE R L, B2xX

B £ GUL Rl — AN RO, TR, nT DA S0 B
RSk debug ARRY TR

&l 1: FiliT5 Debug &5

IR AP ERRIE B R BRI AE cubemap H 3R FAY light.txt B, £
K BRI PR AR BRAFAE cubemap H 5% R transport.txt B,
fRATRES B AR B 2 pR A

o sh::ProjectFunction( int order, const SphericalFunction func, int

sample__count) %K% R I A4 BRIEHIAL. B0 R RAEEECT Bkl
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2.4

240, IR FE— std::unique_ ptr f£iEHIFER N std::vector<double>
BRI R 2L, 552 RBCH P B ) lambda K%K, 2444 double(double,
double)

Mesh::get VertexCount () FHH 24 H] mesh 1T & E

A1k Point3f

Mesh::getVertexNormals().col(i) FRE4H] mesh W5 ¢ MEZ, B
#1°f Normal3f

Scene::rayIntersect(const Ray3f ray, Intersection its) #5E 412k 5375
KAZ, HREEA KA 5K ELH Intersection FYAZ A fE B

Scene::rayIntersect(const Ray3f ray) $5EGI£k 53 5:k3c, R BEEHH
%

Intersection::tri__index 5% T 4 {3 S = =AW F5

Intersection::bary {t'5% T 24 HIAZ 5 ) B L ARR

SRR 5
WA ARG 58 T AT 2 BIFE BN TS AR, S B S R M e B o (i

WO BRI TR 7o A TARSEIRAMENAEZRAG G, JTHR M 5
24, WL FETAER L TE:

o QUEFF RN —FhE TR R SERI A BT, ATPAZS IR 1 818 phongMa-

terial A IR, mABEE (FUHE: 20 1774549)

S b IR 79 Shader, Fe 1240 vertexShader it thi: SH 24t
Z ]SRRI B kit vColor, #:EE vColor %% fragmentShader
i fEE G (SR ERA 10 7744)



PEER IR AT TAEZ B A e SR

F—, ZHI AR ME A lighting DA light transport ¥y /24 i
txt MARTE, FTEAE js HHATEIUN IR N Array. S TR ELHT
PRT BEAGSEI, RATKFX L T/ECAAE engin.js iy 88-114 F75L8L5E
Be, Rt light.txt DA transport.txt FLAXTNW ) assets/cubemap /i
A/ T Ia, FT BRI UAT AR R SRR T A E ST e i T

FET Ja R W AAE T W4 /R & precomputeL., precomputeLlT i,
TIERFMAl. Hrp precomputel R EFREECHT SH vector frfFH—N=
d: Array, f—NYEEFRRET WA cabemap MK, 4 —A4EEFRR SH 23k,
F=AEEFOR RGB; precomputeLlT KHii18E light transfer W] SH vector
RN —A4E Array, SH—MEREIORE TR cubemap MG, 55 A4
KR VertexCount x SHCoef ficientCount WYZUH, XAER] AT E 52247 2 2|
attribute mat3 ZEHIAF &

52, AR PR ER AW it Z 8 WebGL %, KHIEXTFF pre-
computeLT £ A% PRT VertexShader, FKA1ZRKAE shader Hr {1y A

attribute mat3 aPrecomputelT;

INJAERE W] PRT B A F 3 bR RS X R i -

super ({ 1f Wuniform% & }

2}, [

'aPrecomputeLT'

], vertexShader, fragmentShader, null);

J5%E precomputeLT %] aPrecomputeLT 1455E TAEFRME LR, B
vertex #RTE shader Y[ EL A H O ) attribute mat3 ZEAIRGAF &,
WSR—PIR], BRI 12 0] DA 2] 2 20 S PRI BE R SR ) 7 e 45



K 2: BB HR-Mary

2.5 RBOEEKIEGEF (bonus)

ARATPE ARy, EEORTE MUK BRI e A ¢ TAE— BRI AR IR B e % 1)
[Fl}figf%: precompute lighting #)SH vector, MM IER EIFFEOEE K
TR B IH AT DACREFANEE I 22 HASUR

ETRAVEH B =B eki il e, 7ExX BRI —Fhac B Sk 65 ) R p
Wy SH Pediliest ik, 248 WA AT AR H A BB A5 B A B E Ye g SR 1 Bk
e R T HRZ SH PR e Bk, WRATFEXS SH ek kg i
(ET2E T A, 3K LEM4 BT AR B SCR AN A IS I 1 B EAR RS — M BUE
Bl R B e A AT, AR -

R A TEHERER, XIFERE S (x) WiER R(f (x)) 5 EERE f (x) 1728
ek, AP

R(f(x)) = f(R(x))
HAMER, R band R SH coef ficient, W PAZN HIAE FTHIPEATiE
¥, H HIXA eSS 2 L2
AT XA DA BRI T PR BRI e 0T
YT BRE R AL 32 band [, 1% band _FAG—A> 21+1 4E19. i SH coef ficient
s m . RKATE 20+ 1 MEREK3D normal vector n, Jie§4 iR,

10



REWS IR [M]i% band L ERIETRSE REUWREAP , ARYE R4 BUEAE— % band
| SH coef ficient vector BIREFEFEEM 15

MP(n;) = P(R(n;)) ,i € [—1,1]
32l XTI
M[P(n_), ..., P(ny)] = [P(R(1n—1)), ..., P(R(1;))]

WA=[P(n_y)y...,. P(ny)] ANRFEREA Z R[5 [E, I SH coef ficient vector
PIEFE M 5345, B

M = [P(R(n_y)), ..., P(R(1))] A~
BT AT DA B R B RSCBL T B A U Pl 17 25 B 2 = ik
ISP ERE , EIARESR A band), band2 P FA 1 353, 5+ 5 IUHERAERE M),
My, 8 band0 WA —/RUERHL, SOREEAME . LS BRI R i

1. B4, T 1 )2 band, PEHL 21 + 1 /> normal vector n, XA H n ¥ n;
TEBRIE ERGE I IGZ band FRIREL, EIFSEIP(n;). SOt 20+1 4> 20+ 1 4
P (n;) M T IR M REA, ki AT

2. Hok, Elee R, MPrA n KRMER R(n;) . SH BB IERP (R(n;)) -
BER AT AZATE] 20 + 1 4> 20 + 1 HE[ R P(R(n;)), XLEFE AN T KA
i LA S

3. B R TIEM = SA™Y, | M FelL)E band _E/) SH coef ficient vector
T AS B e 5 1% )2 band TR SH RELT

4. fela, BE PRI EERE )2 band I, FE5 R I HPHE R R AT 153
A SH RS a4

AR A AR RS R IE 100 F7DAN . F AU T AR e RSBl SH
e S 1 A

11



o lib XX M AR shujs iR T SHEval() &%, 7 RARE BRI SRS
— = e [ EAEE E D BRIE R A BT A BOE R

o AR BRI BN S 2 B m AE R s A SRR B, RIE &
AT Math.js FEARIATRBIIE, %A Y0 ORI et tps : //math

js.org/docs/datatypes/matrices.html

fiT WebGLRenderer.js 155 53 1SR, THRIEOEHER:, H¥f
JigheJ5 1) precomputeL f& A Shader. 4ISR—TIWIH], AR 1% AT DA SITE G iR
ARSI S e e BB A T AR AL L

E 3: FREESGliEss-Mary

3 Wbkt

PRI R EMH G /lib, /assets, /build, /ext, /include, /scenes 45 i S5ARSEHL
BT RSO, FHAERALH) /images SR P RAFIZITHUA . BIRFHE R
PRT #EEHEZCR, PA PRT_Unshadowed xxx.png. PRT Shadowed xxx.png
AIRAE, oox MNAA] BATHRE . ARG SRS TR, WA DAKHE S5 —an 4 h
PRT InterRef xxx.png,fE45 33— GIF #hE 44 5 PRT Rotation  xxx.gif.
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Al 7E README.md i A g TAE, JEHIZ5E R 1 VRl Ryl Le 7 o

UERSE BRI 55 B & 1 S il o i v I ksl T WREE RS . SO AT i Bh ) =
k.

3.1

3.2

PEsy

[6 2] |ARMBAXEH, @2 fa LA Xt KRB GFMETAT.
[10 4] T EFENE:

B SEITY Tk I Rk

[5 4] Tit& Diffuse Unshadowed LT:

IE# L it E Diffuse unshadowed LT & &

[15 4] Fit & Diffuse Shadowed LT:
FF#SE T & Diffuse Shadowed LT &,

[5 21 Tt EHEME A

TEEVAEZR P IEH LI PRT M, FREA T ERE LA RS HETE LR
TR

[10 4] Bonus 1:

FE#SE T & Diffuse Inter-reflection,

[10 4] Bonus 2:

EA LI SH fest

[-3 21 ER2%:

KM% /1ib, /assets, assignment2.pdf &5 R LKW XLk,
RILABAHEIL /images, SRAOLEREF

B2

YENAR A -5 8 Smartchair ~f-&, Hbhk Ahttp://www.smartchair

.org/GAMES202/,
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