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IIocTaHoBKa 3aJa4mn

3a nocneanue rofsl TpeOOBaHUS K Ka4eCTBY U300paKeHUs1 B MHTEPAKTUBHON
rpaduke 3aMeTHO BbIpOCIH. OT COBPEMEHHBIX MPUIOKEHUN OXKUAAIOT pPeavCThY-
HBIX TE€HEW, OTPaXEHUI, HEMPSAMOro OCBEIEHUs. PacTepu3alimoHHble METOABI 103~
BOJISIIOT MONTy4YaTh U300paxeHue ObICTPO, OIHAKO MHOTHE CBETOBbIE 3(D(EKTHl B HUX
NPUXOJUTCS MPUOJIMKATh OTJEIbHBIMU SBPUCTUUECKUMU TeXHUKaMu. [loatomy s
nojiydeHust 6osee (pU3MUYECKU MPABIONOJOOHOIO OCBEIEHHUS BCE yallle UCMOJIb3Y-
eTcsl TPacCUpOBKa JIyuyel W TpacCUpoBKa MyTed, 0COOEHHO ¢ Y4YE€TOM ammapaTHOM
NOJJIEPKKU ray tracing B coBpeMeHHbIXx GPU.

Llenbio HacTosIIEH pabOTHI sSIBJIsSIETCS pa3paboTKa rpadpuuecKoro IBUKKA s
BU3YyAJIM3alMM TPEXMEPHBIX CLEH METOJOM TPACCUPOBKHM ITyTEH C UCIOJIb30BAHUEM
rpaduueckoro API Vulkan u anmapatHOro ycKopeHusi TpaCCUPOBKH JIyYEH.
3amauu:

N3y4nTh TEOPETUYECKUE OCHOBBI AJITOPUTMA TPACCUPOBKH Iy TH.
CnpoekTupoBaTh MOYJIbHYIO APXUTEKTYPY JBHKKA.
PeanmuzoBats 3arpy3ky mogeneil B popmarax OBJ u gITF.

PeanmzoBaTh anroputM TpaccupoBku nyTeii Ha 6a3e Vulkan Ray Tracing.

A S

Pean3oBaTh HAKOTUIEHUE CIMILUIOB MEKAY KaJpamu JJIsl CHUKEHUS ITyMa TIpu

HETIOABUKHOW Kamepe.

APpXUTEKTYypa NPUI0KEHUS

ApXUTeKTypa NPWIOKEHUS pas3fejieHa Ha HECKOJIBKO YPOBHEW. YPOBEHb
Application oTBe4aeT 3a TOUKY BXO/la, CO3JaHUE OKHa, ciieHbl U renderer. [TnaTdop-
MEHHBII CJIOW CKpbIBaeT padboTy ¢ okHOM u BBoaoM uepe3 GLFW. Core cogepxur
oO1Iue cpeacTBa, He CBsI3aHHbIe HarpsiMylo ¢ rpacdpuyeckum API: norupoBanue, ma-
TeMaTUYeCKue TUIbl, 00€pTkM Hag handle u KOHTEHHepHI AJIsI XpaHEHUsI PECYPCOB.
YpoBeHb Assets OTBEYaeT 3a 3arpy3Ky M XpaHEHHUE MEIIEH, MaTEPUAJIOB U TEKCTYP.
Scene colepkUT CyIHOCTH U KOMITIOHEHTHI. Renderer Frontend nepeBoauT clieHy B
KOMIIaKTHbIE JaHHble Kagpa. Vulkan backend cozpaér GPU-pecypchl U BBITOTHSET
TPacCUPOBKY.

Takoe pasjeneHure BHIOpAHO [IJIs1 TOrO, YTOOBI ClieHa He 3aBucesia oT Vulkan.
Komnonentsl He cogepxar VkBuffer, VkImage, VkDescriptorSet u apyrue HU3Ko-
ypOBHEBBIE 00bEKThl. OHU OMUCHIBAIOT TOJBKO JIOTMUECKOE COCTOSIHUE: T/Ie HAXOIUT-

cAa O6T>€KT, KakKadg MOJCJIb €My Ha3HAYCHA, KaKasd KaMepa aKTHBHA, KAKNC UCTOYHUKU



CBETa [IPUCYTCTBYIOT B clieHe. Bee neranu pa3menienus qanHbix B namsati GPU Haxo-
aarcs BHYTpu backend. DTo yrpoiaeT pacliMpeHne IBUKKA U MTO3BOJISIET OTAEIBHO

U3MEHSTh CLIEHOBYIO CUCTEMY U peaiu3auuio renderer.

Cucrema pecypcoB H 3arpy3Ka MojeJien

Cucrema pecypcoB IOCTpoeHa BOKpYT AssetManager. OH XpaHUT 3arpyKeH-
HBIE MEIIN, MaTepUasbl U TEKCTYPHI, @ JOCTYN K HUM BBIINOJHAETCS HE Yepe3 MpsIMble
yKazareiu, a yepes aeckpunrtopsl MeshHandle, MaterialHandle u TextureHandle.
Takoii handle copepxut uHaeKc pecypca u nokoseHue siueriku. [lpu ynanenuun uam
3aMEHE pecypca IOKOJIEHUE U3MEHSETCS, MO3TOMY CTapylo CChUIKY MOXHO Pacro-
3HAaTh KaK HEJIEWCTBUTEIIbHYI0. DTO BaXHO 11 ABUKKA, IJ1€ OIMH U TOT K€ ML WA
MaTepuall MOXKET UCTIOIb30BAThCSI HECKOJIBKUMU OObEKTAMU CIICHBI.

JJ1s1 XpaHeHusl pecypcoB UCTONb3yeTcsl S1otMap. DTOT KOHTeHep MO3BOISIET
N00aBJIATh U YAAISATH 3JIeMEeHTHl 03 HeMeIJIEHHOTO HapyIIIeHUsI BCEX BHEITHUX CChI-
nok. Ilpu moGaBieHnu pecypc moMeniaeTcss B CBOOOAHYIO SUYEHKY, a TPU yIaJIeHUuH
siueika moMevaeTcsi CBOOOIHOM U yBenmuuBaeT cBo€ nokoneHue. [Iposepka handle
CPAaBHMBAET COXPAHEHHOE MOKOJIEHUE C TeKyIUUM. brarogaps stomy AssetManager
MOkeT Oe30macHO BO3BpallaTh AOCTYN K pecypcaM ¥ OOHapy X uBaTh oOpaiieHus K
yKe YCTapeBIIUM OObEeKTaM.

MeshAsset XpaHUT AaHHBIE TeOMeTpUH B popmare, yIOOHOM il ajbHE-
mei 3arpy3ku Ha GPU. B Hero BXog8T MacCUB BEPIIVH, MACCUB UHJIEKCOB, CITUCOK
noMellieli ¥ orpaHYMBaIIUi 00BEM. BepiiHa coep:kuT No3uln, HopMaJb, TeK-
CTypHbIe KOOpAWHATHI U tangent. [TonMeln 3agaéT nuana3oH UHAEKCOB U CCHUIKY Ha
Martepual. Takas CTpyKTypa HykHa, IOTOMY YTO OAUH (pailyl MOAEIN MOXKET COAEP-
’KaTh HECKOJIBKO YacTeil ¢ pa3HpIMUA MaTepuanamu. IIpu penaepunre i 4yactu BCE
emi€ MpUHAJJIeKaT OIHOMY MEIILy, HO UCIIOJIb3YIOT Pa3Hble 3alKUCH MaTepuaa.

MaterialAsset onuchiBaeT mapaMeTpbl MOBEpXHOCTH. B HEM xpaHsTcs 6a3o-
BbII 11BET, roughness, metallic, smuccuBHbBIN IBET, cChUIKK Ha albedo texture, normal
texture, emissive texture W JOIMOJHUTENbHBIE MapaMeTPbl MPO3pavyHOCTU. OTAEIBHO
YUYUTHIBAIOTCA transmission, index of refraction u npu3HaK TOHKOW MpO3pavyHOl TO-
BepxHocTH. Takoii Mmatepuan 3arem npeodpazyetcsi B GPU-cTpyKTypy, Iie YUCI0BbIe
napameTpbl U MHJEKChl TEKCTYP JOCTyIHbI shader.

TextureAsset COAEPXUT JEKOIMPOBAHHBIE MMUKCEIN N300pakeHNs], IIMPHHY,
BBICOTY M YMCJIO KaHaJoB. lIBeToBbIe M300paxeHus: paccMarpuBaloTcs kak sSRGB-

JaHHbIE, a CJIyKeOHble KapThl, HanpuMep normal map wim metallic-roughness, uc-
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NOJIb3YIOTCSI KaK JIMHEWHBIE JTaHHble. 3arpy3ka M300pakeHUH BBHIMOJIHSIETCS Yepes
stb_image. [ocne nekogupoBaHus TEKCTypa coxpaHseTcs B AssetManager U MOXeT
OBITh CBsI3aHA C MATEPUATIOM.

s 3arpy3ku mogeneil nogaepxubatorcs gopmarsl OBJ u gITF. OBJ wc-
MOJIb3YETCSl Kak MpocToi opmat s reometpun U matepuasnioB MTL. 3arpyska
BBINOJIHAETCA yepes3 tinyobjloader. M3 (haiiyia u3BiaeKamTCs MO3UIMU BEPIIUH, HOP-
MaJii, TEKCTYPHbIE KOOPAUHATBI, UHJEKCHI, IPYMIIbl FTEOMETPUX U MaTepualisl. Ecim y
MOJIEIN OTCYTCTBYIOT HOPMaJIM, OHU MOT'YT ObITh BOCCTAHOBJIEHBI 10 TPEYTOJIbHUKAM.
[Tony4yeHHble JaHHBIE IPUBOATCS K BHYTpEHHEMY (popmaTy Vertex U COXpaHsITCS
B MeshAsset.

ITpu o6padbotke OBJ yuuthiBaoTcst MaTepuaibl u3 MTL-daitna. g kaxaou
IpyNIIbl TEOMETPUU CO3AETCA MOAMEIL, KOTOPOMY Ha3HA4aeTCsA COOTBETCTBYIOIIUIA
MaterialHandle. [Iuddy3nsiil et neperocurcs B albedo color, a diffuse texture
3arpyxaetrcs kak albedo texture. Ecim B MTL 3aman uépnsii Kd, HO npu sTOM
€CTh TeKCTypa, 0a30BbIii IIBET MaTepHalla yCTaHABIUBACTCS OEJIbIM, UTOOBI TEKCTYpa
He ObUIa MOJIHOCTBIO 3aTeMHEHa MPU YMHOXKEHUH Ha IIBET MaTepuana. JTo pelaeT
NPaKTHUYECKYI0 Mpo0JIeMy, BCTpedalonlyocs y HekoTopbix OBJ-mMopeneii.

®dopwmar gITF ucnons3yetcs kak 6ojee coBpeMeHHbIl ICTOUHUK PBR-1aHHBIX.
3arpy3ka BeinosiHsercs yepes cgltf. 13 daitna yntaioTcs y37bl ClLIEHbI, MEIIH, TTPpU-
MHUTHBBI, MaTepuaiibl U TeKCTypol. B otimune or OBJ, gITF nydme coorBercTByeT
WCTIOJIb3YEMO MOJIeJId MaTepHUasioB, MOTOMY 4YTO couepxkuT base color, metallic-
roughness, normal map, occlusion u emissive texture. [Ipu 3arpy3ke Takue napamer-
PHI HAIIpAMYIO IIepeHocATcA B MaterialAsset.

[Ipu 3arpy3ke gITF nanHele Moaenu NPUBOASTCS K BHYTPEHHEMY MpPECTaB-
nenuto MeshAsset. [eomeTpusi pazouBaeTcsl Ha MOAMEIIH, Il KaKIOro MoaMela
COXPAHAIOTCS IMAIla30H MHAECKCOB U CChUIKA Ha Marepuall. M3 daiiyia u3Biiekarcs
MO3ULIMA BEPUIMH, HOPMaJIM, TEKCTYPHBIE KOOPAMHATHI, MHAEKCHI, NTapaMeTpbl Ma-
TEPUAIOB U CBSI3aHHBIE C HUMHU TEKCTYyphl. biarogaps sToMy panbHeimasi 4acTb
renderer paboTaeT ¢ eIMHBIM MPEACTABICHUEM Melllell 1 MaTepuaioB HE3aBUCUMO OT

HNCXOOHOI'O (I)OpMaTa MOJCJIN.

CueHa u moAroToBKa JaHHBIX Kapa

CueHna peanuzoBaHa Ha ocHOoBe Entity-Component-System. CyIHOCTb sSIBJISI-
eTCSl UACHTU(MUKATOPOM, a COoiepkKaTebHOE COCTOSIHUE 3a/a€TCs KOMIOHEHTaMM.

Takoii moaxon ynoOeH 11 renderer, TOTOMY 4TO OOBEKT MOXKET UMETh TOJILKO HY K-
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HBIIl HA0Op CBOWCTB.

TransformComponent XpaHUT JOKAIbHYIO TIO3UIIHIO, TOBOPOT M MAacIITad 00'b-
ekrta. Ha ero ocHoBe Beruncisiercs matpuna moaenu. MeshRendererComponent cBs-
3bIBaeT CyIIHOCTh ¢ MeshHandle u yka3biBaeT, Kakasi MOfIeJIb JI0JKHA ObITh OTOOpa-
keHa. CameraComponent COAEPKUT MapamMeTphbl KaMepbl, HEOOXOIUMBIE JJ151 TIOCTPO-
€HUs NEPBUYHBIX Jydei. LightComponent ommchBaeT aHAIUTUYECKUE UCTOYHUKU
CBETa, UCIIOJIb3YEMBIE IIPUA OLIEHKE MPAMOr0 OCBEIIEHUA.

Scene OTBEYaET TOJBKO 3a XPAHEHHE CYIIHOCTEH M KOMIOHEHTOB. OHa He
BBINIOJIHSIET OTPUCOBKY W He co3aaét GPU-pecypchl. DTo aesaer ClieHy He3aBU-
cumoil ot backend u 1Mo3BoOJIsIET UCMONB30BATh €€ KaK BBICOKOYPOBHEBOE OIMCA-
Hue Kazpa. Ilepen peHIEpUHIOM [JaHHBIE CLEHBI U3BJICKAIOTCH OTAEJIBHBIM CJIOEM
RendererFrontend. OH 00XOQUT CYIITHOCTH, HAXOIUT aKTUBHYIO KaMepy, cOOMpaeT
BUAMMBIE mesh instances 1 UICTOYHUKHU CBETA.

Pesynbratrom paboThl RendererFrontend sBnsieTcsa FrameData. B Hero mo-
MEILAITCA NapaMeTPbl KaMephbl, CIIMCOK 3K3EMIUIAPOB MELIEN, CIIUCOK UCTOYHUKOB
CBETA W CCHUIKUA Ha pecypchl. JlaHHbIE UMEIOT IJIOCKYI0 CTPYKTYPY U YAOOHBI s
nepenauu B backend. VulkanRenderer ne pabotaer ¢ ECS Hanpsimyio. OH mosyyaeT
yke TIOATOTOBJICHHBIN HA00p OOBEKTOB U MOKET COCPEOTOUNTHCS Ha OOHOBJICHUM

GPU-6ydepos, TLAS, descriptor set u 3amycke TPaCCUPOBKHU.

Ilepeaaua pecypcoB Ha GPU

g nepenaun reometpun Ha GPU ucnonb3yorcs cnenranbibie Ko, OHu
cBs3biBaloT CPU-pecypcebl AssetManager ¢ oobekTamu Vulkan. Eciu MeshAsset
y>xe ObL1 3arpysxeH Ha GPU, moBTopHas 3arpy3Ka He BBINOIHSETCS. DTO MpeaoTBpa-
maet gyompoBanue OyhepoB U yIpoIlaeT UCIOIb30BaHUE OJHOTO Mellla HECKOJIb-
KUMU SK3EMIUISIPAMU CLIEHBI.

Ilnsa kaxgoro Mema co3gaiotcs vertex buffer u index buffer. Onu pasmenia-
I0TCS B TTaMSATH YCTPOKMCTBA, oToMy uTO closest-hit shader momkeH ObICTPO YUTATH
BEPILMHBI TP 00pabOTKe MepeceueHmii. 3arpy3Ka BhIMOMHsETCs yepes staging buffer.
CHayvasia JaHHBIE 3aMMCBHIBAIOTCS B MaMsATh, JocTynHylo CPU, 3aTem KoMaHAoH KO-
nvipoBaHus nepeHocstcs B device-local buffer. Ilocne 3arpy3ku BpemeHHbIl staging
buffer ynansercs.

s GPU-6ydepos reomerpun ucnionszyetcs Buffer Device Address. Tocie
co3anus vertex u index buffers renderer nonyvaer ux ajgpeca B naMsTH YCTPONCTBA.

dtu anpeca 3anuceiBaloTca B GpulnstanceData. brnaronaps stomy shader moxer
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yuTaTh reomeTpuio yepe3 buffer reference, He coznaBas oTaenbHbIN descriptor A
Kaxgoro Meria. Takoi mogxom ocoOeHHO ymoOeH s ray tracing, rae closest-hit
shader momkeH ObICTPO MEepeNTH OT HAMIEHHOTO SK3eMIUISApa K HYKHbIM BEpPIIUHAM.

Marepuanbl ynakoBeiBaloTcsl B storage buffer ¢ maccuBom GpuMaterial. B
KakJIOM 3amucH XpaHsTCs 0a30BBIH 11BeT, roughness, metallic, emissive color, mapa-
METPBI IPO3PAYHOCTH U UHAEKCH TeKCTyp. [loamenn ynakoBbIBalOTCS B OTAE/IbHYIO
Ta6n1/1uy GpuSubmeshData. OHa 3aa€T AMaNa30H UHIEKCOB, CChUIKY HAa MaTepual
u ciayxeOHble mapameTpsl. Closest-hit shader mo geometry index BIOMpaeT HYKHbIHA
MOJIMEII U 3aTeM I0JIy4YaeT MaTepHall.

Texctypsl 3arpyxatorca B VkImage. [na Kaxa0i TEKCTYpBl CO3AI0TCA 1mage
view u sampler. Bce TekcTypsl nomenaorcs B bindless descriptor array. B matepuane
XPpaHUTCS MHIEKC TEKCTYPHI, a shader ucnosb3yeT 3TOT MHAEKC 11 BBIOOpKU. Ecm y
Marepuaja HeT TEKCTypsl, ucnonb3yercs fallback-tekcrypa. Takas cxema no3sosser
paboTaTh CO MHOKECTBOM MaTepHaioB O6e3 nepecosaanus descriptor set J1st KakJ0ro

00BEKTA.

Vulkan backend u yckopsiroimue CTpyKTypbl

Vulkan backend BbmonHsieT nnutmamu3anuio rpagpudeckoro APl u Bcex 00b-
eKTOB, HEOOXOAUMBIX Jis Kajapa. Ha sTame 3amycka cosmaércs Vulkan instance,
BeIOMpaeTcsl (pU3MUECKOe YCTPONCTBO, MPOBEPsIETCS MOJACPKKA PACHIMPEHUN ray
tracing, cCO31a€TCsl JIOTMYECKOE YCTPONCTBO U MOJIy4aloTCs ovyepeau. [lononHureb-
HO 3arpyxatTrcsi (PyHKIIMA pacUIMPEeHUld, CBsI3aHHbIE ¢ acceleration structures, ray
tracing pipeline u Buffer Device Address.

Jist BBIBOZIA M300paskeHus co3naércs swapchain. OH copepxuT Habop n300pa-
KEHUIA, KOTOPBIE 3aTE€M NPEICTABIAIOTCA Ha dKpaH. 1 Kaxaoro kajgpa co3gaércs
frame context. B Hero BxonsaT koMaHaHbIE Oydep, fence, cemadopsl U BcrioMmora-
TeJIbHbIE IaHHbIE CUHXPOHM3alMU. Takasi CTpyKTypa MO3BOJISIET HE Mepe3anuchiBaTh
pecypchl, koTopele emié ucrnoib3yioTcsi GPU, u KOppeKTHO CBSI3bIBaTh MOJIy4YEeHUE
n300pakeHM s, BHIIIOJTHEHNE KOMaH/I U MIPEICTaBJICHHE Pe3yibTaTa.

Path tracer He muier pe3ynbraT cpazy B swapchain image. [lyist aToro uc-
MoJIb3yeTcs oTAebHOe accumulation image ¢opmara rgba32f. B HéM XxpaHuTtcs Ha-
KOILUIEHHBIN 11BeT nukcesiell. Ray generation shader uuraer npeapiayiiee 3HaueHUeE,
n00aBJIseT HOBBIM COMILT U 3aMKChiBaeT OOHOBJIEHHOE cpeaHee. [locie TpaccupoBKU
pe3yabTaT MOKHO NIEPEHECTH WJIM BbIBECTH Ha swapchain image.

Pabora ¢ Oydepamu u u300paKeHUSIMU BbIHECEHA B OT/AEJIbHbIE KJIACCHI.
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Buffer unkancympyer VkBuffer, Boiaenennyio namare u GPU-aapec. Image xpa-
HuT VkImage, image view, popMar u Tekyllee Ha3dHauyeHUe. ResourceUploader
OTBEYAET 32 3arpy3Ky JaHHbIX 4yepes staging buffers. Takoe pa3neneHrue yMeHbIlaeT
KOJIMYeCTBO NoBTopswoierocss Vulkan-koga B renderer v esaer JIOTUKY 3arpy3Ku
pecypcoB 0oJiee MOHSATHOM.

s anmapaTHOW TpPacCUpPOBKM TeOMETpUsi BKJouaeTcsi B acceleration
structures. B peanuzanuu ucnosb3yercss AByxypoBHeBas cxema BLAS u TLAS.
BLAS cTtpourcs s Melia U COOEPKUT ero TpeyroibHylo reomerpuio. TLAS crpo-
UTCS JIJI51 TEKYIIEH CLIeHbl U COAEPKUT IK3EMIUISIPbl OOBEKTOB, KK/l U3 KOTOPBIX
CChUIAaETCA Ha COOTBETCTBYIOIMIA BLAS.

ITpu noctpoenun BLAS ucnons3yiorcs vertex u index buffers, yxe Haxons-
uecsa Ha GPU. [ua Vulkan 3amatorca ¢popmar Bepiuus, aapec vertex buffer, agpec
index buffer, unciio TpeyronbHUKOB M napameTpbl reomeTpud. Ilocne 3ampoca pas-
MepoB coznalorcs buffer ayis camoii acceleration structure u scratch buffer. 3atem B
KOMaH/IHbIl Oydep 3anmchiBaeTcst komanaa nocrpoerusi BLAS. Ilocne e€ BbimosHe-
HUSA CTPYKTYpPa MOXET UCIIOJIb30BAThCS IIPU TPACCUPOBKE.

TLAS co31aéTcs Ha OCHOBE CIKMCKA K3EMIUISIPOB ClEeHbl. Kaxablii 3K3eM-
IAp comepkut ccbulky Ha BLAS, matpuily npeoOpa3oBaHHs, MAacKy BUIUMO-
CTU U instance custom index. DTOT MHAEKC 3aTeM JAoCTyneH B closest-hit shader
yepe3 gl_InstanceCustomIndexEXT. [lo Hemy shader oOpaiaercss K maccuBy
GpulnstanceData u monyd4aer agpeca OydepoB, CMeIlIeHre MoaAMeNIeil 1 MaTpu-
bl OOBEKTA.

[1pu OOHOBJICHUU CLICHBI renderer opmupyet MAacCCUB
VkAccelerationStructureInstanceKHR. B Hero 3anuceiBaiorcss TpaHcdop-
Maiuu oObeKTOoB W aapeca BLAS. Ecim reomerpuss He usmeHminach, BLAS
nepeucnonbzyercs. [Ipu u3MeHeHnu MONOKeHUsI OOBEKTOB JOCTATOYHO OOHOBHUTH
TLAS. 9T0 COOTBETCTBYET CTPYKTypE CUEHBI, Ileé OOUH M TOT ke mesh moxer
UCIIOJIb30BaThCS B Pa3HbIX MECTaX C pa3HbIMU transform.

OpnoBpemeHHo ¢ noaroroBkoit TLAS opmupyeTcsi Cucok SMUCCUBHBIX Tpe-
yroJIbHUKOB. Renderer nmpoxoaur no noaMeliaM U Marepuasam, HaXOAUT MOBEPXHO-
CTH C HEHYJIEBOM SMUCCUEN U 3aIMCHIBAET CCHUIKM Ha COOTBETCTBYIOIINE TPEYIOJIb-
HUKHU. )11 KaKA0ro 3JIeMEHTa COXPAHAITCS UHACKC IK3EMIULIpa, MHACKC NogMeNIa,
WHJIEKC MPUMUTHUBA U HAKOIUIEHHAs BEPOSATHOCTb BbIOOpa. Bec 3aBucUT OT muiomaau

TPCYIr'OJIbHUKA U APKOCTU MaTCpHalia. DTOT CIUCOK HYKCH JIA IIPpAMOT'O COMILINPO-



BaHUA CBCTHHlGﬁCH rcOMCTpHH.

Ray tracing pipeline u Shader Binding Table

Ray tracing pipeline coOupaetcs u3 HeckoibKux shader stages. B peanuzanuu
UCTIONB3YIOTCSA ray generation shader, oOsrynbIl miss shader, shadow miss shader u
closest-hit shader. Any-hit u intersection shaders He NpUMeHSIOTCS, TOTOMY YTO Clie-
Ha MpeJCTaBJIEHA TPEYrOJbHUKAMH, a MIEPECEUYEHUE C HUMHU BBIIIOJIHSAETCS arapar-
HO. Closest-hit shader ToJIbkO BOCCTaHABIMBAET JAHHBIE IOBEPXHOCTU U 3AIOJHSET
payload.

Pipeline co3pgaércs yepe3 BcnomorarenbHblii builder. B builder nepenatorcs
descriptor set layout, push constant range, shader modules u hit groups. [Tociie aToro
cosnarrcs VkPipelineLayout u VkPipeline. [Insa kaxnoit shader group Vulkan
Bo3Bpaiaet shader group handle. Dtu 3anucu HyxHbl 118 popmupoBanus Shader
Binding Table. SBT co3naércs kak GPU-Oydep u n1emrcss Ha perdoHbI raygen, miss
u hit.

Peruo raygen coiepkut 3anuch ray generation shader. Peruon miss cogepxut
3anucH 111 oObryHOro miss shader u shadow miss shader. Pervion hit conepxut hit
group c closest-hit shader. Bce 3anucu ykaaapIBalOTCs ¢ Y4ETOM BbIpABHUBAHUS, KO-
Topoe coobiaeT yctpoicTBo. [Ipu Bei3zoBe vkCmdTraceRaysKHR renderer nepenaér
azpeca u pasMmepsl 3Tux peruoHoB. Vulkan ucnonssyet SBT s BeiOOpa HyKHOTO
shader Bo BpeMs TpacCHUpOBKM.

Descriptor set cBsa3biBaeT shader ¢ pecypcamu kagpa. B ném Haxoasitcst TLAS,
accumulation image, Camera UBO, buffer sk3emmisipos, buffer ncrounukos cgera,
buffer marepuanos, Tabauia moamereii, bindless texture array v ClIMCOK SMUCCUBHBIX
TpeyroiabHUKOB. Push constants nepenaior Homep Kazapa, piar coOpoca HaKOTUICHHS,

MaKCUMaJIbHOC YHUCJIO OTCKOKOB 1 KOJIMYECTBA UICTOYHUKOB.

Ileiixepbl TPACCUPOBKH MyTH

Ray generation shader siBnsieTcss ocHOBHOM yacThIo path tracer. OH 3amyckaercs
IS Ka/I0ro MUKcesist n3oopaxeHus. Shader noigydyaer KOOpAUHATHI MTUKCEs, pa3-
Mep U300pakeHu s, MapaMeTpbl KaMepbl 1 HoMep Kajpa. [l aHTuanuacuara BHy TpH
nMKceJist BeiOMpaeTcs ciydaiiHoe cMelienue. [lociie aToro yepes oOpaTHbie MaTPUIIbI
MPOEKIIMH U BU/Ia CTPOUTCS TMIEPBUYHBIN JTyd U3 KaMepHl.

J1s oHOro MMKcessl 3a KaJp MOXKET pacCUMTHIBATHCS HECKOJIBKO CIMILUIOB.

Kaxapiii comrut Bei3biBaeT yHKIuIO tracePath. BHyTpu He€ XpaHUTCS HaKOIJIEH-
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HbI1 cBETOBOM BKJaj radiance u Texkymmi Bec mytu throughput. CHauyasna radiance
paBeH Hymo, a throughput paBeH eaunuile. Ha kaxaom orckoke shader BbI3bIBaeT
traceRayEXT no TLAS u nonyuaer pesynbrar B payload.

Eciu nyd He momajgaetr B reoMeTpuio, miss shader 3ammchiBaeT UBET OKpY-
kKeHus. DTOT 1BeT JodapiseTcs K radiance ¢ yué€rom Tekyiiero throughput, mocie
yero myTh 3aBepuiaercs. Eciiv nepecedyeHne HaitneHo, closest-hit shader 3amosHs-
eT payload pmanHbiMU nOBepxHOCTU. B payload nepepaioTcd mo3uuus nonagaHus,
HopMmasb, UV, napaMmeTpbl MaTepuaia, SMUCCHUS, IPO3PAYHOCTb U JIOMIOJIHUTEJIbHbIE
3HaYeHus1, HeoOXoAuMble ray generation shader.

[Tocne Bo3BpaTa u3 traceRayEXT ray generation shader mpoBepsier Matepua.
Ecnu noBepXHOCTh 9MHUCCUBHAS, €€ BKJIaa qo0aBisercs K radiance. J{ist Hempo3pau-
HBIX MaTepHaJioB BBHIOJHSETCS OllEHKA MPSMOTrO OCBEIICHHUs], 3aTeM BBIOMPAETCS
HOBOE HampasJjieHue NyTu. IJis mpo3padyHbiX MaTepUaioB UCIIOJIL3YeTCs OTAEIbHAS
BeTKa: shader BbIOMpaeT OTpakeHHE WIM MPOXOXJEHHE Jyya C y4&€TOM IMapameT-
poB matepuana. [locye Beibopa HanpaBneHus throughput o6HOBIsIETC S, HAYATIO JTyYa
HEMHOI'O CMENIAETCS OT MOBEPXHOCTH, U LIMKJI TPOJOJIKAETCHI.

Closest-hit shader momydaer ot Vulkan barycentric coordinates, primitive ID,
geometry index u instance custom index. Yepe3 instance custom index OH yuTaeT
GpuInstanceData. B aToii cTpykType Haxoastcss GPU-aapeca vertex buffer u index
buffer, cmemnienure B Tadauile moaMenei U MaTpuiibl mpeoopa3oBanus. I1o primitive
ID shader HaxoaUT UHIEKCH TPEYTOJbHUKA, YATAET TPU BEPIIUHBI U UHTEPIIOIUPYET
WX aTpuOyTHI.

Ha ocHoBe GapulleHTpUUECKUX KOOPAUHAT BRIYUCIISIIOTCS O3ULIMS TOMAJaHUs,
HOpMaJIb U TEKCTYpHbIe KoopauHaThl. Hopmasis mpeodpa3yeTcsi B MUPOBOE MPOCTPaH-
ctBO. Ecim y matepuasna ectb normal map, shader cuuteiBaeT e€ 3HaueHue, NepeBOJAUT
Y3 IMaIa30Ha TEKCTYPBl B BEKTOP U npuMeHseT yepe3 TBN-martpuiy. 11 moctpo-
ennss TBN ucnosnp3yeTcs tangent U3 BEpPIIMHBI WA BOCCTAHOBJIICHHOE HAIlPaBJICHUE
Ha ocHoBe UV.

Marepuan cuuThiBaeTcsi U3 maccuBa GpuMaterial. Ecim 3amana albedo
texture, shader BeiOupaert 11get u3 bindless texture array. Ecim ects metallic-roughness
texture, u3 He€ OepyTcs roughness u metallic. Ecu 3ayiana emissive texture, oHa
YMHOXXA€TCsI HA YMUCCUBHBIA 1IBET MaTepuaia. Takxke yduThiBaloTCSA normal map,
occlusion u napametpsl npo3pavyHoctu. [locnie atoro payload Bo3Bpamaercs B ray

generation shader.



IIna npomaxa ucnosnb3yercsd miss shader. OH 3aga€T LBET OKPYKEHUS ISt
OOBIYHBIX JTyuel. sl TeHeBBIX JIydeld UCTIONb3yeTcs OTAe bHbIN shadow miss shader.
[lepen 3anmyckom shadow ray dpar BUIMMOCTH yCTaHABJIMBAETCS B HOJb. Ecim Jiyd
AOXOIUT 10 miss shader, 3HAYMT MPENATCTBUIA Ha Iy TH He ObLIO, U (htar visible ycra-
HaBJIMBaeTcs B equHuIly. Ecam yu nmonan B reomeTtpuio, closest-hit He BbI3bIBaeTCS

u3-3a (pnara SkipClosestHitShader, a visible octaércs HynéMm.

OCBe]IIeHI/Ie, MaTEpHUaJbl 1 HAKOIUVICHHUE

[IpsiMoe ocBelieHMe paccuuThiBaeTcsl B ray generation shader. Jlns kaxmo-
ro aHAIUTAYECKOTO UCTOYHHUKA ONpeessieTCs HAllpaBJIEHUE K CBETY, PACCTOSHUE U
MHTEHCUBHOCTB. 3areM 3amyckaetcs shadow ray. Ecim myTh nepekpbiT reoMeTpu-
eil, BKJIaJ UCTOYHMKA He NoOaBisercs. Ecim uctounuk Buaum, shader Beruuciser
3HaueHrne BRDF B HampaBjieHnn ucTOYHMKA U A0OaBiseT BKjaaa K radiance. s
HanpaBJIEHHbIX UICTOYHUKOB MCIIOJIb3YETC sl HAallpaBJIeHUE CBETA, /1JIsl TOYEUHBIX U SPOot
lights yuuTbhIBa€TCS NMOJIOKEHUE UCTOYHUKA.

OtaesbHO peasin3oBaHa padoTa C SMUCCUBHO reomeTpueii. Bmecto Toro uro-
OBl JKJJaTh CJIy4YaliHOTO MoMagaHus bounce ray B MaJeHbKUI CBETSIIUICS TPEYTOib-
HUK, shader BbIOMpaeT Takoil TPeyrojbHUK U3 3apaHee MOATOTOBJIEHHOIO CIMCKA.
Buioop BemosnHsiercst no CDF. [Tociie 3Toro BHYyTpHM TpeyrojibHUKA BHIOMpAETCS CITy-
yaiiHas TOuKa, crpoutcsa shadow ray u nposepsieTcs BUAMMOCTb. Eciv Touka BuanMa,
e€ BKJIaJ 100aBJIsIeTCsl Kak MPsIMOe OCBEIIeHHE.

[Tocyie olleHKU MPSIMOTO OCBEIEHUsI BHIOMpAETCsl HampaBjieHHe Cleaylolie-
ro OTCKOKa. [lJis Hempo3payHOro mMartepuana MUCMoib3yercsi cMech Iuddy3HOl U
3epKasbHOI cTpaTerun. duddy3Hoe HanpaBieHre BHIOUpaeTcs 0 KOCUHYCHOM Mo-
aycgepe OTHOCUTENBHO HOPMajM. 3€pKajbHOE HANpPAaBJICHUE CTPOUTCS 4YEpeE3 BbI-
O00p MUKPOHOPMAJIM U OTpakeHue Jyda. [locie BriOOpa HanpaBeHUs] BHIYUCISIOTCS
BRDF u miioTHOCTh BEpOATHOCTH, a K03 duiineHT nepeHoca mytu(throughput) o6-
HOBJISIETCS /1JIs1 IPOJIOJIKEHUST Iy TH.

Jlns mpo3pavyHbIX MaTepualioB MCHOJb3YyeTcs apyras BeTka. Shader ornpene-
aseT, Oy/eT Jiu Jy4d OTpakEH WK NMPOUAET yepe3 nmoBepXHOCTh. [Ipu mpoxoxaeHun
MOXET MCIIOJIb30BaThCA IpesomiieHue ¢ yuétom IOR mim npsamoe npoxoxaeHue 1
TOHKHUX MOBEpXHOCTel. Takasi BeTKa MO3BOJIsAeT OTOOpaXaTh CTEKJOMOAOOHbIE 00b-
€KThI U HE CMENIUBATh IPO3PAYHOCTD C OOBIYHO HEMPO3PAaYHO MOJIEIIBIO MaTepUara.

YtoObl MyThb HE MNPOAOJKAJICA OECKOHEYHO, HCIOJb3YeTCsl OrpaHUYEHUE

maxBounces. ,HOHOJ'[HI/ITCIIBHO IIOCJIC HCCKOJIbKUX OTCKOKOB IIPUMCHACTCA Russian

10



roulette. BepoATHOCTh NPOAOIIKEHUS] 3aBUCUT OT TeKyliero throughput. Ecim
My Th 3aBepIIAETCS, TaJbHeHIle OTCKOKUA He cunTatoTcs. Eciu nmyTh npojaokaeTcs,
throughput KOppeKTHpyeTCs TaK, YTOObl HE BHOCUTh CUCTEMATHUECKOE 3aTEMHEHHE
pe3ysbTaTa.

N3obpaxenue, nmonydeHHoe path tracing, COOEpKUT IMIyM MPH MajioM YHCJIe
camruioB. [ToaTomy renderer BoIIIOIHAET HAKOTUIEHUE MEX Iy KajapamMu. BHyTpu oHO-
ro kajapa shader MoXeT ycpeJHUTh HECKOJIBKO CIMILIOB MMUKCEJA. 3aTEM MOy YEHHOE
3HAYEHUE CMEIIMBAETCS C MPEIbIAyIUM IIBeTOM U3 accumulation image. Eciu Ha-
KOIJIeHHe COPOIIIeHO, 3HAaUeHKE 3aIMUChIBAETC s KaK MepBbiii camIuL. Eciiu HakorieHe
MPOJIOJIKAETCS, HOBOE CpeJiHee BhIUMCIsAeTCs ¢ yuéTom frameIndex.

Hakorenue coOpacsiBaeTCs Mpy M3MEHEHUH KaMephl, pa3Mepa OKHa WM Tapa-
METPOB, BIMSIONIMX HA MOCTpoeHue Jiydyei. CTapble COMILTBI COOTBETCTBYIOT APYTOMY
TMIOJIOKEHMIO KaMephl UJIU APYTO# CETKE MUKCENIEH, TOITOMY UX HEJIb35 UCIIOJIb30BaTh.
[Tpu HemoaBMXHOM Kamepe frameIndex yBeIUUIUBAETCS, M U300paKeHHE MTOCTETICH-
HO OYMINAeTCs OT Iyma. Takoi crmoco® XOpoImo MOAXOAMT JIs MHTESPAKTHUBHOTO
POCMOTpa CIIEHbI, KOTJa MOJIb30BaTEIb OCTAHOBWI KaMepy U OXKUAAET YIydllleHUs
Ka4yecTna.

[Ipu pabote ¢ HEnMpo3pauHBIMU MaTepuaiamu renderer UCTIOIb3YET MapaMeT-
pol albedo, roughness u metallic. TekcTypsl TO3BOJISIOT 3a7aBaTh 1IBET U CBOHCTBA
MOBEPXHOCTHU Ha YPOBHE OT/EJbHBIX Y4acTKOB Moje M. Normal maps U3MeHSIOT JIo-
KaJIbHYI0 HOpMaJTb 03 U3MEHEeHHU s CaMOi TeOMETPUU. DTO IMO3BOJISAET MOTydaTh Oojiee
AeTaTU3MPOBAHHBIN BUJI TOBEPXHOCTH MPU COXPAHEHUHM UCXOTHOTO YUCIIA TPEYTOb-
HHKOB.

[1pu UCNOB30BAaHUU SMUCCUBHBIX MaTEPUAIOB FEOMETPHUSI CTAHOBUTCS UCTOY-
HUKOM CBeTa. Takue MOBEpXHOCTH YUaCTBYIOT HE TOJBKO KaK BUIUMbIE OOBbEKTHI, HO
Y Kak 3JeMeHTHl ocBellieHus. 11 uX oOpabOTKM MCHOJb3yeTCs] CIMCOK SMUCCHUB-
HBIX TPEyTOoJbHUKOB 1 shadow rays. DTo MO3BOJISET MOAYYaTh BKJIa OT CBETSIIUXCS
00BEKTOB JIa’ke TOrJa, Korjaa ciayJdaiiHelil path ray peako momnajgaet B HIX HAPSAMYIO.

AHaIMTUYECKHe UCTOYHUKU CBETa UCTIONb3YIOTCS JIJIsl CLIEH, TJie HyKeH yIpaB-
JISIEMbI ICTOYHMK OcBellleHus. OHm nepenaotcs B shader yepes otaesnbHblil buffer.
Renderer nognepxkuBaet 00pabOTKY TaKUX UICTOYHUKOB B OOITEM IIUKJIe path tracing.
JLJ1s1 KaXk10T0 UCTOYHHMKA BHIMOHAETCS MPOBEPKA BUAMMOCTH, TIOCJIE Yero ero BKJIajl
100aBIISIeTCS K TEKYIIEl TOUKe MOBEPXHOCTH.

[Tpo3paunbie 00beKThl 00padaThIBAIOTCS Yepe3 mapaMeTphl transmission 1 [OR.
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[Tpu monaganuy B Takyio MoBepxHOCTh shader BrIOUpaeT AasibHElIIee HATIpaBJIeHUE
Jyda OTJeJbHO OT OOBIYHOM HEMPO3pauyHO BETKU. DTO MO3BOJISIET OTOOpaXaTh Mpo-
XOXJCHUE JIyda 4epe3 CTEKJIONOMOOHbIE MaTephasbl U yUUTHIBATH OTPaKEHHE Ha
rpaHuue cpeipl. 15 npakTuieckoro renderer 3To0 BaXXHO, TOTOMY YTO IIPO3payvyHbIe
OOBEKThI YACTO BBHI3BIBAIOT OIIMOKH, €CI 00padaThiBaTh MX Kak oObryHbIi diffuse nim
metallic material.

B peanmm3arum Takxe yunteiBaeTcs nopsagok oonosnenuss GPU-pecypcos. Ile-
pen 3arycKoM TpaccupoBKkU backend yOexaeTcs, 4To HE0OXOAUMbIE MEIIHN, MaTepu-
aJbl U TEKCTYpHl 3arpyskensl B GPU-kamm. 3ateM ooHoBsI0TC 1 buffers ¢ matepuana-
MU, UICTOYHHMKaMHU, NoAMeliamMu U instance data. I[Tocye aToro crpoutrcst mim oOHOB-
nsietcst TLAS, oOHoBisieTcst descriptor set ¥ TOJIbKO 3aTeM 3allUChIBaeTCs] KOMaHa
vkCmdTraceRaysKHR. Takoil nopsA0OK HYXEH, yT0o0BI shader BuIes coryiacoBaHHbIE
JaHHbIE TEKYLIETO Kajapa.

[ MaBHBIV [UKJI PUJIOKEHUS CBSI3BIBAET Bce moacucTemsl. [lonb3oBaTenbckuii
BBOJI U3MEHsIET KaMepy, Scene XpaHUT COCTOsIHUE 0ObeKTOB, RendererFrontend
dopmupyer FrameData, VulkanRenderer OOHOBJISIET pecypchl U 3amycKaeT Tpac-
cupoBky. ITocne BeimonHenus komana GPU pesynbrar okasbiBaeTcs B accumulation
1mage ¥ BBIBOJAMTCS Ha 3KpaH yepe3 swapchain. B cienylomnemM kaape nponecc mo-

BTOPACTCA, IIPHU 3TOM HAKOIIJICHUE h1%(6)0) IMpOoAO0IKACTCA, o0 C6paCBIBa€TCH.
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