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Malnua 6 - Zkid kai AvtavakAaon
[wpyog Zenkag
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2 NUEPA Ba PIANOOULE...

< [1a duo TTPOCBNAKEG OTOV raytracer Yag :
< Ta avTIKEipeva Ba dnuIoupyouV OKIEG

< Ta avTIKEIJEVA ITTOPOUV VA AEITOUPYOUV KAl 0aV KOBPEPTEG,
ONMIOUPYWVTAG AVTAVOKAQOEIG
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2 KIQ

< 2T0 TTPONYOUMEVO uadnpua..
< ONMIOUPYNOAME PWTEIVEG TTNYEG

< ONUIOUPYNOAUE AVTIKEINEVA

2x0A Mnxavikwy - Turua Mnxavikwv Totroypagiag kai ewTTANPoQopIKAG




2 KIQ

< 2T0 TTPONYOUMEVO uadnpua..
< ONMIOUPYNOAME PWTEIVEG TTNYEG
< ONUIOUPYNOAUE AVTIKEINEVA

< OTTOU €XOUME QWG Kal QVTIKEIMEVQ,
EXOUME KOl OKIECG...
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2 KIQ

< 2T0 TTPONYOUMEVO uadnpua..
< ONMIOUPYNOAME PWTEIVEG TTNYEG
< ONUIOUPYNOAUE AVTIKEINEVA

< OTTOU €XOUME QWG Kal QVTIKEIMEVQ,
EXOUME KOl OKIECG...

< [1aTi OJWG OEV EXOUUE OKIEG;
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2 KIQ

> T1pETTEI VO KATAVONOOUNE TTWS ONPIOUPYEITAl MIa OKIA:
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2 KIQ

> T1pETTEI VO KATAVONOOUNE TTWS ONPIOUPYEITAl MIa OKIA:

< Ol OKIEG ONUIOUPYOUVTAI OTAV PETAGU GWTEIVAG TINYNG KO
QVTIKEIMEVOU, UTTAPXEI AANO QVTIKEIMEVO

Point

Point is in
shadow
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2 KIQ

KateuBuvouevo Qwg

< [0 TO KATEUBUVOPEVO QWG

< T1p€TTEI VA KOITACOUUE OTNV
euBeia P + t L

< [1poooxn OTIC ATTOOEKTEG TIMEG
Tou t
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2 KIA
2. NUEIAKO PWGS

< [1a TO ONUEIAKO PWG:

< T1p€TTEI VA KOITACOUUE OTNV
euBeia P + t L

(o

Mo shadows

< [1poooxn OTIC ATTOOEKTEG TIMEG
Tou t

;Nat=0
MpoooXn yoUpa pia

JPXE! O
uTIAPX TTpETTEl VO

A TroU .
?\(‘i/rc‘)f\ﬁoupi"(“om’)
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Y AoT1roinon Twv OKIWV

< ‘Exoupe AdN ypawel KWAIKA yIa VA UTTOAOYIOOUNE TNV KOVTIVOTEPN TOUN OKTIVOG YHE a@aipa...

<  TOV OPYOVWVOUNE TWPA WG EEXWPIOTH aUVAPTNON

ClosestIntersection{(D, D, € min, t max) {
closest t = inf
closest sphere = NULL
for sphere in scene.Spheres {
tl, t2 = IntersectRaySphere(0, D, sphere)
if t1 in [t_min, t max] and t1 = closest t {
closest t = t1
closest sphere = sphere
¥
if t2 in [t _min, t max] and t2 =< closest t {
closest t = t2
closest sphere = sphere

}
¥
return closest sphere, closest t

i

TraceRay(0, D, t min, t max} {
closest sphere, closest t = ClosestIntersection(0, D, t min, t max)
if closest sphere == HULL {
return BACKGROUND COLOR

0 + closest t * D

P - closest sphere.center

N / length(N)

return closest sphere.color * ComputeLighting(P, N, -D, closest sphere.specular)

== T-
o
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Y AoT1roinon Twv OKIWV

ComputelLighting(P, N, V¥, s} {
= H
for light in scene.Lights {
if light.type == ambient {
i += light.intensity
} else {
if light.type = point {
L = light.position - P
tmax =1
} else {
L = light.direction
t max = inf

}

// Shadow check
® shadow sphere, shadow t = C
if shadow sphere != NULL {
continue
¥

ff Diffuse
n_dot 1 = dot(N, L}
if ndot 1 =8 {
1 += light.intensity * n dot 1 / {length(MN) * length{L})

losestIntersection(P, L, 0.801, t max)

}
// Specular
if g I=-1 §
R=2%*N*dotiN, L) - L
r dot v = dot(R, V)
if rdotvw>8{
i += light.intensity * pow(r dot v / (length(R) * length(V}}, s)
1
}
I
} .
return i



AvTavakAaon

B © TualioTEPA QVTIKEIMEVA = EITTONE
OTI Jolalouv KaTd €va
OUYKEKPIMEVO TPOTTO UE
KABPEPTEG..

& o Aeveival aKPIBWGS OUWG
KaOPEPTEG.
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AvTavakAaon

B < H UAOTTOINON TNG OUMNTTEPIPOPAG
eVOC KABPEPTN €ival TpoPEPA ATTAR
o€ €vav raytracer !!

& «© 'Hrav éva Baoikd “selling point”
Tou raytracing atré 1o 1980
(Whitted, «An improved
ilumination model for shaded
display»)
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[Tw¢ “AciToupyei” Evac KaBpePTNC;

< ‘EoTw o1 TTapakoAoubwvTag uia
N QKTiva, UTTOAOYICOUME OTI TEUVETAI
A ME €V QVTIKEIMEVO TTOU €ival
KaBpEPTNG. TI Xpwpa TTPETTEI VA
4 ETTIOTPEWOUUE WG ATTOTEAECUQ;
Mirror

>x0Ar] Mnxavikwy - TuApa Mnxavikwyv Totmroypa@iag kar MewTTAnpo@opIKAg




[Tw¢ “AciToupyei” Evac KaBpePTNC;

< 'E0TW OTI TTapakoAouBwvTag pia
N QKTiva, UTTOAOYICOUME OTI TEUVETAI
ME £va QVTIKEIMEVO TTOU gival
KaBpEPTNG. TI Xpwpa TTPETTEI Va
4 ETTIOTPEWOUE WG ATTOTEAECUQ;

< Atrdavrnon: To xpwua TTou
QVTIOTOIXEI O€ UIA VEQ AKTiva, KATA
TNV KateuBuvaong avakAaong (R)

Mirror
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«Reflectiveness»

< Oa Bewpriooupue OxI POVO TIC OUO aKPAIEC TTEPITITWOEIG:
< ‘Eva avTiKeiyevo gival KaBpEPTng
< ‘Eva avrikeipevo dev gival kaBpEPTtng

< AANNG eUKOAO UTTOPOUME VA UAOTTOINOOUME Kal TRV “evdidueon”
KATAOTAON TTOU £va AVTIKEIMEVO £XEI OIKO TOU XpwHa aAAG €TTioNG
AeiToupyei kal oav KaBpePTnc (CuylIopévog HEOOG OPOC UE TN VEQ
QKTIVQ)

< Reflectiveness = To Bdpog oToVv W.0. -- Ba gival 1ID10TATA TOU AVTIKEIJEVOU
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YAOTToIWVTAC TNV avTavakAaon

sphere {
center = (0, -1, 3)
radius = 1

color = (255, B, @) # Red
specular = 588 # Shiny
reflective = 0.2 # A bit reflective

}
sphere {
center = (-2, 8, 4)
radius = 1
color = (@, @, 255) # Blue
specular = 5808 # Shiny
reflective = 8.3 # A bit more reflective
+
sphere {
center = (2, @, 4)
radius = 1
color = (@, 255, @) # Green
specular = 18 # Somewhat shiny
reflective = 6.4 # Even more reflective
I
sphere {
color = (255, 255, 0) # Yellow
center = (G, -5001, 8)
radius = 5088
specular = 1808 # Very shiny
reflective = 8.5 # Half reflective
i
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YAOTToIWVTAC TNV avTavakAaon

ReflectRay(R, N} {
return 2 * N * dotiN, R} - R;
1

color = TraceRay(0, D, 1, inf, recursion depth)

TraceRay(0, D, t min, t max, recursion depth) {
closest sphere, closest t = ClosestIntersection(0, D, t min, t max)

if closest sphere == HNULL {
return BACKGROUND COLOR

/ Compute local color

0 + closest t * D

P - closest sphere.center

N / length(N)

ocal color = closest sphere.color * ComputelLighting(P, N, -D, closest sphere.specular)

I3
/
P
N
N
L

/f If we hit the recursion limit or the object is not reflective, we're done
® r = closest sphere.reflective
if recursion depth == @ or r == 0 {
return local coler
¥

// Compute the reflected color
R = ReflectRay(-D, M)
@ reflected color = TraceRay(P, R, 8.801, inf, recursion depth - 1)

@return local color * (1 - r) + reflected color * r

}




AvakepaAaiwaon

< ‘Exoupe pEXPI OTIYUAG UAOTTOINCEI, OTO TTAQICIO TOU aAyOpIBuou raytracing
(TrapakoAouBnon akTivag)

<« Point lights, Directional lights, ambient lights
< Diffuse, specular lighting
< Shadows

« Reflections




MeAETN oTO BIPAIO - TTNYEC

< Kepdahaio 4, https://gabrielgambetta.com/computer-graphics-from-scratch/04-
shadows-and-reflections.html




Tnv emouevn @opa..

< AANOUG TPOTTOUG VA ETTEKTEIVOUME TOV raytracer Hag, JETAEU TWV OTTOIWV:
< H Kapepa OxI atrapaitnTa aTnV apXr Twv agovwyv
< AIGBAaon ewToC
< AVTIKEINEVA DIOPOPETIKA ATTO OPAiPEC

S ..




Epwtnosig ... ;;;




