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AHHoTauuns

The goal of this work is adaptation of the photon mapping method
for caustics modeling in real time. The hybrid algorithm executed
both on CPU and GPU is proposed. Building of the photon map
and ray tracing are performed on GPU. To improve performance
preliminary sorting of the photon map on CPU is used.
Performance estimation is presented.
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1. BBEAEHUE

Llempro HacTosmiel paGoOTBHI  SIBISCTCS aNaNTalMs Memood
@omonneix kapm [1] pn1 ucnoimHeHWsT Ha rpadHIECKOM
Ipoleccope B PeabHOM Maclmtabe BPEMEHH, YTO ITO3BOJIMT
KOPPEKTHO MOJIEJIMPOBATh OTPAXKAIOIIHE U MPO3PaYHbIC OOBEKTHI.

2. PEANTIN3ALNA METOOA ®OTOHHbIX KAPT

2.1 TMpocTenwnit noaxon K MogerIMpoBaHUI0
KayCTUK

Jlnst MOZIeTMpOBaHys KayCTHK Ha OCHOBE METOAA ()OTOHHBIX KapT
MOXKHO IpPEIOKHUTh CHCAYIOUMI JABYXIPOXOAHBIH alrOpUTM.
IIpu nepBoM npoxone B COOTBETCTBUM C PACIOIOKEHUEM U
OpUEHTAllMeH MCTOYHHMKA CBETa TEHEpHPYIOTCsl (DOTOHBI CBETa,
YHUCIO KOTOPbIX COOTBETCTBYET 4YHUCIY TEKCelell B TEKCType
(GoTOHHOI KapThl PhotonMapTexture. B mpocreiimem ciydae
MOXKHO  paccMaTpuBaTh moueunvle (UCIYCKAIOT  (DOTOHBI
PaBHOMEPHO IO BCEM HAIPaBJICHUSAM) UM NpsAMOyeo/ibHble (U3
NPOM3BOJFHOM TOYKM IIOBEPXHOCTH HCIyCKAalOT ()OTOHBI B
[IPOU3BOJIBPHOM HAallpaBIEHUU IOIYNPOCTPAHCTBA) UCTOYHUKHU

CBETA.

ToueyHbIli UCMOYHUK Cepepuyeckuli ucmoYHUK TpAMOY20s16HbIl UCMOYH UK

Pucynok 1. IIpumeps! HCTOYHUKOB CBETa

Jlnst xaxgoro (OTOHa CBETa IPOCIEKUBACTCS TPACKTOPUS €ro
PacrpoCTpaHEHUs] ¥ BO3MOXHBIE B3aUMOIEHCTBHUS C O0BEKTaMU
cuenbl. Ecmu ¢oroH coymapsercst ¢ ougghysnbim  0OBEKTOM
CIEHBl, B KauecTBe pe3yibTaTa (parMEeHTHBIA wiefaep
BO3BpAILlaeT KOOpOUHaAmyl HANJEHHOW TOUKW coynapeHus. Eciu
00beKT o0nafaer ompadcalowumy WA  HPEIOMIAOWUMY
CBOIMCTBAMH, OTCIICKUBAIOTCS JaJlbHEUIIINE B3aUMOJICHCTBUS
(oTOHA BIOIb HANPABICHUS OMPAdCEHUs WA NpenoMaeHus
COOTBEeTCTBeHHO. HakoHel, ecmu ()OTOH IMOKMHYN CIeHy 0e3
coynapeHHs ¢ 00beKTaMH, B Ka4eCTBE pe3ynbTaTa BO3BPAILA0TCs
3aBEIOMO Hedonycmumble KOOPAUHATHL. MHTEHCHBHOCTH BCeX
(OTOHOB IOJAaracrTcs OJMHAKOBOM M 3a7acTcs IapaMeTpoM

1 poron- HaHHBIE TOAXOA He oOecnevMBacT MOJENMPOBAHMA

xpomamuyeckux abeppayuii. OTHAKO 3TO OrpaHUYCHHE MOXKET
OBITh CHATO IYTEM TEHEpAlMd (OTOHOB OTACIBHO AN KaXKIOro
kaHasma RGB u ucronb30BaHusl TOMOMHUTENBHON TEKCTYPBHI IS
XpaHEHUs] UHTEHCUBHOCTEH .
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Pucynok 2. [Ipocreiitias peanusanus Metona GOTOHHBIX KapT

IIpu BTOpPOM HpPOXOZE BBINOIHSAETCS TPAAUIHOHHBIA aIrOpUTM
o0paTHO# TpaccupoBku nydeil. [Ipu 3TOM K BBIYHCICHHOI B
TOYKE COYJapeHUsl OCBEIIEHHOCTU MPUOaBIseTCd HHTCHCUBHOCTD
(OTOHOB M3 HEKOTOPOH OKPECTHOCTH, KOTOpBIE IOCTYIHBI
MOCPEIICTBOM O0palieHuss K TeKCcType (OTOHHOH Kaptel. B
JaHHOW paboTe WCHOIB30BaNach ciueayoomas Qopmyna s
BBIYMCIICHUS UTOTOBOM OCBCHICHHOCTH TOYKHU:

N2-1 | |
1=1my traci ng +1 photon XZH’HX{O, 1 _%}5
i=0

rJe p — KOOPAUHATHI TOYKH COYAAPEHUs, B KOTOPOU BBIUMCIIAETCS
OCBEIIEHHOCTh, & Pi — KOOPIUHATHI (JOTOHA, 3aIIMCAHHOTO B i-bIH
TeKcenb TeKCTyphl (oroHHOW Kaprel. Ilapamerp & >0 3amaer
pazuyc OKPEeCTHOCTH, C KOTOPOH IPOU3BOIUTCS cOOpP (OTOHOB.
3HaueHue JAHHOTO IapameTrpa MOoxOUpaercsl SMIUPHYECKH JUIs
KOHKPETHOH CIICHBI.

2.2 PasButue nogxopa

OrnmcaHHbIN TOAXO0] UMEET HU3KYI0 3P (EKTUBHOCTD, TOCKOIBKY
BO BpeMsl BTOPOTO IPOXOJja BHIYMCICHHE OCBEIICHHOCTH KaKTOH
TOYKHU COyAapeHust TpedyeT IOJHOro mnepedopa BCeX IJIEMEHTOB
TeKCTypbl ~ (OTOHHOH  Kaprel. OQQeKTHBHEIM  CrIOCOOOM
HOBBIIIEHUS] TTPOU3BOJUTEILHOCTH SIBISICTCS IpeBapUTEIIbHAs
copmuposka TAHHOW TEKCTYpbI, YTO IO3BOJIHUT (h)pParMEHTHOMY
mieiiepy 0oOpaTHOM TPAacCHPOBKM  HCIONB30BaTh  AITOPUTM
OUHAPHOTr0 MOKCKA AJIs ONpeieNeHUs HOTOHA C MUHUMATLHLIMU Y

MAKCUMATIbHbIMY ~ KOOPAMHATAMU B £-OKPECTHOCTH  TOYKHU
coymaperuss. Ecim Ny uw N, — wWHICKCH (OTOHOB C
MUHUMAIBHBIMU u MAaKCUMAaJIbHBIMHU KOOpAMHATaMK

COOTBCTCTBCHHO, TO (bopMyna AJs1  BBIYUCIICHUS HUTOr0BOM
OCBCIIECHHOCTU TOYKHU COYAApCHUs IEPENULICTCA CICAYIOUUM
obpaszom:
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Takum 06pa30M, CYMMHPOBAaHUE MPOU3BOAUTCA HE II0 BCEM
JJIEMEHTaM TEKCTYPbI (bOTOHHOﬁ KapTel, a JIUIIb 10 HEKOTOPOMY



HNPOMEXYTKY TEKCTypHBIX KoopauHaT. MonuduiupoBanHas
cXeMa BU3yaJIM3alliH BBINIIINUT CISAYIOIIM 00pa3oM:
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Pucynok 3. Yiydmennas peanu3arys MeTona (OTOHHBIX KapT

VKa3zaHHasT COPTHPOBKA MOXET OBITH BBIIOMHEHA Kak Ha
yenmpanbHoM, TaK U Ha gpaguueckom nponeccope. CopTupoBKa
Ha TpaduueckoM mpoleccope SBISETCS BeCcbMa 3aTPATHOW:
0o0paboTka TEKCTypbl W3 MWUIMOHA DJJIEMEHTOB Tpedyer
BBINIOJIHEHUSI COTEH MpoxonoB pennepunra [3]. C apyroi
CTOPOHBI, HCHOJIb30BAaHUE IIEHTPAJBLHOrO Ipoleccopa Tpedyer
3arpy3Kd TEKCTYpbl B CHCTEMHYIO INaMATh M IOCIEAYIOIIeH
BBITPY3KM B HaMsiTh rpadUyeckoro yckopurtens. JlaHHbIE
ONepalyy Harpy)KaloT CHCTEMHYIO IIMHY M MOTYT CIIy)XHTb
JUMHUTHPYIOIMM (aKkTOpoM JUlsi NPOU3BOAUTENEHOCTH. TeM He
MeHee, NP HCIOJb30BAHUU HE CIMIIKOM OONbIINX (OTOHHBIX
KapT (10 MWUIMOHA DJEMEHTOB) JAHHBIH TOAXOA MOXET
OKa3aTbCs BIONHE 3(Q(EKTHUBHBIM M HCHOJIb3YeTCs B JaHHOH
pabore. CopTHpOBKAa NPOBOAMIACHE C MOMOUIBIO CTaHIAPTHOM
O6ubaroreuHol GpyHKIUM gsort s3pika C.

3. OLEHKA NPOU3BOAUTENIbHOCTU

Onenka MPOMU3BOAUTEIIBHOCTA PACCMOTPEHHBIX  aJIrOPUTMOB
MIpOBOANIACH HA ITPUMEPE BU3yaI3allun BOIHOM TIOBEPXHOCTH.

Pucynoxk 3. 1300paskeHust KayCTHK 111 QOTOHHBIX KapT
pa3nuuHoro pasmepa (64 x 64 —512 x 512)

Ha ocHoBe du3ndeckux pacyeToB (OpMUPYETCS HESIBHO 3a/1aHHast
(YHKIMS Tpex IepeMeHHBIX ¢(x,),z), HyIeBOe 3Ha4EeHHE YPOBHS
KOTOPOH COOTBETCTBYET BOJHOM ITOBEPXHOCTH.

Jlns mpoBeneHHs OSKCIEpPUMEHTA HCIIONB30Balcs Tpaduueckuii
yckoputenb AMD Radeon 4850 m ueHTpambHBII Ipomeccop
AMD Phenom II X3 710. Pa3mep okHa BH3yaJIM3allUK COCTABIISLI
512 x 512 Toyek, 3HaYEHHE HapaMeTpa € BbIOMPANOCh PaBHBIM

~1,5% ot pa3mepa CIeHBI.

B cneay}omeﬁ Ta6mme IMPEACTaBJICHbl PE3YJIbTaTbl 3aMEpPOB

MPOMU3BOAUTEIILHOCTH.

TaGmuua 1. Pe3ynbTaTsl 3aMepoB IPOU3BOAUTEIBHOCTU

Pasmep
. Bpems 3aepy3Ku u ebi2py3Ku Bpems copmuposKu
THERTIE mexcmypel (mc) gomoHHoU Kapmel (Mc)
Kapmel V2 [
64 x 64 1 1
128x% 128 3 5
256 x 256 7 22
Pasmep Mpocmediwuli nodxod (k/c) Yayyw eHHbI i 1odxo0 (k/c)
¢omoHHoU 0414 21y6UHbI MPACCUPOBKU 018 2Ay6UHBI MPACcCUPOBKU
Kapmel 1/2/3/4 1/2/3/4
64 x 64 9/6/5/4 52/40/32/26
128x% 128 2/1/0/0 24/18/15/12
256 x 256 0/0/0/0 15/11/8/4

4. 3AKIIOYEHUE

IpensoskeH ynpomeHHBIH BapHaHT MeToAa (OTOHHEIX KapT JUIs
HCIIONHEHUsI Ha TpauuecKoM IIPOLeccope B PeabHOM MaciiTade
BpeMeHH. JlaHHBI MeToJ MO3BOISET KOPPEKTHO MOAEIUPOBATH
KyCTUKH — OOJIACTH C PE3KO BO3pAcTarolleidl MHTEHCHBHOCTBIO
CBETOBOI'O MOJIs, BOSHUKAIONME IIPU B3aUMOJEHUCTBUM CBETa C
NpPO3paYHbIMUA WJIM  OTPaXKAIOIMMH OO0BeKTaMH clLeHbl. [l
MOBBINIEHUST (P (PEKTUBHOCTH BU3YaIM3alUU  IPEIUIOKEHHBIN
ITOPUTM BBIOJIHSCT MPEIBAPUTEIBHYIO COPTUPOBKY (OTOHHOU
KapTel Ha ILEHTpaJlbHOM 1poueccope. JlaHHBIA  MOAXOA
obecrieynBaer  MpPHEMIIEMYIO CKOpOCTh  paboTel  mpH
HCIIONb30BaHUK (POTOHHBIX KapT pa3mepa 256 x 256 3JIeMeHTOB.
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