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1 Ewaywyn

Ye avtd to dedeo, Ja dovue Tov 0 AITTAG, AAAL GUVALA AKEMS EVTU-
TOGLOKO aAyopuo rendering 3D ypo@k®dv, yvootod g “ray tracing”.
Av kot 0 aAyoeduog givor aItAdg, To TTANQEES TTEOYEAUUA dev YwEdel GE
Koo TEQImT®MON GTig GeASeS Tov TreQLOdkoV. Katefdate Aowgtwyv Tov
GUVOSEVTIKO K®OSIKA OTTO Tnv GeAlda: http://nuclear.mutantstargoat.
com/articles/introray_gr, wag kot da avopeQOLAGTE GE AVTOV YL TIC
AeTrTOUEQRELES TNS VAOTTOINGNG.

O aAydépuduog Ticm agtod To ray tracing eivol T0GO AITAOS TTOV UITOQW
VO TOV TTEQLYRAW® TTEQLANTTTIKA GE SVO-TEELS TTARAYEAPOUG, KOl OGUTH N
TEQLYQAMN Ja RTAV AEKETA VIO TOUG TILO TOAMUNQOVS OVAYVOGTES, UE ULOL
elapELd kKAlon oto wadnuatikd, OGTe Vo ToV VAOTIOIAGOUV.

O aAyopuude Paciteton GTNV YEWUETEIKA OTTIKA. BE®EOVTAS TNV
oddévn cav €va srapddvpo ctov 3D kOGUO UTTEOGTA ATTd TOV TTOQATN-
entn, to ¢ntovuevo elval: yua kdde pixel va vitoloylcovue TTOGO QWG
€oYeTal AITO TNV KATEVLYLVVGN TTOL TOU AVTIGTOLYEL, KAl TL XQWUO EXEL.
Avtd €gapTdTal aIT0 TO OVTIKEUEVO OTTO TA OITolol €xel OvaKAAGTEL
TEW @TAGEL GTOV TTAQATNENTA, KOJNDS QUGIKA KAl OIT0 TS LOOTNTES
TNG PWTEWVAG TINYAS OTTO TNV oTtola EEKIVNGE.

Elvar gn-stQokTikd vo EEKIVAGOUUE AITTO TNV Q®OTEWR TINYR Kol Vol
apyloovue vo GTEAVOUUE POTOVIAL TIROS OAeS TIC KaATELYVVGELS, OTTWS
GUUPAIVEL GTNV TTEOYUATIKOTATA, WAS KOL OTTELQOEAdYLGTO aTtd avtd da
KOTEANYOV GTOV TTOQOTNENTH.

Eekvdue AOWT®V avTiGTEOMA, AITd TOV TTOQATNENTA, KAl Yo kdde
pixel viroAoylcovue Tnv kateduven Tng akTivag Tov TeQVAEL ATTO AUVTO.
Akolovdovue Tnv ITOEEI0L QVTAGS TGS TTEMTARXIKNAGS OKTIVAGS (primary ray),
kot Pplokouvye To TEOTO conuelo TOUng Tng (intersection point), ue To
OVTIKEIUEVOL TNG OGKNVAGC. XTO KOVTWVOTEQO intersection point AOLTTOV,
UTTOAOYIGOUUE TNV TTOGOTNTO KOL TO YQOUA TOU QP®OTOS TTOU AVOKAL-
Tow aTtd avTo To onuelo TTEOS Thv Katevduven amd Thv oTrola nede n
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OKTIVO.. AV TO OVTIKELEVO TTOV YTUITNGE N AKTIVOL €VOL OVOKAQGTIKO,
UEQOG QUTOV TOU PMTOS TTROEEXETAL OITO AVTAVAKAAGELS AAAWVY OVTIKEL-
uévev (Euuecos emTeudg). Iia va to vtoAoyicovue avto, Beickouvue Tnv
rkatevduvon avdkAoong Tng akTivog Tov akolovdolcaue, Kol EITOVIL-
Aaupdvouue tnv (Sta Stadikacia recursively wpog ta ekel, TEoGIETOVTAG
KOL QUTO TO QMG GE OTL LVTTOAOYIGAUE ATTO AVTO TTOV VITOAOYIGAUE OTL
TROEQYETOL AUEGA OTTO TNG PWTEWES TINYES TNG GKNVNAG.

Ye kdde TTEQITTTOON TO XEWUA OV Ja UAS ETNGTEEWEL TO trace TOU
primary ray stov avtieTotyel oe kdde pixel, Ya To xENGYWOTTOMGOUUE YO
va “Bdwovue” to pixel avtd aTnv TeAikn ewova (frame buffer).

2 Baowkég Aougg

I va vAoTIoGouUE TOV AAYOELIUO TTOU LWOMGS TTEQLEYQEAAPOL, TTEOPOL-
Vg Ja xeetacTovue LeEkos BacikoVS LodnuatikoVs TUITOUS GTO TTRO-
yoouud wog. AGyo TTeQLOQLGUEVOU X ®EOV, Ya Ttapadiécn wovo To interface
£8w. I'la Ty vAoTToincn delte Tov GuVodeLTIKG KWAKkO (vmath.h/vmath.inl).

Kat’ apyds xeelagduaote TELeOAGTOTO SIvOoUOTO, TTOU (ag eivol
QTTALEALTTOL YO VO AVATTAQOGTRGOVUE cnuela Kot kKatevduveels gtov 3D
xweo. H kAdon Vector3 opigel £va Sidvuoua og wa terdda floating point
aeuu®v, kol vVAoTolel KATOES PAGLKES TTEAEELS TTov Ja xeelaGTovuE,
O0Ttw¢ TEOGdean, apalpeon, TTOALAITTAAGLOGUOS Ue aeuiud (scaling), vito-
AOYLGUOG UNKOUG, KOVOVIKOTTOINGN, ECMTEQIKO KOl £EWTEQLKO YIVOUEVO,
K.OL.

class Vector3 {
public:
double x, y, zZ;

Vector3();
Vector3(double x, double y, double z);

Vector3 operator -() const;
Vector3 &operator +=(const Vector3 &v);

double length() const;

double length_sq() const;

void normalize();
};
Vector3 normalize(const Vector3 &v);
Vector3 operator +(const Vector3 &a, const Vector3 &b);
Vector3 operator -(const Vector3 &a, const Vector3 &b);
Vector3 operator *(const Vector3 &v, double s);

Vector3 operator /(const Vector3 &v, double s);

double dot(const Vector3 &a, const Vector3 &b);



Vector3 cross(const Vector3 &a, const Vector3 &b);

Vector3 reflect(const Vector3 &v, const Vector3 &n);
Vector3 transform(const Vector3 &v, const Matrix4x4 &m);

INa g aktiveg Yo xpetacTovue (o KAAGN JTOU VoL TTEQLEXEL TRV ALY
(origin) tng akTtivag, kow Tnv katevduven tng (direction).

struct Ray {
Vector3 origin, dir;

};

TéNog ypewacouacTte mivakeg (matrices), TOU XENGLUEVOLV YL VO Ue-
Taoynuaticovue Staviouata aTtd €vo GUGTNUA GUVTETAYUEVOV GE VO
dAAo. ZTov TOAU ammAd elcaywylkd ray-tracer Jtouv da @TidEovue dSev
Ya xenGwoITONGoVUE TTOA) UETAGYNUATIGULOVS, WAS KOl OAQL TOL OVTIKEL-
ueva pog da ta oploovue Ge €va Koo GUGTRUO GUVTETAYUEV®Y. TTapoAa
avtd, da xeelncToUUE TIVOKES YIoL TOV UETAGYNMUATIOUO TG “kAueQag”
TOV YEVVA primary rays, 0mwg da dovue ToQaKAT®.

Mo va Tepypdpovpe YROUUWKOUS UETAGYNUOTIGLOVS G 3 SlacTd-
oelg, apkel €vag mivakag 3x3. Oa uag POAeve OUwS VO UITOQOVUE VO
TeQyedyouue affine petaoynuaticruovg, SnAadn yeauwkoUs GUV TTo-
EAAANAN UeTOPOQEd. AUTO UTTOROVUE VO TO TTETUXOVUE YONGULOTTOLWVTOS
wa eTLTAEOV SrdaTacn, Jewpnvtas SnAadn 6Tl Ta Stavdouatd wag etvor
4-8146TATO GTO VITERETIITESO W = 1, KO YENOYOTTOLWVTAS TiivaKkes 4x4.
[a TeELocdTepa TTAvw Ge AVTO To uadnuatikd téxvacua PA. “ouoyevelg
cuvtetayuéves” (homogeneous coordinates).

TéNog ypmuata da avaTaQacTRGoUUE XENGLLOTTOLOVTOS £Vva 3-OldGTaTo
Srdvuoua, dewEovTag OTL Ol GUVTETAYUEVES XYZ OWVTIGTOLYOVV GTO GTOL-
xela rgb (red green blue) tov xpwuatog. ‘Etat, uta ewkova, 0mtwg o framebuffer
ugroQel va elvan amwAd €va array aIrd TETolo SlovieUaTa:

typedef Vector3 Color;

class Image {
public:
Color x*pixels;
int xsz, ysz;

Image () ;

Image (int xsz, int ysz);

~Image () ;

bool save(const char *fname) const;




3 Xknvn Kol ovTIKEipeva

O amrAoikdg ray-tracer wov da @Tidgouvue, Jda yenootolel GKNVES
@ETIOYUEVEG OTTO GPALEES KoL eTT(TTEd L. AQYOTEQOL ULTTOQOUVUE EVKOAN VOl
TOV €TTERTEIVOUUE VO XELRLCETOAL KOL QVTIKEIUEVA PTLOyUEVA OTTO TTOAV-
yova yia ITAREn eveMEla, aAld autd Tagouatdel Stdpoea dAA eviia-
@épovta TreofAnuata Tov Ja xeelacsTtoUuv oAOKANEo dedpo ard udva
TOUG.

Ba eTidEovue AoT®v wa tepayio kAdoewv ue Bdon to class Object,
ko Vo vrokAdacels: Sphere kaw Plane. Tnv kAdon Object da tnv kdvouue
abstract base class, pe pure virtual guvdptnon intersect, Tnv ogroio. Jo
VAOTTOMGOUV Ol VTTOKAJGELS TTOU OVOPEQOUE Yidl va BEIGKOVV €4V KoL
TOU TEUVEL ULOL OKTIVOL TO OVTIKEIUEVO.

class Object {
public:
Material material;

virtual ~0Object();
virtual bool intersect(const Ray &ray, HitPoint *pt) const =
0;
3

H cuvdptnon intersect emoteépet true/false avaAdyws av n axtiva
TEUVEL TO AVTIKEILEVO N O)L, KOL GTNV TIEMTN TEQIITTMGN YEUITEL KoL €VOL
HitPoint structure pe emITAEOV TANQOEPOELES YO TO GNUEID TOUNS UECH
TOU pointer 7OV TTEQLUEVEL GV SeVTEEN TTAQAUETQO.

To struct HitPoint steQiéxel KaTaQyds TNV IJTOQAUETOIKN ATTOGTAGN
TNG TOUNG TTAV® GTNY oKTiva. AnAadn Evav aeuuo ¢ Tov oV TOV OVTIKOL-
TOGTAGOVUE GTNV TTORAUETEKN eElGmaon tng evdelag origin + direction ¢
(6TT0U Origin kar direction ta Vo SravidouaTa TTOV OEICOVV TRV AKTIVOL
uag OTTwG elTTaue TTAQEATTAV®), TTalpvouUe TO AKQEUPES Gnuelo Tng Toung
GTO GUGTNUO GUVTETAYUEV®OV Tov 3D KOGUOL wag. AUTS ToV VTTOAOYLGUO
ToVv Kdvel N intersect, kol agtodnkevel gTo Sevtepo medlo TO Sidvucua
avtov Tov cnuelov. To Telto Tedio elvan To normal GTo cnuelo Toung,
dnAadn €va povadiaio Sidvucua KAYETO GTNV ETTLPAVELQL TOU OVTIKELUE-
Vou Gg aWTd TO Gnuelo, oV Yo UOGS XEELGTEL Yo Vo VITOAOYIGOVUE TOV
POTIGUO KOl TNV YoVio AVAKALGNGS 0QYOTEQQL.

struct HitPoint {
double dist;
Vector3 pos;
Vector3 normal;
const Object *obj;
};

‘Eva emtiztedo oplcetan ad tny e&lcwon Az + By +I'z + A = 0, émwov
(A B T') elvan astAd to normal (kddeto Sidvucua) tov emimtedov, kaw A



n ardGTOCN TOV AJTO TNV AQYN TOU GUGTAUATOS GUVTETAYUEV®Y. OTTOTE
otnv kAdon Plane, amAwng €xovue €va Vector3 normal, kat €va double
dist.

O VTTOAOYIGUOS TNG TOUNG UETOEY OKTIVOGS KoL TTLITESOV €lvan TTOAD
ATTAGG, XENGUOTTOLWVTAS TNV YEMUETQLKN KATAGKEUN TOU Gyxnuatog [I.

p
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Yynuo 1: Toun aktivoag pe emiztedo.

AvTo TTOU YEEILOUACTE glvar va vIToAoylGovue To t = 7. ATO TO
oo, glvar TEOPAVES OTL § = g—: OTt0V @ glvol n AITTOGTAGN TG OQEXNG
™G axTivag atd to emimedo, kow b’ n TEOPOAR Tng katevduvong D,
gtnv gudela TOV oQiCeTan aTrd To normal Tov emimeSov N. Eekivdue
Belokovtag €vo oTtolodnTtote cnuelo gto emtimedo: P = NA. Katdmv
VTTOAOYICOUUE TO a’ WS TO E0WTEPIKS yvouevo Tov N ue To Sidvuoua P —
O, Wag KoL TO EGOTEQLKO YIVOUEVO UETOEY SV0 SLavuoUAT®Y TTEOKTIKA
uag Siver tnv TEOPROAR TOU €vOC GTO AAAO €Tl TO UAKOGC TOUG, KOl TO
unkog tov N eivor 1. Me Ttapduolo tedmo vItoAoyicovue kow To b’ ue To
€0WTEQLKO yvouevo tov N Katl Tov D.

bool Plane::intersect(const Ray &ray, HitPoint *pt) const
{
double ndotdir = dot(normal, ray.dir);
if (fabs (ndotdir) < EPSILON) {
return false; // ray is parallel
}

Vector3 planept = normal * dist;



Vector3 pptdir = planept - ray
double t = dot(normal, pptdir)
if (¢t < EPSILON) {
// intersection behind the
return false;

}

// fill the HitPoint structure
pt->obj = this;

pt->dist = t;

pt->pos = ray.origin + ray.dir

pt->normal = normal;

return true;

.origin;
/ ndotdir;

ortgin

o tnv avastopdotacn wog ceaipag Jo ypewaotoiye OItAd Tnv
aktiva Tng, kot €va didvucua yia to kévtpo. H cealpa ue kévipo
(ryz) ko aktTiva 7, 0QlCETOL WS O YEWMUETEKOS TOTIOC TOV GNUEIDV TTOV
avoTtolovy Tty gflcwon 2 + y? + 22 + 72 = 0. Avukodetdvrag Ty
TOQAUETEIKN €ElGWON TG OKTIVAS GTNV 5lcwon Tng GeAlPAg, KoL Kd-
VOVTOG UEEIKOVS OAYEPELKOUS UETOAGYNUATIGULOVS, KATAARLYOUUE GE WULOL
aTtAn devtepofddula eglcmon Tov umoel va Avdel wg TTEOC ¢ ue Tov
YVOGTO TEOTO.

(Op + Dyt — C)*> + (Oy + Dyt — C,)*> + (0, + Dot — C,)2 — 12 =0

O2 + Dyt — C2 + 20, Dyt — 20,C, — 2D, tC,y +
2 2
O, + Dyt — C, + 20, Dyt — 20,C,, — 2DytCy +

YUAAEY®VTAGS TS SUVAUELS TOV ¢ KOL OLITAOTIOLOVTOGC:

D2t + D2t + D2t? + 20, Dyt — 2DgtCy + 20y Dyt —
2Dy tCy + 20, Dt — 2D.tC. + O3 + O, + 02 + C2 + C, + C7 —
20,0, — 20,0, —20,C, —r* =0 <

D2t? + D2t? + D2t? + 2D, (04 — Co)t + 2Dy (0O, — Cy)t +
2D.(0. — C.)t + O3+ O; + 02 + C2 + C; 4 C —
2(0,Cy + 0,0y + 0,0,) —r* =0 =

at> + bt +c=0

‘O71t0U:

a

= D:+D;+D?=D-D



b = 2D,(0, —C,)+2D,(0, — C,) +2D.(0, — C.)
c = OJ+0;+02+C2+Ch+C2—2(0,Cr + 0,Cy + 0.C.) — 17
= 0-04C-C-20-0)—r*

H Aon tng devtepofadutas eglomaong pag, Sev €xel TTEAYLATIKES AV-
oelg (apvnTikn Stakpivoucsa) OTav n akTiva Sev Téuvel Ty Gealpa, €xel
ulo. Avon dtav n aktivo EQATTETOL GTNV GEAEM, EVEO OTAV TNV TEUVEL
KOVOVIKA wog divel 800 AVGELS, TTOU AVTIGTOL(OUV GTNV JTOQAUETQOLKR
aTdGTAGN TNG UTQEOGTA KOl TGw TOUNG (QITO TIG OTTOIES TTROPAV®S
eWAg wag evilamépel n kovtvoteen). Aelte tTnv vAoTtoinGn TNG GUVAQTN-
ong Sphere:intersection gto agyelo sphere.cc GTov GUVOSEVTIKO KWSKA.

TéNlog n kAdon Scene kpatdel Ge std:vector OAQ TOL AVTIKEUEVA TNG
GKNVIAG, TO P®TA JTOV 0QLCOVTOL OITAWS aTtd €va Stdvucoua dEong, kou
TNV KAUEQO TTOV TIEQLYQRAPETOL OITO £VAV TTIVOKO UETAGYNMUATIGULOV, KoL
SdovAeld tng elvon va vItoAoyicel To primary ray ywo kdde pixel.

class Scene {
private:
std::vector<Object*> objects;
std::vector<Light*> lights;
Camera *camera;
public:
constructors/destructors
bool intersect(const Ray &ray, HitPoint xhit) const;
Color trace_ray(const Ray &ray, int rdepth) const;
Color shade(const Ray &ray, const HitPoint &hit, int rdepth)
const;

};

To onuOavTKOTEQO KOUWATL GE OQWTA Tnv KAdon, elvor ov 3 Guvap-
TAGELS TTOV ITEAKTIKA VAOITOLOUV GYeddV OA0 TOV aAydpuduo Tou ray
tracing. H trace ray kaleltow agtd to kevtoiko rendering loop yio kdde
pixel, ®GTE VO AKOAOVINGEL TNV AKTIVOL KOl VO LOG ETILGTEEWEL TO POG
0V Aoufdvovue aTtd avtin Ty koatevduvon, Kol dEo TO XEWUO TTOV
Teémel va Bdypovue to pixel. o va To TTETUXEL OWTO, N trace ray Ko-
Ael kataEydg Tnv intersect yiwa va feel To onuelo JTou TEUVEL N AKTIVOL
TNV YE®UETEIOL TNG GKNVAG, Kow edv Bpel Toun kadel tnv shade ue mo-
QAUETQO TLG TTANQOEPOQELES TNG TOUNG Ttov elbaue JTopaTtdve (HitPoint),
Yl VoL VITOAOYIGEL TO XEWUO TTOV TEETTEL va eTaTEEWeL. H shade pe tn
gelRd TNG AoV VITOAOYIGEL TO WS TTOV Aaupdvel vt To cnueio aTd
TS poteveg mnyeéc (lights vector), UItoel va 0va-KIVAGEL TNV Stadukal-
cla recursively JTQ0¢ Tnv avakAwuevn katevduvon, KAADOVTOS TTAAM TRV
trace ray ue dAAn axtivo.

Color Scene::trace_ray(const Ray &ray, int rdepth) const
{

HitPoint hit;

if (intersect (ray, &hit)) {



return shade(ray, hit, rdepth);
}
// mot found, return background color
return bgcolor;
}
bool Scene::intersect(const Ray &ray, HitPoint *nearest_hit) const
{
nearest_hit->obj = 0;
nearest_hit->dist = DBL_MAX;
// find the nearest hit (if any)
for(Object *obj: objects) {
HitPoint hit;
if (obj->intersect (ray, &hit) &&
hit.dist < nearest_hit->dist) {
*nearest_hit = hit;

}

return nearest_hit->obj != 0;

4 PwTIGUOGS

‘Onwg elwaue TToQATTAV®, n dovAeld tng shade elvon katoyds va
VITOAOYIGEL TTOGO PWS PTAVEL OTTO KAJE PWTEWN TINYN GE KAITOL0 Gnuelo,
KOL TTOGO QITO 0T TO PG AVAKAATOL TEOS Tnv katevduven agtd Tnv
oJrola €QYETAL N AKTIvVAL.

Mo kdde @oTewn TNy, TTEOTO TIEETEL VAL SLOTILGTOGOUUE ALV VTTAQ-
XEL OTTTIKNA ETTOPN [LE TNV TTNYNA, N BELGKOUAGTE GE GNUEIO GKLOGUEVO AITTO
KkdItolo evdidueco avtikeluevo. o va To vitoAoylGovue VT, OEKEL Vo
elEovue wa axktiva TEog tnv katevduven tov ewtog (shadow ray) kou
va dovue av xTutdel KATTOO OVTIKElevo evdldueca 1 oxl. Av Boouvue
TOUN, OTTAMS OyvoOUUE OWTH TNV POTEWVA TINYR WS KL deV UITOREL vou
GUVOQEAUEL GTOV POTIGUO.

Xweicovpe Tnv aAANAETIOEOON TOU QOTOS UE TNV ETLPAVELD TWV
AVTIKEWEV®VY Ge dVO0 KaTnyoples, ue fAon To VAKO TNG ETTLPAVELOS TTOU
TTeocTTadoUUE VO TTQOGEYYIGOUUE:

e O TRa)IES ETTLPAVELES SLaXEOUV TO P®S TOU AAUBAVOLV 1GOTTOGO
TEOGS OAeC TG KATELIVVGELS TOU NULGEOLEIOV TIOUL TIS TIEQLRAA-
Ael. Avti n alMnAeTtiSpacn Aéyeton diffuse, Kol GUUITEQLPEQETAL
oVu@mva ue Tov vouo tou Lambert touv Aéel OTL TO TTOGO TNG AKTL-
voBoAlag Tov Stax€etal TTEog oTroladngtote katevduven eivar (Go
Ue TO GUVNUITOVO TNG TTEOGTITITITOVGOS YWwVIiag amrd To normal.

e O Aeleg emmupdveleg avakAovv To0 @S TOU AAUBAvOUV TIEOS Lol
wken S€oun katevdHvVeewv Yoo agtd Tnv katevduven avdkAacong
TNG JTEOGTITTOVGOS. AUTH n AAMnAeTidpacn Aéyeton specular.

8



IToAAEG eTTLPAVELES GTNV TTEAYUATIKOTNTA, TTAQOVGLALOVV GUVEVAGUO
TOV TAQAITAVED aAANAeTIIOEAGEWY, lTe yiati felokovTol kKATTOU €VOLd-
ueca agtd T dV0 AKQEALES TIEQLITTMOGELS TTOV TeQLyQdpaue, €lte ylatl
€XOVV TEOYLA ETTLPAVELO KAAVUUEVN AITTO KATTOLOL YUAMGTEQN ETIGTEWGN.
[a va TpoceyylGovue AOLTTOV QWTES TIC ETTLPAVELES, VITOAOYICOUUE KO
TIc dvo mmdavéc arAndemiSpdoels (diffuse kow specular), kol xencuyo-
Tolovue €va oTodwiko ddeoloua Toug, ¢ To TEMKO Yewuo Tov da
ETGTEEWEL O VTTOAOYIGUOS Tov wTicuov. Ta Bdon JTov Ya yencuoiror-
NGovue Ta Jraipgvovue aItd to material TOU QVTIKEWEVOL TTOV TTEQLEXEL
OAEG TIS TTOQRAUETQOVS TTOV YQELALOUAGTE YO TOUG VITOAOYLGULOVS PWTL-
ouwov ywo Thy kdde emmupdvela (material.h).

<
N4V

Yynuo 2: MovtéAo @mTIGRo.

Tnv diffuse aAAnAemtidpacn tnv vITOAOYICOLUE GUULP®OVO LE TOV VOUO
Touv Lambert mtov rpoavapépae. I'ia va vitoAoylcovue to guvnuitovo
™T¢ yoviag avduecsa 6To Sidvucua katevduvong tov @®TOS KoL TO
normal, agkel va VITOAOYIGOUUE TO €GWTEQPIKO yvouevo Twv dvo dia-
VUGUATWV, @OV PEOVTIGOUUE Vo elvol LovadtoloL.

I tnv specular aAAnAeTtidpacon, Jo YENGUOTTOINGOVUE TO EUITTELQLKO
uwovtéAo Tov phong, wouv av kol dev €xel kdgtola edpalwon Gtnv @U-
GlKN, elvon aItAd kon Pydcel tiotevtd specular highlights. YmroAoyicovue
AOLTTOV KOTOEYV Ty dtevduvon avAaKAAGNS Tou @®OTOS, KOl KATOTILY
ONK®OVOUUE GE KATTOL0L dUVOUN TO ECMTEQIKO YIVOUEVO UETOEY TOU Sla-
VOGUOTOS AUTOV, KOL TOL SlovdoUaToS Katevduveng Tov IroQatnonti
GnAadn tnv avii@etn katevduvon asd avti Tng aktivag). ‘Oco uyeya-
AUTeEn avtn n dvvaun, T6Go o GUYKEVTE®UEVO To highlight, kow dea
710 At delyvel n eTupdvela.

Aot emavaddfouue avti tn dadikacio yio kKdde @wg Kol TTO-
oYécovue Ta aTTOTEAEGUOTO, WEVEL v, SOVUE OV TO QVTIKEUEVO glvol
OVOKRAQGTIKO (Ttapduetog reflectivity oto material), kow av voi, va VITO-
Aoyloovue tnv katevduvon avdkAaong Tng AKTIVAG, Kol VO KAAEGOUUE
Tnv trace ray recursively. To xpooua Tov da Ttdouye OITd TNV OVAKA®-



uevn akTivo To TIEOGUETOVUE GTO TEMKO QWU TTou Ja ETGTEEWOLUE,
apol To JroAMaTtAacidcouue TIewTa ue To reflectivity factor. Puoikd
TEETEL VO (PEOVTIGOVUE VO UNV TTEGOUUE GE OTEQUOVO recursion ov n
aKTivo TaoTEl avdueoa Ge V0 AVAKAOGTIKG OVTIKEUEVA, OTIOTE (PQRO-
vilgouue va tepuaticouue To recursion Uetd aIrd £va OQLo.

I tnv tinen vAomoinon tng shade delte To agyelo scene.cc.

S XuurrAnQwvovtag To puzzle

Aot vAoTtomigovpe OAO TO TTAQATTAV®, OS5 SOUUE KAl TTMOS TO GUV-
duvdcouue yia va kdvovue render 3D ornvéc.

ZEKIVOVTOS 0 aTTAOIKOGC ray-tracer pag, dSnuovyel tov framebuffer,
KO KOAEl W guvdeTnon create_test scene, 7OV @ETLAYVEL OAQL T OVTL-
kelpeva grov da sepieyel n orknvi. Katdgiy yua kdde pixel ¢ntd amd tnv
KAUEQOL TO primary ray Jtov TOU AVTIGTOLXEl, TO 0Jtolo kow Sivel GTnv
trace_ray ylo vo. VTTOAOYLGTEL TO XE®Wo avTol Tovu pixel.

Image frame(width, height);
Scene *scn = create_test_scene();
Camera *cam = scn->get_camera();

// for every pizel

Color *pixel = frame.pixels;

for(int i=0; i<frame.ysz; i++) {

for(int j=0; j<frame.xsz; j++) {

// construct a ray passing through the pizel
Ray ray = cam->get_primary_ray(j, i, frame.xsz, frame.ysz)
// trace the ray and write the pizel
*pixel++ = scn->trace_ray(ray, 0);

}

frame.save ("output.ppm") ;

To wévo koupdtl JTOU dev KAADWOUE €lvol TTOS VITOAOYICETOL TO
primary ray movu avtigtoyel oe kdde pixel. AvGTUX®OS AOYO TTEQLOQL-
OUEVOL YWEOV 8V UITOQEOVUE VO TO OVOAIGOUUE EKTEVMOGS. LUVOITTIKA
vToAoyigovue tn d€on tov pixel e €va eTmiTredo WITQOGTA ATTO TNV ALY
TOU GUGTHUOTOS GUVTETAYUEV®V TELYOVOUETEIKA, KOL OITO AUTO VITOAOYI-
covue tnv katevduvon tng aktivas. TEAOG uetacynuaticovue Thy akTivo
ue TOV TTivaKkao UETOGYNUATIGULOV TNG KAUEQAS, TTOU £XOUUE VITOAOYIGEL
ue Pacn tnv emuuntn déon ko koatevduven tng (BA. camera.cc yuo
AETTTOUEQELEG).

To amotélecua Tov TTEOYEAUUATOS uag dev elvar kaddlov doynuo
ylo Ty astAdTnTo Tov aAyoeiduov ITov VAOTIOIMGOUE, OTTMS MOIVETOL
GTIC ETTOUEVES ELKOVEG.
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Specular Reflection

Yynua 3: AmoteAdéouata aiyopiduov.

Yynuo 4: ITo eviiapEpousa GRNVA.

1



Io 0IT0lEGONTTOTE ATTORIES N EQWTNGELS GYETIKA Ue TO ray tracing,
KOL TOV JIQOYQOAUUOTIGUO YQOPIKWV YEVIKOTEQO, Unv S1GTAGETE VoL ETTL-
KOW®VAGETE GTO nuclear@member.fst.org.

Happy hacking!
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