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Kegdirawo 1

Eiwcaywyn

Tot yeapund UTOAOYIGTGY €y ouV YIVEL EVa UEYUAD XOPPSTL TNG XUUMUERVIC oS
Cwhe. H mherodneio tov ooy udmirot budget, dwgpnpiceemy wopd xot xoptody
TOU TUEEYOVTOL GTUERU YENCHOTO0Y TEYVIXES YRUPXDY YU THY UMEWOVION
epe o€ TOMAEC amd Tig oxnveg Toug IToAAd TAdvo PdAG Ta TOEdYOVTOL UTOXAEL-
oTxd e T Yehon unoroyio tev. Iug dho autd etvar apxETES OL TEITTOGELS TOU
oT0GOTOTE propel Vo xatahdBet 6Tt ot v TAGVO Uy EL EAAEUlT) cEsMGPO0
wo 0T 1) Edve eyel ooy det and Evay NAEXTEOVING UTOAOYIGTY).

Or nogdryovtes mou Tallouy pbho GTO PEUAGUS I0E EMOVUS Y OUPDY UTO-
AOYIGTOV ebvor ToMoL 0AAG oL xuptdTepoL eivan Teew: o) animation,3) modeling
xou v) rendering.To animation ot to modeling PBacilovton #UpleS OTIC oot
VOTNTES TOU XOAATEY VN, aAAd To Tendering etvor xotopd xoppdTL TV Y UpiHGY
unoAoYo TOV. H ametndvion peahla Ty edvey oTa Y eaod Evat axelfh xot o
unohoyiopol yio to rendering amantolv sexeTd Yedvo. o Topddetypo, o Yedvog
UTELXOVIGTIS EVOC XULE L0IG GEUAG TIXNE TOADTAOKTG GXNVAS UTOREL Vo DlopxEaeL
PEEWE NETTE 1) OPEC. AVEAOY O TNV EQAOPOYT) O YEOVOSC UTEWGVIONS PTOREL Vol
pny meiler onpovTied eoho, Aoy ou ydow oTo E@E og Taviag agol To rendering
propet va yiver offline. 0616600 ypdvog anedviong pnopel va etvar omoryo-
EEUTINGC VI EQPUEUOYES TRUYUATHOD Yedvou 6Twe video games 1) EQUpUOYES
tOmou virtual reality otic onoleg undpyet SdeUCTIXGTNTA PE TO YENOTH.

Mot Tey VI YouOHGY UTOROYIGTGY Yo TNY ATEXOVIOT) PEAALG TGOV YN(Lo-
AOV TRIEOEIG TLY oxnvey eivor To Tay tracing. To ray tracing npocopousver Tov
TEOTO TOU AETOURYEL TO K¢ OTUY 0L UXTIVES Lo TNYHS PwToE PTAGOUY GE L
ETLPAVELL XU GTY GUVEYELL GTO avip®OTIVG PATL 1} GTO QUXG LG PWTOY RUpL-
nfic wdpepac. H Swduacio uéypr ohpepa etvar apxetd axetBr UToAOYIG TG XaL
OEV YENOULOTOLEITOL GE EQUEPOYES TRy PoTiXoU Yedvou GTIg oToleg xuptapyel



ey Vi) Tou rasterazation. Y ndpyouv BB xon driec Tagdpoes pédodot To-
CUYWYNG PEUAIGTIXGDVY EXOVKOY,OTKE eivar To path tracing,oiid to ray tracing
elvol GYIERU 1) THO DLUOESOUEVT).

Yo mAckotor TG SIMAGUATXAG Epyactug avantiyinxe o aryderduog Tou ray
tracing vy pro toaunGenvn CPU o petagépdnne oe pa xdpta yeupuoy. o
NV ToEdINAY vhoToinan otov enelepyaoTh yenoylonoeitor OpenMP [Opell]
xou To meoyeuppaTioTind poviéro CUDA [NVI14] tne Nvidia yio tnyv xdoto
yveupuwv. Entelydnye speedup peyer 246x o8 Gyeorn pe TNV TOAUNVALATIXN
UAOTIOINGT) TOU ETEZEQYUCTY) X0t O YEOVOC UMEMOVIONS PEWWONXE oamd Sexddeg
AETTA OF Peptnd SEUTEROAETTA Yiol LEYAAES o ToAUTAOKES Ynproxéc oxnvéc.H
Beltiotonoinon oty CPU £éywve pe tov profiler VTune [VTu| tne Intel xon tov
Nvidia Visual Profiler [Nvi| yio ) »xdpta youpimy.

Enwoxénnon Kewévou

Y10 xepdhoto 2 Tou xeyévou ednyeiton 1 pédodoc Tou ray tracing o yive-
TOL IO PUeY) EIGY WY T 6TO TeoyeuppaTio Twd poviéro CUDA Yto xepdioo
3 mapouctdleTar Pe AETTOUERLY 1) UAoToinGT) Tou aiyoptiuou xon 800 g you-
PUIEV,GHIE KAt OVTOVEXAUGT. 2TO xe@dhoto 4 avarleTton 1) Sopr| EmTdyuveTng
BVH-tree yw t Peitiven tne entdoone tne pevddou. To xepdhoo 5 avopéoe-
Ton GTY) PETUQORd won TN BeEATicToToinot Tou ahyopituou ot pa Nvidia GPU
YENOHOTOLWOYTUS TO TpoyeoppatioTind poviéio CUDA Enione magousidlovia
PETENCEC EMBOCEGY ToU GuYXeivouy To Ypévo anewxdviong petatd GPU xau
™ BeitioTonompévr toruvnpatind viortoinoen e CPU.

YE OAN) TV EXTUCT) TOU THROVTOE XEWEVOU VEMRELTUL OTL O AVUYVOGTNG EYEL
Buotréc YVOGELS YRoPAS GAYEBRUC UL Y RuPIXDY UTOAOYIGTGY. O %GO TNE
OtmAPaTAC cpyactog etvon avouxtos xon Boloxeton 6To TupaxdTe url: https:
//github.com/ChRis6/Eos


https://github.com/ChRis6/Eos
https://github.com/ChRis6/Eos

Kegpdhowo 2

Ray Tracing:1Iepiypapn
AlyoplYpouv xow Etcoywy
otnv Cuda

2.1 T elvaw To Ray tracing ;

To ray tracing etvor pior TEYVIXT YOUPIHGY YL TNV ATEMOVICT] TOIGOWEG TUTWY
OVTIXEYEVWY YIS EVOVIXTS INQUIXAC OXVAC. 2 TOV TRUYHATHG HOGUO OL UXTL-
VES QWTOC plag TYHE ¢Tévouy e Sdpopot avTIrEEVY YUEW YOG ot oVOXAO-
Ovtan mpog GAEC TIC %aTEUDUGELS, OTAVOVTUS GTOV UP@IBANG TEOEISH YITMVa.3TY
GUVEYEW O EYHEQPUAOC ETECECYALETOL TO OTTIXG UYL XUt TO PETAUTEETEL GE EL-
novo.Me mapdpoto Tpdmo Souleler xur o ulyderdpog Tou ray tracing, pe T
dropopd ott axoroulel Tig axtiveg poToHE Pe THY avTiieTr popd, oniudY| and Ty
EXOVY TEOG TN GXNVT) X0 GTT) GUVEYEL TEOG TI TNYES QWTOC.

O xberog Adyog mou o wryderipog Tou ray tracing oxoroutel Ti¢ uxtiveg
pwTo¢ pe avtiieTn gopd ivar 1) enidoor. I Vo TpoGoOPOLGOUPE TOV TEOTO ToU
DOUAEVEL 1) GpUGT) GTOV TEUYUUTIHG XOGUO,TEETEL Vo axoloudficoupe dmetpeg
oxTiveS amd TNV TNYY) ewToC,and TIC omoleg 1 GuVTEITTIN TAStodneio dev Jo
PTéoEL TOTE GTO oVvUp®TVO PATL 1) GTO Quxd LG XEUECUS, TOU GNuaiveL oTL
OEV GUVEIGQECOUY xadbhou GTT dNtoleYLa EnOVEC. 2IUVETKS Yo GTUTUARGOUNE
ToAOUE UTOAOYIGTIN0UC Topoug UTohoYIlovTag TOAES oxTiveS ywplc Vo ebvat
vy alo.



2.2 O Alyopwduoc Ray tracing

O arydprduog tou ray tracing mopdyel cEUAMGTIXES EXOVES TOU UTOCOUUE Vi
Tig anotnxelcouye eite oe agyclu exdvwy, eite ot buffers nopottowy. o xdie
pixel Tn¢ emdvug extoleboupe pa oxtiva Teog TNV xutedduven TN oxnVAg
Tou YEROUPE Vo ATEWOVIGOUPE. 21TV GuVEYEL oxohouldetton 1) axTivor peyet vu
cuYXEoUGTEL GE Xdmoo avTielpevo(onpeio alyxpouonc) Xt ETET QTAoEL oE
wdmota Ty 0wtog. Epdcov 1) uxtiva gTAGEL GE ol THYY| puToC,Pnopolue elxo-
Aol VoL UTOAOYEGOUPE TO Yemua Tou oNnpeiou 6lyxeoucTs GUPQOVY UE TLG WOLOTY-
TeC Tou avTIXEEVOU( Y poua,materials xTA) %o TO YpouUo TS TNYAS VLol Th G-
yxexpwévn axtive. Térog to pdvo mou pevel ebvar va anodnredcoupe To Yeopo
TOU oNPElou GUYHEOUGTS TNG UXTIVUG Yid TO GUYXEXRUIEVO pixel(ouwﬁﬁwq folo)
popor RGB).

Algorithm 1 Ray Tracing Algorithm

1: procedure RAYTRACESCENE

2 for all pizels i in Image do

3 ray < calculateRayForPixel(i)
4: colorRGB < raytrace(ray)
5

6
7

Imageli] < colorRGB
end for
end procedure

Ov axtiveg Zextvoly amd €vo GNPElD GTOY EXOVIXG YWEO ToU aTNnY oucto
ovamaple T T Véan Tou putol 1 Tou @gaxol o PN@Lonic XOUEREUS KoL O-
vopdleTton onpeio Evopdng.2to onpelo évapdne dnpougyeitor éva Sleddo TUG To
TAEYPO and onpelo o omtolu avanueio Toly T 9éor Tou wdle pixel oty TEALM
ewdvo H tedne) diedduvern pog axtivag yia to pixel k dbvetan edxoia and
drupoed Tou onueiou Xy won Tou onueio Evaping X, 00T

dray = nomalize( Xy — Xgart)

Eniong 1o dtdvucpo Stebluveng xavovixoToleltor €Tt MGTE Va EYEL UETEO
povadu. Autéd Va yenotpeboer otn cuvéyel otay Yu ebvan avaryxaio vo Boetet
7 andotouoy petall TwvV oNPEtoy Xgare %0 Xintersection,0Nh0H TOU orueiou
albyxpouone g oxtivac.O alyopripog meEerypdgeToL GE PoppY) PEUdoNOOXD
oTov ahyoderipo 1

To avtieiueva pag dngondic oxnvic cuviteg TEerypdpovTaL K¢ Evo GUVo-
©o ond yewpeTed oy hpata(geometric shapes), émwe eninedo, Tplywva,opaipes
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wat xOAvdpot. To To SNUOPIAES YEWBUETEXG oY e antd auTd elvar To Tebywvo,
eTEDY] £yEt TOMES WI6TNTES Tou xdvouy Ty enciepyacia mo ebxohn.[a to-
EUBELY AL, OL XOPUYES EVOC TELY(OVOU GYNUATI{ouY £val xan povadixd eninedo 6To
omolo avixouy Ghu To eviidpeco onpela. AUty 1) WidTnTo Bfver T SuvaToTTo
g€ mohholg ahyopiluoug Vo BEATIGTOTOCOUY TOMES TEdEE Tave o8 TElye-
VOLUEVOVTUS ETOL TNV nedepyacia Toug ToAD Yenyoen,

To xoppdt. Tou €yet evOlPELOY GTOY TUEUTdVe chyderduo etvor 1) peédodog
Tou axoroutel To povomdTt wog axtivag, Snhadt, 1 pedodog raytrace. H pedo-
do¢ raytrace Vo emGTEEDEL TO oMUY TOU XOVIWVOTEROL GTUEOU GUYXEOUGTC
o Tivag-ETUpdveELS Teog To oNpelo Evapdng Xars Bivar xplowo vo emotoupet
TO xOVTWOTERO orpeto, Tt SupopeTind oTny TeEhr ewdva Yu LwypaploTo-
Ov avtixelpeva Tou uto guctohoyixés cuviixes Vo xelBovtay Tiow umd ko
AV TIHEEVOL.

Algorithm 2 Ray Trace
1: procedure RAYTRACE

2 t+ MAX

3 for all surfaces in Scene do

4: s« INTERSECT ray WITH surface
5: L+ min(l, s)
6:
7

8

end for
intersectionPoint < calculateIntersection(ray,t)
: colorRG B « shade(intersectionPoint)
9: return colorRGB
10: end procedure

2.3 Awpopég ue to Rasterazation

To rasterazation elvor pLor GAAT TEYVIXY) YEUQIXGY XUL YENOULOTOLETUL EUEENS
GHLEQU GE TOAAY ERYUAELN UMEGVIGNE YUY, 0xOpa 3o Gt Weo yopeg. H te-
y Vit Tou rasterazation eneZepydleton T dngond oxnvi| avd emupdvela( cuvitog
Tolywva) xon yenoonowet teyviée tomou depth buffering v vo Adeer 10
TedBinpe Tou Bddouc ot TEOdGTUTES axNVEC.ATG TNV GAAT, TO ray tracing
enedepyaleton TNV Yngiond) oxnv ava pixel ) mo 660G T Ve oxTiva.
YIUVETGE, T TOAUTAOXOTNTY ToU Tasterazation elvon ypopupins tpog tov apLld-
PO TV TELYOVGY PG oxnVAg,Eve 6To ray tracing eivor ypoupiny) Teog Tov

-



Algorithm 3 Rasterazation

1: procedure RASTERIZE

2 for all surfaces in Scene do

3: pizels < findPixels(surface)

4: shade(pizels,surface. properties)
5 Store pizels in Image

6 end for

7: end procedure

aevtpd Tev pixels g Telg emdvag. OuciocTind dpwe ot ot 500 alyderdpol
©Evouv TNV (Bt SOUAEIS ahhdl e DrupopeTind BALaTO EXTEAEOTS.

To rasterazation xutdpepe v yiver dnpoguiés Adyw Tng omAdTnTUS TOU
aryopllpou xar xugtwe hoye tne TayUtntog enclepyuciuc. Tu teleutaio ypdvio
avamthyinuxe eldud oyedacpévo hardware(GPUs) nou ulonotwet tov ahyderduo
Tou rasterazation, To onolo EQege EMAUVAG TUGT, GTO YOEO TGV YEUPHGY. XIHPERU
propolpe vo Loyeapilovps exatopplieta Telymva wog dnglac oxnvic xutd
T SLdeneL EVOS xopE Aoy e TNg T UTNTug Tou TeocpEeet To rasteraztion. Kdtt
TéTowo etvor SuvaTd v GupBet xon Pe Tr) TEYVixT, Tou ray tracing. >0y ypoves teo-
YEUPAUTILOUEVES HAPTEC YOUPIXWY Pog OVOUY T SUVUTOTNTO VO UAOTOLGOUPE
UMY ORIOUC UTMEWOVIONS YRUPXDY OTKE To Tay tracing xot Vo TéeoUUe PeYdAn
enidoar) cuv To rasterazation. BéBuna wxdun to ray tracing dev £yer grdoer Try
Tay UTNTO TOU TeoGgEeEL To rasterazation, aaid xodnpepvd SnpoctebovTon xon-
voUgiol alyoprduot xar deiea Tou anocxomoby oty Pehtiwon Tng entdoong
TOU.

Hug'd)o mou 1 enidoon xan 1 Ty bt enelepyuciug Tou rasterazation etvat
TO PEYUAO TASOVEXTX EVavTL Tou ray tracing, ebvar TauTtdypove ot PEYEAC
pElovEXTNR antd dmoln mowdTnTag ameovionc. Axp3oe enedy) To rasteraza-
tion Souielel pe wdle Tplywvo ZeywEGTY Eivar adiVUTO ATEIMOVIGTOUY OEUAL-
ot epé. Mo mopddeypo,pe To rasterazation etvor adlvuto mapdoupe peahi-
GTINEC OHIEC ML AVTAVOXAEGELS GUPGOVOL PE TH) YEWPETEI TN Pnotonric oXnVAg
xo (ATUPEDYOUPE 68 AOGELS TOU BEV TEOCPEROUY axE{BEld, OTWE YAPTES OXIY
(shadow maps). And Ty dhin TéTowr egé youpmy ebvor exolo Vo Topoyto-
Ov pe N Tey vy Tou ray tracing,mohid amd omolo TEGLYEdQOVTUL GTO ETOUEVO
HEQINNO.



2.4 Erepoyevr cuoctrjpata - CUDA

2.4.1 H avdyxrn yie TOALTUENVA CUCTHUAT

Méyer T péoa tou 2000 1 wph enidocr HTay 0 GTEY0¢ TV HUTUCHEVAG TV
enelepyac Ty, Tu cuoTALUTH EVOC TUETVY XUCLHEYOUGHUY GTNY UY0Ed %ot 0TS
ebvat puod 1) TAEodNGio Tou software mou xuUxho@oEOUGE TV YEUPPEVO Xt
CUUUEVO GTU LETEU TETOWWY GUG TAPRATGY. XITIC TECITTMGELS BUpLidY ENEEEpYUCTI-
%8 uTohoytopdy 8Uo emryoréc elye xovelc: o) Vo BEATIGTOTOMHGEL ahy oot
TOV UTOAOYLORG NG EQuppoYc ite, B) vo meptuéver uepwols PAVES PEYpL Vol
Byet xovoleog enelepyuctic Tou vor ebvar onuavTixd mo yeryopos. Otay dev
AToy Suvatd va Beatiwldel ahyoprdumd o uTohoYIGPOE,XETL ToU Elvor GUY VO
OOPOL Kok GAREEX,T) AUGT) ATV 1) OVULOVY| YL XUV Uoto GOG T,

Yyedov e 18 urvee €Byouve xavolplo povtéro enelepyacTh e ECUTVES
BelTidoe oty apyTexTovix,cOupwve pe Tov vopo tou Moore [Sch97|. O
%0p1t0¢ TopdyovTug BEATILoNE TwY EMBOGEWY Vo eTelepyuaTh fitay 1 alinor
Tou pUIPOY EoAOYIO) TOU GUGTAPUTOC. AUTO AMUTOUGE TNV oVAYXY) Yo JEYO-
AOTEQY), TEOGYOEE. EVEQYEWC GTO TGN TOU EMELEPYUTTY TOU PE TN GELd Tou
(ntoloe enapxt| POEn Aoy TN anaywyre JeppdtnTog TRV xuxhopdtoy. Etot
Srumis T inxE 0Tt To T0G6 amoUTOUPEYNG EVERYELS AEtTOURYiNG eVOC eTelepya-
a1 P Tord TeavlicTop xat peydho pulud poroyiol Vo evar Ty OpEUTIXY TO
eTOUEVA Yeovia,opol Yu éptave oe onpavid ubnhd enineda. Ta pordy twv
eTeZEpYUCTOY Vo EQTUVAY GE EVH AVe GPL0 PE ATOTEAEGUO VUL UV AVEPOIVEL e
AVIAOYO TEOTO Xut 1) ENDOGCT).

‘Etot 1o 2005 Byvpay palwd oty ayopd T Te@Te ToATOeNVY G0G TLUTY
and Tig intel o amd.Muyrexetuéve tor povrero amd athlon 64 X2 xon intel
pentium D elyov 800 dpooug mupriveg 1o xadéva.Me autd tov TedTo oL xuTa-
OUEVUG TEC HATHPEQAY VL UELWTOUY TOV oulUs pohoyiol Tou eMECepyuaTY| xut
TUUTOY povaL Vo xeuThicouy (dteg emddaeig. Me diha Adyo,n enidoor mupeueve
oToL (ol Eninedy ool TALov xdle Tuprvog propolce Vo exTerel UTOROYIGPROUS
TOEEAANAYL.

2.4.2 Ezepoyevy cuoTAUAT

YApep ToAAS Uy Y pova UTOROYIG TG Gus THuaTy dtadEtouy extdg and CPUs
TOMGL oxdpn UToAoYIoTd eSapTrate,6Twe ot xdeteg yeupwmv(GPUs). O
GPUs oyeddotnoy wg etdixd oy EOLPEV GUG TANTA UTOAOYIGPLOU Yiol UTEL-
AOVIGT) Y ROPOY UTohoyia Tev. M 6lyycovn wdpta yeupxey,oteg eivor 1 nvi-



dia GTX980 dwieter oyeddv 2000 utoroyisTole Tuprves. Xuvenog etvar emrdu-
PITO VoL PTOREGOUUE VUL YONOHIOTIOW|GOUPE EVay TOGO PEYAO optdud Tuprivey
GYL LOVO YL YRUGIXE UTOAOYIGTOV UAAG XL Y TULUAANAOUS UTOROYIGPROUS
yevixol oxorol,tou peyet ofjpeps Yivovtay povo otny CPU.O xortacxeuac tég
GUVELBNTOTOINGUY TNV THpamve aviryxn xat To péyedoc tng {ATnong tTne ayo-
e wan DNPLOUEYNGUY TEOYRUUUATIC TG LOVTERY YU TNV EXPETIAEUGT]) TETOLWY
UTOAOYIGTIXGY GUG THATWY.

‘BEvo npoypappatio T povtého v xdpeteg youowoy eivar  CUDA [NVI14].H
CUDA oy=zdidotne and tny nvidia v Ti¢ ©dpTEC Ypup®dy TS eTanplog xon
OIVEL OTOUC TROYROPPOTIOTES TU XAUTAAANAYL EQYUAELN Yiol VoL UTopo0Y Vo aZlo-
Tooly wdpTeg yYeupway e Nvidia xdvovtag utoioyiopols yeviol oxonol.

2.4.3 To povtého CUDA vyia Nvidia GPUS

Ov alyyeoVES XEETEC YEUPHOY UTOTEAODY GUGTARUTO PoliX®Y TUSIAANALY
unoroyiopeov. M tutiny GPU Swdéter nagandve and 1000 tuehveg yio umo-
hoyiopole yevinol oxonol. To neoyeupputioting poviéro CUDA napéyel 61t
YeEWGCETON EVOC TEOYPUUPAUTIOTAS Yol Vo avamTUEEL EQuEUoYES ToU EXTEAODY
uTohoYioRoUg Ge pa xdpTa Yeupxdy.O xodiag tou yedgetar yw t GPU
vedwetar o CUDA C xon anoteiet enéxtuor tng yhwooog C.

M suvnhouévn eot| exterecng evog UTOAOYIGROU elvol auTY| ToU QuivEToL
oty emdva 2.1.0 enelepyuctic(CPU) tou cucthuatog cuvhteg dpyixomotel
TOV UTOAOYIGUO,MUAEL TOV XUTEAANAO HOOXA TOU TEEYEL GTNY XIETOL YEUPL-
nwv o matover o amoteréoputa Adyw TN GYESLIOTC TNE UEYITEXTOVIXAS LIS
HAETOG YRUPIHGY,Eva ovaryxado Vo Y wet{OUPE TO GELRWIXG XOPPATL TOU UTOAO-
YIoPoU Omd TO TUSHAANAC XU VUL XUTOVEPETAL TO GEIRIUXG GTOV EMELEQYUCTH
AL TO TUEGAANAG GTNY HEETH YRUPIXOV.

ApyrtexTovixy

Y7o exinedo tou hardware 1 vpyrtextovin) wog NVIDIA CUDA-ENABLED
GPU ywplleton oe éva 6Ovolo and TONETEEERY UG TIHd XOPPATIY TOU 0VOPdLo-
vton Streaming multiproccessors(SM). Otay o egoppoyh otn CPU {nticet
7 extéhreon v petagepiel oty GPU, dniudy| va exteréaet eva kernel grid,o
hardware scheduler xatavéper Tov untohoyiopd ota SMs avdroya tnyv dwdeot-
potnta extéreone xdde SM.Kdlde vipa extéreone mou Ho tpélet oty xdeTo
Yeupxwy opadorotettor e blocks amd vAuato. To vApora evég block extero-
Ovtan moagdiinha o éva SM oxon évag SM unoget vo Teé€er modrd thread blo-
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Yyhpa 2.1: Tumixdy Pory evée unohoytopol oty cuda [NVI14]

11



yhpa 2.2: Opydveon vpdtoy ot blocks [NVI14]

cks.'Otav éva block ond threads tedewdoer Ty extéieon nou Tou avohoyel Eva
xouvolpto block avatidetar ato avtiotoryo SM péypic 6Tou vor Py undeyouv
G oot blocks mpog extéAeon,dnAadn pe dAAa Adyla Vo €YEL TEAELDOEL
o kernel.

To povtého extéleong

To VAT TNV XEETH YRUPWY OYAVEVOVTUL Xt TEEYOUY OF YXPOUT TwV 32
nou ovopdlovtar warps.Kdde warp potgdletar to 5o Control Unit xon xdie
viua Stedéter to Bud tou APU.IGwté 1o Adyo ebvar onuoavtind ta vipoto
nou Bploxovtar oto {(Bio warp vo exteholy TV (B evToAr pnyavhc.Xe tept-
TTOOELS DANBOGERY Tou €vog apttpdg VApaTey and o 32 anoguaicet vo e-
XTEAETEL BtapopeTd opudTt x@dixa tapatnesiton warp divergence. To viporto
TOU TEETEL VoL EXTEAEGOUY Dlapopetin] Stohddwon Bo TepyEvouy Tor UTGAOLTY
VARATO TOU Warp Vol TEAELaouy T S Toug Sdhddworn,rpotol Teédouy 1o
OLd TOUC XOPPATL xGOXAL.

Ebvor onpavtind o npoyeappatiothc vor tpooéiet xdide vApa evég warp vo
exteAel avo Tdoo oTiypr| To o xoppdtt xhoww.O xiptog Adyog eivan 1) enido-
on.Av yio nopdderypa Tor Pod ViApaTe V6 warp anogaaoioouy Vo EXTEAEGOUY
™y SAdBwan A xot T utdrona 16 Ty Sradddwan B,téte autd o warp du
xenoyonomoet pévo ) ot enegepyactiny dovopn e GPU.Av autéd oylet
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Thread

@ . Per-thread locl
N i memory
Thread Block
R anass < - P block st rad
SECLLCELELLE = - Y

Yyhuo 2.3: Opydveon pviune oe o nvidia GPU [NVI14]

Y OAY To warps OAwv Twv blocks evag kernel,tote 0 xwdwag yenoyonotet
pévo to 50% e GPU.Xtnyv axpola negintwon mou xdie vipa extehet Swipo-
cETINY BonAddwon,0 x@dag yenoworoet pévo to 3% tng enelepyaoTIXAC
IXUVOTNTOC TNG HEPTUS YRUPIHEV.

To nopandve woylel pévo oTIC MEQITTAOGELS TOU To VAT Tou {Blou warp
ndipouy BroopeTixd povondt.Av To viuata tou warp 1 exteréoouv Tr dio-
xhadewon A xon To vipaTe Tou warp 2 Ty dtndddwarn B,téte Sev undpyer di-
vergence. Warp divergence nogotnpsitor p6évo ato vApota Tou (Btou warp,0nAco
GTO VARATY TOU ovAXouY oty (Ot 32ada.

PN
L)



To wovtého pvhung

Yy exdve 2.3 guiveton To povteho pvipng wog Nvidia xdetog yeupudy. Tu
xOowo Pépn g tepopytag uvApne etvon: ojregisters, [3)shared memory, v) global
memory.

Registers: Ot xomaywentés etvan towwtiol yio xdde vipa.

Local Memory: H tonu pvipn etvor et pvhpn yio xdde vipo. Suvitog
STV TOTWK PVARY anotnxebovior Sedopeve Tou Bev YIVEToL Vo PTouy GE
HATOLY WENTES YL HAVE VAP, OTWE Y10l TOEUOEY A TOTUXOL THVUXES AL Yo
TOTHES PETUPANTES Tou BeV umoUNXEloVTUL OE XOTUY OENTES AOY K TECIO-
CIOUOU HATUY WENTGV.2E Lol TETOW X TdG Toon Yiveton hdyog yiu register
spilling.

Shared memory: H shared memory elvor xowy| pviun v 6ha to VAR
nou Pploxovtan 6o (1o block.'Eyet yaunid latency mpdofucng xo cuyve
yenoulomoweiton yio T cuvepyostio viudtey Tou Bou block.

Global memory: H xaboiud pvipn etvon 1 xOeto pvipn Tng x8eTog yeupt-
nwv. Oho T vijpata evog kernel €youv npdouct ot global memory . Y1ig
alyyeovee GPU 1 npdoBucn otn wOpra pvjun eivor cached.

Texture Memory: Xpnowonowitor yio Ty 1pdcPucy textures oe évo ker-
nel.Etvar cached.

Constant Memory: MvApn ctadeponv.Eivar yeriotun oTi¢ TEQITTOGE TOU
ndie vApo SwPBdler amd tny B Sriebduvon. Bivar cached.

Host (CPU) memory: Boioxetat extéc xdpTog youpiumy xat 8ev eivat Tpo-
afdouun and 1 GPU.
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Kegpdiowo 3

RayTracing:2tnv npdén

Y qUTO TO EGIAUO TUPOUGLILETOL 1) UAOTOINGT) Tou ahyopiluou ray tracing
YL TNV ATMENOVIOT) Yoy Teletido Tatey,ot Bucuol ulydpripot SucTalboew-
oNG TVOG - ETLOAVELNS, PEEIXE EQE YRUPXGY | TEYVIXEG PWTIGROV xudog -
TGN XL PETUGY NLUTICUOL ETLPUVELDY.

3.1 Ebgeorn Primary Rays

M ativor TeplyedipeTton YEWUETEWE ¢ Wi nuieutelo, dnAady eyel Eva apyind
anueto 0 £va Sdvuapa Siebluveng d.H TUSUETEWT EELOKGT) Lag axTivag Etvar
1 TUEUHATE:

r=3a+txdt>0 (3.1)

H rmogdpetpoc ¢ etvor Baudpoth xo tepryedpet o pfixog tng axthvag. O me-
proptopde Y t > 0 untdpyel €161 WGTE 1) TV VoL EXTEIVETOL POVO TpO¢ Pl
xoarebtuven. Otay n mapdpeteoc t etvar apynTe, ToTE T0 ornpeio Ppioxeton Tiow
and To apyWwb GNPELD 0 TNG axTVUC. XTI TEQIGGOTECES TEQLTTMOGEL UC EVOLU-
@Epet Povo pla xutebtuven tng asctivag, Yidutd undeyet xon o TEgootopog. I
TUEAOEYY U, 6TOY UTOROYILOVTUL Ol TEMTEC UXTIVEC UG TNV XOPERO,POS EVOLU-
PEeEL povVo ol xoteltuveT, ) xutebuver Tou elvar GTEUUEVY 1) XOPERU.

Ytov ahyberdpo Tou ray tracing, 1 dngron) xdpepo Tepy pdipeTaL und TEC-
GEQU DLUVOGUUTY:

° origin To onpeto e xdpepus otov Ynpuuxd TELOEGTATO Y HEOo.

o up : To Sdvucua mou Bely Vel TEOC TO ThVE PEROS YIS XAPEEXL.
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° m'ght : To Suidvuopa mou Setyver meog T 0edid TG HAPEROC.
o view : To Bidvucpa Tou Belyvel TNV xuTelduVeT) ToU GTREPETUL 1) HULEQ.

I'vopilovtog ta mapundve StoviouaTe UTopoUPs Vo SNUIOUSYTIGOUPE OXTIVES
v wdide éva pixel tng Tehud emdvag. Ta Swvioparta tTneg xdpepas opilouy to
OIGOLIGTUTO TAEYPOL TOU UVTIGTOLYEL GTUELN GTOV TEIGOEGTUTO Y (eo GTu pixels
™G EmoVaC.

o v etvor anetivég oveldeTnTeg amd Ty avdhucT TNS Eovog Ttou {wypo-
piCoupe,etvor avaryxolo Tor Sebypata mog emévag Vo petatpomoly and 1o 2D
méypo (0,0) = (WIDTH, HEIGHT) oto (—0.5,—-0.5) — (0.5,0.5)."Apux t0
pixel (7,7) PETUTEETETAL GTIC TUEAUTANVG GUVTETAUYPEVES,TOU OVOPALOVTOL XUVO-
vixée ouvtetaypévee (normalized coordinates) pe tov TOEUXETL TROTO!

j — width ; _ height
= —2 )
width  height

(inorm;jnorm) — (

‘Ererta n SiebBuvan tne axtivag v to Setypa (7, 7) unoroyileton obupovo e
T DLoVOGPUTH Y OEOU TNG XAUECUS!

—

d = inorm * Tight + jnorm * P + view (3.2)

Téhoc To duvucpa d yovovixortoweitar Tt GaTe Vo EyeL peteo povida. Eivar
OTMPOVTING TO PETEO Vo ebvar povada, YTl 6T cuvey et tou Yo yenctporotniel
Yo T SLG TOemoT uxTiVaG ETLEaVEWS, | TupdueTeos ¢ Tne eglowang 3.1.30n-
PEWOVETAL OTL GAEC OL axTivES €y ouv To (810 anpeio Evopdhc 0,mou tGodUVaPEl pe
10 onueio TN Unplanhc xAPEpUs 6OV TELEBIEGTUTO Etovind Y okeo.To Sidvupa
J"mq elowong 3.2 etvan SrapopeTind yio xdde pixel Tng TEANYC ExbVaC.

3.2 Ray-Surface Intersections

Y autd To MoppPdTL Topouatdloviar ahyoordpol Yo T SLoTUpeGT) axTVIG
empdveag. O anydprduot etvor yevikol oxomol xou dev yencionotobviu pévo
oto ray tracing. Kdide petodog eréyyer av 1 axtivo “ocound’ Ty emgdvely
Tou e€ETAlETOL Xo ETLGTREPEL BEBOPEVD TOU YEEWLOVTAL GTY) GUVEYELL TOU OA-
yoettpou. Tetowo Sedopeva etvar cuvilwg 1 artdcTacT d Tou UVTIXEWEVOU UTd
TO 0EYX0 ONPELD Lag o TIVHEG,TO XUVOVIXOTOMNUEVO SLdvUGUa Tou elvar xditeTo
otnv emdvewr (normal vector) mou yenowpoToteitor Gt ©doT TOU OOTIGHOD
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NG EMPAVELNS xol TO UG Tng emupdvelac(material) mou opiler Tic W16TNTES
NS Ye®p, Toc0aTd avihueng,TococTd dildthaong). Eivar xeiowo ov pédodol
OLOIG TUUEOGTS VUL EfVaL UTOAOYIG TId omod0Tol YTl amoTEACUY TNV %UpdLd Tou
ray tracing.

3.2.1 Awoctabpwon Axtivac - Xgalpag

M coolpa Teprypdpetor omd Eva SIUVUGUA TOU OVUTUEIGTE TO XEVTLEO TNG G-
toog pr wan Lot Pordpo T PETUBANTA Yo TRV oxTivas

(F—pe)x (F—pe) —r* =0 (3.3)
Avtuohotdvtag Ty edicwon tng wxthvoc(3.1) atny eZicwon e coolpous -
tovoupe:
(trd+0—po)*(txd+d—p)—r*=0

Abvoupe ©¢ mpog ¢ xon Eyoupe:
dxdx >+ 2xdx (G—p) st +@—p)*(G—p)—r>=0

H ropamdve etvar Seutepofditpie edicwon pe dyvwoto Ty Topdueteo L.

M SeutepoBddua eZicworn €yt Ao otav 1) Swpivousu etvar YeyahiTENN 1
ton Tou undevoc.Av 1 Spivousa etvor apvNTIXA,TOTE 1) axTive BV BLG Tow-
pwveton e TN agaipo. Av uTdpyet Ao, TOTE EMGTEEPETOL 1) IXEOTERT Ol TiC
000 pe Ty mpoutdlear ot etvon peyahlTEeT amd To UndEv. Apvntudh eila on-
podver 6Tt To ¢ Tng axTivog etvor seVNTING, ToU EYEL WG UTOTEAEGUY 1) GQUlod vl
Beloxeton Tiow’ and To wpyd onucio Tng axtivog.

3.2.2 Awoctabpwon Axtivas - Teryovou

M mohl yveo Tt pélodog SwcTalpwong uxTivag - Tery®vou etvat 1) auTY) T
Méller—Trumbore [Tru97].Ocwpeitan péypr ofjuepn 1 Tayitepn pédodoc Su-
CTUVPWGEWS UXTIVUG - TErYGVOU Xt EUXORX UTtogel Vo PETUTeuUnEl ETGL WGTE VUl
ebvor amodotin| 6t GPU 8nAudy| yopel vor Eyet SLonhadOoELS.
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3.3 Mertaocynpaticuotl

Or petacynuatiouotl etvor Eva xeloUlo XOpPaTL TOY YRUPIXEY UTOAOYIGTGY. Xwelg
peETUCy NEaTiopols dev Bu oy Suvatd VoL EYouPs SUVUIIXES GxNVvESanimation
AL YEVIXOTERDL 1) UAAEAETUDOUCT) TGV OVTIXEWEVLY For ATV ONLUVTIG PELe-
PEVT.2E QUTO TO XOPPATL TUEOUGIELETUL Liat PEUOO0E TOU TROGHECEL UTOB0TINO-
O¢ petacynpatiopols v Tov ahyoprdpo Tou ray tracing.

M cuvninopévn petdodog PETUGY NPATICUOY Elvar ouTH TOU Yenoilototel
n OpenGL [Gro].H CPU opilet Toug TiVoxes PETUCY NPUTIOROY TwY GNPeiny
TEOG UMEXOVIGT] X0t TOUG GTEAVEL GTO XUTdAANA O Gructo Tou pipeline.Ov peto-
oynopaticpol oty OpenGL yivovtar cuviilwe otov vertex shader,dniady| oo
XoUPdTL Tou pipeline mou eneZepydleton xdie xopUGT LEYWEWGTY,TEOTOY Yivel
anoxonf(clipping ). ’Apa ebvat goveed 0Tt GTNY TUEUTAVG TERITTWOY) OL UETUTYT)-
potiopot epappdlovial Y xdie xopuet) ZeymEleTd.

H nogundve neoceyyion dev ebvon anodotixy Yo To ray tracing.Ouurieite
n pétodoc raytrace( Alyoerdpoc 2) ehéyyer v Swotabpwan xdie emupdvely
Eeywetotd Yo xdie axtivo. Me dhha Adyio,du mpenet v xde Selypo Tne etdvog
VO UETUOY NPATIOTOUY GAES OL EMUPAVELES,ONAUOT GAEC OL XOPUPES TNS GxnVAC. AV
0 opLipoC TV (OPUPGY ENVOL UEXETY PEYUAOC, VL0 TOQAUDELY Ol L TUTIXT| GXNVY)
TEQEYEL XOPUPES TNG TAENG TOU EXAToPPOEIou, Topumdve pédodog Bev ebvar
AT TEOGEYYLOT).

YIUVETGE GXOTOC EVOL VOL UTOQUYOUUE € XETOL0 TEOTO VoL PETUCY NLATIGOU-
e x8&ie xopuT) TNE GHNVAC. AV PETUGY NLUTIGOUPE TNY oxTive ovTl yiol TIC Tpory-
POTIMES XOQUPES TNG GHNVAG PE TOV aVTIGTROPO PETUCY NUATIoNs,T6Te Va Te-
TOyoupe To B0 amotéheopo. Mo oxtiver petay npaTieTar oV EQUEUOGOUNE TOV
UVTIGTEOPO PETUCY NPATIGUS TWY XOPUPGY GTO aEY %0 GTelo xot T diebduvon
™e axTivag.

rayOriginiea — M ™1 * rayOrigincemera (3.7)

rayDirectionipca = M1« rayDirectioncamera (3.
Me tov mogundve 1eémo o axtiveg petacypatilovial 6TiC TOTXES GUVTE-
TUYPEVES TNG ETLPAVELNS. JUVETOE UTOCOUUE VO YETICYLOTOGOUUE Pttt oo Tig

TOEUTEVE PEFGB0UC BLIC TULEMGEWS WX TIVUG-ETLQAVELUS, POl 1) xTiveL XL 1) €-
mpdvela Teog eZétoon Beloxoviar 6To (810 GUGTAPS GUVTETUYREVGY.
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3.4 Egé IN'oagpiuxony

TNV TopoxdTe EVOTT TUpoUGLIloVTOL OLpop EPE YOUPIXWY TOU UAOTOLO-
Ovtar olpgova pe Tov aryderdpo tou ray tracing. Ta xOpw onueta etvor 1y mo-
EUY YY) GHOY, UV TUVUXALGT), OLDIAUGT) XUt TO CTILUVTIXOTECD O PWTIGUOS ETLOU-
VELOV TOU ax0AOUTEL.

3.4.1 ®PwTiopdc

O gutiopde emgoveny avéxaldey armoteholoe (AT GUINTACERDY XUl EQEU-
vov.Eivor 10 onpovTindTepo xoppdTt oToloudntoTe ahyoplipou anetdviong
Yeupuxwy vt anoterel TRV waedd TN anewdVions. O wTiopd plug ETL-
pdverog xadoptler xouta T66o pealo T Vo ebvor 1) amendvion o Pnpronec
EWOVIXNG GHNVAS YRUPXEY UTOAOYIGTGV. XWolg 0wTiopd 1 anetdvior Ju itoy
aVIORT| Xt To xUELGTECO OV Vo Hiuuotay ot Beor vor dluxetvoupe opdd To avTi-
AEHEVA TNG GUNVTS.

Apyind mpéner vor opraTet ol TYT @wTtoc 6Ty dngrond| oxnvr tou Y pe-
tioet xon Vo Bodaet yewpu ot emgdvetes. Mo dnguand oxnvy| tou dev SrrdéTe
YY) Qo Bo elye wg amotéhecpa oTov aryoewduo Tou ray tracing plo evie-
AOG poer endvoe. Mia Tnyf 9o Tog avamaplo Tatat and Lo TRLEOLEG TOTT XORUGH
Tou SNAGVEL TN VEGT) TNE OTOV TRIGOWGTO YWweo. AVEAOYO UE T1) LOPOT TNE TIN-
S yeetdlovTon xut SLUPORETIXOL TORUIETEOL TOU Vo TNV TEpLyedpouy.Ot o
YVWOTES LOPYES TNYNG PWTOS Efvan oL TueuxdTe:

o llnyy) Xnpelov. Auth 1) YR mepryedgeTon and Ever povudind ornueio xat
GTEAVEL TIC OMTIVEG TNE Tpog OAEg Tig xuTeulice 6To yopo. Mio Aduma
ECWTEPIXOD Y WEOU TEQLYCUPETUL UE LU TETOLL GHNVY).

o lInyy) Katebduveng. Auth n mrpyy) Swedéter povo éver Sidvuopo xatebiuy-
oG AL GTERVEL GAEG TUC OXTIVEG TG TUPSAANAY TRO¢ AUTHY TNV xuTeEbTUY-
o1.0 Hiog Tou nhxol cucTHLUToS urogel Yewenldel pia TéTow TRy

o IIny7 xevtpou meocoync. Evog niextewdc @omds meptypdpeTon and i
TETOWL TNYT).

H amiobotepn poeoy| TNyNg Yo To Yeupixd UTOAOYIGTGY ebvol 1) TryT| xote-
Obuvene. Kato T Sidpxela UTOAOYIGUOU TOU QWTIGROU PG ETLPAVELNS,OTOS
TEQLY CUPETAL TULUHYT,0 CTUAVTIXOTECOS TUedyovTug elvar 1 xutebduven Twy
uxTivey QeT6C. 3TNV ukoTolner Tou ray tracing yencionolnco povo mnyeg
orpelou.
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[ Tov uoAoYIGPS TOU GOTIGROY Pl ETLGAVELNS YeedlovTon ot eENg TAN-
cogoplec: o) To xuvovixononuévo didvucua (normal vector) mou eivar xddeto
TNV emupdvela,3) To oMpPelo SLGTUOPWONG WX TIVUC-ETLOAVELNS, v) to onpelo
e TYAC o 8) ot WibTNTES Tou Ulol Tne empdvetng(material). To onueio
Orua Tabpmane oxTivag empdvelas utohoyiletar ebxoia umd Ty ££iowor TNg
oxtivog (3.1) ool o mapdyovtag ¢ evor YVwo TS xon €yel uTohoyioTel and
™ Evodo SwoTalenong uxtivac-empdvelas. To xdieto Siivuopa utoroyiletol
EOXOAY YLl TIC THUEUXATE EMLPOIVELE:

o Yguioa. To xavovind Sidvupa utoroyiletor ¢

—

normal sphere = normalize(Pintersction — OT1GMNsphere )
o Tolywvo.
normaly.; = normalize((v2 —vl) x (v3 —vl))

To Swvbopora vl,02,03 etvan ot #0pLPES TOU Teymvou.Me Tov Togundve
TeoTO Guwg wdde onpelo g emgdvelug Tou Terywvou du Eyet To Blo
normal vector xuté 1 @dcT TOU YWTIGLOU.YE qUTY TNV TepinTeoT Yive-
o Aoyog vy flat shading. Av Sivetor xor €va normal vector yio xdde
x0puUOT Tou TeryOvou(cuvileng and 1o apyeio e1oédou), TéTE uTopoluE Vu
YENOWOTOGOUPE Yoo Tagepfors clugpemva pe Tig barycentric co-
ordinates Tou TEYYOVOU Yo VoL BoOUPE TO %avovind SLEVUGPY TOU GTPEloU
BLOIG TUUEOGCTS X TIVUC-TELY OVOU:

norﬂ%alm = normalize((1 —u — v) * 1] + w15 + v * 13)

To uv etvor Badpwtéc nupdpeteor. Ta Swvicpata 1y, 13, N3 andteroby
T XOVOVIXG DtaviGpoTa X8ie xopuUPRE TOU TELYGVOU.

Hposoyh yeewdleton 0 UTOAOYIGPOS TOU XAVOVIXOD DLUVIGPUTOS XUt TOU G1)-
pelou Sluc Tabewaong axTivag-empdvelag 6Tay Eyel PeTaaynpotio el 1 axctivo. o
VoL Eval 6O TOL 0L UTOAOYIGPOL GOTIoNOY TEéETet dho Ta Stavioputa Vo Boloxo-
vTon 6Tov o yoeo. Egdcov Eyel epuppnocTtel 0 avTicTpoPog PETUCY NUATIGROS
TNV oxTiVEL, TOTE TO GNPELD BLIC THURPOGEWS XL TO xavovixd didvucpa Ppioxo-
VTOL GTOV YO0 Tou 0pllETon and Tov avTiGTEOPO PETUCY NLATIONS,ONAUOT] GTIC
TOTUXES GUVTETAUYPEVES TNG empdvelag. o var Tol eTUvapEpOUPE GTO YMEO GU-
VIETUYPEVGY TOU 00t 0VToL 0 TOV PETUCY NLUTIONS TNG EMIGAVELNS TEETEL UTAL
VoL pETAUGY NPLaTicoupe oOppwve Lavd Glpemve PE TOV TIVUXA PETUCY NLATYLoU:

— —
Pintersection — M Plocal
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To xoavovixd Sidvucua yeewdleton PeYUADTERT TEOGOYH. LTV oucty amoTehet
odvucpo dredbuveng xar byt drdvucpa onpetou. To daviopota diebduverng tdu
PETUCY NLATIETOOY ¢ &R

normal = normalize((M ™) * normal sur face

Phong Shading

Mo Snpoguihc xon amodoti Tey v pwTiopol eivor 1 pétodoc phong [Pho75].H
pédodog xoogtlel To yompo g ETLPAVELNS UVIAOY Y TIC WIOTNTES TNS XUt TO
yeopa xar V€on e Ty gwtoc.H pétodoc yweilel tic 1816TnTeS ToU 0KTOC
PLIC ETLPAVELNG O 3 DIPORETINES GUVIGTMGTES!

e Ambient:To yooua mou diveton 6Ty empdvelr amd AVOXAIGES UXTVGY
ToU Bev QTAVoUY ameulelug and TNV TYYH QWTOC WA Umd JAASL oV Tixe-
fpeva ot oxnvhi.Mrogel v etvor proe amay| otadepd yeopotog RGB pe
picen) évtaon 1 va Peloxetar and ToNITAOXOUC UTOROYIGLOUE TOU XEVOUY
TO YWTICPS THO PEUALGTIXNG, OTwg ebvor yia Tapdderyua TeyVixég TOTou am-
bient occlusion(xdve ceo).

e Diffuse:To yeopo mou diveton and wxtiveg mou @tdvouv ancudelug otny
emupdvels. AUTH 1) GUVIGTOGH Evar 1) xupLdTeET) Yot ameovilet To Bucud
YOOPO TNG EMPAVELIS.

e Specular: To ypopo mou divetar 6T EMQEVELES TOU VUL YUXAGTERES.

To tehind yeouo puTiopod Tng uetddou etvor To dipotopo TwY TELOY GUVGTL-
GOV Y EOUATOV.

Ambient Color

H ambient cuvictooo mou yenoponotnco etvar oAy UTOROYIG TG XUt TEQL-
vodweton ond po Poduwth petofinth wxerc detudic Tpic(0.15). To diffuse
Yeopa Tou LAoU Tne empdvelng o RGB norhdodletar pe trv ambient pe-
TBANTH Yo Vo Tdeoupe Ty ambient cuvioTdow.

— . -
ambientColor = ambient Factor x Dif fusematerial
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Diffuse Color

To diffuse ypdpo £yet 10 peyohiTepo evilupEpoy Und TIC TREW GUVIGTWGES, YLUTL
xordoptler onuovTd To Yedpa TNe Empdvelas Tou Yu anodnxeutel 6Tr) cuVEYEL
oty tehuch ewodve o vor utoloyicoupe tov diffuse nogdyovta yeewdlopacte
TS PUIVETOL GTHY TUEUXETE EXOVU(TEC TOLL EIXGVL):

o To xuvovind Siédvucpa TG ETLPAVELNS Yio TO GTuElD Sluc Tabewaong oxTivag-
emupdvets(normal vector).

To orpelo dwcTtabpwong oxtivag-emipdvelug.

To orpelo Veong ng TNYhe PoToS.

To yeopo TV oxtivey pwtds Tng TyHC.

To diffuse yeoua g emgdveiag. X uvideg Teprypdpetor omd Tig WIOTNTES
TOU UAXOU TN emupdvelac(material).

To normal vector »at to onpeio Swctabenans Peloxetar and Tic pedddoug
DG TUOPWONG o TIVUC-ETLPAVELNS, OTiwe TEpLY pdpeTar Togumdve. H deomn xot to
Yowpo TG TNYNG wTtodc cuvhteg divoton oty apytonoinen tng oxnvhc. To
ternd diffuse ypmpo diveton and Ty moguxdte cLicnan:

—
di f fusecoror = di f fuse tactor * dif fusemateriar * dif fuserigns (3.9)

To ywopevo dif fusemateriar * di [ fuseggne xadopiler 1o tenxd diffuse yobpo
e emodverg. [lpocéZte ott To ywopevo ebvar TOAATAAGUGUOS VO GUVL-
GTGO0 000 BLUVUGUATOY Xt OYL EGWTECXG YWouevo.Me autd tov tpdno uto-
AoyileTon povo TO YeOPo TOU avVTUVOAETAL ond TNV EMLOAVELL TECLOIoVTuC
TO UTO TO YEOUA TOU uTOC.[Mo Tupdderypo,ov pIEOUNE UTAE QOE GE Piol VTO-
péreota pdtior pog o gavel poden yitl v viopdto avTtavaxhd povo To wox-
o yeopo. AvtioTorya,ay pa empdveln Eyel yeoua o RGB sur facecoor —
(0.0,1.0,0.0) eved n tnyh 0o16¢ light coror = (0.0, 0,0, 1.0), 161 0 TORhoGLoou6S
Ty 800 Snvuoudtey Yo etvar To padeo yedua black = (0.0,0.0,0.0).Ia auté
10 Moy auvileg To yedpa Tne Tyhc poTéc eivar heuxd white = (1.0,1.0,1.0)
ETGL OGTE VUL oV TUXAOUYTOL GAYL TOL Y EOUUTOL LG ETLPAVELNS,EXTOC XL AV O GXO-
T6¢ ebvor VoL TETOYOUPE Ao DUQORETING EQE.

To peyuritego evdagépoy oty ellonar 3.9 civen 1 Bordpoth petoBinTh
di f fuse pacior-H pete3ants xodopilet 10 1060676 T0U YpOUATOC Tou diveTu
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oty empdverxupaivetar 6to Sdotrpe (0,1) xar efoptdton and T yovia ¢
petel Tou normal vector N xon tou Swviopatoc L.O unoloyiopés tou L
ebvat amAGS xan PoloxeTtan:

L= normalize([/ightposition - intersection)

AT6 10 £66TERHS YIVOUEVO TwY 800 SLvuGPdTRY Pnoeolpe v Bpolpe To ou-
VIRiTovo g gwvicg 6,0¢po0:

dot = |A| = | B| * cos 0

To chvolo Toy Tou cuvnutévou eivor To Sdatnpe [—1, 1. Apvntid T on-
podver ot To StaviopoTa Eyouy yYwvia peyokiteen and 90 polpeg,mou oTny Te-
eintwon Tou gwtiopo’ cuverdyeta 6Tt 1) Véorn Tne Ty hAc Peloxetar Tiow und
™Y Qopd Tou Belyver To xovovind xEIETo SLAVUGPO. DUVETGDS 1) ETLQAVELY EYEL
AT TV TNYH 0WTOC wo doo TRETEL VUL UNY QOTIGTEL 1 Lloodivaua Vo Tdee
10 padpo yeoua [dutéd 1o Adyo megtopiloups TIC TWES TOU GUYNITOVOU GTO
Sudatrpe (0, 1).Apa o diffuse nupdyovtug utohoyileton wa:

di f fusesoeror = max(0.0, N E) (3.10)

Erniong 1o cuvnuitovo €yet pror axdpr wioTnTor Tou efvar yenourn oTny me-
e Twon ToU PLTIoLOUIAY 1 yoVid Twy StuvucudTey N xan L ebvan PNOEV,ONALOY,
ebvat TORUAANAYL,TOTE TO Guvnpitovo diver Tipr 1.Apx 10 cuyxexpévo oruceio
Yo poTioTel ue TAfpeS yewpo clpoonve pe Ty eZicwon 3.9.Av tu StovicopaTy
ebvon wdeto, TOTE o axtiveg TG TYHE oploxd dev TETuYUtvouY TNV ETQEvELY
noL To oUVTETOVO Bivel Ty pndev,oniudt) To yeopa tou ta dwidel Yo ebvar
pateo. o Tig evdidpeces ywviee To yeoua Trg empdvewns xordogtletar opdho
GOUOWYA PE TO T0G0GTH ToU 0pllEL To GUYTITOVO.

Specular Color

To specular ypmpo utoroyiletor pe ToEoPoo TeOT0.2E AUTAY TNY TERINTKOCT
yeewlopuoTe xar T VEan TG XAPEPUS GTOV TEIOOWIGTO YME0 Xat EVaY oxOUT
nopdyovTo specularity mou ogilel xata 1600 PeYdAN £ivor 1 YUOAGDA TNG EML-
pévee otny ewdva. To specular yeopa utoroyileton o¢:

—
Specular oior = SPEC tactor * SPECULAT sur face * SPECULAT [ight (3.11)
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Ambient  + Diffuse +  Specular = Phong Reflection

Yyhpo 3.1 Pwtiopde xatd Phong [Wik]

a

=ovd eVOLOmEDOY OTNY TUEUTIVE ECLOWoN EYEL O TOOAYOVTIC SPECtyetor TOU
0 I " | L it factor
wordoellel xota mHco yuohiler wa emadvero. To Gudvuoua L estvenr to (6o mou
i | A T A
yenowonoteiton yia tov diffuse ropdyovra. To Sidvuapa C' Belyver tn xotedhBuv-
O1) 0mO TO ONUEID DLOCTOURMCEWS TROC TNY AHAUERAL:

A
K

C = normalize(Camerap,s — Pintesection)

To dudvuopa R detyver tnv xoredduvor) avexhaone tou Yo oxouhniioet 1) o-
xtiva apdTou grdoer oty emgdveallpocoyh,to specular yewua dev uToho-
YiCer 10 ypopo TV axtiveey Adyw avtovdxiaone Tou LAxoU.H avtovéxioon
ETUQOVELS TEEPLYRAQETOL OE ETOUEVY Topdypago.AvtioTtowya 1) ywvia 8 petagd
Twv dtavuopdtey C xon R Pploxetot yenotuoTounhvToc E0WTERIXO YIVOUEVO.

specCos = maz(0.0,C - R) (3.12)

O tehxde mopdyovtag Yoo To specular ypopa clugovo ye Ty Teyvixt] phong
unohoytleton e

e a1 spectlarity
Specgactor = specCos™e Y ([3:13)

To tehid ypwua Tou BIVETON GTNY EMGAVELY Y0 TO GUYXEXQIUEVD oruelo
DLOCTAUUPWOELC Etval TO Alpotoua TWY TP HVTEYV,DNANDN:

5 kY
7 r = e 4 7 = 7
color = ambientColor + dif fuseColor - specularColor

O pwtionoc vhonoteiton ot peYodo shade Tou ohyopiduou 2 Tou xepouiotou
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3.4.2 Xxiéc - Shadows

‘Eva ege ypopuev mou etvor d0oxoio vo anewovioTel and ahyoplduoug tinou
rasterazation etvor ot 6x1€¢.O xuptdtepog Adyog mou To e@é ebvar dUoxoio vu
aneovioTel etvor YTl To rasterazation enelepydleton wdle empdven Zeye-
ELOTE wa OTOY EQYETUL 1) GTVYUY) TOU QWTIGPOU YOl T1) GUYXEXOLIEVT] ETLOEVELY
dev uTdpyer TAneogoeto TNG YETOVIXAS YEWUETELG,ONAUDY TwY UTdAoLTGY -
TLPAVELDY TG oxnVic. Ot GxiEC Tou UToAoToOVTAL GE TETOUS alyopitpoug
Bootlovtor xupiee oe shadow maps(xdve geg) # Topoundve und éva rendering
pass.

>1o ray tracing to g€ Twv oxiwy eivar ToAs elxoro va viotomndel yiutl
ove oo oty pn xdle axtiva et TedcBuct oe OAN TN YEWUETEIL TNG oXT-
vig. ITpotol »anbet o unoloyicuds Tou EOTIGROV YL TO GNPED BIUG THUCKOGENS
VIO TIC TNYEC PWTOC TN OXNVAS,EEXIVEPE Pl XOVOUoL axTive ToU oVOpdETaL
oxtivo oxidic(shadow ray pe apyind onpeio 1o onueio Sl TUUEOOENS Tou EYEL
701 Peedel amd Tig apyiéc uxTives TG xdPepus xon e xutebluver To Sidvuauo
Tou Belyvel Tpog T TNYY wTog. Eneite eASyyeTuL oV 1) axTivoL SluG TaUpGVeE-
TOL PE MAmOL ETUpAVEL TNE oxnvAg. Ay Beelel emupdvels SLo TUUROGEWS,TOTE
onuatver ot ouTy 1) empdvela xeUBel i axTiVES TNE GUYXEXEWEYNS TNYHAS Yiol
TO ONUElD DG TUUEMGENS TWY UXTIVGY TNG HAPEROS. 2IE DIUPOLETLIXT TEQITTR-
an,0nhadt) av dev Beetel onueio SUGTUUEMOENE, TOTE oL UXTIVES TNS TNYAS Pe-
T6¢ PAETOLY’ TO GNPELD DG TOHUSOGEWS TNE TEWTNE UXTIVIC XUt O UTOAOYIGPOC
TEOYWEUEL UE GTY pdoT Tou gwTiopol.O whydprduog 2 Teomonoteiton v Vo
UTOG TNEICEL X0 TO EQE OXUDY:

Me pepués amhég arharyeg o arydprdpog 4 Setyvel Twg LAOTOOUVTL 0L GXEG
oTov ahyopripo Tou ray tracing aAAd xon 16Go €Ux0A0 ebvar Vo utoloyicoupe
TO QOTIOPO YW TOMEC TNYEC goTéc o wa ewovint oxnvi.llgocélte ot
péodog wrepoestiofiiny amhd, ypetdleton Vo EMOTEEREL TOUE 1) PaATe,0mudT
av 7 oxTiVe GG DWICTUURMVETUL UE OTOWDATOTE EMQEVEW TNG OXNVAC.DE
ovTilesT e TIC DIUCTOUGOGES TOV TEMTWY UXTVGY xdPecus,n avalhTnor e
auveytletat €101 WoTe va Bpelel 1) XOVTIVOTERT) EMGAVELN GTO dpYIXd GNPELD TNC
shadow ray.Omnowdnnote entpdvets StaeTalpwong oexel Yol Vo anopocicoups
oV TEEMEL VU EQUPUOGOUUE POTICUS GTO dpyind GTUELD DLUIGTUUEOGEWS Yo TN
CUYHEXPULEVT] TINYT| QWTOS.

Kietvovtog etvar amapaitnto va avagepdet 6t 1o agyind onueto tng shadow
ray TEETEL Vo PETonVIUEL %aTd Evar pied Tuedyovia Teog Th) xateliuvey Tou
xovoviol droviopotog(normal vector) Tng emQEVELNS YL VO ATOQUYOUUE THY
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Algorithm 4 Ray Trace

1: procedure RAYTRACE

2 t+ MAX

3 colorRGB <« Black

4 for all surfaces in Scene do

5: s« INTERSECT ray WITH surface

6 L+ min(l, s)

7 end for

8 intersectionPoint < calculateIntersection(ray,t)

9: for all [ights do

10: shadowRay < calcRay(intersectionPoint,direction ToLight)
11: intersectionFound < intersect Visibility(shadowRay)

12: if —intersectionFound then

13: colorRGB < color RG B + shade(intersectionPoint, Light)
14: end if

15: end for
16: return colorRGB
17: end procedure

e0oEoT) DIGTUUEWONE LE TNV (Bt THY EMLGAVEL Tou EEXVAEL 1) oTiver, SnAadT):

Shadowom’gin - POZntintersection + e x Normalintersection

3.4.3 Avtavaxioor - Reflection

H avravdoooon etvar évor dhho g yoapixdy Tou etvar S0GX0AG Va uTohoyiGTel
GG T GULPOVU PE THY YELTOVIXH YEOUETELN TNE oxnvig o€ aryopitpoug TOTou
rasterazation.>to ray tracing oty n mAngogogta etvor Swodeoiun yior xdide o-
1TV EEY o TE o ETOL Vet GYETWE omAd VoL 3p00UE WO TES HVTUVUXAUOELS
ETLOUVELDY.

Apyind mpémet 1) eMQAVELD DG TUUPWOENS TNE UXTIVIG TNG XUPEQUS VUL €-
TUTEETEL TV oVEAUGT) axTiVWY,0Teg ebval yior Toeddetypo evag xadeentng A 1
enigoveta plag Alpvng. H diedbuvern tng avdsohaong teprypdgetor ond tov Tupo-
euxdTe TUTO,0TeE TEQYRdQETOL PE AETTOUECI 6T Onuocicucy Tou bran de
grieve |Gre06|:

R=T-2(-N)N (3.14)
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To didvucpa T civan 7 wetebuven TeooTiTToUGUS oxTivag Hat N eiver To nor-
mal vector tng emgdvewc. H xotebtuvern avisahacng negtypdoeton and tny &-
Liowon 3.14.

o ahyberdpog Tou ray tracing €U0l PETUTEETETAL £TGL (GG TE VoL UTOGTNRlLE
no TO EQE TG avTavahaong. Ot chhary€c Tou yeerdlovTon GuivovToL TUeuXdTe:

Algorithm 5 Ray Trace

1: procedure RAYTRACE

2 t+ MAX

3 colorRGB <« Black

4 for all surfaces in Scene do

5: s« INTERSECT ray WITH surface

6 L+ min(l, s)

7 end for

8 intersectionPoint < calculateIntersection(ray,t)

9: for all [ights do

10: shadowRay < calcRay(intersectionPoint,direction ToLight)
11: intersectionFound < intersect Visibility(shadowRay)

12: if —intersectionFound then

13: colorRGB < color RG B + shade(intersectionPoint, Light)
14: end if

15: end for
16: if Surface is Reflective then

17: reflectedRay = reflect(ray)
18: colorRGB < colorRGB + fresnel * raytrace(reflected Ray)
19: end if

20: return colorRGB
21: end procedure

Onwe guiveton otov aryoerduo 5.1 pédodog raytrace yivetow avodeopl-
K. 2ITO ONPElD DG TUUEOGEWS ONioueYeltar pla Ve axtivor ue apyd onpelo
T0 GNPELoD BLIG TAUEOGELS TNE ETpAvELdS Xl xuTebiuvar Tou opiler 1) eZicnaor
3.14. Erewra acorouteiton 1) xawvolpla oxtive xohovtag Ty raytrace, n onolu
pE TN ogtpd Tne Vo eTG TREDEL TO Yedpa TNE EMGAVELNS Tou Sua TowpmveTtar. Me
QUTO TOV TROTO GTO YEOUA ToU apytnd oTpelou SioTavpwosws Yo Tpoctedet To
YOO TNG ETPAVELNS AVAXAUCTS.

‘Eve cootnpo Tou meoxdnTer and Tov alyderdpo 5 ebvar moTe oTopaTdEL 1
avadpour; Trotetind o oxtiva o propoldce vo TeoGTOTTEL GUVEYELL TEVE
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OE EMQPAVEIES TNV TOU AVIUVUXACOV.XE qUTH TNV TERIMTWSY O UTOAOYIGUOS
YewenTd dev Ya teretwve ToTE xan TpoxTind Yo Eoxarye To Tpdyeuppa.le Ty
OVTIIETOLGT ToU TeoBAApatog utdeyouy dlo teémor o) No optoteticoupe tov
opripd mbovey avadpopixey xAAoewy # B) va Snpuoupyicoupe évo LovTéro
PUOAG UTEMOVIOTS TWV axTiVeY BIVOVTUS TEC EVH TOGH EVEQYEWNS XUTY TNV
HATUGHEUT] TOUG Mot PELOVOVTUS To %dde @opd Tou SLcTdToL G TECIGGOTERES
PEY RIS OTOU 1) EVERYELDL Lag o TIVOG EVOL GOVTIXG PAXET) Yo Vi XAVEL DLpopd
GTO TEMXG YEMUOLETNY UAOTOMGT Tou EgTiada DidAedu Tov TpdTo TeOTO.

TEhog Evag onpavTinde TaUpdyovToS TOU GUVELGPEREL GUOVTIXG GTOV (-
TOPEUMGUO TWY oVTOVUXAdoEWY eivon 1 PardpeTh uetofinty fresnel.  Awigo-
EETIHE UAXE ovTovOhOUY SLUPOLETING TOGOGTO YPWUATOC GE (L0l TEUY AUTIXY
ETLPAVELL, OTOE Vi TUPEOEY U EVag xUUeETTNG pE Evar dtodvTt. O mapdyovTag
fresnel opilet 10 mToGOGTE TOU YeoOpuTOC ToU VYa unodolel GtV EmpdvEL Ut
TNV ETLPAVELL AVTUVIAACTC.

28



Kegdrawo 4

Acceleration Structures

YlE oUTO TO XEGIAUO TUEOUCLELOVTAL DIBPORES BOPES ETITAYLYGNE TOU ahyopit-
pou ray tracing vy T Bertiowon tne enidoone.

4.1 Anupogiieic Aopég

Huparneoviaug Tov alyderdpo 2 tou xeguiaiou 2 guiveTon 0Tt To UTOAOYIGTING
Buel xoppdtt etvor 1 ovalATNOT SLIGTUUEMGEWY TNE OXTIVAC PE L ETLPEVELY
NG OXNVAG.2UYVE Ot ETUPAVELES Lag YNoLoxAg oxnvic ebvar Tng TEZng Tev &-
AATOVTEOWV YIAEDWY,xdpr) 3ot exatoppupiov. Eivar gavepd ot 1 pédodog tng
UmAAC GELEIC ava(ATNGTS Blua THUEGOGEWY Bev ebvor amodoth. Me amh| cet-
eroneh) ovallATNom xdle axTivor 1o TAUPOVETUL LEY OELGTY PE Xdle EMpAVEL Yiol
NV EUPEGT) TNE XOVTWVOTERTS EMLPAVELNS, ol xdie axTivor €yel ouUGLUGTLIXG Bla-
POLETIXT xoTELDUVEY,.

M yveo | Sopf, yioe T peleor) Tou aetipol Slc Taup®oEWY VoL TO 0oL
bpoogo Tereddatuto mAéypo(uniform grid).O toweddatutog dngluxde yodeog
Tou }AOTTEL 1) axnvY| uTodlneeitor opotbpopoa o AABB (axis aligned boun-
ding box). Avtl va edéyyoupe xdle emgpdvern Zeywetotd,eréyyoupe To AABB
TOU TAEYPOTOC Teog THY xatelduvarn e axtivag xar av 6to AABB nepudie-
fwvTon emedveleg Tng oxnvig, TOTE eAEYyovTaL Yio dlcTabpwon.Me autd tov
TEOTO BLUGTUUEGYOVTL LOVO oL ETLpavELeg Tou [Bploxovtar 6Tny xateldiuvor
NG Tivag yoplc va yeetdleTton Vo eEETUGTOUY Ol UTOAOLTES.

To opotdpopro TAEYUU EYEL SRS EVOL PELOVEXTNU TOU UTOREL VoL ETNEESGEL
aevN T TEAXG Ty enidocr Tou ray tracing. Otav 1o péyedog twv emguvet-
oV elval SUGUVIAGY0,0NAudT) dALES etvan PeYdAes eve dAAeg ebvar GruaTd i-
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APEC, TOTE EUXOAY TULUAEITOVTOL O xEES EMLPdVELES. Evol xhacotnd mogdderypo
oxnVvhc anotekel 1 xolna oe atddio(teapot in stadium).I'o v Swe Toup@aoue
pa ativor pe Ty xolme,do yeelas Tel Vo G TUUROGOUUE TOMES SAAES ETLOAVELES
ToU yNTESoU Yol VoL {wypupto Tl TeEhd 1 xolTa. Mropolue vor HELOGOUUE TO
péyetoc xdle AABB tou miéyputoc €tot 0OTE VoL UEOGOUPE ToV optdpd Oua-
OTUUROCEWY PE ETLPAVELES TOU YNTESOU, MRS £TGL QUEAVOUUE GNPUVTIXG TOV
apriud SLGTOE®oEWY oxTivey e T AABB tou grid mou cuctustind Sev a-
TOTEAOUY EMGAVEIES TNEC oXNVAC. AV amd Ty dAAn auEAGOUUE To PEyelos Twy
AABB, téte vor pev pewdvoupe tov aerdpd Swotaupnccwy e o AABB ahkd
TUUTOY POV QUEAVETUL O UELIPGC BIUG TUURWOE®Y ETLPOVELLY TOU TEAXI OEV
YEWRUTIGTOUY and T @dcT) Tou wTiIchol. Etot etvar govepd oTL 1) ETAOYT| ToU
peyédoug tou AABB tou opotdpoppou mhéypoutog meénet va etvor oviAoYT e
T0 pEYEVOC TWV ETLPUVELDY XUt PUOKY Ot ETUPAVELEC PETAL) TOUC VUL £Y0UV
opoto péyetoc.

M din watrpyopta Sopev emtdyuveng ebvon ot dopég tepapytug.>itny ou-
olo amoteroly Bévtoa Tou eite yweilovy ywewd T oxnvh(spatial subdivi-
sion),6mwe ebvor T Kd Trees eite unoSuunpoly Tic emgdveles petalld Toug 6meg
etvor T BVH Trees(Bounding Volume Hierarchy).Xtny vionoinon mou €xova
oTo mhaicio Tou ray tracing yencionotca BVH dévrea.

4.2 Bounding Volume Hierarchy(BVH)

H BVH ebvar pra Sopy| 8évteou mdve oe Eva givoro empaveieoy. Kéde empdvewn
NG oxnvig TepeieTon péou o éva ayfiua dyxou opodétnone(bounding volu-
me) Tou amoTEAOUY ToL @UMa Tou SévTpou. Kdle Sopt optotétnong avadpouud
Tepuhelel OREC TIg SLIEGIIES ETLQAVELEC TOU PE T1) OELRd Toug TEphetovTon amd
dopEg optoBETNoNg pEY S OToU UTERYEL ULol 1ol Lovedur) Sopr ogtodéTnong mou
anoteel 1) pila Tou BEVTEOU. X ThY0C Eval VoL JEWWGOUPE GUVOAIXE ToV apripd
BLOIG TUULOGEWY UXTIVUG-ETLOAVELNS TOU oy opituou %ot v TIg avTIXU TG THGOU-
PE PE YeRyopes petddou Bruc Taupdceens axtivac-dopric oprotétnone. H Bouou
e etvar 6TL av o oTivor eV DG TUURGOVETHL Pe Tr) douY| ogto¥ETnong,téTe
clyoupa 0ev Vo DLUTUURGVETOL %o PE TIC ETLQAVELES Tou TEEUAEiwvTon. Me outd
TOV TOTO UTOoEOVPE EUXOAS Vo amopavIoUpe o yeetdleTar Vo Dl TUURWGOUPE
ptor onetivor pe éva obvoro and emgdveteg(trivial surface rejection).

H emioyn tng dopfic opodétnong elvon xelotun. H dopry ogrodetnong negnet
VOl TEQIMAELEL OAEC TIC EMLPAVELES TOU BIVOVTOL UE TOV IXEOTERO DUVUTO OYXO Xt
T TOY povel 1) pEV000C BlucTONerGTE PE Lot axTivor var ebvan yeryoern. Zuvitog
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1 T OTNTA SLUGTOUEOGERS EVUL AVTIGTROPWS UVIAGYT) E TOV OYX0 TNG Doung
optodétnong. O Sopeg mou mepihetiouy €vol GUVOAD ETLPUVELDY PE el &YX
GUY VA Y el oVTaL UEXETOUS UTOAOYLGPROUE XOTd T1) 9861 TNS SLGTalpmGTS,EVE
OOpES TOU efvan T UVEXTES GTOV &YX0,EY0uY Tay UTERT PEB0d0 BLUGTOUCOGENS
(ouvhtwe yeedlovtar xon Avydteen pviun). To AABB (axis aligned bounding
box) mpocoécer avoTomnTY| GYEéarn Toy UTNTAUC-GYX0oU. NTNY UAOTOMGT Lou
yenowonoinoa AABB.

4.2.1 Koataoxeur Agévtpou-Tree contruction

H xoraoxeut| g eeogylog anoterel xploylo xoppdtt g Termng entdoong Tng
dopfic. Mo agerfic xutaoxeut| devipou BVH o ebvar onpavtind mo yeryoen
and TV amhf oeietan| avalhTnon aihd uoTepet Evavtt pog meooeypévne. H
TOWTATY TNE xUTaoxEURE xadopllet ouGtUaTINd TNV ETIB0GT TNE DOPAC XUTE T7)
Oudipxela TNS amedvionc.O TROTOC Sy WEITUOU TWV ETLPUVELGY, 06 e&nyelta
TOEOXHET, UTOTEAEL TO XAEWL TNE ToLdTrTag TS doprg.

Yuvidwe to BVH 8évtpo etvon Suadud,onid dev ebvar o xavovag. Aévteo
pE peyorbTepo aprdpd mouduiy £youy uxedTepo GPoC TOU OTUUiVEL OTL 1) oVa-
ChTnom yeryopa @Taver oTa QUL ONAUSY, 0TI EMOAVEIES TNG bnelaxhAc oxn-
Vic(Toly Ve, o@olpes xTA),0md TNV AN auTd anantel ueyohiTeRo Yedvo enelee-
Yaclug 6Toug EVOLIPIEGOUS XOPBOUC.XTNY UAOTIOWGT 10U Y eNaYloToinao Suudt-
% OEVTEOL

Ousxheror pédodot yio Ty xataoxeut evéc 6évtoou BVH yopllovto ot 800
xarnyoplec. Ané Tr o peptd undeyouv ot offline chydordpot Tou umatoly dheg
Ol EMLPEVELES TNG OXNVAC VL EIVOL YVWGTEG EX TWV TEOTEPWY XUt UG TNV UAAN
ot online mou dev yeetdlovtal TANEogopiu Yo GAT TH YEOUETEIY, ) oToly uTopet
VoL aAAGLEr oo xon Suvopd. Ot offline etvar ov o amiot 6tnyv vAoToinoT XL
ywetloviar ot 500 UnoxaTnyopies:

o Top-down:H xoracxeuy) yiveton and mdve meog o xdtw. Agywd n pila
Tou 0évipou TeplEyEt xdile empdveln Tng yewpeTelug. Enetta ovadpopind
oL empdveleg yowpilovtar ae 800 clvola,Eva v xdle madt Tou BEvTpou
péyerc 6tou Evag xdpBoc yiver pUAAG,ONhadH Teptéyer To moAl N em-
PAVELES.

e Bottom-up:Kutacxeur| and xdte mpog o néve. Agy s Gheg ot empdveleg
YewpolvTor wg To YUY ToU BEVTEOU %ot opadoTolobvToL avd dUo 1 Te-
PIOGOTEREC GE [l Bopr] 0ptoUETNONE TOU XUTUOHEVALETOL XAt UmOTEAEL
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evddpeso xopfo tou dévipou H xutuoxeur otuputd dtuv Bev umdpyet
G1M0¢ ®OPPog TEoC opadOTOINGT),ONAUDY| PTUCOUUE GE EVEL POVIOXS KO-
Bo,mn eila Tou BévTeou.

H mo anify xon yerpyoern pedodog eivor 1 top-down xatacxeur). Onwe avo-
PEeUnyE, mEETEL OAeg Ot EMQAVEIES VoL Efvan YVWGTEC TEoToU agyloet 1 xuto-
oxevy| Tou 8Evteou.O ahyderlpog (xave pep) Betyver oe popof Peuboxnddma
Tov top-down tpémo xutucxeuric Tng BVH. O whyderipog oe wdlde avadpo-

Algorithm 6 BVH construction

Require: surfaces,start,end
procedure BUILDTOPDOWN
node = buidNode()
node.bounding = computeBounding Volume(surfaces,start,end)
addToTree(node)

1:
2
3
4:
5: numNodes = end — start
6
7
8
9

if numNodes < MAX then
createLeaf(node, surfaces,start,end)

else
splitIndex = partition(surfaces,start,end)
10: build TopDown(node.leftChild, start,splitindex)
11: build Top Down(node.right Child, splitIndez,end
12: makelnterNode(node)
13: end if

14: end procedure

P xAhom Snutoveyel Evay xovolplo xépPo.Kdle xopfoc mepéyer pio dopn
optoétnong Tou Tepthapfdvel Gheg TiC empdveles Tou opilovTon and To indices
start xot end.'Encita eréyyeton ov 10 TARNI0C T@V ETLQUVELGY VLo TOV XavoUpLo
%0u3o Tou BEvTpou ebvan pEdTego and wa otodepd MAX xar o xépfog pe-
Tateenetan o UMo.H atadepd xodopilel to péyioto apripd empuveldy xdie
pOIou. Muxgée Tipéc oTalepde xdvouy To BEVTEO Mo PUNAG,EVE PEYANES YpEL-
Glovrton YEYUADTERD Yeovo emelepyuciog @OMAOL,upol TEETEL Va eZETUGTOUY
GAEC 0L EMQAVEIES TEOG DG TAUEWGT.2E DLUPOCETIXNY TEpITTwWoT,dnhad? dTay
T0 TAfdog empaveldy ebvar peydhiteco and 1n otadepd MAX, t0 clvolo Tev
ETUPAVELDY Yweileton 68 000 GUVOA xot avadpopind dniousyolvTar o 800
TondLd Tou EVOLIPEGOL XoPBou.
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To xoppdm Tou wryoetdpou tou xadopilel Tnv TowdTNTA Tou SévTpou eivar 1)
Yoot evven Tou aryopitpou 6. Eva bvh 6évteo dewpeltor xohd dtov tpocpépet
uhmAny entdoon xotd T Swipxel amedéviong Tou ray tracing. Eve anpdcexto
partitioning tou Guvéiou empuvEldY Yol TOV TEEY WY %o0uB0 elvar duvaTtd vu
ETNEEAGEL GIAVTIXG TV ETI00GT) XU Td TN DWUMECUGT GTN QACT TNG ATELOVL-
one.Io mapdderypa, av anogusicovye To 8EvTeo v elvol 160G TutGpEVD, TOTE
ndie popd yweilovue Tic empdvees og 0o glvord ioou TAflouc. Auth 1 Teo-
GEYYIon Eivol XA LOVO GTIC TEGITTWGELS TOU Ot ETLPAVELES TNE oxNV¢ Pploxo-
VoL oy ETId %ovTd peTadl Toug xon Eyouy dpoto péyedoc. Av ot emipdveteg etva
O poEETO0 PEYEDBOUG Hat BEV XOADTTOUY OPOLOUOLPH TO Y®EO,TETE XUTd TN
DLTECUCT),OTWE TEQLYPUPETOL GTNY ETOUEVY TUEAYQOPO TOU XEWEVOU,T] UXTVY
Vo emoxentet Torholc #6pBouc Tou BEvTpou ddwa, ywpelc va Peedel Srhadt p
emLpaveELd Sluc Taupnoews. Eto etvar gouvepd 4Tt 1) partitioning pédodog neénet
VoL houPBdver UTODY oL TO YOEO TOU TEAXE XUTUARBEVOUY Ot ETLPAVELES GTT)
TELGOWG TUTY) X VY.

M yvewoth xon yeryoen pélodog Yyl ToV Sy OELGUS TWY ETLPUVELDY &~
o o Sywpeopds Ywenhc dwpéoou(spatial median split [WKO06]). Xopgwva
pe 1 pévodo spatial median split cpywd unoroyileton o dfovauc Tng dophc
oplodéTnong Tou xopPou(X,Y,Z) pe 1o peyoritepo prxog. Eneita ol empdveteg
T vopolvTon aluowva pe Tov diove mou emheytrre. To index Swywpopold
TV EmovEWDY uToroyiletar pe Bdon To péco anueio Tng dourg opoléTnong
atov eneheypévo dZovo.Me autd ToV TEOTO oL EMGAVEES YwellovTul Ywed
o€ B0 SpopeTind cOvohe.O TEdTOC By welcPol etvar PeV GyeTnd YNy 0pog
wan Srputoueyet bvh 8évtea e todtntog,and Ty dikn ey elvon toocTordpL-
opeva. H toydtnra anemdviong dpwe eivar oruavTind To Yeryoer 68 GYEGT UE
TOV UAG UL UPEAT) DY WEIGHO 1GOG TUTUIGUEVOU DEVTROU.

Mo everhaxtiny| pédodog etvon 1y SAH(surface area heuristic) [Wal07].H
pétodog unoloyiler pra ouvdETNoN *OGTOUC PE BAoT TNY ETLGAVELN TOU XU-
AomTer 1) Sopry oproétnane. To erdyioto unoroyico xécTog xadopilet To in-
dex Sy wpelopol TwY emQAVELDY,dNANDT To GUVOAY ETLQaVELDY xdide Todlol
evog eVOWpesou xoplou Tou Sévteou.H cuvdptnen xdotoug etvan 1 mapdmate:

A A
SAHcost:C'TrJrNT*CI*ZTJrNZ*C]*ZZ (4.1)

émou Cr, xou Cf ebvan otatepes g uhonolnong xan TEEY pdpouy To x6GTOG
DLMECUCTIS HOlL TO (OGTOG BLIGTUULMGEWS TNG OXTIVAC UTO TOV GUYHEXCHIEVO
%oufo avtiotorya. Ot topdpetpor IV, won Ny avagépovton 6To TAYog Twy ETpo-
velwy vt To 0e&i xon aptoTeed Tondt Tou xopPou avtictorya. H A etvon 1 surface

33



area Tng dophc oplovETnong Tou Tegyov xopPou evey A, xon A; 1 surface area
TWV TOLOLV.

H SAH »ataoxeudler mo yeriyoeu 6évtpa o€ ayéon ue T pédodo spatial
median split,oclrd malover apneTtd YedVo Yo VoL XATUGKHEVAGEL TO DEVTRO.IITIC
TEQITTWOELS TOU Ol EMPAVEIES TNE OHNVAS BVl TNE TAENEG TWV YLIAEOWY, T XU-
TUGHELT| UToREl VoL DlpxEcet aexeTd hentd.Xe avtiteon,n spatial median split
XUTAGHEVALEL TOAD YENyoeu Ta BEVTEU axdpa xt oy 0 UotdC TV ETLOAVELDY
ebvor peydAog. Ty uloTolnoy pou yencionows tny spatial median split yu
TOUC TROTOUS XOUB0UC TOU BEVTEOU Yol VUL PEIOGW TOV dpriud ETUPAVELLY GTY
TEWTH UTOOEVTON Xo T cUVEYEL olAalw T Soyweton o SAH.O nogandve
TEOTOC BEV TupdYEL TOG0 TowTwd dEvTeu 660 1 SAH,0lAd 1) enidoon anewdvi-
omng ebvan GuY G Xt 1) XUTUGHELT| SLEXEL POV PECIXE DEUTEQOAETT.

4.2.2  Awangpaocr Aevipou-Tree traversal

H Swinéeuon tou 8évtpou etvan Ever axdprn oNLavTING XOUPATL ToU YeetdleTal t-
ddtepn npocoy . Katd tn Suiexeio Tng anewdviong xdie wxctiva,ette etvor axtive
1Gpepo,elte eivon SeuTepelouc axTivaoxtdg,ovTavdxhoong ), TeéneL Vo dtume-
edoEL Vo TOURGYIGTOV £V XOUPATL ToU BEVTEoU,TeoTol AdBet TNy TAneogopio
TOU YEEWILETUL GTT) GUVEYELN O UTOAOYIOPOC. Ot axTIVES HAUERUS UL OV TUVEXAU-
ang avalnToly TV XOVTVOTERT) EMGAVELN SLUC THUSMGEWS,EVEK Ol UXTIVEC GHIdC
avalnroby e onowwdr|tote empdveta. o Tic Seltepee 1) Sumépuon etvor uixehc
Oidionetog ool uExel Vo PTAUGEL GE EVOL OTOWOOHTOTE YUARD TOU BEVILOU,EVE) OL
TEOTES GUVATKE GTUTUACUY TEGIGGATERD Y pOVO.

O ahydoruoc 7 nupoucidler oe poeey) Geudoxmda tn Sluméouar plig o-
xtivag and éva BVH 6évtpo. Apyind o unoloyiopdc Zexwvder and tny pila tou
OEVTEOU xan EAEYYETOL Yio Do Tadpmar 1 douy| opodétnonc. Av [Ppedel Suu-
G TUdEOGT),0 UTOAOYIGPOS GUVEYLLETon avadeopind Teog To 600 mandid. Otay o
oxtiva TdcEL 68 PUARO TOU DEVILOU, TOTE BLOG TUULMVETUL IE OAES TIC ETLOAVELES
Tou TepuhelovTon o dopt| optodETnong Tou elvar 6TV ouGta YEWPETEES -
TPAVELES TNE TEtoOWoTaTNG oXNVAC. AV YeetalbpucTe TNV XOVIIVOTERT BIG Ta-
bowan,dniudy| 1 axtiva ebva ette anctivo xdpepag elte axtivo avTavdaoong, 16Te
YIVETOL AVUVEWGT) TNG XOVTIVOTERT|C ETLPAVELNS XUl O UTOAOYIGPOE YivETAL GTOUG
undrotmoug x6uBoug Tou BEvTpou. Av 1 activer evan oxTiva 63de, TOTE UnopoUpe
VO GTUPOTHGOUPE TIS OVUDROPUIMES XAAGEL HOMS QTUGOUPE GTO TEMTO QYUAAD
TOU BEVTEOU ot BeoUPE TNV TeOTH SUGTUDEWGET X TIVUC-ETLPAVELOC.

H ovalftnon S taup®osns YIVETHL GNuavTd To Yeriyoen HE ToV k-
yvooruo T.H wxtiva acoroudel pdvo Tic yoewd UToPAQIES EMGAVEIES TS OXI)-
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Algorithm 7 BVH Traversal
Require: BVH root,ray

1: procedure TRAVERSE RAY

2 bounding Volume < getBV(node)

3 intersection < intersectBV (ray, bounding Volume
4: if intersection == Found then

5: if node == Leaf then

6 intersectRay WithSurfaces(ray,node)
7 else

8 TraverseLeftChild(node)

9: TraverseRightChild(node)

10: end if

11: updateMinDistanceSurface()

12: end if

13: return minDistanceSurface

14: end procedure

VAG PE oVTITIHO TO Y eGVO UTOACYIGUOU BLIC TUUEMGEWS UxTvUg-00phg optoteTr-
OTG TOU G UEXETEG TEQITTWGEL ebvar Yeriyopos.Me autdv Tov TpdTo anogedyo-
VIO GOXOTOL UTOAOYIGUOL XUl SLUG THUPMOELS PE ETLPAVELES TIOU OUGIIG TG, DEV
Yo emneedcouy THY UTEOVIGT) GTT GUVEYELW TOU ray tracing.

H enidoon tou aryoptipou 7 pmopet vou Pertiwdel pe 800 ppés ohho-
vEC.AvT var eREyyETon ovadpouind TewTH 0 Ul TEROS xOpPoc xar UG TERH O
0e&L6¢,1) ovadEOoUXT) XARoT VoL YIVETHL TEMTO GTO XOVTVOTERO Tondl,apol €Tot
etvar o miovd va Beetel S tabpwon axtivac-empdvetus. Eniong propolue vo
UnoQUYOUPE TV xuTdPucy 6g £vo Tondt av 1 andcTaUcT and To ueyxd oTuEio
g axtivag ebvor peyuliTeen amd TNV 101 UTOAOYIGUEVT EAUYIGTY UTOGTUG
empdvetns.Me autég Tig arharyég o ypdvog Samépuons Tng axtivog yiveton -
%p0TEROg, YTl anoplnTouue XoupdTior Tou 8évTeou Tou eyyunuéva dev Yo Gu-
VELGPEPOLY OUGLIG TIXT] TANPOGootA.
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Kegdhawo 5
Ray Tracing otn GPU

Yle oquTo To XEQEAoLo TapouGtdleTar 1 UAGToinGT) Tou ray tracing oe pua Nvidia
GPU IlegthopBdver dheg Tic avayxadeg arhayéc Tou yeetdleton 1) UAOTOMGT) 6N
CPU wote var etvor Qi %ot omodoTixy| GTHY UeyITEXTOVIXY TNE XUOTUS Y RuUpL-
%@V O mo xeloteg chhayEg etvon 1) TOTOVETNGT) TGV BEBOUEVLY GTY) UVNUT TS
GPU »an 1y amodotins) Sramépoon tne BVH and éva warp. Téhoc nugovaidlovton
PETENOELS %ot GNUELOYOVTOL oL Dlopopés emdoceny e T CPU.

5.1 TYAlorwoinon

O aryderdpog Tou ray tracing proget va dewenidel embarrassingly parallel. O
oxtiveg Tou aAyoptlpou etvar aveldpTnTeg YETUEU TOUC XOL TO YEWUN TOU ETL-
aTeégeTon Yo xdle oxtiva Boctleton novo GTNY EMQAVELN BLoG TUUEMTENS TNE
oxnvic.Kotd ) ddpxeia tng amemdiong progolv va dnptouey ol exatop-
poetor oxTiveg,0moTE o xoAY) Wen ebvol 0 TUpUAANAGROS Vo YIVEL 6TO eTinedo
e oxtivag. Kdde vipo tne GPU avolopfdver 1oV unoAoyiopd Tou avTiG ToLyEl
o€ ol axTivor xon omodnrElEL TO (UTIAANAO YROUU GTNY EXGV.

‘Evor vijpo g xdeTog Yeopinoy Tou avamugto Td e axctiver propel v {n-
THGEL TIC WOOTNTES OTOWGOATOTE empdvelg Trg oxnviic. Ot o cuvnthopéveg
wioTnTeg ebvon 1) VEoT TG OTO Y®EO,TO UMXG TNg %ot TO YeOUo TG ETi-
paveELC. BUVETGS bvarn ovaryxalo oAdxhnen 1 dnelnd| oxnvh Vo yopeder 6T
H0pLL PYAUY TNG XEETUG YEUPIXGY.2IE DIUQORETINY) TERITTWSY TEETEL 1) YEWUE-
Telo TG ounVAg VoL Yweto el Ge BU0 1| TEIGGOTERO XOUPATIO XUt 1) UTEWOVIO
Vo YIVEL 08 TEQIGGOTERY U €vol passes. 2TV uAomoiney pou utodéte ot 1

dnuend oxnvy| ywedet ot uviun tne GPU. Enilong dev €yer uhonomiet to g
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NG AVTUVAXAUGTE,OTWE TEPLYRUPETUL GTO HEQIANO 3,A0Yw TECLORIGUOD UvVa-
OEOPIXOY GUVORTHGELY GTNY agytTeEXToVX! Twv GPU.

Coalesced Memory Access

‘Evo onpoavtind xan xelowo xoppdtt tng vionotnong o pa GPU elvor 1) opiy
ToToUETNGT TWY BEdoUEVLY ot pvApn. Ot pvipeg cache Twv xaptoy youpiody
eVt UEXETY IXPOTERES GE pEyeDog amd TiC avTioTOLYEC TV GUYYROVLY ENELER-
yvaotov. H anpdoextn xon ageiric npdoBucn pviung oe évay kernel tne xdotog
Yeupey efvat SUVATOY Vo UELWGEL GTaVTIXG TNy eTidoom. Mo xdpTa youpindy
propet Vo TEEYEL YIMADES VALUTU EXTEAEONG oVOL TEGO YEOVIXT] GTUYUT XUt TO
AGOE VAP TEOXEWEVOU VoL EXTEAEGEL TO XOPUATL UTOROYLGROU TOU TOU OVUAGYE-
fpmogel vo {nthoet apxetd bytes and Ty xOpwa pvApn TNe #deTag yoeupuoy. [
Vo ebvon amodoT| 1) TeocBuct) oTry pvApn Y xdlde vApo,etvar aveyxalo xdide
vAa v Beloxel T 0edopéva Tou yeeldleTar XovTd Tou,0NAU0T GE pLa VAT
pe ped latency dmex etvar ot pvipeg cache »an vy shared memory.

H npotn pou mpocéyyion fay Vo Tonotet o Ta 0E00PEvY 6T1) xeTo Yoo
v mapopote pe T CPU.XTo host to dedopeva fitay Tomodetruéve oe mivo-
xec omd structs (array of structs). Autéc o tpémog Bev Sovhee xohd. Ta structs
elyov peydho péyetoc xon 1 tedaPBuc ot uvApn Y xdde vipo Sev oy coale-
sced. Autd elye cuv amotéheopo vo uny aglonoteitar TARewe To bandwidth tng
#0pLug PVAPNG Xt TO XUpldTepo To cache misses Atay moAAd yio xdie thread.

H hoon figde pe ) yerion struct of arrays. Kée nedoBucn viputoc o éva
array Ttng pvivne fitav coalesced,apol yertovind viporta {nTolcoy YEITOVIXES
Veoeg pvApne. ‘Etovdnec etvar avapevopevo, aulidmay axopd xon to cache
hits Tng puenc xeLENC PVIING TG HAETUS Y RUPIXGY.

BVH o1t xdpta yeapixdy

To xeodTepo xopudtt 6TV aretxdwior Tou ray tracing ctvor 1 Staméouct Tng
BVH.Kdébe oxtiva tng oxnviic TeeEnEL Vo BINmERUGEL TOUALYIGTOY it opd TN
dopry BVH vy va cuveyiotel o unoroyiopds.Me & Adyio xdide thread tng
GPU ouctactind Hu Swmepdoet to devipo.llgenet Aomdy 1 Sancouct vo ebva
UnoBOTU UNd TN UEELE TNS PVARTS %ot QUG VoL GEBETAL TO LOVTELD EXTEAEGTC
¢ GPU. Treviupiletor 6TL T VAROTOL 10g XAETUS Y RUPOY TEEYOLY GE OPUDES
Ty 32 mou ovopdlovtar warps. [ xdide warp undieyet pévo €vag unit controller
TOU OMPUIVEL OTL X0t ToL 52 VAROTH TEETEL o€ e xUxAo VoL EXTEAODY TNV (Bl
evtolf). AwpopeTind maputreeitor divergence,6Twe TEpYpdQETUL GTO XEGIANO
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To BVH 8évteo vy va petogpeptel 6T %8eTar %8eTo Yeopeey ot Vo etvon
1 TEOGPUCT UTOBOTHA, TEETEL TEWTY VU PETATEUNEL YT PN Tou host,0miadH
ot pvApn Tou £yet tpdaBoon 1 CPU, 1o 8évtpo anolnreleto oe xopBoug xat
ndie wopPoc Leywetotd detodoteiton pe pointers. Aut 1) tpocéyyion dev Vu
BOUNEDEL XS O UVART TS XEETOS YeumwY,apol Titota Bev pug eyyudta
OTL 1) PVTUT TV xOuPwy Tou dévtgou du Peloxovton 68 GuVEYOUEVES VETEL]
pvAung. 2uvenog to 0évtpo,tpotol petagepiel ot GPU petorteéneton meokta
oe mivaxo amd struets. Kdide 9éon tou mivana etvor €vag #opffoc Tou oyl
0£vTEou. Ot OeixTeg TPog T apta TERS xan 0eZLd Tandtd TV xOpPwy ovToho To-
Ovte amd indices ot avticTolyeg Véoec xouPwy otov mivoxa. H Swméeusr tng
BVH xotd ) petatponsy yvivetar xota Bddog (depth-first),agpol 1 Swmépoon
v yrpdtev oty GPU du yiver entong xarta Bédoc. Téhog yivetan pua ondun
PETUTEOTY ot To 0evTpo and array of structs yiveton struct of arrays yuw va
ebvat amodoTINY| 1) TEGGBUCT) VAUTS.

H dwméeoon te BVH, 0neg neprypdogeton and tov aryderduo 7 tou meor-
yolpevou xeguiotou,etvar avadpou. H avadgouy| etvon negtoptopévn otny oe-
yrrextovisy Twv GPU apol péve GPUS pe compute capability 2.0 xar méve
UTOG TNEILOUY aVaBPOUIXES GUVUETAGELS. JJUVETMS 1) SLUMEQuaT) TEETEL Vo Yivel e-
TUVUANTTXG, PE T1) Yehon oToiBog. Kdle thread extéheong tne xdpTog youpwy
SrordETer Tr Ouer) Tou Wi T o Tolba.

O arydpripoc 8 Tapouctdlel o pop@h Peudox®dxa THY ETUVUANTTIX LEVo-
0o dwmépuonc. Apyd eréyyeton mpog dwcTabewon 1) eila Tou 0évTpou.Av 1)
oetiver Oev Sluc ToweoveTar Pe T pilo, TOTE ey yunuéva 1 oaxtiva 0ev du tetlyet
wagbor emupdveror Tng oxnvAc. Enerto enoveinmTind eAEYyyovTar Tor 500 mondid xdie
xouPBou. To xovtvétepo mondt avatiletar we o emdpevos x6uBoc Teog exTéle-
o ot To GAA0 Tondl prutver 6T o TolBu Ty TepinTwaer Tou uoévo Eva mandt
OLUT THUPOVETOL PE TNV oXTVE,TOTE OEV Y eeldileTon Vo TeocUEGOUUE TiToTa oTr)
atoifo. AV xavéva mondl Sev SLG THUEOVETL PE TNV axTive, TOTE YIVETUL Pop umnd
Vv oToiBo xon egetdleTon o véog wopBoc. Otay 1 dudwoia Tdaet ae UM
TOU BEVTROU,TOTE EAEYYOVTOL OAEC OL EMQPUVELS TNG OHNVAE Tou TEptAelovTal
GTO GUYXEXEWEVO QUALC OIVUVEDVETOL 1) EAUYLOTY) UNOGTUGT] ETLPAVELUS OTOS
xon ety xon yivetor pop o emdpevos wopoc mpog elétaot and T otoiBo.H
Oudtaclar GTapaTd 6Toy 1) 6ToPa adetdael, 0nhadt 0ev Undeyet dAAog %ou30g
TOU BEVTEOU TEo¢ EEETUOT,

Me v emavarnnti Swnéeuat) Tou 8EvTpou UE Yerior 6ToiBug anogelyo-
VTOL OVAOROPINES HARGELS o avary 3L oVTuL OAY To VALATY EVOS Warp VoL EXTE-
oGV TO (810 xoppdTt x@oixa. Ot ShadOGEK TOU THpouGtILovToL GUWS GTNY
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Algorithm 8 BVH stack Traversal

Require: Stack,Ray

1:
2
3
4.
5:
6
7
8
9

10:
11:
12:
13:
14:
15:
16:
17:
18:
19:
20:

procedure TRAVERSESTACK

Stack <+ Empty
currNode < Root
if Jray Intersects Root then
return false
end if
while currNode # NULL do
if currNode = BuhNODE then
intersect both children
if intersection Not Found then
currNode < stack pop
end if
currNode < Nearest Child
stack push far child
else
intersectRay WithLeaf()
updateMinDistance()
currNode < stack pop
end if
end while

21: end procedure
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ETOVUANTTIC OLUmEpUGT) TEoXahoUY EVa PEYOAG TedPBAnpa enidoong,To diver-
gence. Treviupileton 6T divergence mupatneeiton GToy T VARUTO TOU (D10U W-
arp exterécouy dpoeeTind branch xoowe. H Swmépucn,énwe negrypdpeton
atov alyopripo 8,0ev Aopfdver unddy to Vépa Tou divergence. Apyind etvan
ToAD mavd TOAAG VAROTO Vo PNy DG TaupdvoTor Pe Tr eila Tou BEvTeou xat
O UTOAOYIGPOC TOUG VU TEAELWGEL TOAD YRTYORW,EVE EVOL UTOGUVOAD TOU W-
arp Vo DG TOHUPMVETOL %o VoL YEEWI(ETOL Vol OUMERHGEL €Vl PEYUAD XOppdTt
Tou 0évteou.Enione otov akyderduo 8 Sev AauPBdvetar umdy 6TL Gheg oL o-
ATIVES,ONADT) OAL ToL VAROTALEYOLY OUGLUG TG DlupopeTixt| xotebtuver xat
ebvat BUVATOY VL EMAEZOUV BIOPOLETING ETOPEVO xGPB0 Tpog eZEToom. e QUTHY
™Y TepinTwon T Tpdypora etvor ToAD doynpe,apol Eva UTOGOVORO TOU Warp
propel va Boloxeton e GUAAG xon Vo eCeTdlEL DIUG TUVEWOELS PE ETLPUVEIES TNG
OUNVAC,EVG To uTHAoITa Eite va Bpioxoviar 68 %dmotoy eVOLGPEGO (OPSo TNg
BVH ¥ va €youv TEAEL®GEL EVIEAGS T1) DLUTEQUaT).

Ebvar govepd 0Tt TpENEL Pe xdmoto TedTo To VApATA Tou (Blou warp va ouy-
YEOVIGTOUY X0t Vi amopusicouy and xowol mowog Ya eivor o endpevos xou3og
neo¢ e&étaon.Butuyde n CUDA mpogépet Tedmouc GUYYeoVGRoD YNPATOY o-
%OUA xOL GE ETUNEO0 Warp pE TN yerion warp voting cuvoethcewy. Alo T€Toleg
ouvopthoewg etvar ov _all(int predic) o _any(int predic). H _all() em-
GTEEPEL P UNdEVIX TY) 6Tey OAd Tar VAT ngploouy Le un pndevind predica-
te,blpopeTind emaTEéper pndév,eved 1 _ any() emoTEEQEL i PNOEVIXA THLH oV
€oTw xot Eva vipo Pngloet pe pn pndevicd predicate. Me tny _ all() progolpe
VO OV HAGOUPE O TAL VALATO TOU Warp Vo SLUTERUGOUY TO OEVTRO oV £GTM
xol €V Sloo Toue@VETOL Pe T pilo,eved pe Ty _any() Vo cuyyeoviGoupe Toug
EVOLIPEGOUC (OPPouC,ONAadT) v €6Te xan Ever VALY amoQucioer Vo EToxepTEL
Evoy %0pB30,T0TE GAa TU VARUTH Tou warp Vo ToV ETOHEPTOUY.

Ov warp voting cuvueThoel dpeg £youy Eva aruavTind petovextra. Kdie
popd Tou amoustleTal Towg Vo etvar 0 ETouEVoC xopog Teog eZétuot), Va undie-
YOLV VUYL 0To (D10 warp mou dev Vo yeetdleTar Vo ToV ETIGHEQTOVY EITE ENELST
N unbGToGT) TG dophig optoBETnong etvan peyoy) elte xugteg Tl n axtive Tou
TOUG UVTIGTOLYEL Oev SlcTavp®vetar Pe T doury opolétnong.Me autdv Tov
TEOTO To VALUTA TOU Warp GTUTOAGVE YeOVo UTOAOY I OVTUS OUGIIUG TING GXOU-
TS apol “avoryxdlovton’ Vo EToXEQToUY xOpBoug Tou dev Vo ETNeEdcouy T
UTELXOVIGT) YLl TNV cuyxexeyevr wxtivaTlog'dha autd 1 enldocr mou nogutr-
eettan Aoy Guyypoviopol LEGL warp voting cuvoptricewy etvor peyaritepn.O
Yeovog mou orutardtar and Ty GPU Adye divergence etvor cuxettind aoxetd
PEYUAUTECOS OO TOV UPEAY) UTOAOYIGUO GHOUTIOLGY YLl xd¥e VAR ZUVETGE 1
yehon warp voting petddwy Behtidvel To ypdvo UToAOYIGPOU TN Samépuong

40



¢ axtivag and Ty BVH mou €yet pe 1t oelpd Tou wg anoteréopa pedTeRo
Yeovo anewxdviong v xde frame tou ray tracing.

5.2 Merproeig

Yl QUTAY TNV TUEdYEUpo ToeoUGELovTaL RETPTGELS EMIBOGEWY TNE PeVEDoU ray
tracing yio Ty CPU xar GPU.H CPU nou yenowonowtnye ctver 1 AMD phe-
nom 955 o ddeter Téoaepn physical cores yopic SMT o ny GTX 760 GPU
¢ Nvidia.H pétodoc eetdleton oe Sidipopes To1odWdaToTES INoLonés oxnveg
TOU AmOTEAOUVTOL and Telywve,0nhady) dev utdpyouv drlou eldoug ETLOAVELES
OTWE GPUIPES HTA,GE TOMMUTAES AVUADGELS EndVeY omd T20p peyer 4K Kord
OLdionELol TV PETRRGEWY Yenatponotiinyxay povo primary rays,oniudt) axtiveg
Tou £EXtvo0Y amd TNV XYPEC.

O dngronéc oxnvE PETEAGEWY ETAEY TNXAY PE OWpopeTd péyedog Tolu-
TAOXOTNTOS Yol TNV xUAOTERN oy YT ouPTEcuoudTLwy enidoong petatld CPU
wat GPU.Ou oxnveg ebvon ov mapodte:

e 3D monkey Suzanne Muxp#| oxnvi. Apripdc Torydvev:968 [Ble]
e Bunny Meooio oxnvi. Aprdpde torydvev: 69.666 [mod|
e Fairy Forest.Meydin oxnvi. Aprdpde torydvev: 172.669 [ani]

‘Oheg o oxnvég mou e&etdlovton eivor oTaTES, StrdéTouy 800 TNYEC PwToE xaL
0ev undpyet xodohou animation.Enione to BVH 6évtpo ogoteteiton oelidog
20 yio xdite ounv.

41



-

Yyfuo 5.1: Suzanne

“=.

Yyfua 5.2: Bunny

O yebvor mou magouctdlovto TepthauBavouy TNV omEIXOVION EVOS U6VO
xopé. Aev AauBdvetan utody o yedvog xataoxeurc Tou BVH 6évteou.O uno-
Aoyouode ot CPU yivetan ye OpenMP.O ypdvog tng GPU eivor to ddporopa
TOU YPOVOU PETAPORUS TNG TEANS Exdvag oTo host xon Tou ypdvou ameixo-
viong. To Aettoupyind clctnua Tou yenotuonotunxe eivow To Ubuntu 14.04.0

unoloytoudg yiveton o éva mega-kernel.

ITopatnenoeig xou Ilepropiopot

3tn wxer| oxivi| (Suzanne) 1o speedup mogauével oyeddv otadepd ot xdie o-
véhuon.Puoind o ypdvog utoloyiouol dlageper Aol 1) anexxovioT) yiveton xde

Lyfuo 5.3: Fairy Forest
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YiyfAua 5.4: Enidoon yw tn oxnvA:Suzanne

popd oe peyuhiteen aviiuoTn. Méyet xon Ty avdiuor 4K to speedup nagopéver
xovtd oo 30x.To BVH 8évteo atn pwer axnvi| €xer Alyoug xépPBoug xon 1 Sto-
mépaon vl xdde vijpa(CPU § GPU thread) Swopxet pixpd ypovind Sdotnua.H
gdon Tou puTicpol dev eivar computetionaly intensive xon 8ev noilet onpovTe-
X6 TUpdyovVTH oTOV TEMXG Yedveo anewdviang Tou mapatneeitar ot CPU xo

n GPU.
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Logarithmic Scale
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Yyfo 5.5: Exidoon yw ™ oxnv:Bunny

To nopandve dev mapatneeiton ot undiowneg oxnvec. Kdde gopd nou pe-
YoAGvoupe TNy avéhuon,to speedup audvetar onuovtued. Meyohdvovtag Ty
avéhuon ouctao TS AUEAVOUPE Yot TOV TUPUAANMOPS TOU UTOAOYLGUO0U,0p00
o mapoAAnAopdg yivetar oe eninedo oxtivag,dnhadh pe diio Aoyl ot eminedo
sample/pixel tng tehxhc exdvag.Or GPUs sivar oyediaopéves v Baptole mo-
pdhAnAoug uToAoYIoPoUE Xat auTd Tanptdler ot @lan Tou TpoBAfuatog. Exdud
o€ peYdheg oxnvég omwe fairy 7 Sugopd enidoong oe udniéc avahboeig etvor Te-
pdo o Puoixd HEYUAGYOVTAC TNV AVEAUGT ATEXOVIONS,0 UTOAOYLOUGS Bropxel
XOL TEQITGOTERO YEOVO,00aT1660 To speedup HEYUAGVEL.
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Syfpa 5.6: Enidoan yio tn oxnvr:Fairy Forest

Te BVH 8évtpo otig peydheg oxnvég dradéter apxetés emipdveeg(ot ou-
YXEXQWEVES amoTEAOUVTOL pbvo amd Telywva) xon 1 Slmépaot) wog oxtivag
oopo o amd évar @UAAo etvor o3 yror éva vijua tng CPU.H GPU -
HOX®VEL XOADTEQN QWS TOV UROAOYIONO YTl 1) OE)LTEXTOVIXT TNG TROCHEPEL
Ythiddee evepyd threads ava mdowa ypovixd atiypn oe avtiveon pe ™ CPU oty
oroia oe xd¥e thread avtioToryoly yihddeg oxtiveg. MUvende,Adoyw TNg Tapdh-
ANANG @long Tou utohoytopol Tng pedddou ray tracing,meplocdTEpU VARAUTY
TEOGPELOUY XahlTEEY ENiBOoOT),.

‘Evag teénog yro v xpdfer 1 GPU latencies Adyw npdofoone pviung etvon
ot evahhayég vrpdtov.To xbotog evorhayic vnpdtey oe £va multiproccessor
e GPU etvor oyedov undevixd xon emAéyoupe vor dnpiovpyolue peydies ye-
wpeTpieg YNudTwY €10t WoTE VoL UTdeyouy X8l aTryps| Bloadéota vipaTa Teog
extéheon.la vo TeéZet éva ypour omd viuata o évav multiproccessor etvou
avoryxafo vor ebvor EToexic oL ToEAUXETE THEOL Yl TNV EXTEAEST) TOUS: o) Tegi-
sters xou 3) shared memory. Otoy Sev elvar emoexiic ot xatoywenTés yio dAd T
vipoto 1 1 shared memory yw to thread block, téte 10 cuyxexpyévo yoour
vudtey Oev ebvor Suvatdy va extereoTel mpotolb ot mopundve moeot yivouy
ortéaiot.

O kernel yta to ray tracing otic nopondve petefiosic neptoptletor amd Toug
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rarayoenréc. Kave vipa tne GPU yeedleton norrole xataywentéc, méve o-
n6 64,pc anotéhecpo vo pny ebvor duvatd va xeugpToly elxoia To cache mis-
ses xau 1) xaduotéenarn nedafBucrc otr global memory Adyw €heulne yxpour
vipdtey tou ddEtouv Toug avayxoioug toeous.O kernel dev yenoonote-
t xod6hou shared memory,ondte pévo ot xutoywentéc tailouv cdro. Moty
emetdr) xde vAp yeewdleton Tugundve and 64 xutayoenTéc, Tasutnesital re-
gister spilling. Register spilling €youpe dtav 1o mAflog twv Sleotuwy xouto-
YWONTGY OV ETUEXEL V1O TNY EXTEAEST) TOU UTOAOYIGUOU Xt O PETOYAOTIGTNS
VY HACETOL VO Y ENOUYLOTOEL TNV TOTUXT) PVART] TV YNUATOY YL TV TEOCWEVT
anotxeuct Toug. Autd eivar guy v guvopevo ot CPU agol ot Surdéapot xa-
T WENTES Ebvor TEVTU ALY OTECOL UTd 6GOUC YEECETHL EVUC UTOAGYIGPOS XAt TO
OVTITIIO GE YpdVo exTEAEOTC ebvar ayeTind wixpd. Xt GPU dpwe to mpdfinua
ebvat UEYEA0,00p00 €Tat Oyt Povo auldvetar o aprlude TEooBdoEwmY GTY) TOTL-
A1) PVART TV VATV PEYUAOVOVTUS ETGL TO YeOV0 UTOROYIGHOU, 0l eTicTg
PELOVETOL TO occupancy,oniady 10 TOGOGTO TWY EVERYMY VNUUTWY TEOg TO
TOV PEYIGTO aprud YudTeyY Tou untopoly Vo TeEouv Tautdyeovae. Etot etva
d0oxoho 1 GPU vo wpler pe evahhoryée ynudtwy tny mpocBucn oTr Wty

TOU £YEL ¢ UTOTEAEGPO O UTOROYLGROS VoL Sluexel TECIGGATERO.
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Kegpdhowo 6

Erihoyoc

To ray tracing eivor pior amoetnTiny) UTOAOYIG TG pEJ0OB0C UTEMOVIGTC PEUAL-
STV Yeupxev utohoyteTov. H napdhhnin @lon tng xdver tov aryderduo
anewdvione embarrassingly parallel xar o unoloyioude amioind ywpeileto og
TOEEAANASL VAT EXTEAEGTS. Ot GUY Y POVES HUPTES YEUPIXGY ATOTEACUY many-
core GUGTAPOTY YLl UTOAOYIGUOUS YEVIXOU GXOToU GTIC OTOIEC UMOLOUNE VU
TeéZoupe palud yuddee vipata. Avotuywe or GPU etvor oyeduopéves vy
data parallel mpoBiApata evey to ray tracing eitvar task parallel »on 1 enido-
an mou avopévetar 0ev ebvar uhnAY.doT600,T0 speedup ToOU TUEAUTNEEITOL GTIC
PETENOEC TOU TupoucLdlovTal 6To xepdhato b oe oyéor pe o onpepviy CPU
PTEVOUY axoun xat To 246x Yo peydieg oxnvég laup'dro outd o yedvog amret-
noviong evog frame elvor amaryEUEETINGS YU EQUPROYES TEOYPUTIXOU YEedVoU
%o TOAOTAOXES TEIOOWIGTUTES YnpLanés ounvée.

MeirovTtinéc Enextdosic

Autéd mou Bev BoxdGTIME OTH DIMALPT Epyacia eivar 1 eTB0CT) TNE [E-
V600U oe morhamiéc GPU xon va eetastel 1 oupnegtpopd Tou aryoptipou ot
€vol TETOW0 GUGTNPAL ATO To AmOTEAEGPOTH Xo TIC PETERoE and p povo GPU
Yeweettar 611 1o speedup Vo lvor Ypouind pE TOV aottd TV XURTGY Y QUGIXGY
nou Yo yencwonotiolv.Eniong vo npoctetdoly 6Tny onei(dvicr TeplaGoTECY
ege Youpwov,0mes soft shadows, glossy reflections xor depth of field.
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