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*OpenGL, DirectX

scan line, rasterization
-CgFx, GLSL, HLSL
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Spherical Harmonics %> Wavelet ZFL\f=PRT
- Precomputed radiance transfer for real-time rendering
SIGGRAH2002, Paper
SSDO, VPL, RSM, ISM [2&% #8l GI 51 &
- Real-Time Global Illumination for Dynamic Scenes
SIGGRAPH2009, Courses
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*Pixar’'s RenderMan(PRMan), mental ray, V-Ray, maxwell ...

-REYES, ray tracing , path tracing, final gather, photon mapping

-RenderMan Shading Language(RSL), MetaSL, C++
) HEEL T, ray trace Gl L&) HVA]HE
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-irradiance map 4° point clouds . Gl #£ R DEEEZH.
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Pixar’s RenderMan Y.:dm
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Pixar’s RenderMan Y.:dm

— Pixar Animation Studio, L>>43 5—&LT#920%
- REYES 7—*%TJF~
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GPU [Z&BTLE1—Y—ILERH

— Lpics: Hybrid Hardware—Accelerated Relighiting Engine
for Computer Cinematography
SIGGRAPH 2005, Paper

— The Lightspeed Automatic Interactive Lighting Preview System
SIGGRAPH 2005, Paper
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— Re—rendering mode (A 350 T 41554747 DA Al BE

RiTransformBegin
RiTranslate 5.3 —3.04 2.94
RiRotate -6.4 0 0 1
RiRotate 725010
RiRotate —10.2 100
RiLightSource “shadowdistant”
“float intensity” 9.7
“color lightcolor” 0.2 0.74 0.88
“shadowname” [“raytrace”]
RiTransformEnd
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- ATUVA AL FSEA~DREE
AL F) T D ERETI115%)

RiTransformBegin

RiTransformEnd
RiScreenWindow —1.25 0.75 -1 1

RiDisplayChannel “float a”
RiDisplayChannel “color Ci”
RiDisplay “+rightEye” “framebuffer’ “Cia”
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- ATUFA LB ADEIEE

&

REL L. a e




- N—FIITFLUES—EITRIIT L ES—
— Pixar’s RenderMan [2DULVT

- V-Ray [ZDUL\T

— V-Ray RT [2DLVT

- FED

- "N\ T—o




V-Ray

— Chaos Group Ltd.,, L4 5—&LTHI104
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V-Ray for Maya
— IBL + indirect light
— Sub-surface Scattering

& Autodesk Maya 2009 x64
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V-Ray RT for 3ds max
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JEA V-Ray RT

— SIGGRAPH 2009 V-Ray User Meeting [Z T,
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— RenderMan Pro Server (RPS) ver 14
-PRMan, LA 5—Y k97

— RenderMan for Maya (RfM) ver 3.0
-Maya m5 PRMan TL A Y25
BTV T I— TART AR AV
-HyperShade, Particle, Fur, Hair, PaintEffect ZH71RK—

— RenderMan Studio (RMS) ver 2.0
* RfM Pro ( "
=Slim, It, Alfred
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— V—Ray Standalone
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LA T4 ADEM, OEMEL G ik al gk
— V—-Ray 1.5 sp3a for 3ds Max
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V-Ray Environment Fog, Vector Displacement

-V-Ray Proxy % 3ds Max _E CfRER]gELZ Ay an

— V—-Ray for Maya
-V-Ray for 3ds Max &[EZFEDHERE (eg. Hypershade)
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