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(a) jittered sampling (b) multi-jittered sampling (¢) Poisson-disk sampling

02 000000000000. 00 “Realistic Ray Tracing, second ed.” O0O0O.
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renderScene/RecursiveRayTracer. cpp

for (int yi=0; yi<height; yi++)
{
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for (int xi=0; xi<width; xi++)
{
// assume that the provided samples are within [0, 1]°2

pixel_sampler->sample(pixelOffsets, nSamples);

for (int si=0; si<nSamples; si++)
{
// setup viewing ray
vec3 dir = (xi+pixelOffsets[si].x-halfWidth)*u
+ (yi+pixelOffsets[si].y-halfHeight)x*v
- screenDist*w;

dir.normalize();

samples[si] = trace( Ray(eye, dir) );

imageBuffer(xi, yi) = pixel_filter->filter(samples, pixelOffsets, nSamples);

}
. J

Cob0obO0000C0O0O0Ssamplerd 000000000000 OO0DOOOODOO

SingleSampler 10000000 100000000

RegularNxNSampler 100000 NxNOOOOOOOOOOOOOOOOOOOOOOOOO
RandomSampler 10000000000 0OO0O0OO NOOOOODOOOO

JitterSampler jittered samplingd0 00000000

MultiJitterSampler multi-jittered samplingO0 00000000
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ooooooooooooooooOoOoooOoooOoooooooooooooooooooooooooo
ooooooooOoOooOoOOoOoOooooooooooooooooooo

0000000000000 NxNOO10OOO NxNOOOO 10O00oo0oOooooooooooo
0000 JitterSampler U sample DO 00O 00O0O00O00O0O0O0O0O0O0O0O

4/7




gobboooboooobooooooOoocoOoooOooono coooooooon

1 1 1 1 1 1 e 1 1 1 1 1 1 e 1 1 1 1 1 1 e
R A A IR VY -3 A IR B N -v:- 73 R S I
—t-t-tT-t-t-t-+-+- el —t-t-T-t-t-T-+-+- o —t-t-T-t-+t-T-+-+-
1 I. 1 1 1 1 3&?& 1 |. 1 1 1 1 5&@ 1 |. 1 1 1 1
ro ro I o Lo ro I o o ro I o
e e AR AR EES
SRSk R I RSk il S i — = ==L = = -
1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1
1 1 1 ; .I 1 n ] ] ; ol 1 I.I 1 ; 1 1
R ik -+ - ——dm—h— = - = R I A I AP A
1 1 ol 1 1 1 1 1 ol 1 1 1 1 1 ol 1 1 1
I I i I A B I A e e o I I R R A
.I 1 1 ! 1 1 LOI 1 ! ! !.I 1 1 1 1 ! .! 1
03 Multi-JitteredDOOOOOODOOOOO.
Jittered DO OOOOOOOOOO
4 )
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for (y; =0...N—1) {
y=(y0OD 4 000000000000000 yOO);
for (z; =0...N—-1){
z=(x000 »000000000000000 2z00);
samples[v; + y; * N| = (z,y);
¥
}
N J
UO000MultiJitterSampler U sample DU DO UOOO0OOO0OO0O0OO00OO00OOO0OO
Multi-Jittered DO OO O0O0O0OO0OOO
(" )
//0000000000000 samples[] D00
00 samples[]| O N-rooks DO0O0DODOOOODOOOO;
for (y;=0...N-1) {
for (z; =0...N—-1) {
samples(z; +y; * N| O OODOODOOO0OOOO s, DOoOooooog;
samplesfzr; +y; * N] O s, 0 y OODOODO;
Samples[mi—i-yi*N]DDDDDDDDDDDD s, DO0Oooooogds;
samples[z; +y; * N] O s, 0 x 00000;
}
¥
N J

N-rooks 0000000000000 DOOOOODODOOO(z,y,) 000000000DODO 1000000
0000000000 NxNOOOOOOOOOoOoOoO(y,z,)000000000Jittered0000000
goooooool1oobooooobogooboooobooobooooobDUobOoDoDOO0bObDO0 «2000ODO
0000ooO00000O0000000 yOOOO0O0O0OO00O00OON-rooks00000O0DOOOOODOO
ooboooooooooboboo 30obo0ooooooo

goooooooooooOoooooboo 1xl1ooooooooooOoOoOoOoOoOoOOOODOOODOO
00000oooooo0oo000ooooood3x30000 /xb000000D0O0O0OODOOOO0O0OOO

5/7



cooboooooooooobooooobocooobooooo coooooooon

goooooogo

goobodobobooboobooobooboooboobbooboobbooboobboobooo
goboooooooooboboboooooobooooooboobobobobooooboooDobOobOoboo
0000000000000l o0d0oo0ooo0oo00 NOODODOOoOoDOoooogooo NOOod
gboooooogoobogooboboooooooboooooooboboboboboooooboboboboboo
goooooon

Uboooobooobo0oboobO0oOD pixel filters.cfgUOO00OO0O0DOO0ODOOODOOODOOO
gooo

e pixel_filters.cfg ~

/x ... (@) ... %/

pixel_filter
{
filter_type = box; // 0000D0O0O0O0O0OOOOO

/x 00000000 =/
/%

sampler_type = single;

num_samples_per_pixel = 1; // 0000000000000

*/

/%

sampler_type = random;

num_samples_per_pixel = 16; // 0000000 OOOOOO

*/

/*
sampler_type = jitter;

num_samples_per_pixel = 16; // 0000000 OOOOOO

*/

/*

sampler_type = multi_jitter;

num_samples_per_pixel = 16; // 00000000 OOOOO
*/

// sampler_type = regular2x2;
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// sampler_type = regular3x3;

/*

sampler_type = regular;

num_samples_per_pixel = 16; // 0000000000000
*/
b

/x ... (@) ... %/
N J

U000 sampler_type UUD numsamples_per pixel DO UODOO0OOO0OOODOOOOODOODOO
vbootooboobouobobobooobobuobdoboufoidlOsampler_type UUDO single, regular2x2,
regular3x3 000000 Onum_samples_per pixel DOOO0O0O0O0O0OCOODODO1,2x2,3x3000
oooo
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