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m 1980 Ray tracing (Whitted, T. (1980). An improved illumination
model for shaded display. Communications of the ACM 23 (6),
343-349.)

m 1984 Octree ray tracing (Glassner, A.S. (1984). Space
subdivision for fast ray tracing. I[EEE Computer Graphics &
Applications 4 (10), 15-22.)

m 1984 Distributed ray tracing (Cook, R.L., Porter, T., Carpenter,
L. (1984). Distributed ray tracing. Computer Graphics

(Proceedings of SIGGRAPH 1984) 18 (3), 137-145.)

m 1986 Light source tracing (Arvo, J. (1986). Backward ray tracing.
SIGGRAPH 1986 Developments in Ray Tracing course notes)

m 1986 Rendering equation (Kajiya, J. (1986). The rendering
equation. Computer Graphics (Proceedings of SIGGRAPH 1986)
20 (4), 143-150.)
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® 1995 Photon mapping (Jensen, H.W., Christensen, N.J. (1995).
Photon maps in bidirectional monte carlo ray tracing of

complex objects. Computers & Graphics19 (2), 215-224.)
m 1997 Metropolis light transport (Veach, E., Gibes, L. (1997).

Metropolis light transport. Computer Graphics (Proceedings of
SIGGRAPH 1997) 16 65-76.)
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m Rayshade: #F#& %4, Stanford Graphics Lab# £



http://www.graphics.stanford.edu/~cek/rayshade/rayshade.html�
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m Ray Trace: & %4, University of California, San
Diego, Prof. Sam Buss# 5



http://www.math.ucsd.edu/~sbuss/MathCG/RayTrace/�
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http://www.povray.org/�
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m PBRT: #%& #%4, Standford Univeristy # £



http://www.pbrt.org/�
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® Arauna & Brigade: 7 & %4
= Embree: Intel2A &, Photo-Realistic Ray Tracing
Kernels

m OptiX: NVIDIAA 4], Interactive ray tracing engine



http://igad.nhtv.nl/~bikker�
http://software.intel.com/en-us/articles/embree-photo-realistic-ray-tracing-kernels/�
http://software.intel.com/en-us/articles/embree-photo-realistic-ray-tracing-kernels/�
http://www.nvidia.com/object/optix.html�
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B Andrew S. Glassner et.al. Eds. An Introduction to Ray
Tracing. Academic Press, 1989.

= Henrik Wann Jensen. Realistic Image Synthesis Using
Photon Mapping, 2nd Ed. A K Peters, 2001.

m Peter Shirley, R. Keith Morley. Realistic Ray Tracing,
2nd Ed. A K Peters, 2003.

= Matt Pharr, Greg Humphreys. Physically Based
Rendering: From Theory To Implementation, 3rd Ed.
Morgan Kaufmann, 2016.
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m Radiance: ##& %4, Lawrence Berkeley National
Laboratory
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http://radsite.lbl.gov/radiance/HOME.html�
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= Enlighten: # %k #, Geomericsad], # &
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http://www.geomerics.com/enlighten/�
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= LightWave: # i %#4, NewTekAd, £4

16


http://www.newtek.com/products/lightwave.html�
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® Michael F. Cohen and John R. Wallace. Radiosity and
Realistic Image Synthesis. The Morgan Kaufmann,

1993

® Francois Sillion and Claude Puech. Radiosity and
Global lllumination. The Morgan Kaufmann, 1994.

® lan Ashdown. Radiosity: A Programmer's Perspective.
John Wiley & Sons, 1994,

m Philip Dutre, Philippe Bekaert and Kavita Bala.
Advanced Global lllumination, 2nd Ed. A K Peters,

2006.
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m PIXAR2 3], RenderMan
o 3D#x &b 4% s 4| /£ 69 T Ak kz &
o XA BHTE: NT EAMiLT &k HALLRREFT &
" The RenderMan Shading Language
Bitatr: RARIADZTORERSATLH T &
% v &4 . Reyes
i#% 1t #. % . The RenderMan Interface 3.2.1
%At
® RenderMan Studio , RenderMan Pro Server # Mayad#s #4, & A4k 4%
" BMRT: 4 & %4, &4F.LF XL
" Agsis: R kA
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RenderMan

B RenderMan Interface: ## # %14 b 44| 214 = 9 64 1&

o #,#,

o AMKE: BlahfzE, BALTH, LREH HHABHF

o LiTA%t: UM, AHAE, apodd, —krdEHG, BX&BF
® & 3 H

e The RenderMan Shading Language ( GLSL& 4245+ %, & b £ 42 )
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m Steve Upstill. The RenderMan Companion: A
Programmer's Guide to Realistic Computer Graphics.
Addison-Wesley Professional, 1990.

= Anthony A. Apodaca and Larry Gritz. Advanced
RenderMan: Creating CGl for Motion Pictures. The
Morgan Kaufmann, 1999.

m Saty Raghavachary. Rendering for Beginners: Image
synthesis using RenderMan. Focal Press, 2007.

B The RenderMan Interface, Version 3.2.1, PIXAR, 2005.
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® Renderman
Mental Ray
V-Ray

3D Light
Arnold

Iray

Arion

m £ M. https://all3dp.com/1/best-3d-rendering-software/#3delight
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Thanks for your attention
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