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source/runtime/render/renderer/raytracing/PathTracingPass.h
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shaders/pipelines/raytracing/passes/PathTracing.hlsl
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source/runtime/render/renderer/raytracing/RaytracingConfig.h
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pixel pos + random_jitter -> clip space -> world space -> ray direction
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 instance id

e primitive id

e barycentric coordinates
« hit distance

o front/back face 1528
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color = lerp(previous_color, current_sample, 1 / (frame_index + 1))
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e Max Bounces . ExAIIE5EE,

e Samples Per Pixel : M EHREREH.
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e Debug Output . RAJEJJ#E Path Traced. Base Color. Normal. Hit Distance,
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Max Bounces = 4

Samples Per Pixel = 1 &Y 2
Direct Light Samples = 1 #k 2
Firefly Clamp = 15 #| 25
Accumulate = On
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Capture Settings

Capture Screen

Infos:
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