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Photon Mapping
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o PBRT XfRaALE oG Tt (SPPM) S /44 Stochastic Progressive Photon Mapping


https://github.com/NJUCG/Moer
https://pbr-book.org/3ed-2018/Light_Transport_III_Bidirectional_Methods/Stochastic_Progressive_Photon_Mapping

o Realistic Image Synthesis Using Photon Mapping[3]
 Stochastic Progressive Photon Mapping [1]

o Progressive Photon Mapping [2]

Neural Radiance Cache
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https://github.com/NVIDIA-RTX/RTXGI
https://github.com/AdamYuan/VkNRC
https://github.com/nvlabs/tiny-cuda-nn
https://pytorch.org/get-started/locally/
https://github.com/yixuan/MiniDNN
https://github.com/nvlabs/tiny-cuda-nn
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https://github.com/NJUCG/MoerEngine
https://dev.epicgames.com/documentation/unreal-engine/volumetric-fog-in-unreal-engine?lang=zh-CN
https://zhuanlan.zhihu.com/p/366083234
https://zhuanlan.zhihu.com/p/630539162
https://dev.epicgames.com/documentation/unreal-engine/downloading-source-code-in-unreal-engine
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 FT Optix SDK S ARIEERR: B Optix SDK 228

BT DirectX Raytracing SCHLAIRAZIE A B

o BT Vulkan SEBIRBRASIBERG K

 NVIDIA () Vulkan ¢ GIEHRE: 4z

¥ : Optix SDK. Unity SRP. MoerEngine RHI #8v] DAB MR IEILHEZE, 1 DirectX
Vulkan WEIK)Z2 BB . EGAEZRAS TICZ B R EE%E, B DATE Y HEZR 025 2] AR > AR,
Wiy, HMIERELES% Optix SDK /R filfiis.


https://developer.nvidia.com/optix
https://github.com/microsoft/DirectX-Graphics-Samples
https://github.com/SaschaWillems/Vulkan-Raytracing
https://github.com/nvpro-samples/vk_raytracing_tutorial_KHR
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https://www.bilibili.com/video/BV1MQ4y117e4
https://zhuanlan.zhihu.com/p/60325181
https://www.bilibili.com/video/BV1244y1M7Md
https://zhuanlan.zhihu.com/p/1959583904580216424

MELIT | BE LRI F O TE YR BEE
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https://www.bilibili.com/video/BV17fBFB4EFX
https://www.bilibili.com/video/BV1MQ4y117e4
https://zhuanlan.zhihu.com/p/60325181
https://www.bilibili.com/video/BV1244y1M7Md
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