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1. JeZkid o

1.1 {4y

SrE R E R T R OTR . UM R ADC LGB ERE S P A W, s
AERAE S0 AR B AT R I H A S

FATAT DA L — A B R A AT 2 B8O 8 . TR LGB R R, —
MEENER A SEX MR PSR, R radiance 2 J5 R T FIERR) . FA]
R REA 5 —AMEE ABDGIR IS, JF B IRRIE I 2 S . FEXAME LT, T
VR ECRFE B MRS VR, H 2 SO B R S KORAEAE , X R A B ERE (Texture
Aliasing) .

FABS— B B S A A LIE ATy, AR B @ b e e R EsB 6. 3
AP IR, LWETEMEPIREEZ M T BERRER RS R, IR
RET, FEHPLFE—MERWB OB Z AR O EBCA SRS, A
BN MRERP RS ZAEE, BRARIM TR E SRR ROEE A6, Em3ERNRe
AT, AU A SO IEMIE LT, BRAS B S B B A
IR, PRI — I A T AT SR

BEMTEATI T AR U SO 0807 v R RIIA% (= IETR) B B iRk,
HI T WA LT A R, DB 2 R IR TR BT REAE 2. % IO M0 5 i
IR R, KT A DU SOy 5

JTPA, — VIS IE AR R R T E I BB A — R R T v . TR Rigik
AR PIERTE, (OO T EREAR . SR, ELRESHERHNT, HTIUTARSERE, X
— ISR e EIEANTIRESE L. (R, FRAT TS BE e — 2 A Uiy YA i i — e L 8L
PP UR R

H s (Ray Differential ) JiEfE B2 iE e R & M . FRATE YL oy k= — 2%k
P, X EEEHE S o SO EIEEAR N AT R

L fEsRazd A, SRH 4B R AR (o, y) W 1B, 2SR ARER p BIRFS " (Op/ox Fl
Op/0y), XA i Rl VSR

2. XTREER LM, BRI UOFRAER (u,v) Fe 1 B, 25 E AR p FfEs =" (Op/ou Fi
Op/0v), XA T A FE R LA ZORR], A USR5 5 B iy H bsi;

3. AL FIARREAY KR IR RAR (2, y) FE 1 B, SORARKR (u,v) BWEEE" (Ou/dx,
ou/dy, Ov/dx, Ov/dy);

4. Wl 0u/0x, Ou/Oy, Ov/dx, Ov/Oy, VIHHRAMPEBARLR/N . BTV IETTIM (AL
Lotk =M ug) , W DURHAIBAR . FEIE T TRIEH AL LT, RN AR
o EIR A R RO

NTROEHITE, ERA KRN T YW 1R, AR e T



G 1 FRAE Moer-lite H g SZ BN -

I inline void computeRayDifferentials(Intersection *intersection,
5 const Ray &ray) {
3/ WHEREH L

| do {

5 if (ray.hasDifferentials) {

6 Point3f p = intersection->position;
7 Vector3f n = intersection->normal;

// ray.origink: M AR A Gxri,y) #i @ F b K 4 0k Brxk & A
Vector3f ox = Vector3f{ray.originX[0], ray.originX[1], ray.originX[2]};
// ray.originY: N AR A x,y+DDHBREZF AHE K&y & K
Vector3f oy = Vector3f{ray.originY[0], ray.originY[1], ray.originY[2]};

/B TRHEFEGER, rxBry b XL 5 MKk X

/[l A RRXFBKERE, BEAIGRKEATE, ENEArxfrys XT@H XA
float d = dot(n, Vector3f{p[0], pl[1]l, p[21});

// ray.directionX: N Zrx® ¥

float tx = -(dot(n, ox) - d) / dot(n, ray.directionX);
if (std::isinf(tx) || std::isnan(tx))

break;
// ray.directionY: X Zry# ¥ 1
float ty = -(dot(n, oy) - d) / dot(m, ray.directionY);
if (std::isinf(ty) || std::isnan(ty))

break;

/1 RBrxfory b F @8 LMK K
Point3f px = ray.origin + tx * ray.directionX;

Point3f py = ray.origin + ty * ray.directionY;

// # Fdxfrdy=1, B Mdpdx = (px - p) / 1.0, dpdy = (py - p) / 1.0, 1.0% & B
intersection->dpdx = px - p;

intersection->dpdy = py - p;

// B ER ﬂ)‘(/fj\/k # dudx, dudy, dvdx, dvdy
// ;177%1 BENKPEFETSR, AZAFTEFHEFA
int dim[2];
if (std::abs(n[0]) > std::abs(n[1]) && std::abs(n[0]) > std::abs(n[2])) {
dim[0] = 1;
dim[1] = 2;
} else if (std::abs(n[1]) > std::abs(n[2])) {
dim[0] = 0;
dim[1] = 2;
} else {
dim[0] = 0;
dim[1] = 1;
}

// 3k BUJL T #) dpdufr dpdv
Vector3f dpdu = intersection->dpdu;
Vector3f dpdv = intersection->dpdv;

Vector3f dpdx = intersection->dpdx;
Vector3f dpdy = intersection->dpdy;
float A[2]1[2] = {{dpduldim[0]], dpdv[dim[01]1},



{dpduldim[1]], dpdv[dim([1]1]1}};
float Bx[2] = {dpdx[dim[0]], dpdx[dim([1]]1};
float Byl[2] {dpdy [dim[0]], dpdy[dim[1]1};

// B = A % x

auto solvelinearSystem2x2 = [](const float A[2][2], const float B[2],

float *x0, float *x1) {
float det = A[0J[0] * A[11[1]1 - A[0I[1]1 = A[11[0]1;
if (std::abs(det) < 1e-10f)
return false;
*x0 = (A[11[1] = B[O] - A[01[1] * B[1]) / det;
(A[0][0] = B[1]1 - A[11[0] = B[O]) / det;

if (std::isnan(*x0) || std::isnan(*x1))

*x1

return false;
return true;

I8

float dudx, dvdx, dudy, dvdy;

if (!solvelinearSystem2x2(A, Bx, &dudx, &dvdx))
dudx = dvdx = .0f;

if (!solvelinearSystem2x2(A, By, &dudy, &dvdy))
dudy = dvdy = .0f;

intersection->dudx = dudx;
intersection->dudy = dudy;
intersection->dvdx = dvdx;

intersection->dvdy = dvdy;

return;

} while (0);
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FIR, MBI G A Ge FERFIUA LA HEL, FIE Qe = J4 fl 3 = 52 Bk
Az =1, FINA Au, = 3¢ M Av, = 52 WRIRNTHE BRI IRL BARTEX T

Op _Oudp  Ovdp

or Oz du ' Oxdv (3)
R
Op/0x, Op/Ou, Op/ov,
ou/0x
dp/dz, | = |Op/Ou, Op/Ov, B0z (4)
dp/ox, Op/du, Op/ov,

R O o NBERARAR, T Op/Ox, Y TAR o FRAU=ZEZS AR B = A J7 R KA
IARIBAAETCAR . AT — 25 K I IE N =A T R e A, dE i ad i A Y 2
M RELUR AR 5458 Ou/0x M Ov/0x. XFT Ou/dy F1 Ov/dy, HIAMIMIE.

ARG T FE eI oy 5 LR R M. E=AE L, AT KM Op/ou 1 Op/ov (HEE
KIGHARIAE) , AL

@‘FAU@

pi=pot Aup, +AvG )

Hp =ML = AT po,pr.p2, 0= 1,2, po N=FIL LREPLBERAY— DTG, fRT 2
A I A 7 3L = A IR SR A AR PRI Op/Ou F1 Op/Ov . X B A A5 REAT
e, HIRAN T AT R AL A R TR TT R

fn: BRI po T py 90 “ONARER”, HADinit, ENTEE L0 RS, it
TeRARIE A TEM AR 200, JEMTTERAR BB AA R . L, FoATH 2 Bk “ihdr” 5
IEEATTEORAAR (u,v) AERES . SRT, XTI =AM, RATTAFEEE=AEN=
A REAE M PRSI, RS 28 TR E SRR B AR 2R SO AR it S AR AR . solveLinearSystem2x2
IHEE R, AR AR A .

1.2 R 5e sy
T AR NAEC LI, VRATHFEAE =AM R LK op/Ou M Op/ov HIWT .
B, IRHEAE Ray.h B FEhIT Ao ThaE, T4 mm i ek, X —IResk
KM
struct Ray {
R,
bool hasDifferentials = true;

Point3f originX, originY;

Vector3f directionX, directionY;

7 };
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N—#, REZHAE Triangle.cpp H3HE intersection H11 dpdu fl dpdv:

void TriangleMesh::filllntersection(float distance, int primID, float u,
float v, Intersection *intersection) const {
intersection->distance = distance;
intersection->shape = this

/[ EZRABRBAEESAFRR. BENAKELRF

1% Sk A

/1% H LR A A

// TODO 4% AW ) & A il &
// % 1% % 4 dpdu Fr dpdv

// your code here

intersection->dpdu=...

intersection->dpdv=...

N T EESERRCR, AR, JRTE2EAE Mipmap.cpp Hi il 7T R AL DR -

Vector3f MipMap::lookUp(Vector2f uv, Vector2f duvO, Vector2f duvl) const {

// return texel(0, x, y); // force no filter

return bilinear (0, uv); // force bilinear

1.3 sk
SCISHRAL T35 texture, FESE G XL DRI T, FRIGEIILE R .
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2. SCHHmR

TEIX—T B SE g, Rs B S 2 R B A S IR 7 3% o

X AR T, R R AR R AR . FESEUX —FR A S g il Ry, RN TR B
JELA M mipmap MIMIC A, FOLLRr SHEERPARI ] o 4%, fRtunl DAl 800 5 17
A RNES, IR . ARARSE B T I — 0 N, TSR AR BE .

2.1 BRifi e

BRI S 2SO B A SCAR AR, 1 3 (s TR ) R B AR RS AR b IR
WCBRTA 52 I G A BRI 0 (0,0,0), 2RISR FARAR R p, BRI B8R —
AR5 1A )

N (0’ 07 0)
P p = (0,0,0)] (6)
BT o AT i 0:
¢ = arccos(p,), 0 = arctangy (7)

R BRI 7K AR R o e 0 A ¢ WU BREOHARAR (u,v):

TEBZ )5, VR EME B = A e B I, B DR SCBLAL BAE [0, 1] 22 18]

2.2 B H:ECREML

SERTSCGT A ), AL SOt 6 5 @ ST TE A BRSO A B . Had R S BRI
PR CRATML, DU B 5 BTN ] -

9 D= p. >0
p.+1 p.<0

2.3 CFimgoime gt

P SO SR R SR AR RS AT ARSI, XA 8] AR AR
SRR FATIBE T — 2 e o o py R ) B SO A — 4RSS -

17047 ’Uﬁ (10)
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TR = AE S0 B 58 ) e =S A AR A -

U =7V, -p,v =Us-p (11)

XL T R AR LT S . O TR E IR SO AR DR (u, v), ARFR BRI
S [0,1] DRJE] . AR AT DA A Dok 25 R R 20 DA SN b e S B0 7 B D7 SR B A TR A 2R
1.7 #1-0.3 #PRLZ B 2 0.7,

FEAR L, FRATTE S o -

¥y = (1,0,0)
{UB = (0,1,0) 12

PRALATPAE SUT R R 1, HLIASOE RO -

2.4 WGBSR
PRFFEARIE A B A =E 2 Texture.cpp YA

1 TextureCoord UVMapping::map(const Intersection &intersection) const {
// your code here ...

3}

intersection FRAE TARFEEM AT E R . RFEEIR[A]—4 TextureCoord X5, WK 4E
FEHE S A 2R, WMHFEIHSGH AR coord BT,

BEIR U AR AE 52 BE S0 v BB, FEM S B UGS . AR AR B0 R ARFAEAR Y
Moer-lite Ht, FJPAZ 44K TextureMapping 28, i json W iR X SN2
2.5 Pk

SCIHR ML T 55 bunny-texture, —FhSUHRIL 25 5 W a0 & B .
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Bl 50 RIS AR

3. ARG KRyl

3.1 Perlin W55 5K L

Bl 6: B MRS

SRR AR, FRATTFESEA K Perlin WERS, QNIEIB.1LFT/R: SRJGTE Perlin WS 1) £
fit b — LA B AL BT A A AR S
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Perlin WA S 5 A MERY, AR AT ARCZE AT BER T R AR T sl e s AR . X HL A
PRI — M7k AR AR —J7 ik i B Al EREA T Rctt, AR SOE b RS ROCR . TAF
WA bR o Pl M, X TR SCIAR AR (u, v), AT ZORFHL e AR R 43 P13 AT A1 37 1
B R AR AR o

3.1.1  migbmt

TEA A Perlin MRS 2 1, ANEIB. IR BN, FATESCEAEEEA UV 2503 S B EAE A
Pel - IR R/ 5 B LIRS B AT G s R BERL I 5 < 5 gL, WP R 22l kb 4 x 4.
TR RO R, XA R RIS . AR, TS, MR R
i) et S A OB AL R A s AL, FRATT T AR U AR A o B — AL [ 1 T
TPRAE. MO8, AR A PR O RS B AOAR R ) BB e — B . AR A T A 2
AT PAAERS 2 39 ST T AT 88 S S 1) 2 4R el s RO (AR A AR89 SIS i m] ARG 5
{ER AR, FUR AR AT RERS 2 — S Bl R4l (i KNN) A ify g 5 — sl iy 1
R

TEIX—7), IRFEESe M FHA :
o BUE—ASETI HERRAY , H R BRAT A X IR A ) B )
o BCEDRAT—RENLRR T, BRUCRAR RUARARA S BEALAR T IEAT Ko phis 55, ki i D AL AR
T IR IR Y B )
3.1.2 ZOMRFE

Perlin Mg DL ARSI AL B SR E AT HIEAT T . ST BORAE S p = (u,0), FLU
JETT DARE BN DUAE £ Lo, L, Lo, lso BEANKE B4 — A BARL I B T, Ty, T, U3 BEBR, FRATHAG—
AR T AVEANG . F51 p IR

-

HEXAEANH—. BEE TR ST fi

fi=d. v i=0,1,2,3 (14)

wJaxt fi SEATHRERI AT WERTEA RS, ARERASH LIRS (E. R

lo.l‘ = l3.I < ll.x = lg.ZE
(15)
lo.y = lly > lgy = lgy

TRV EIL S r, F1 o7y
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3 WXL R4 12

p.x — lg.x
Tm:l T —lp.x
1. — lg.

16

_py—ly (16)
Y ll.y —-lg.y

KEMARIERI AR f A0

Llow (1 _Tm)f3+rxf2

(L=r2)fo+rahr (17)

(1 - ry)-rlow + 7'y Thigh

Lhigh

f

f By Perlin BEFSIRAE(E. S TRAUARSL, 752X Perlin MBS i BA¢ AL B :

fr=0-5-Lf5])c (18)

[ R R JE AR I AR S (. R R 5 n] DA O R IR R, VR AT DARE Bk AR X
MTMELRER . ¢ AR—MIEE, fREN] DA BFTRENE B TEHIRER T, &4
A B SO (A 2 S SRR

3.2 RS
N TR RSB WoodTexture, 7 EAE Moer-lite A ABIMI K SCHF

// (newly created) WoodTexture.h

#pragma once

#include "Mipmap.h"

5 #include "Texture.h"

#include <CorelLayer/ColorSpace/Spectrum.h>
class WoodTexture : public Texture<Spectrum> {
public:

WoodTexture() = delete;

WoodTexture (const Json &jsomn);

virtual Spectrum evaluate(const Intersection &intersection) const override;

virtual Spectrum evaluate (const TextureCoord &texCoord) const override;

7 private:

// necessary data
// your code here ...

g

PALZ RIS S B -

// (newly created) WoodTexture.cpp
#include "WoodTexture.h"

#include <Resourcelayer/Factory.h>
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5 WoodTexture::WoodTexture(const Json &json) : Texture<Spectrum>() {

/[l B RB G R, json X EF A A EHAEHH; KRTUEATH MW
// your code here ...

}

Spectrum WoodTexture::evaluate(const Intersection &intersection) const {
// your code here ...

}

Spectrum WoodTexture::evaluate(const TextureCoord &texCoord) const {
// your code here ...

}

// A T ik jsonX fF W DL & 5| E|WoodTexture, X — & A 1 7 UM &%
REGISTER_CLASS (WoodTexture, "woodTex")

IO H 3% CMakeLists.txt HyR IR . .cpp 314
add_executable (Moer

src/FunctionLayer/Texture/WoodTexture.cpp

FEMZ e, BTN SC, RTEER M cmake 4280 H S0P

3.3 Ml

A AR SO A B BEPLIE , R SEEe CEOR AR . BAihis, R AR L aR 4G
REERGARE, IELMRMX R LG AT VAT . AU SEIR X T iR A G- 1 P 58 A RO T e
ORI AR TE 2 AT DA LA LT BT SR SE Bl ARAREEN T AR SEB Ik , WETEAR B A A i
PR RIS BT .

SEIS L T 345 bunny-texture-wood.
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Bl 70 ARG RS 7R )

P R B R A RS RN 4, ARMFEE L [164, 116, 73]

4. RGN 4y *

X R LRGPl B . WERAREORS SRR R Fe iR S B —
MO B ML RE SO, S HE SR SOR Y H AR SR
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4.1 Voronoi W

Generate a set of polygons
in the plane (2D).

Compute the distance to
the nearest edge.

K 8: g 8o

iRt ATVER TE4 L, ARy B R E
L A 4EFh0 B REVLRUR bis
2. Y ERE R R N E AL b XTHEER b, R ERITH A R
T A2, B T4l 0l TR 20, ARSIV P
3. I A SR B A B B SRl i 2 T S B

SRINT, ANSRARMUE X — R A S A AR, Hd R AT I . JRATHE LIRS S
iR Perlin s, 744 Voronoi Mirs, pEMiidL Voronoi M A U 4 it A s i .

1 Perlin MR E G R, FATHE “ZEF- I B ST TR 1, I A — MR R
XF R B ) B o AR, TEA RIS AR T, P A OB i R AT SR
Bo N T AR E I ESIARENUE, JAOTGIAMBEHE A b, B8 L B LR b

by =l + 7, (19)

XFF e AR RS p, ARSI S, FRATRT AR B M ) 2 B B R
R Ly HOURLA RS N bro L JEI RIS/ NG DI AAFAE AR R L, o i = 0,1, .., 7,

FMTIAEHZIE R p Bl SR . TR — M S W & 0 #Oy AL &, B
VBT S p Hnidl {bn, bo, .., br} ZIAIMRIRITEEEY dpoine 1M LT 5 FEFAN K IRASAR AL
GBI 22 A AR — i, W T HARERER 0, 5 p MEEEA W RE/NT dpoine 1EE—4
M p AEBCHRBEFRR ] dpoine, WFATHT LA BRI A ISR .
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TR mhe * 16

PRAECH R AR A b, AR ROREER p RIEIEIFFIER dpoin s THEA dedge, WHTZRE— R

Pl Z A F R . X BARTE AT T — 2 LS, MRS deqge

P AR — L LA SR AR -

o WERAEREMMNMWIAE S Z BFAEZNIEH S, WENIEH R =TT A RFAS w5 (R
& BG

o RMEALELRD T 5 p HEHAH MR b, FTAS p ARGTX RN Z AL P e
P, 0] -5 HJE [ 0 /AR A A B 2 3 2 [ G 5

4.2 HRSERAH

X —F iR S WoodTexture 584 AHR] . S T AL HLSLHE Cell Texture, /875 2E7E Moer-

lite FF I AGUAIME K SO

// (newly created) CellTexture.h

#pragma once

#include "Mipmap.h"

#include "Texture.h"

#include <CoreLayer/ColorSpace/Spectrum.h>

class CellTexture : public Texture<Spectrum> {

public:

CellTexture() = delete;

CellTexture(const Json &json);

virtual Spectrum evaluate (const Intersection &intersection) const override;

virtual Spectrum evaluate(const TextureCoord &texCoord) const override;

private:

g

// necessary data

// your code here ...

NS TP PSR

// (newly created) CellTexture.cpp

#include "CellTexture.h"

#include <Resourcelayer/Factory.h>

CellTexture::CellTexture(const Json &json) : Texture<Spectrum>() {

}

/1 BT B TR F, json R A BN B IR T WL B AT O A

// your code here ...

Spectrum CellTexture::evaluate(const Intersection &intersection) const {

}

// your code here ...

Spectrum CellTexture::evaluate(const TextureCoord &texCoord) const {

}

// your code here ...
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4 SFFAEXHIE: mip 17

// * T itjsonX W L & 5| 3| CellTexture, & — & A & 7 UM %
REGISTER_CLASS(CellTexture, "cellTex")

LIS H 5% CMakelLists.txt HS IR .cpp 314
add_executable (Moer

src/FunctionLayer/Texture/CellTexture.cpp

TEMZ G, RTINS, ARTEERHN cmake A2 H 300

4.3 Mk

M R ErH A BB, RS S EORISERCR AT B AThi, SR SE g4
REERGHN, IE2AREIX IR DAL o ASUSER X T B A G5 R BT 5 OB T P 0E
ROR, HIARsg 4l AR BEDE_ERIFT SRS e 3R 18] dpoine RIFTSECSEHE HAR, ARAR IS
T deage HISRAFTTIE, THAESCR P 45 AR AN ] 2 S e o

SIS T 355 bunny-texture-cell,

|

K9 g FRac R
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5 ZMmG4ERIGE

Kl 10: A AR SO AR

Il r e i B RS RN A 16

5. AW IR IE

5.1 HiREEIE

¥ DirectIntegrator.cpp H, XJF DirectIntegratorSampleBSDF fl/328 , REFETLAKATZ
P4 computeRayDifferentials J5¥%. HEDZHIZFRH A2 DirectIntegratorSampleLight .

Spectrum DirectIntegratorSampleBSDF ::1i(Ray &ray, const Scene &scene,

std::shared_ptr<Sampler> sampler) const {

auto intersection = intersectionOpt.value();

computeRayDifferentials (&intersection, ray); // add this line

7 Intersection.h #v, H—AL%EiR:

inline void computeRayDifferentials(Intersection *intersection,
const Ray &ray) {
float dudx, dvdx, dudy, dvdy;
if (!solvelinearSystem2x2(A, Bx, &dudx, &dvdx))
dudx = dvdx = .0f;
if (!solvelinearSystem2x2(A, By, &dudy, &dvdy)) // modify: Bx -> By
dudy = dvdy = .0f;

18
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6. 1El

6.1  Pida TR
o M B “BRHREIET AT, BUURAHE Moer-lite A5 ;
o FRIMEORSEN eI
o RIRBORSERL “BOEMU";
o FREREORSERL RSO ARE
o WERARA RUEHIRE T, ARATALCE S R RarH AR, X — R TR ;

o WERARKRINA RGHIRE J1, AR DA SRR A S M BB 07 k. FEZ 5, IR 2%
H 1045 T S IR R R e Xt T

o WETIME, RAKRLATR, R,

6.2 $EAMIICAE

PR EAR R4, FERX A P TARAY pdf R RSBt . SER i i s
AR, ATPAGEA] LaTeX, tnl PAGEAT S N R ELRY markdown 23 word. SEBAR {5 HIIEAA
RSB, P ABATAHERARAE TR AR E R . BATA G eSS SR E E 6,
TR B SRR AN 2 AT 0 4L

RETARAVINSR, R EAES I o (L 8 DA P

R T LA

o RSO ST B

o WRSTILRTD, (U ERAREIT, A C+t S0 S

o ISR

o BB BN T (IS5, BT, IRERR LT

VSR /MU XSS o1 0L FEIERT T8, I T DA 4
L. BT R 0 B AT CRS SO, HSE St o iy S B
LT DA R4 1 60 4 T AR 35455t
6.3 BssHILI ]

AN AL O B T

RGN AR A E H I 2024 48 5 J] 20 HBE 23:59, DAL IFE D HE, @i
AT M52 i i 08 g s )7 23 B LA KT 2 LG 8«



6 AFik 20

6.4 PEAHA

TR S IR DA ST BB I AT A0 2ip M8 A2 RBEA T, A E0) 44 PR AR DA T 4%
7

W+ F9 + BIBLRHEAR Labl
TR R TN SZ EE A i - BB EE
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