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R T . B IR AR SRR A (B AR S d R R A SRR A T R
Bonus [ HEE 7 AXF SRR TIAL . AT R
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1.

1.1

({24737

sr 8Okt
FRERACR 1 50% , AT IAERIRIEAR : 10%. AT e B 20%, [RIARAE : 20%.

AT R SR AT R e DAL, I REATEiE 70 Bonus: 20%.

1.2

1.3

T TR (i
source/editor/raster_ui/RasterUI.cpp Y todo #P4r. %X TesLl Ul

source/runtime/render/renderer/raster/RasterConfig.h f{J todo &% . %

SCPEAATT E SRR A e L

source/runtime/render/renderer/raster/DofPass.h [ todo ¥4, 1%
AT RHL, SEBLGRIR Pass, & IEPE LI Pass AR, ARS
5 VB H AT o fr) B 1
source/runtime/render/shaderheaders/shared/raster/post_process

/ShaderParameters.h [ todo &34 . Z 417157 & L Shader ZEGERA, K
C++ 55 Shader St 523k 504

shaders/pipelines/postprocess/color/Dof .hlsl [ todo #4. 1% {4k Shader
Rl TS B R IRACR

PRI

WA B %5 DA PDF #&=U2 A rm el ey, ZEORAuds

W JEAER Sy, TEAA B SEEANTY, AR R B

XFT Bonus #8453, 4 AL . SCIAEY, DARALALEI S B BRI X L o
BEAME R B LA B FTE R4 R A W R e 2= 57

o S8 A USURA e A

155
235
ROGE MR

WP EL fEL)5]1% Cinematic Depth of Field 308, X XESH L7, AT

Z T RO RN Z I, XTI S A E R


lms.nju.edu.cn
https://dev.epicgames.com/documentation/zh-cn/unreal-engine/cinematic-depth-of-field-in-unreal-engine

2 ;;Ejb’,%z\— 4

BEAb, SR HBE A O BT B T R AR A R
SRR, IR AR S SR AT . ISR A A A R, W
ISR, S E IRk

2.1 SEibhES

5, 7E labl A, FATEA T moer-lite, X —/MHETIARIE BRI B i et o
BT ER, fRGH—KEBES. REFEYIMEG. RN, XWERE,
P ATE AR SRR BROR , FETRAYIN A LRI, Todhi R S 2 B oK. HHZ
&, SERHE G BO T H AR E - A AT BRI TR Y, A3 — oK i DR R] B R ]
B EH, FNTSRUESEE e A ph 20 nl DAkt 60 itk g, DA R LR 22 .
HRRFLE S H N T RE .

i TSI F B, S 2 2 ) BB APT AU B, iilid &
AT SRR R e et A . X e R R E 2k SemE .
KIE APT R+ 4%, I HAFBERG W EIE AP tfife e, ik, W2
SR S AR (FOPSRTT) B0t A%, BCHE RN T AR i Bl 5
g5, Wl TR ZF 0 7. XEMS0M2 RHL (Rendering Hardware
Interface, W¥eBlifheET). FEARRKIEI T, AT S %] MoerEngine 1) RHI
B, RSEISEHRCR .

2.2 Shader

CPU il GPU (e 425, HE2 B (IR . 76 GPU _Ligf7i0
A, EFEHACH gy (Shader).

H e WRAREGE CUDA HATITE, BBVR AT A E 3548 Shader Hilfi# &y CUDA Kernel
BN EsiTE GPU EREF. 4o, CUDA FIEJE APL AR F#SE H T 2
FiEEn . HAE, CUDA e it e, imEE APT WG i & TR L.

2.3 IEYEER

HPMEMRE, =4 58dE (=M. TS, Jel. M) #it

N AR R

i —iK R R A i BRI, EEA A — T BRI, mesh T
RENPE. X BEELTPHN EHRE L. ERmEgh, EVELEE TN

ZA BB
L SEMRIE S ORI SR MR, THR S — K0 a1
2. P OK I  HEA T SN AL EL, BIINASINEASE . R 20, SR
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3. dReJe FE AL 1 s B e

A YAEAL ARSI SOIR T-56 2K, i IALBgOR . Frid G AL B,
g2 AR KELEREFEFFER, fWil—KehtEg.

P, AR, Bl 129 5 1Y Shader A Bl AT AT DAKF4i 5 () Shader
I, HE—EREL f(2,y, color,S), Hf v,y ZUHIERIINE, color 24HIE
RBIE, S 2—EsbmA (BN E) . XARBEE L, —Eh Bt
OfH. WRdt, FA1%5HY Shader fURS, RAE T X TAMMGRE, WADSLZMMN
e, Bt WEEFEE, T ERZMZ R R 20 T .

BT, FATEIZRRE f(2,y, color, S) = color 0.5, ARAIXA> Shader HIHCR
g BN BRREMBEEAR . FATRAE N SR URCR .

2.4 BB SR

S (Depth of Field, DoF) @—2Miperiig. fFRG, MUFAZE
I BB A W) RS — BRI A, T R BB 00 B B P A A ) (A i il o 54>
“ERIBAERIALE” ATDARLE BB AR AIRATERF L, IR A EAERUR T
A S B R, TS U NE R

W, AR, FROTERSEE A R R R T 0 O 8, (RIS B AR AL
T L, RSN MATERE T LR, WSZB kAl (B mosgng. X
LEI R EE By T L, R BRI .

FESKRRE, BATRAERB AR TRRE, RSE MBI R, I,
AR TSR, PRk, RATEAIHAR: WA R A
BUCF G, SR BORIX A 04

TESIRE LI BRI AT T AR SITTD I A, TR A T
i trick 3R, MSLARTECH 260, TTIAS AT LB 15 9 ORI L)
SIGEIY . TEEAVARAL, TR AR SN BN

3. MoerEngine

RERATRF /4] MoerEngine F4RIFRAE. 51ERY AR M 7k,

EHEHZE N Z, MoerEngine H Fi{Y 2+ Windows £5t, HHAFREREIE R
(PR R 5 st il i3 GB R, BrABRALHER fH) NVIDIA RTX R50EFR ). W2RIR
A LI TG A S M IE 5T MoerEngine, /Rt n] DA HATAEH MR Jeds (40 Unity .
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ZI515) HRBLRIRRCR . WEARARE R A S |28, PR g 5 p ACRS AR IA, DAL
PREAT BN 515 A i SR BE
3.1 Skl

XERA AT ASZ A O T i A @ - docs/BUILD.md, AN &5 tH & E4H N4
— PR -

AT B AT TR

Git (F##ER:): HT A GitHub |3 MoerEngine pyfCS (4
CMake ("F#EE): TR R G0 3

Clang (LLVM) (F#k&#42): HT 4% C++ 14

ninja (NEEEE): —NEBIERSE, e CMake ]
Vulkan SDK ("F#EE#%) : $2HE Valkan APT fyF & THAE

Git., CMake, Vulkan SDK # {7225/ 7, IR RFHITRITT, Clang
A1 ninja WFE 2T il B A AR &

Clang:
o A Github Releases T : (TN #EE#EE)
o P LLVM-22.x.x-win64.exe, FaiIFIRIRIET |20

o RHGEHSE, WS /path/to/LLVM /bin (BPUREYZEH H ST bin SCHE9) )
RGP A Path

o TEAAATHIA clang —version, WIRABIERH S/ RHBUARE R, WIBEH] 25 i
ninja:

o #t A Github Releases T : (T #4%Hz)

o B ninja-winzip, T, HHEEIMERM—AHF

o LSRR, WSIN /path/to/ninja (B LSCUREERRH H SR ) B RGIRGACE Path
i

o TEATFTHIA ninja —version, WURFEILHZARBOAEE, W22 820
BT G, AR AT IMATA TG, 5 EERENS IR A BRCANE B


https://git-scm.com/downloads
https://github.com/Kitware/CMake/releases/tag/v3.31.9
https://github.com/llvm/llvm-project/releases
https://github.com/ninja-build/ninja
https://vulkan.lunarg.com/sdk/home
https://github.com/llvm/llvm-project/releases
https://github.com/ninja-build/ninja/releases

3 MOERENGINE

git
git version 2.39.1.windows.1

@ cnake

cmake version 4.3.2

CMake suite maintained and supported by Kitware (kitware.com/cmake).

@ ninja

1.13.2

@ clang

clang version 21.1.8

Target: x86_6U—pc—windows—msvc

Thread model: posix

InstalledDir: C:\Program Files\LLVM\bin

B 10 FREE A

%%,ﬁm%ﬂ%ﬁ%ﬁﬁkhmm@w%ﬁ@,%ﬁﬁ%%To%T%Eﬁﬁ

—HSE NI4T, FHRATLATS A

# Clonef &

-b lab/lab2-dof: ] #

| 1ab/lab2-dof 4 X, %A XM T R AEE L

--shallow-submodules: X ¥ 4 4 3 T, WA A A
aE

i #. 1Tgit submodule update --init --depth 1

#
# --recurse-submodules: # |7 M % [£ submodule
#
# 41 2 7 clone i % it % /i submodule ff j"; % ¥,
git clone -b lab/lab2-dof --recurse-submodules --shallow-submodules https://github.com/NJUCG/

MoerEngine.git

cd MoerEngine

2

% R 8] # — {7 MoerEngine K Ft

XtEH, TURERAHY

B 5k
& (M. tE) . BRiApH=x

3 cp template.MoerEngine.toml MoerEngine.toml

# M E
cmake -B build -G Ninja -DCMAKE_C_COMPILER=clang -DCMAKE_CXX_COMPILER=clang++
cmake --build build -j16 # {4 K16 4 1K B cputz W& K = B 1K T 1R B cputz 0 %K

# I AT

./target/bin/Debug/MoerEditor.exe

PRARA T, ATV AN 4R B35 12 T .

3.2 BA&5|%

JEBE IS, RAT ARSI . o, 2l Haome, Al i m

o
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/= FIRIAC)

Bl 20 SEMMETE QL AE RO . A I P i

PEHEC & A 8 Render Method, w] PAYI5 [ &40 F )E YL 7 vE. HEl
T F I AE YL Y5 Raytracing Jegkiibifl Rasterization YoMk . /57T PAEHEE
Render Method, JY1h Raytracing, FMHSEEAE Rasterization SEHMEAEAT it
7, FrDAESE SR A AT Render Method & Raster,

Il 3: JE i NRD f0GEiE BRiE Y m QL AUR

B A M) RasterSettings - AmbientOcclusion, AN (A A FF G i A
EBEX AR . WER MoerEngine JEMHEAEARAY AL _E MR HCEAR, W RARFEIRED G
WA, SSAO.

HEeeiE deas , BOAEM RTAO, A ZiBEsF S AL PR L. ARl AE X 2L



[CI

4 AsFEAE 9
FEMSE, ERIIVRCR .

3.3 WCE Sk
LM E SR T, ARLE S MoerEngine. toml

WERARIE 1080p Bk, ABLE ARSI 2 i EE N Sm, B4 DATERC &
AR B RN R, Bl editor.width fil editor.height FFEL.

AISRAR T L TE Gt WIECRAR , PTPAME L engine . render.raster.low_quality_
mode FE%,

RPN NSO S 0 DB PR SRR ST, AT
A (T DA LB MO PT T S0 3F 10 44 RS
3.4 IDE i‘#

o VSCode / Cursor: FEFTHIKZ % clangd

4. KRl REOR
RATE T BIERHI L Pass LK.

BT R, SC %, A IDE 48 RI6e. Biltn, wDATE
VSCode i K Ctrl+P, HyASCIEA , AR E N

4.1 J5hb Pass

EHIE &2 IER £ Pass 4110, fF RasterRenderer.cpp H', RJPA$RFNUNT
(M TE

// Post Process Passes

// - Ambient Occlusion
auto ao_result = ao_pass—>Process(raster_context, raster_config, camera, time
) 8
TextureWithHandle processing_image = ao_result.ao_with_color;
5 uint ao_only_idx = ao_result.ao_only_idx;

7 rtao_denoiser_pass->ProcessInPlace(raster_context, raster_config, ao_only_idx);

// - Denoiser Pass (Bilateral Filter)

processing_image = bfd_pass->Process(raster_context, raster_config, processing_image);

2 // - Screen Space Reflection

3 processing_image = ssr_pass—>Process(raster_context, raster_config, camera, processing_image);

5 // - Anti-aliasing

; processing_image = aa_pass->Process(raster_context, raster_config, camera, processing_image);
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4 ErhiRack 10

// - Bloom Pass

processing_image = bloom_pass->Process(raster_context, raster_config, processing_image);

// - Tonemapping Pass

processing_image = tonemapping_pass->Process(raster_context, raster_config, processing_image);

IR Pass £ JadbBE Pass. HJl, iX 1> Pass [ A2 @B R, fith g4
Brg &, iXA~ Pass 1) Shader XM R 72403, fill, ao_pass->Process(..)
Wie B A FRUR .

4.2 TINM—ANIGAHER Pass
PRI H s, R B BT

AT AR E L AR | 25, B TR R E AP IR EBOAE £ > BT . iXFE
ATDARAAR, ARATDAFE—NICAERR R £ 3 b, SEMMTCRIA I 50IR Pass S8 8L
EHRI—1HCW. #8Y Pass.

FATEFEHE T — SRR BER, /A DAKFAURS I 5] 1ab/1ab2-dof 7y
S (ARAREELGE TA OS2 TR, WG EEBIATE lab/lab2-dof 7330F ) o iXAE, 4R
SR DA 225 ORI Z 400, AREHCHE, RAFEEM (ZHIFR)
TODO #r AU, RIATSE sl B Al S IR AR

Al RS, i PDF RN RRS & Z 04 R AR . B
BL, PRuTCAViR 51940 iR docs/DofExample.md M B ieAS ¥ 15 3152 IACHD .

PAT 2 HREL IR
1. fijg Pass JFS

o Jf source\runtime\render\renderer\raster\ H3x [, f/# DofPass.h

 J£ DofPass.h NZENEDA R NZ:

#pragma once

#include "scene/camera/Camera.h"

#include "shader/ShaderPipeline.h"

5 #include "shaderheaders/shared/raster/post_process/ShaderParameters.h"

6

8

9

10

11

12

13

14

15

7 #include "RasterConfig.h"

#include "RasterResource.h"

#include "RasterTool.h"
namespace Moer::Render::Raster {
class DofPipeline : public RasterPipeline {

public:
DEFINE_RASTER_PIPELINE_CLASS(DofPipeline);
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DEFINE_SHADER_CONSTANT_STRUCT (DofPipelineBindlessParam, param);
DEFINE_SHADER_BINDLESS_ARRAY (bdls);
DEFINE_SHADER_ARGS(bdls, param);

g

class DofPass {
public:
DofPass (RasterContext& context) {
GfxPsoCreateInfo pso_full_screen_info(
RHIRasterizeInfo::Preset(),
o
{RHIColorAttachmentInfo::Preset(context.textures.dof_output.tex->GetFormat())}
);

m_dof_pipeline = context.manager.Raster ()
.Vertex("core/utils/FullScreenQuad.hlsl")
.Pixel("pipelines/postprocess/color/Dof.hlsl")

.Build<DofPipeline>(std::move(pso_full_screen_info));

TextureWithHandle Process(
RasterContext& context,
const RasterConfig& ui_config,
const Camera& camera,
TextureWithHandle input_image

) {
DofPipelineBindlessParam param;

float2 resolution = float2(input_image.GetSize());

param.resolution = resolution; //
param.resolution_inv = float2(1.f / resolution.x, 1.f / resolution.y); //
param.input_color_tex = input_image.hdl; //
param.debug_param = 0.5f; //

context.cmd_list.Gfx(m_dof_pipeline, context.bdls, param)
.Draw(
"Dof Pass",
context.textures.dof_output.GetRect2D(),
std::move (RasterTool::GetFullScreenDrawDatas()),
ColorAttachment (context.textures.dof_output.tex)

E

return context.textures.dof_output;

private:
DofPipeline m_dof_pipeline;
175

} // namespace Moer::Render::Raster

2. %€ X Shader Z%§

o ¥JJT source\runtime\render\shaderheaders\shared\raster\post_process\

ShaderParameters.h
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1

3

1

4 HRehRAE

o 1F structSsrPipelineBindlessParam{...}; JG¥san HACAS :

// 1. Zstruct ¥ B & ¥ # 2 # 1% | Shader F
// 2. Zstruct ZC++3;faShadersf (HLSL) R E#, U KN AFEZN — %, AN EFBRN N ET P £ E.
// 3. i structidi it PushConstants {4 A\ Shader, & & 7 1% & Wi & W W %
struct DofPipelineBindlessParam {
float2 resolution; /] X
float2 resolution_inv; // 4 ¥ F ] %

uint  input_color_tex; // % A\ M & £( 2 handle

uint depth_tex; // ¥ 4 # handle (T ¥)

float debug_param; // R E K

float near_clip; /I BENMNERTE (FYE)

float far_clip; /I BENEHRTE (FY)

float dof_intensity; // DOF# F (1 ¥)

float focus_plane_distance; /I ETEEE (MH)

float focus_plane_range; /I ETFEERE (FY)

uint b_visualize_focus_plan; // AW E FTE (1Y)
1

3. e

e FTJF source\runtime\render\renderer\raster\RasterTextures.h

o 1F X(TexHandle, ssr_output, ....)\ JGUSINUIFACHE:

[ BRE—ANAFREX, aRELTXHIEARS, g RAXEHRFE. EE. BRRA

// dof_output: NELTEL

// Tex2DTag: L&

// PF_R16G16B16A16_SFLOAT: %[ # ﬁ?;,i‘fg»jt

// E_SAMPLED_COLOR: 4 # | #% % SAMPLED | COLOR_ATTACHMENT

X(TexHandle, dof_output, Tex2DTag, TexConfig::Default(PF_R16G16B16A16_SFLOAT) .Usage (
E_SAMPLED_COLOR)) \

4. f))% Shader
o {F shaders\pipelines\postprocess\color\ H3¢ I, fl]Z Dof.hlsl

o {F Dof.hlsl HZhNY:

#include "core/common/Bindless.hlsl"
#include "core/common/Common.hlsl"
BINDLESS_BINDINGS(3, 2, 4, 5)
#include "materials/Material.hlsli"

#include "shared/raster/ShaderParameters.h"
[[vk::push_constant]] ConstantBuffer<Moer::DofPipelineBindlessParam> param;

float4 main(float2 uv : TEXCOORDO) : SV_TARGET {
// uv Bl OREAA, EE AL, 11, RFATFARKEKR

float3 color

TextureHandle (param. input_color_tex).Sample2D<float4>(uv) .rgb;
float3 debug_color = float3(1.0, 0.0, 1.0);

color = lerp(color, debug_color, param.debug_param);

return float4(color, 1.0);

12
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5. ffi ] Pass
o FTJF RasterRenderer.h, ¥RNMPAFACHS:

// L. FE A
// MEAFHRAT MR EFRE, BATEEAA L XERERIANF ST X, ATERAE HFHK
#

class SsrPass; // BA R
class DofPass; // [# ¥ R #&]

// 2. Pass¥ % E ¥
//  UniquePtri fstd::unique ptr. X Eff MM 4, EA T REN @ F

UniquePtr<SsrPass> ssr_pass; // & A K&
UniquePtr<DofPass> dof_pass; // [# % X 4]

o FTJT RasterRenderer.cpp, ¥HIPA FACHS:

/] 1. kX

#include "SsrPass.h" // E A K&
#include "DofPass.h" // [# # K %]

// 2. PassXt & %] %

ssr_pass = MakeUnique<SsrPass>(raster_context); // B # X #
dof_pass = MakeUnique<DofPass>(raster_context); // [ 3 X 4]

// 3. PassXt & #HAT

// - Screen Space Reflection
processing_image = ssr_pass->Process(raster_context, raster_config, camera, processing_image); //
EARA

// - Depth of Field
processing_image = dof_pass->Process(raster_context, raster_config, camera, processing_image); //

L% # R &1

. N N

6. FHT ik 5iBlT
cmake --build build -j16
./target/bin/Debug/MoerEditor.exe

o RMZSBERINTETE (BOFERALE)
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eI EIRITEE 4 B 50% Al 50% WL BB TR G, 135 B
[ JB5E— " AT R A T B A AR -

1 // Minput_color_texiX / handle, % Bl k — Passth#r & B &
2 float3 color = TextureHandle(param.input_color_tex).Sample2D<float4>(uv).rgb;
3

1 /] EXE A

5 float3 debug_color = float3(1.0, 0.0, 1.0);

6

7 // i 3 debug_param Kk R A L — Wi H EH MK E

8 color = lerp(color, debug_color, param.debug_param);

PAKEL, XARER AT G HIIN . /RATAB L DofPass.h ) param.debug_
param=0.5f, f 0.5f BN 0.9, AP AMH SR G,

XA, FATE LR AT LB B 1. b, AT
RS 1350 (L2 T IRBLAEFIMART ) . B4, FRATHEATALE Shader
i A BRI TRAE, H HSE X hE

TR B Cursor 45 ) — M1 %% Shader. frnfEAEL#:% Dof.hlsl
) main PRECRE A I URS:

1 // T E YR K Hnain B &
2 float4 main(float2 uv : TEXCOORDO) : SV_TARGET {

3

! TextureHandle input_texture = TextureHandle(param.input_color_tex);
6 //ouv BB EAAR, EEAD0, 11, RATARMKNEKER

7 [ ZERNEABRT AHELSBEHE L, BRI RN THAEEN wih T £HE
8 /D RATREBEETEXAREG, RTHAMA w

9 // return float4(uv, 0.0, 1.0); // 1R # 7 |

10 float2 delta_uv = param.resolution_inv;

12 /! YRR E
13 float3 center_color = input_texture.Sample2D<float4>(uv).rgb;



AR RIRBR 15

/] EWAR &

float3 left_color = input_texture.Sample2D<float4>(uv + float2(-delta_uv.x, 0.0)).rgb;
/AW E

float3 right_color = input_texture.Sample2D<float4>(uv + float2(delta_uv.x, 0.0)).rgb;
/LB F

float3 top_color = input_texture.Sample2D<float4>(uv + float2(0.0, -delta_uv.y)).rgb;
/!l T/ E

float3 bottom_color = input_texture.Sample2D<float4>(uv + float2(0.0, delta_uv.y)).rgb;

// +F %\ E (edge detection) : HEE H + 4 E o
float3 horizontal_gradient = right_color - left_color;

float3 vertical_gradient = bottom_color - top_color;

/1l RKERT R E
float edge_strength = length(horizontal_gradient) + length(vertical_gradient);

float3 edge_color = edge_strength.xxx;

return float4(edge_color, 1.0);

Bl s AZAI 55T

4.2.1 ShaderToy

Shader uJ PASEHUICEMAT R . B2 AUEHERCR . /R Al ATE ShaderToy 33X~k i
E3R#1#Z Shader. HALWLAEE EHF AW Shader, IR DARIIEAER:, HIEA
A XL R AN A o

13 A7 S PO, https://www.shadertoy.com/view/XsXXDn


https://www.shadertoy.com/
https://www.shadertoy.com/view/XsXXDn

4 ErhiRack 16

i
=
il
HY

B 5cH) Shader, https://www.shadertoy.com/view/X1fGRj

TE4 5t Pass HiEY: 3D KJE, https://www.shadertoy.com/view/Nt1SDs


https://www.shadertoy.com/view/XlfGRj
https://www.shadertoy.com/view/NtlSDs

4 ErhiRack 17

PALERIRCR , AR —ME G Shader AR ARAASEEL, MoerEngine A
B4k

HATHFEFAE AR, GRS BSOS S50, 0] AKX 263
RIREIGIEER. R, B T2, AT PABATHTIER, ARSOA
AR (CHRIR AT AE L AT iE2F8)

4.3 UI #&hlEiS i

IPRERR B — SR, BAVEREEEF51EE, IRRURARE 1 BT A, s AT
B2, BT ARH L IR TIbE.

FROR, FATRHAGUAE MoerEngine ] UL filIEGS 4
1. 7 Config "FEIHZHL

o ¥TJT source\runtime\render\renderer\raster\RasterConfig.h, 7{/IPA FAL
fith -

float ssr_metallic_threshold 0.5; // BEAHRE

0.025; // EARE

float ssr_step_base

// MARK: Dof
5 float dof_debug_param = 0.5f; // [ # £ 4]
6 float dof_intensity = 1.0f; // DOF# & [# ¥ K &)
5.0f; // ETFTHEH [HHERDI]
¢ float focus_plane_range =1.0f; // EFEEE [HERD]
=0; // THHETFE [FHRT]

7 float focus_plane_distance =

9 uint b_visualize_focus_plan

2. Q7 UI {45
o TJF RasterUI.cpp, HNhI— FACHS:



1

4

/7
if

//
//
if

AR RIRBR 18

MARK: SSR
(ImGui::TreeNode ("SSR", /* ...® x/))) { // T & K=
/] ... B // BEARRA

/B AE KA

WTF# 4 [ % RE]

MARK: Dof

(ImGui::TreeNode ("Dof (Depth of Field)")) {

ImGui::SliderFloat ("Debug Param", &m_config.dof_debug_param, 0.0f, 1.0f);
ImGui::SliderFloat("Intensity", &m_config.dof_intensity, 0.0f, 3.0f);

ImGui::SliderFloat ("Focus Plane Distance", &m_config.focus_plane_distance, 0.0f, 20.0f);
ImGui::SliderFloat ("Focus Plane Range", &m_config.focus_plane_range, 0.0f, 5.0f);

bool visualize_focus_plane = m_config.b_visualize_focus_plan != 0;
if (ImGui::Checkbox("Visualize Focus Plane", &visualize_focus_plane)) {
m_config.b_visualize_focus_plan = visualize_focus_plane ? 1lu : Ou;

}
ImGui::TreePop();

3. /&K DofPass.h

¥TJF DofPass.h, ¥} param.debug param=0.5f; {5} param.debug _param=

ui_config.dof_debug_param;
4. B'H Shader fUf% (7]3k)

o WRARBA FMGA IR+ RS, ] pABRIE X — 24

o FTJF Dof.hlsl, }f main FREENCH:

float4 main(float2 uv : TEXCOORDO) : SV_TARGET {

/7 uv BOREAAE, EEAD, 11, RFTARAGRE

float3 color = TextureHandle(param.input_color_tex).Sample2D<float4>(uv).rgb;
float3 debug_color = float3(1.0, 0.0, 1.0);

color = lerp(color, debug_color, param.debug_param);

return float4(color, 1.0);

5. BB AT

cmake --build build -j16
./target/bin/Debug/MoerEditor.exe

o RV IZSHR ATk
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4.4 FPHERE

IOk, RICAE TR T REIREN . SEARRIEE. BTR, 1h3RITITF
AR RBCR .

B, BRI BRI 2 TS

BRBN GRS — FE-P-Hi ey

FEALRRFE(COC, Circle of Confusion) = T

JIrPA, FATTEEAE Shader HFIREUREEE E

FATZ HIE. £AF DofPipelineBindlessParam i | depth_tex, HALFATE
Pete NEGLE ST B IR B8O E B -

o }TJF DofPass.h, ¥/l

1 param.input_color_tex = input_image.hdl; // & A X &

2> param.debug_param = ui_config.dof_debug_param; // E # {7
3

1

4 param.near_clip = camera.GetNearClip(); // & &l ¥ & & @ [ & 41

5 param.far_clip = camera.GetFarClip(); // #E{&#l it #& [ ¥ £ &1

6 param.depth_tex = context.textures.depth_linear_sampler.hdl; // ¥ JZ &t # [ ¥ 7]

7 param.dof_intensity = ui_config.dof_intensity; // DOF# & [ # (£ ]

s param.focus_plane_distance = ui_config.focus_plane_distance; // £ F H ¥ & [# ¥ K o]

9 param.focus_plane_range = ui_config.focus_plane_range; // & F @ iz E [ 3 £ 4]

10 param.b_visualize_focus_plan = ui_config.b_visualize_focus_plan; // F #l (L & F @ [# ¥ 2]

o FTJF Dof.hlsl, Ffft main pRECH AT AU

| float4 main(float2 uv : TEXCOORDO) : SV_TARGET {
2 // uv Bl RELA, EE AL, 11, R T FARKEKR
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float3 color = TextureHandle(param.input_color_tex).Sample2D<float4>(uv).rgb;

/R EEA [0, 11, A AL, TREL AO

// = %4, MoerEngineff Jil T Reverse-ZH KA. MR EM AL ERE, Ko LALLM IY X E X &
REFERBETR

float depth = TextureHandle(param.depth_tex).Sample2D<float>(uv);

[/ HEMEE: EH A [near_clip, far_clipl, R A H R AL AFEH
float linearized_depth = param.near_clip * param.far_clip / (param.far_clip + (1.0 - depth) x*

(param.near_clip - param.far_clip));

/I BREEERS AT E

float3 depth_color = linearized_depth;

/1 % EER A BB E ¥, debug_paramiZ 4l R & & K
color = lerp(color, depth_color, param.debug_param);

return float4(color, 1.0);

o EHMIFIHIETT
)5, FF DebugParam {RESHIAEEN 1.0, YRATLATE EIU07F i -

AR =GRS, /i n] ARRAR N A SBIEHEL BE 215 5 .
4.5 THEEEEOR
ROk, AT E SR IRAUR
TERIHBAET, FRATHE 752 UL S50, B FRIRATTG B A X S 28
1. DOF Intensity: HeiEn)E

2. Focus Plane Distance: £23HEE



A BRIRAR

3. Focus Plane Range: £ -1 JLH

21

4. Visualize Focus Plane: —~ bool {H, 2J3% /5 W&AES |28 m] WAk £5 -1 X,

A8 Dot . h1s] ) main BEHCKHTF LR

float4 main(float2 uv : TEXCOORDO) : SV_TARGET {

// v B B FEAA, EHOAL, 11, RATARBEER

float3 color = TextureHandle(param.input_color_tex).Sample2D<float4>(uv).rgb;

/1 R EHEGE [0, 11, AL, FREAL KO

// - % 4, MoerEngineff l TReverse-ZH K. W EREM I HEME LB, e LA Lofrley st ¥ X &R

REFERBELR
float depth = TextureHandle (param.depth_tex).Sample2D<float>(uv);

float coc = 0.0f;

float focus_range = max(param.focus_plane_range, 1e-3);

if (depth <= 1le-4) {
/I WmRLEHMBEERRE (RRE)
coc = 1e10; // — N HFAMME, K- T2 E N

} else {
// EEER

/! EMENKEE: BEH A [near_clip, far_clipl, B AR ALK EE
float linearized_depth = param.near_clip * param.far_clip / (param.far_clip + (1.0 -

depth) * (param.near_clip - param.far_clip));

// ETFEES

float focus_depth = clamp(param.focus_plane_distance, param.near_clip, param.far_clip);
/] HEEEME

float signed_delta = linearized_depth - focus_depth;

float coc_magnitude = max(abs(signed_delta) - focus_range, 0.0) / focus_range * param.

dof_intensity;

// EFWEMH coc =0, HFEHE coc >0, Bl = coc < 0

coc = sign(signed_delta) * coc_magnitude;

/] BAEcociH EHEM E 4%, B A A6k Z

int blur_radius = min(max((int)round(abs(coc)), 0), 6);

// WiEcock & &
float3 blur_color = color;
if (blur_radius > 0) {
blur_color = 0.0;
float sample_count = 0.0;
/ER, ARERERBRABGENEE, ARXKTFHE (FHR)
/I TEHHWRBHZRANLYTERREA TN, F7 Ahblur radivs WEEHA, RHEFAEHF K FHE

[loop]

for (int y = -blur_radius; y <= blur_radius; ++y) {
[loop]
for (int x = -blur_radius; x <= blur_radius; ++x) {

float2 offset = float2(x, y) * param.resolution_inv;

blur_color += TextureHandle(param.input_color_tex).Sample2D<float4>(saturate(uv +
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offset)).rgb;

50 sample_count += 1.0;

51 }
}
53 blur_color /= sample_count;
54 }
55 color = blur_color;
5¢
57 /TN ETFE
5 if (param.b_visualize_focus_plan != 0) {
59 if (abs(coc) <= focus_range) {
60 color = color; // do nothing
61 } else if (coc > 0.0) {
62 color = lerp(color, float3(0.0, 0.0, 1.0), 0.7);
63 } else {
64 color = lerp(color, float3(0.0, 1.0, 0.0), 0.7);
65 }
66 }
67
68 return float4(color, 1.0);

HOPr oM s T 15, AR i

I, —R RS RRCR LI 5E

4.6 HRFE S IEIE

BEAE RSB T — e A S RRCR . B RTHIBCREAAT SN EES AL e
FMAAEVEZ B . HRREIE 22 F) -

o ATH BAER — NSO R IR 5, XA A R A & BANE N . R
XK A G T, iR SRARTE R SRR B ey, XU, WS TG
R BEIE Seh, FECERRDVER . XN RI R, SURAER TR
BERAATIRALIIGE, EHERT S AFORFEE (. XA & AR DL o
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S S R
FEE ZEEAE b SN
imax{bluriradiusts
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} CEERD)

. EzpodiaEs)

3 R, Rlane] ==0 CEEED)

o WA R EMNETIEHRAEAZ, XM RABCRAGIE. W RS

l."tigglﬁs !;I!!"
(LR AR S A IE R A

» Cooperative Ops: [Disable]
» Skybox
¥ _Dof (Denth of Field)

[intensityiEi 3.000 [ intensity
Ws.000 Focus Plane Dist
' 1.000 Focus Plane Ran
Visualize Focus Plane
» Denaiser: [None]
> Anti-Aliasing: [SMAA 1x]
» Debug
Infos:
FPS: 64.7
Frame Time: 15.5 ms

o FATAFHEMBL fov X AR MYDCESEWHSE, M EEEH—R)
AL T LSRR R R AR

PAENZS, #RIRATAT A B R FIAL . FE3E TR, FRATREA SRR
RACHSEBE, e A VRN 2R~ A, SR S X e AL B A2

5. n] AL BRI

4
A1

AT, FATER TP — I R B 42 Blur Radius BIRCR
1EE3CH, FATT Shader AURAAAEANR X4 Fr B

1 // TRANETFE

2 if (param.b_visualize_focus_plan !'= 0) {

if (abs(coc) <= focus_range) {

A color = color; // do nothing
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} else if (coc > 0.0) {

6 color = lerp(color, float3(0.0, 0.0, 1.0), 0.7);
} else {

8 color = lerp(color, float3(0.0, 1.0, 0.0), 0.7);

A2 T TR B H— bool [HE /R 2 E ] Debug TIRE, UWIAL)E
s, MG BB (oA .

A2 FRATIFRER), W DAFEHE ESCAmAR, din—A> UL nlHE, FoR 24 8 i
BRI AL T BE . SR)JEHE Shader HIEBUXAME, FFMRIEAM 4 Blur Radius
RN, SRAE I A

PO, FRATRE LB (b 1] 1 €05 ORI AR N, TR Tt L 20 4 76 i 1)
M, SRR, FRATEET DUE B @A ARL, SR B H I 2 B O AR R KN T
5.1 BSUE

BRI J5, RER EANR R R IR -

Horp, AR O FORBNIEAR 0, 48 @I R BRE ARk B B (H. "IPAFH],
f@¥EWﬁ BRSO (e 5 IR B R P I A Ty, SO P A
K, BB @

9 i
6. BT 0 &
CERISCHIE 46 /N SRS TR T — B
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SR Y,
SN S S hr D)
max{blurlraditsiSl6 (53

, (GEE20)

l =P DORNGERE23))
| 3 PEER, Foas Phne Bisenes == 0 SRR

, (EEROEND
H=EY = E

BRI R G, FATRIAERI T B IRRE, ZNHESAg i1 =t. X2
HI T8 SR O], (HRAT R RSB IE R AL B SRR A AL, SRR S0
e TR L

X—F, FORURBEEXAGRE , (R RS L0 5, 1535 BRI FIRR
Ao ARAPAZE JEALE Shader HJHKE for TEERHESIN—LEFIW 250, RIXFHIS . fF
. WRNGRER: LSRR RER, UG R

6.1 Bk
BE2Z)G, ZHIEREaIEE. FE—MAT, BRBEASFE i
REES

aﬁisem#smﬁu—f\ﬁ%_r ﬂ%#‘l‘ b
JL 'm,
@a E;ﬂ%z&:#& =3 A.:: 3

tﬁu..?%l_ =

VRGBS TR STy, R b P A i TR U B S 2 A5 18 o
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7. [RIELR AL

TEHISCHISE 4.6 /N7 “BREES0” o, FRATHR I T — kB

| » Cooperative Ops: [Disable]
» Skybox
¥ _Dof (Denth of Field)

3.000 [} intensity
5.000 Focus Plane Dist
§ 1.000 F
Visuali

enois on
» Anti-Aliasing: [SMAA 1x]
» Debug
Infos:
FPS: 64.7
Frame Time: 15.5 ms

ORI E R G , FATTAT AT B i A0 50 AL RICRAR 0 A B AR Airst sl 1
V2 IEEHE, EHEIFOL NI AT .

I BACHS , FATH AT AR I, A pIRATE A 7 for J5EF, #4777 —4
DT DI RA . MAEESSEE R G, @Ehe R, P, IEFRmEERNy
o AE—A BRI, G SRR A TREHLRAE -

7.1 Bk

BEZ )G, ZEIETEHESER. FE—MA T, BGTHRNAZf AAE T
1IE 5 TER Pattern:
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» Shadow: [CSM]
» Ambient Occlusion: [RTAO]
» SSR: [Disable]
» Cooperative Ops: [Disable]
» Skybox
¥ Dof (Depth of Field)
3.000 [ intensity
Bs.000 Focus Plane Dist
B o35
Visuali

Infos:
FPS: 76.2
Frame Time: 13.1 ms

mugﬂhaﬁ
NEit=iie BeaEm)
R

VR IMBI TR SEEAY, R RZR b i iR BB S 2 A 1 o

8. PERELAL (mIEdi)

FESER T BT RRR I 2 5, AT AR BE, SRBCRAE SRR s oL T,
REFFAS T Ko X 2@ AP E for MHIRRAE. BIRBEFRZ 1080p 43 HE%,
BBMRRIER R 6, IP2ABNTE I 208 T 1080 * 1920 * 6 * 6 7eT K
REE, BUORFEAT 20 2A7 . SO . RIGM—Rz5, Hh, Al
Bid EAE T LR BB R

TESSPRIFLIE GRS (BIANELIT1%) o, NSRRI, g

1. Poisson Disk SREE: MIFFRIIRAETT A, A REMHORFEIT AR R, MInPEAR
REEREL

2. B ERIUL: SCIBmm A NEI A HER, TR G S, P EORAR I 400 B
o AT AE A 75% BEAGR, R E Tk 5 A AR Y s Ak B
DAL . SRR AR K BRI n OB 55 , PHEFATTAT PAG AKX AR B,
A RERT S T

3. COC FiitH: FATEMM F 2R FHGT A THEM1 (COC). HER L,
FATAT AL Ira B FE TR COC FIBRIE42 BlurRadius, AL ENIFF
Bl—Agolb . KR, FATZIAERAERII R, WA EIATIR A2 1iz5,
e HIET ) SCHSRARBUST 42

4. Tile-based fltfk: FATAIDAESE#E R — A~/ (Tile), SKJEXFTF434> Tile,
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FATVUT R RBRE AR ISME, RAFXA Tile FIrABRRIBR L.
R, FATL AT AR B0 A A i SR R

AT SR AR L IUL R — M R ATk, B T Eds AR BB e
AR Horp, — 88U IR BON IR, REBUEEIE L, PIIMASTRScE, &
SCBTE Pass 5. Mo, By %€ il B — AL 5758 Poisson Disk KA
+ MR AR R FE

PRAT A AL RIS B . CPU/GPU (5 R PARE IS . A1RARSE B T
ZREACTTIE , AR T ALC B EANTZ IR IE S, SRl BN [ AR T 32 14 1 1 3 S5 R
RESFE WERTTH, 515 B NERGT TR, #xn] A NSight Graphics
SFHEMUT R, SREhs i 20U B s R rEREZE R

T WAEIE APL B84, BreAiEZ07E C++ 1) DofPass.h N E N
CPU iR AR . BEALIN S AFERT SR 2 s Ry, RAUKR T CPU lmzdrRens, ini
A GPU My SEkrkemt. fE#E0H NSight Graphics T, s RIS I B iR 22 57
KPR AR o

9‘ /‘31&

MoerEngine H B4 T FIIF BB, 2 HREMA WA A 5835 . Ik,
SRARAE 52 1) SR 8 0 A A e, Sl ) B Bl » ASRARIEST MoerEngine
FAESE bug, JRUATPAEIEAE Github 4R Issue.

B, MoerEngine H i —IHEITH , WERARXSSEE  {ERITAIEGE, Yol
A MoerEngine Ti#k Ui, BARU[PAZ%5|4 README SCPE AT I ik vl o o
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