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and Pat Hanrahan

® SIGGRAPH 2003




BN TII IO, T NEEBRE @2

® > DDELE
=
®R. TT, TRT

® LORE A2 ENUZ
® RIS 5
® TIoEE




> 7 1 b

® TT — 587 72 Al 7 PR a7
® K DT IFEE

©2004 NVIDIA Corporation.




BN ET L ‘ﬁ%ﬂ

® =34t
® 2ODNIFEAE + 20D EAE

® RIRITIEAfK Y AL
® M R (thetaH) * N.R (thetaD, phiD)

+ M_TT (thetaH) * N.TT (thetaD, phiD)
+ M_TRT(thetaH) * N _TRT(thetaD, phiD)

® 2T A T 7 A F ¥ IR AE
® BHELBHEFHBE LY, 77 AF ¥ DIT D> NEE
@ vyl EEHIZELIZLY, v—F — 0D
)T A& RE

4 NVIDIA Corporation. All rights reserved.




>

@' TNV T 4Ty FU - w7 Opachs
Shadow Map” (OSM)~—A&

® By Tae-Yong Kim and Ulrich Neumann
SIGGRAPH 2001




R ey N <7~y7°7‘oa0@

@Y% RNU - =TI ANV T 4« % B
e ) .
EE S B SN
[ESGp @
X —t o FOXENRZ 2B S ILD 02

© LOEDERDT L F A YT AR 2— A
Wil % R— FTX 5

% DY x FY » vy 7 TRERTTA U T A
#12100%65 7




Kim & Neumann O &

FIEEL

©2004 NVIDIA Corporation. All rights reserved.




® T(2): RISZFETRIETHHD

® FEXLME DS (B):
® HE0E. R

® N7 LY K TR HA
® THRLRE KT O S i

©2004 NVIDIA Corporation. All rights reserved.




B 7 U A ERK

® 7% Wrd 2165 % =R

® ZDg]

o

EKZ i > CHEITITALE

® ZEE CTENEFNDEL T BAIZK LT
® TOEL 7T Em KD BRI VDD ?

® Yes: &

Z & LI

® No: fif g L7




OSM1ERL

® 7% 16 I ZHEHE
® b L DL 164H N X (RP)
® ZDOEWLODZHEHTAHAZ ENTE S

2 3

9




IBRY =— & —TDEE

® (B THEDMNEZEHE
® ZN AT A%E L TIRONT-ZMBEEE % O

® JLZERTHOELE T B/ILVONE:
@ LDOANYT 4 =y T &M D(2)
® A /RUT 4wy T TCOT I AT ¥ EFE(X,Y)




)L e e — X —TDE:

B COREG DIEIT 30> TN 5D
® WIEMEIC X » T, MoEZEHE
® ‘il COMEZMRIEME L TRD D
® I NUT A ITHEEHAEL Tk 5




©2004 NVIDIA Corporation. All rights reserved.




©2004 NVIDIA Corporation. All rights reserved.




VY 7 MIBSIRT T —R % @g
L e P AV




WOk~ 5 — 4 <X

@ MBREERE 2L (x,y)->(r,theta)
®FE = (rtheta) TT 7 AF ¥ HEEE =(XY) IZRDEL 727V
v RN % ff
®EEIZT T —ENITH
@ IR

ONE LT 7 AT v BAE = AR X272 DR U2 2 4

[ELZZJERE /> D HRJEEAZE~

©2004 NVIDIA Corporation. All rights reserved.




BIR 7 7 —21 8. a7




BT 5 — B 7 <3

® 1 % U MBI A f
@R & T LT 7 T
@FHIRICT 5 — LT LT 7 h IR D4y &8 <

To Polar Coordinates
>




LD Ty R LA

©2004 NVIDIA Corporation. All rights reserved.




2D A A KU LEINHE

©2004 NVIDIA Corporation. All rights reserved.




EDUAA Y RS <X

® 762DiHHHIEZIZ Xk - TA4095 Dl & DE DS EET
%)

® “HillfHE
® T % L ELRHIEIC L o CEBRICEIET 2 R20ES

® N—7 4 JI)V[RILDEEEEDORHIIRE 2T D5/ N—T 14 7
Iz o SAZ G b E s e DG A

® 2RI/ UA A MY SRR

® IR DU A N Y TR E 72 5 LT
=% T L iC & D PR




24 A MY BRE & VERR

® “HEHZEZ" ITFHEHO A A N U ) BHA

©2004 NVIDIA Corporation. All rights reserved.




2L A MU HilEZE (EX

@ HL Il — 3y, BF, EmEHEE I
FHIEZIZX%F LT T D
i




PAARY T THA IV (BT LB

AR OFHE l

05




L <3

& — 7 T VAT ARG &I D NS
® “Verlet"f577 21
®Hi 7 L—LDONEEZFH L CHEE 2 EHE

X=2X—X +a-At’

X =X

Reference: “Advanced Character Physics”
Thomas Jakobsen, IO Interactive, Denmark.

©2004 NVIDIA Corporation. All rights reserved.




50 F17%: HITE <X

® THIHOHIR:
®© ERDEE: “BOWRITIZHH/N—T 4 7 IVIT/ERHTS. ZHIT
L VENEKICEI-ELND
® MEEDOHI[E: “HIHEZ" OEFH DR I 2 —EIZRD

Q \
A\
o\ e \‘
2y 150) &
BV S

@ “DUHAEBVIRLITY &, N—T 4 7 NViTEB Lt EE
HEREBYOEIIZINET S

©2004 NVIDIA Corporation. All rights reserved.




E. >

PR T DY S a2 L — gy
@ —AFEOTy VICHIBZERITAZ LITXk Y, S/
e eI 2 S L BEe e

©2004 NVIDIA Corporation. All rights reserved.




Ik Ly K <

® ‘7T 7 AT ¥ ZEfH] COPLHL Texture Space
Diffusion” (s L < iz “GPU Gems” I2) 23— A :

®@ FTLHDOUY NY « v T OFHEZXITH

@ LML, 77 AF ¥ Z2fjic#h <
© UVEEATERY = — X —HDOEEZEL L THEAT S

® TV AF XY EMTORE Yy NUH a7 7 —

® XY 7/ X EHET AR, 77— LI EET Y R
o bes 2 A A




BT - vx FURE <3

UVZE ] D |




T - % NU: B&EA

® v 77 X A2UVZEREIZ
® UV R T2 2 Z AT

©2004 NVIDIA Corporation. All rights reserve




Rk <3

® GPUTHL - &< DL %
® WY I 21l —3T g
@ L VYIEMfRDYT =1 —arDEIlE)
® ik THE

® B L | RO E
® ZDH]
® TOMRATY )




“Timbury” Or

Ryan Geiss

NVIDIA




-

K4 Timbury Entonin Mudgett
FH A A Cleveland, England, 1896
e gy

X “FlFreB Kk

©2004 NVIDIA Corporation. All rights reserved.




i X LT B - S <X

@ A EZAFIv T« LVIHDRYTAT 4T

OEFHIIEMBEDTAT 4V ITHENTES
® HENZ A V3 O EIZE - ThH AT DR B2

@D VIEIRZ EMA -> L@ OPRILI LTy T
@“EED” AWV h— Bl 2 X ¥ ) E< 720 fafn L T

-8 (Bl ZIEKE)EH S VEE
@fpleFo—T~y TOBREIAT 47
® BUFE CHEEZ "V 7 M LTV
T SR =g s S S P A Tk
@ EIRDOY T F o v Vay c—T oA R
@7 N (BEEZ Yy TD)x Ry
® NDIEITNH D A T xR

©2004 NVIDIA Corporation. All rights reserved.




o L — A DHETE <X

@ — &7 U AT X IZHiH

® M7 5 X & fEpT

@t —%2E LT, 77 —%25AFEAIHTS

@ 7 LEbvnb, DTy —T7H DG
(B E Y 7 MCT57-0)

O D ST DORE R 2> ThHE< 775

@ 35 1% ) 452 e T T 2 Y )




HETET (2E50) <X

® F9 2 — B EIPI6DKE LT 7 AF ¥ IZHIH

® TN E3IX3DY T E U, 256x128D T 7 AT ¥ T
1 1]

® 256x128 fpl6 D7 7 AT ¥ T, & HIT4/XAHEH:

INO5 Pl e
®yim7 7 —
® X577 —
®yim~T 7 —
®@ N TENWRBLT LTV OBEBN TEB(LAL
)
@ HED/NNAT, 77— NTHBEZL EOT ¥ —T772H
BmLEk L., bbbV EORh R A2 H 3

4 NVIDIA Corporation. All rights reserved.




« X7 7—(2)

©2004 NVIDIA Corporation. All rights reserved.




H&E)7 1 3% (AGC) €2

® F ) H

BT A TCAB OB NS T E B

S LTI 5 BMEDEH — L v X585

@ —LDHTLETHLHAINWDIIKE
® — L HNDIINDEDDOE LV A0ZREERH 5 W

@ — xRBT L. MATEHOEIZL > TR
1) 73 )ﬂ%féimé@mbﬁsé

@ KGZEM >RV B/, 1FEAEDT TV







fpl6 HDRT 7 A F % Ofifi €2

® fpl6 AT 7 7 AF ¥
® EOFa2—Tvv S
ORETIAT 4V TIHEATAHIETODF 22— T~y (T A Ea—
e o — 8)
® fpl6Htim % — 7 v b
® EHiE & —757 > b
® ECORLBERAEHEZ —7 > K
® fpl6i3 ~— N7 «+ A 7 N CldIndustrial Light & Magic®
OpenEXR”7 +—~ v h TLRIFSN TV S
® 7 —7rY—XRI: http://Iwww.openexr.org

® F)
® BERTAT 4V ITEHELBUEDOE
® AGCRI R Z FIEEIZT 5

©2004 NVIDIA Corporation. All rights reserved.




B DOFLiL: AGCZENN éa

® A TITIMATDNDELRET H:
® 7 7 — LB DR ) B ARARE L (BX8) D% & 1E 5
® FIZIXIDREZIDAA—DIWZHF T T
@ “DIE 7 BATFEFICH L CTHEMERY =— X —%ELHED
® 16DV FNEMHH L, BMEMEEA Y =T - 7 4L H
—)T647 7DDV T T
® P L DY I NICEZDDELZ DI 5

© TNZENDY T THkH L CTHEZ KD 5:
lum = dot(float3(0.3,0.48,0.22));

@ - D7 L —ADEBE:
L = sum(lum values) / sum(weights)
® float3(1/L, 1/L, /)& =— X —DH 1 L CEXHT




I OfitiL: AGCOIEN (DD &) @2

O DA NAD Y = —F —:
@ v —THR(LbEDA A—TVET T DD
(72N T2 &)
® Z DFEREIXLT 7 AF % 22 b DGR THNT 5 (L/L).




B L IRIED h— -~ v S <N

® Z DAGCEIETIZIETOY 7 BN DOEEDYEE % FOUF,
T DOWECHEER O &2 KT 5 — Bl 7Rk
@ MDEER F—1 - v v FOFE TIIEE Dlog, Dk
FZe R, Rppll7e 0715 CHig#:
® AvgLumLog = X log, luminance
® Angum — 2AvglLumLog
® H§of% /N A color’ = grey * color / (1+color)
® Z Z Tgreyid “EXRIZRIKE” (£90.5).
@ [Demo: tZH L Ch—r - w7 E—FRIZAD]

* from Photographic Tone Reproduction for Digital
Images - Erik Reinhard, Mike Stark, Peter Shirley and
Jim Ferwerda.

©2004 NVIDIA Corporation. All rights reserved.




logiafn & b— « = v 7 RRIERAFD & .
Bl 70 R AL @DZ

(+) BEE DB /328 RO
VD

~

=%
-
-
=

b A

(-) = b T R BAES (+) =2 b7 A 3R
|7

©2004 NVIDIA Corporation. All rights reserved.




iﬁﬁ@&Dﬁiﬁ?4tﬁ?a>/“ﬁ*ﬁﬁz%@é!

® NVIDIADMichael BunnelliZ L 5
@ BE: WEIZSUTHRY I8 T, Aviazi
KR, R I HEHE

@ NATGPRA—LLIZY, OULDPHMPB-7ZNTIHERY TUEE
j—

@bLLlDAYI I WAEAY T a2DITHINENND, =M
A>T =2 THHAEE
® MBEIIELS RIT UL 67800, BT IILOR R A & TR L
TWRITNIE R 5780

® HANZ A >~ = 4 CCatmull-Clark’ S » 12 25 #A (DU £
)

® HiE: 7L —AZ &2, BBEIISCTRY F205E L
?ﬁﬁf@nf\#ipl OLL TIZ72 5 K 9 ITGA%

©2004 NVIDIA Corporation. All rights




b LR DM A v = D& F

H 7R HHE A > v = DRSS

©2004 NVIDIA Corporation. All rights reserved.




S0 77 £ - el

@ FAE I v UNEMER M END EL B
Bt CTUNB D>

@hET y OFL LRI EICHAER L
12 OE sy S DIEEN Y B2 O (PSR A %T@ﬁ%

® Z OBt EmERMICE T D - B B/ TOREE

@b LIUARDOKIFINMET HT v VORENK
X, ZORICHB-THE - b 5 —Ho=x
v PSR C &L 9 I ALE
OB M7 E DIGE . RBHEIDVLELF I BE

DATOID




DY <3

http://www.nzone.com/object/
nzone_ timbury home.html
http://developer.nvidia.com/

http://www.openexr.org




FINEET = » K

©2004 NVIDIA Corporation. All rights reserved.




FINEET = » K

©2004 NVIDIA Corporation. All rights reserved.




“Clear Sailing” @r

Joe Demers
NVIDIA




YEES R 2 L—3 3 v CHiE éa

KIKD & D LRV, O & Sih
AHEBT A Z N ERY

® ~ D=L
®© HOLUVBEDK AT I =2 L— |

® Vi D57 E|

® {ﬂ®7}<(<‘:/@)%ﬁ%u

® RDIRIC L DEEZYHE L I 21— T 5
® fil &ﬂéhék:%?b$%%iﬁé




YD I 2 L— g2 tHiHE

©2004 NVIDIA Corporation. All rights reserved.




DS S =2 L — g éa

® A T RDO5ST=>DEFR:FIEILGerstneri
5 )L LFFTR— 2D e T L
® FOFEI L0 IR Lo X )5 Gerstnerii
%Tﬂ/%&ﬁﬂ L7L

® Gerstneriz €7 /L 3/KmE LD S &2 OBEIT 5
ﬁﬁ XL CIATRETREIL, BEhEWE D

SRS B 7 DD & 5

OCIear Sailing” & TlZ, 150x1507 U v i
ASDGerstnerfik {2 ITWE & N7 —< 2 A
DIV VNG L 5 PR RD EbhsTe




T 00 53 <X

® LUEiOFETIXIZEEA DS, U—/L RZ2/
(Zx L CERIECHESAZT_XTT Uy ReZ A
VT APELS ZBEWNWT 7 TIENLE

®@ “DTETIIIATDE 2a—F— kL MBHRIDOAR
=z Yy RT, A TERETEHEERBIZHE
i

® “NTERBRIZHEHEFIZASDTWNWA YA A MU DI
[IZDOWT U2 b—FEHEZITY Z LA
EZL LV 2L 0N BEITE S




T A T BT HE % e

VEA NI ZEELTHATZFIK &3
ESHIERY AN QAYIRZ i Sl SR/ =2
PND

W IDHAL

i

©2004 NVIDIA Corporation. All rights reserved.




P O H <X

® VK ZHH T DHIZITV < DL O IEPRDEE
® K507 mIEIR) I3 /K i C RO
® EDV(Fa—T~v T T I AT ¥ OHIR)IFTKE

TR

® PTLHOL(EETR) IFKEmD 6

® 7 VR VEIE A AW T, Rt & SR80k
R LT )l O B

® L2 L., KiExbxro EEESRESLTZ L XIVIE
HWTIE, KERTALLLEEIZBY D53 T
TEs o) D70, if@ﬁ%?T/ﬁw%%ﬁﬁé




>

® RIS T DD 2 i 5
®@Z Ny 77Dy R7IZLD ., KA ElkT 5
® ZZDEIF2DD T F A F Y (NI LTL A % X b
ATV S
® XA L' ED ) A X AT, EH
RIZEEEETHH L HIITHRED




©2004 NVIDIA Corporation. All rights reserved.




i A <N

® 1T ERIIAE O FICHIE S 5 BB O
® [ZIZAMNSL O L X ERROWBN T, TaNERK S 1
HEDEINABHICA D)

® T VAT v ~DOfBEEMET L RE L HITH
VW, JERERFE E EDITEET AL OITGRAE L




©2004 NVIDIA Corporation. All rights reserved.




BOYES I 2 L —3 g v éa

® FRITIRICEE S ILD D, MR BIE A~ D T
® T ET ULMELSD, o L2 BE L - EEZ2EE L
AERAZ L= i L2

® K ETIE, MiF5INERMDEZEEZRIT S

® KME T Tidk, MTEEE LM OKE T OERIZHH]T 5
TNDFEE 2T D

@ ML I2L—TarEREAIRLSTAHIZITEL DEFHE
EPREBEICECIRITIVUIR BV, ZREWANATR
HEORERHHENHIZETHHD
® WOHEL FIF Ty Ial—2a DAy — L% FiFhid
By I 21— a v ORAEZRESTE), RITBLHLLO
) ZE)<

4 NVIDIA Corporation. All rights reserved.




- Aan @E!

® T4 OO G EZ T B
® 2Ny 77 Ty RUZXT A KGO EZEN
@ (o RLARRNF LT DFa—T vy

@ ZENLDREBNIZE AT e R
® IO DFWHREIRIZ L 5 Y
@ MDBIZITT A T a—X w7
@\ TS ARFE AT - v v X THIE
KB G 2, EEOTVFA NI LB
MEICR A A




2—7 L, @E!

® MIXMHE T, KERBAIIHH IO D

@ KGicmdrd x0T =—F—¢, KL B2 s
XD —F—FUCMEIZZORTUE, BEDPKEGDIE
HAERMWEEXICHOARTERR 2 A

@ — 1T TCHEL, IATHLDOEMTRKEZEZT
WA

®@ BORKIVIE T BEALUTIZRom&IZIX. ZHER
HIZE@ Y s -t (U TR 7 B D S Gl

® TNV 7 TCINKROFEEZERNNTWADT, 77 =28
DAF R 2 1IN L




a W

" i

wl
LURTIETY v

W
unh m

LR =
o AL A Ak
LR S TRETALL

“\1 %
W
Wy

M ogy wE ws an A0
WS oy et it

©2004 NVIDIA Corporation. All rights reserved.




Fk & A <X

® IR
® N /KMEIZYTzolz &I N—T 4 7V EHET 5

®@ " EADKBEHNEZT 7V AF D, KRXHDOD/N—F 2 7 )b
2 E]

® /KJE
® MOBEBEXRPKELRERITIEE, TOROHITN—T ¢
7 Vv %
© HWEMETIZL VELS ETEL)VI—T 4 Z NV EFRITT

©2004 NVIDIA Corporation. All rights reserved.




TRIE & /K Ji

©2004 NVIDIA Corporation. All rights reserved.




8 L e <X

® /&
@ IO KENFHHING L&, HHOFHEICT 7 A
¥ T A—Ta USOKRKEDHRNN—T ¢ J )V
H(3DT 7 AF ¥ fi )

@ D/ NN—F 4 T NITTIECLEELED D0, T<IC
B ZIZXTBDNY, o< D EILRLTIHEHAS

@ D N—TFT 4 JNVITTHoZERE<THZ LIRS
“BHHEL B = B2V FIEEDREZITIER W

®

® MNP H oo &, < S AVD/NI R =AF
Z1ED

® fHELCTE 7 Verlet®h )22 TE T




©2004 NVIDIA Corporation. All rights reserved.




A <X

® HDR ~ [T\ Vi
® Hifiiz8 v hDHTF v R/ THDRZ R %2 K E
®@ HATEADET NI 7IZEZ AT
0TI S e T NG A=

® VDT T NHoT-ITHOMN, KEELIREF
EHBHDITEUN




1% WLFE

©2004 NVIDIA Corporation. All rights reserved.




©2004 NVIDIA Corporation. All rights reserved.




L A éa

® Jerry Tessendorf. “Simulating Ocean Water”.
SIGGRAPH 2001 Course notes

® course notes no longer online, here are the slides:
® http://probe.ocn.fit.edu/slides2001.pdf

® Hinsinger, D., Neyret, F., and Cani, M.P.
“Interactive Animation of Ocean Waves’,
Symposium on Computer Animation, 2002
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