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A7 1

ZH (scene) BAES 3 7]& H 0B (geometry data) @t 7FE: FZ(AS, Acceleration Structure) A&slE Al~
g o

22}o] 47] 7)3)

in}

TolElsh b4 P2 7122 A Zegel 3 S8 o] B4 s B4

o] Efo]d olE; 4
glo] Edlo]d (ray tracing) oJ&2]Zlold Bl A wiA (scene manager)E AAstal dest 7] H59] 7
o] Ego]d sojEelAl BV ZItulelH et 7 x5 dedte T AE FUS Edeke T B3-S o

&3 JEH (multi-chip) 7]%ke] o] Edold A,

Aol oA, 7] =8 wEE =

A A& AA(Primitive Static Scene)S AA3dl= PSS 949, 52 AH(Primitive Dynamic Scene)S #73}
T OPDS 99 B A JhE Fxet 4 M FRES A AdEE AS 9958 TP AE 5AOR g
Ze¢) BeS o] &3 WEH (multi-chip) 714ke] dlo] Egold A,

A+3 3

A1gel JoAA, 7] F9 ol EFold IoE 442
HolE] & - AL A st= ¥ A Qe o]~ FY9 (Bus Interface Unit);
7HE FR(AS)E FEIE Eg M= §Y(TBU, Tree Build Unit);

A7 7 FRASE 7IEE do] EYoldS ke del Edeold #Y (RIU, Ray Tracing Unit); &

471 del Ewolde &) 4] ZstdlelE el 4 7k F2E I AFEE 274 R (Local Memory)E
Egete AL 5402 dt 2U £2S o143 WEA (mlti-chip) 7wke] #o] Edolyd 4
AT 4

47 Brel dlo] Exlold molSRTH FAE EAQES #Aol we gdstel FHss T FUS o
P e 5Ho st g PUS 0§38 el (ulti-chip) 71we] do] Edo]s) B

A3 5
Adggol] JAA, 7] Zdd F
F7] B4 o] Erlo]dd mAE Ze ddyo] Av] ZHdES HE Ao wg AFEe B4 T

TAQES 47 A £AS Auglel Zaldd Wwlel utet e
Hom s Zald $UL o &d WEH (nulti-chip) 71ukel do] Eq



SE50d 10-2525084

A5l o] A,
A7) B Zydd HHE 72H7he 5d AV2 gdAE A,

A7) ZAY Fe A7) ] Zad W Jig 2 A7]d wEF 2A-EE AS EHo
o] &% HEH (multi-chip) 7]%Fe] do]

2 o Zdq vEs

TR

Aol AolA, 7] Zad File

A7) Z8 g v AdE 54 T el dis Y TdY H@eE F dusd dEAA A7 5 ZHds
271 ZEd el AstE 2s 5HoR ke Zqd B8-S o8¢ WEH (multi-chip) 719l #@lo] E¢]
3 A

T8

A7 oA, 7] ZH] FHe

HAAo] =29 AW (draw number)E & wHAl;

A7) 229 duel ] Zed el AFE ZEdEe ZHd dWE 747 vludke gl

7] ERS durE A7) e @it sdshd i TS EYste 9l

271 F9el AT AS BV 2R 9HE 1 ST A 3

471zl b Fdel & wizbA] wEstE dAE S AsE AS 5HSR g 2l BIE ol &d
HE]F (multi-chip) 7I¥ke] o] Edo]d 4.

A% 9

54 AW (scene) & TA3HE B4 ZGE] tidt o] EoldS 8 H9 o] Edold e F
Mg ARshe 9

A7) Hae] 2YdES Tdld deE E8ste] A7) Hae] dol Edlold solEs Zztel st WAl

A% 10
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d71 Je #ol Edold solse] F NFE AAske WA =29 W (drav number) & Z713} &= @
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g 23,
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g B8-S o]8d HWEH (multi-chip) 7]4Fe] #o] Edo] I,
A3 12
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].
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i
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o2 AAHE AL EHFoZ 3 Zdd £8S o8& HEAHA (multi-chip) 7|Hke] #Ho] Edo]ld W,
AT 13

128kl Ao A,

A7 2 EWrE A7 B4 ZHdEe F ARy & A4S 7] 54 AW(scene)dl Wi AHH
(rendering)°o] THH+ A = 23S o] &3 HE|H (multi-chip) 7]¥re] #o] Eo]A
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gige] 41y
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o AX L gl B ol

I B
32k 2gE 718 AFH AFH 718184 o] ¥ (Geometric data)?] 32k IS AF&EE dE J&
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g ZEAME a8,
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Aol el whet vl AAA]] 3Ak 2SS AT ¢ 3l dlo]l Edol4d (Ray Tracing) 7=
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o] Edo]d (Ray Tracing) 71&S A9 %% (Global Illumination)ol] W& @ ¥ (Rendering) 2o 2, t}&
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st = HA

®oagel o A do] Edolde SYHon Fastt B P ol gdtel B4 Yol 19y A
S A 5 Qe T RAL ol8F WA Aure) o] Edold AX % wHe AT @t
g 9 ANdE Eu ME fue SYfon TPAES TA AL WO A2UAA AgH
= A9 Al wElael del Edeldel B A% B4 AFT 5+ b Zdd BAL o8 WA S
o ele] Edlold X L Pue AFsHaA A,

HA 9] djd T

AN AE FollA, ZHd B&S o] &3 HWE H (multi-chip) 7]¥re] #o] Edo] FAX= Fd(scene) WS
&3t 7]ldlo]E] (geometry data)®t 71 FZ(AS, Acceleration Structure) AZ3le Alx=®l wxg]; zho] A
7] 718telolEl 9t 7t F2E VxR E ZEgled #3 =9y o] EdoldE Faddte 559 #o] Ee]

A FZo)E; 2 o] EYold(ray tracing) olE Aol Z I wly A (scene manager)E At ]y
7] Be] dlo] Edlo]ld ZojEdA Y] ZIstdlelH e THE FRE At Y AY RS s

Unit); 7+ FZF(AS)E T+%8= Ed 9= §Y(TBU, Tree Build Unit); A7) 71 FZXAS)E 7|2E do]
Edo]AdS F33t= do] Edold W (RIU, Ray Tracing Unit); 2 A7) #@lo] EdolAE sl 4] 7|3t
olH ¢} A7) 7M& FRE A AFEE 24 g (Local Memory)E X3 &= i},

7] Bgre] glo] EFold moE ZHLe dolEH & - AL AHEstsE B AEH ol §Y (Bus Interface
(o]

71 dol Edold AAl= A7l Hae] de] Edold moeRFH FAdE ZHdES =40l wE AHske

A7 2 FRE A7) B wo] Edold IoE A @9 Y] ZHEAdES A &A1 wEr A
Fate B ZHdd HAS; 2 A7) B Zdd HEEESY FAT ZHdES A7 A eAe A
o] Zd del we} AFstE Tl F(queue) & XFT = Q).

A7 B ZHd HAE A7 5o AViE PAEL, A7 Zdd FY AVe A7 Zddd HAY g
2 F7)o) wet 4484 5 dvk

71 2P FHe AV Zdd e AFE 5 Zddel s sid ZEd EWE F7 Qldlze tl-gAlA
A7 54 ZEds Y] Zdd i AFE 4 A

A7 2 e dAY =25 Wi (drav number) & HE @Al 7] B2 AW A7) ZHEgd Sl A%
H ZHdEe g9 dE 47 vaste w37l B2 " A7) ZE9d i e sdsid | 29
AdE EYste Al A7 EY6d AE B A7 EES 9ME 1 SRS 9A 2 A7 ZEd #F F
ol & wj7px] HkEEE gAE B 52 4 U

AANGE FolA, ZHY S o]&3 AEH (multi-chip) 71¥ke] o] EfolAd WiL 54 AW (scene)S
TFAAstE T ZHddEed tig deol Edelds s 55 o] Edeld FolEe] F ANTE AAsE ¢
Ay A7 B ZHdES ZYd R 88t A7) B9 fo] Edold IolE Z7d d9ste WAl
A7] Bl dol Edold ZolE AZd A Aladl wEg e ZlstdolHE AEste @Al 7] 559 #ol
Efo]d FolE Azl ZHd deE do] EYelie ¢ oAF-E AAs e Wl 54 do] EHeld =
ofe Al dlo] Ede]de] gkxHE AS dld Zade T ZAd W AAst= @Al 4] dld ZEds =
Bl = A 237 g 7o ZUdES oAH ez EYste WAE gt
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= 18 #Zxstd, #Ho] E#old AxdA F3EHE #Ho] EFolA wAle A Z9(global illumination)el
w2 A (rendering) Aol Fed 4= ). ol Y2 EAA vALEAY ZEWE Y (Light) = A EA
o] gddl dFE Fohe AL YuF F drt. o|& et Wb, Zd, I¥A a3 AAdHoR AT H7
o] AAz A= 3D A4S A 5 Ut

o] Edold AxE WA zt FA(pixel) & FH|2F(Camera) X ZHE Zgtolmg] #ol(primary ray, P)Z
Agste] i dolet vhveE EAE 7] A ALS FHE 5 . do]l Edeld A= #olet vhA
HA EAI) v Zde) Adol ow Foleh EA7F whd Y x|o A wAb 32 ¢33 kAL glo](reflection
ray, Y 24 235 93 F4 #ol(refraction ray, F)E AT 4 du, =3 adx &35 9sle] 4l

(Light) Wako =2 a9z} #o](shadow ray, )& AT 4 3l

ol wj, a7 "l(Light) HIA=Z &g 2=} #ols} ojW A7k iy 227 Aol Hv 2384 && 45
aHAE AEA e WA Elojek = eloli= AIHE o] (secondary ray)ehal = o] Edo]
A= Az doldd disl aF wolok W= EAE 3] A ARS FEE 5 vk ol A2

Edo)ld FA e olal ¥HEA (recursive) &2 FaE 4= 9l

O o> rir

2= do] Ede]d HAlA AHEE = 7S T2RA KD B A dAjdE drshs =welt),

oy

% 28 Fzelu, do] 2aolde FAsy] gste] WAl AevlEel volE (geonetry data)(triangles] HEE

2 F+A)E 7122 AAE KD EZ(K-Dimensional Tree)Yw BVH(Bounding Volume Hierarchy)®} #& 7}& +%
(Acceleration Structure, AS)7} Aoz QFHT. wWlA, do] Edo|dS 3317 o/ ASE +=
(build)d Bo7}t g}, olgst 7}& Fx2 F=(AS build)ols Aatgko] Wol A Qslr] wio] AJ7ko] Bo] A
24 7 9

% 204, kd-E7l9] HA FAHAEE Ayt At kd-EfE £&% Firol tiste] AlFA (hierarchy) TEE
zrt= o]zl Eg (binary tree)ol] @& & Ar}t. kd-E#E= WHE =Z=(inner node)(top node E3H)9} ¥=T =
Z(leaf node)Z TA4E 4 oy, X === Y ==9F wx(intersection) = A (object )5S ¥ 3Ha}
I e T tesE 4= k. &, kd-Ed = 537F 3 Ed(spatial partitioning tree)ZA] ¥k &3
ZA(spatial partitioning structure)®] ¥Fd| I = 9}

g g5 == w2 (bounding box) ZIHbe] FIF 4HS 71 9o g FIF 9H9L ohA] 27
o] JYE2 YyojA F /MY s wrd d9d 4 k. d¥Hog Ui s BE U olE FI
e F le] g9 ME-Eg(sub-tree) 2 TAE F i, BFEZ wEE I 4 (triangle)E T X
e 4= 9k, olE o], g ==& 7|34 dolge] xdHE Hox el A4 ARE Y] 9
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W A7 PAES TIY 5 oglon, A4E Aus Azgel A ol ue 44 AE, WA W 2/Ee Y
sA AES LFE ATk Wk, Jleketa dlolgel 3 A7HY Fust MR a8 Fos 9L =
sol w42 fasEl g Qesd 48E 5 ol

A, e Bt A pe dol9 #olet SE(hit)shs AAES 7] A7 vl (cost) (== WE S,
AR wAE A ARtels Sl S)el Havh He ARl ddE 4 A, " 1A pE A7) s @A
Z

L 38 Fxatw, W FF Aol "HEH #o] Efold A&¥(100)2 n/le] HH A (multi-chip) (ASIC or
FPGA) S &3] W (scene) WHPBS FaAT 4 vk, W 3 W29 HEF wo] Ezold Al 2%(100)
< TEAYFH(CPU)(110), A28 w2 (System Memory)(120) % HEHES Fostel 742 + Ak

o]’d ofEFFA ol (ray tracing application)®} “FH v A (scene manager)E 433}
#ele 4 Aok, E3, CPU(110) & Al28) Wz e] 7]8lu|o]E (geometry data)®t 7+: -3 HoJE] (AS data) &
zZt AE R (130) B0l Al dAgste 9% #3484 .

HEIH (130) 58 B~ <lEdol~ FY (bus interface unit), dlo] Edold Y (RTU, Ray Tracing Unit), A
e T)tolEl 9} 7HE & dlolHE gt 2F dEF(local memory)®E FE & Avk. 53], HEHH F
ol &ute] H(chip)& (X 32 A9, chip #1) W2 IG9E o] EujaiFE TP F gom,
kdE ] (kd-tree) A4S 913 Eg] W= {FS(TBU, Tree Build Unit)& X338t 4 ATt

B Aol Qe do] Edlold AXW00NAS B4 sge thew 2 4 k. Chip #19] £
A st F2AZA kdEZE
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w3t whale] HER do] Efo]d Al2E(100) Chip #1914 9] kdER] FFo] ¢aH™, kdEZ] HREE H
o S(RTU) #1 WA #mo= Z47F AFE 5 dom, 7+ go] Egold FHRRINS ol 7|22 d
TP & k. oluf, Chip #12 7 o] #o] EFold FHU(RIU)o] o] Edold & 9498
k2 (load master)®] 985 AT & Jom, WP (rendering) B ZH IS kxk JA(dE
o], 8:8) THle] EFoR =yl IS vhro]l 4 Hel #uiE 4 dvk. 7 chipd deol Edold
(RTU)2 " Fddd vist o] EdoldS 348 4 Ji, A" M) Zye ¥Ry HEZHE
1

chip #19] Zell visfe] 449 & vk, AFAoR 74 Ae TS Unol sk ol B 2lo]

2 4
e W

I ot o

Bl

]

41 >
o2

2 2P 184S g5 o] Edeld FRERIUO 495 vrolA Ad® sk B
toold, 2= o] Edold FHRIDS s Za ol v kdE] Br7F Zesinz d
Fo] WS = Qth. Ef W= FL(TBDS & He slg Zddol s kdEEE T35}
dold R RIV) A AEsloF st7] wjTo|tt.
olglgh tlffRe] dlolE WEHFE AlxBloA Egel= o 47 BoldgE S71E 4 k. Heol Ut nolle
W, 9 139 kdEg ] it dloly o] nd WA 4 Qth, ARHoz  whe Z Yoz o]Fofd
I (scene)oll 34 F nmwhEe] doly MFo] & I

2
rot
N

L 45 Fxatw, Zy9 £ 2o "WEH o] Efold A2'(200)2 W 23 Ao WHY o] EY
o]d AlZ=E(100) 3 FU3A TEABFTH(CPU)(110) 2 Al 2~ w22 (System Memory)(120)E 2E3Fate] -4
Edo]/d(ray tracing) &g Aol 2 H wlyA (scene manager)E A 3)3}aL

Tl dol Egeld FolE(230)lAl 7IstdlelH e 7HE F2E HEE & vk A|=F vEE

(120)&= A (scene) WAL 93 713l olE (geometry data)@} 7} -2 (AS, Acceleration Structure) A%

EIEa =

A AA oA, Al=E wWE2E(120)= UA] 4 AH(Primitive Static Scene)= A&3dl= PSS 94, 54 &
r AAEH= AS

=
H(Primitive Dynamic Scene)& #7sh= PDS 949 2 AHA 7t& 29 4 7% F2ES 47
4
A Ao A, ZH ) 23 Ao HEY #Ho] EFold AIAHEI(200) ZHzto] 7]stdlolH el THE FRE V)
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2 P Z el w3 59d o] Edolds Fdsks 59 o] Efold mojE(230)& T & 3
o

d Ao A, g o] Eo]ld FojE(230) 22t dHolE & - FAIS AHEseE ¥ QlEFHolx~ fYl
(Bus Interface Unit)(231), 7} FZ(AS)E FFate EZl U= §Y(TBU, Tree Build Unit)(232), 7} +
ZASE 7|22 o] EoldE Fdst= deo] Edold FY(RIU, Ray Tracing Unit)(233) 2 #o] Edo]id
< f& Zlstuloly &} 7t F2E A AAEte 2 UﬂE'—E](Local Memory) & 233 4 ST},

B FAFez, EF H= {Y(TBU)(232)2 &3 3 x| (Spatial Partitioning Structure)®@A 7}
TEUAS)E THF3e 545 73 F A}, d& 5o, Ef HUE §49(232)2 Al2=E w R (120) Al ﬂﬂ’
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