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—  %fh Nvidia St BIERN 2

AFIICHAPNTE: — RN Nvida 1 RTX AHRAHE B T A, —R30R RTX LA,

11 Nvida  RTX #HXNERERMNTE

RTXGI: RTX Global Illumination SDK |G 2k BREZ S AL 1 AT & B P05 ki 520 S o [ 2
JERE, TMGTE bake WAl (PFEFTHEES) « SGMIREL & ST RWISA . RIXGI fEET>CHF DXR(DirectX
Raytracing) ] GPU E#I%23C#F. HHETLE Unity 1 UE4 #GEMS R

RTXDI: i xkA 5 A e A shA60, A B H O vERE s B IR R K] (B LED. i
RT3 5, BRI ERKERD . RTXDI 78 S vE Je i [F i S08l 11X — 5, 9F HARSS 2% - AL )
BARS R R HRBH 25 & ok o AR LT AR o] LUK & M s, FE0T LB el & a).

DLSS: IR B ICRAE R — MM B EOR, e AT #Eteae, 0 B E el @408 )
L AN A=t e o Sl 0 7 o O <3 P Y L VA

NRD: Real-Time Denoisers j&—" spatio-temporal. API-agnostic H]Z2:M:FE, B 7EAFREEZOE
LIBHE S . BAEHMING SR RS S ground-truth BG4 HI45 R .

Micro Mesh: & —FH T extreme geometry FISZR HL8IE BB E T, @it NVIDIA GeForce
RTX40 #%| GPU BN, AR A IAAEANEHENCRE, I RVFE (assets) (Hin—2epiiy ol
SE XS 1 B O 2R R L8 2R B 7 208 H - Micro Mesh #&75 TEQE 4 LA (4
AR B AARRA) B SERVEREFI A7 R4

12 ZHRTX WIE

NVIDIA RTX VP& 454 T HLIBE:. IR IRV L, FIF NVIDIA Turing GPU L/ RT cores,
B 7T AABIEE RN GREHES . AR NG EMER OptiX API RAHILT-&. OptiX Al
F Mg H NVIDIA Tensor Cores, 18I i/> A BTG e 7 UG B 75 FR B TA] SR IS YR 2R BR R o 3 BT )
GPU A3CFF RTX B, 2 Maxwell GPU BUE S RA .

£ [1] PITUEE T J5 7T LAk #| RTX-Enabled Applications, 78— RTX (N, A3 L HHEE1
W51 % (Unreal Engine NvRTX Ml Unity) SCFREEF AT (autodesk arnold. blender. octane
render fl vray) AKX T HE (NVIDIA OPTIX. NVIDIA MDL ! NanoVDB). A1iX B Hifx =4
EIE A,

OPTIX: NVIDIA fn]Zwfe GPU I a4k BRI, S S aefl 2 A g i e B n i Je e 4

MDL: MFiE Xi&F (Material Definition Language) 012 T EE 04 o R0 5 2 75 N FH 2 T 2 8]
TeEEA e, (A DR AN

NanoVDB: & OpenVDB #&A4E5ERE Y41 GPU 32#f. OpenVDB & — /M5 BT RE IR C++
B, BFE—AFE o EEIEAMA—E TR, HT 80 E AL =4k ER Bk s s gdE . ©
& T Shim A R F A, T RIE A #IVERE LE volumetric M, H §T 2B AF 3 44 (ASWF) 4
¥,

BT, mtERE AP Wit O & a3 LR i B IR A BRI PAT R s 3 AR . X P R 200 F 5
I RN R eSS A R AT, [FRHMIRe 7820 R S AL APT AR5 ARG 4 8 N
FERN FPAE TR ARG, DUME APT B8 A RE 68 58 45t i 2 F R AR P I 75 oK o X P A8 (1451 - 1]
PATE 477 (%) DirectX Ml Vulkan SDK & H|. EHGHTH 7.0 A, OptiX M TIX—#48, 42t 7 H
OptiX BATH PR I O ThRE I BB, B ENME i NAF 0B £ GPU TAEE A 51
%o

JeLRER S SDK A £ fhik £, E A NVIDIA RTX EARMAIE H 64 B RT-Core {4 ; Microsoft
[ DXR API 7£ DirectX 82k IR EFIIRE; VK _NV_ray tracing ¥ J84 Vulkan APT %0 73
IS FE; NVIDIA [ OptiX SDK iy CUDA 275K 1 LR ER . AT APL Ly T 5 Seh B FHAE P
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13 Optix @&

OptiX API CEZMNHPEH Z 4. B4 7 2 RSRINE, &% GPU Jt4il i tH 571 G
T.H. H NVIDIA ] RT-Core fiff & ALK, AMTHRKEA B GPU Mg N H T H R, BHEREDEL
PRER TAE SR, BNt i 4 (final-frame) ¥8 QAR HHE M2 BT . Ak, Nvidia BEHi
17 OptiX API, DPATESZILGZE R FHFE 7 i S g3 R Rd . X ANHT APT (Optix 7) ZOilEHE, 2
LT DXR 8 Vulkan JEZIEBERIA R, HLREE T OptiX o —EAFE V2 REB S .

£ SIGGRAPH 2019 I, NVIDIA &Af 7 FASERAR] OptiX APL: OptiX 7.0, H A& By
APIL; UK OptiX 6.5, iXA&XZed APT (SEHT. i [3] HIRTTCUE SR, SR 23 6 AAE - fe S Fr
PR Optix 7.

OptiX FIA% 0y —/MAT FRAE K I il G Y, 1% 2R BR IR 2% A8 F FH 7 SR 4 IR 7 SR B il e 2R 1 ke
G R SRS . M B UL S A . Yegedas P e e Ba 8, TR 600
LMEE, wmEE. BIHRE .. EEESIAENE. FRANRUET CUDA C MIhRerIEAm OptiX #2
BtixeeThit. BT BRI R E A M5, OptiX RVFFH PR AR BUHe 2k, AT AL
B A HERR P PTG A0 . OptiX IE$eft 1 RIE B33 ok B0 FE A1 52 2R 1) A2 s 4k 7R L, AN o] DR 5 a8
FHRN S B o 5 G 2 IR ER R G .

Optix 15— MRUFIITHEER, JCLIRER AT 2 “IRZM: (sub-linear)” I, FNWIERY S Xt
FEERE PR, BTSSRI . R IEEE X RA L — M IR SRS, g R nT
DALE RN T T A R S AR 25 78 YCZRAHAS I e & I s E 4 o XT3 st s il 70, gt ml DLE L
MR L I EE M . X TR, OptiX SCRAETR L0 HEIESE M . 124510 R
) HAL B AT J LT R FHE, PR n] DUER A INFE 2R A3 e, I H R B0 2R o nr DAt 7
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Overview
Programming guide
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NVIDIA OptiX API 2 T4E GPU L Seilf a2 BREAE RE AN AR P AR . BN INE R B ER 5
ERRAE TR, B RIERETE . OptiX Al LK NVIDIA GPU W58 KIhae N T 2R RS B R 7,
AFER] YR FE intersection. ray generation Fl shading, PAK RTX P HE .

AATYHFE AR Optix HRMEE, FHEH—MRERMBE. T80 H— i 1.
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£ LI PR BRI AR R 8, KT AR R W 7 2% Optix SCRFFIBEAFER . 2R B SRR AS

YHE Optix 7 (JE3LZ GTX 1080 AR GPUD, HiM [6] FEZRA . ELan 24 i i S ARAS A2«
FIHPREES (D) > Software Install
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Release Notes | RJ DA 21| 3 45 i HCHE A4 Tic 1
Download OptiX SDK 6.0

The much anticipated OptiX 6 SDK release brings a giant leap in performance. This new
Bounding Volume Hierarchy (BVH) traversal and ray/triangle intersection testing (ray ca
to accelerate the OptiX Al Denoiser. To download, you must be a member of NVIDIA De

% Windows 7 and higher, 64-bit

& Accept & Download

ZARUFLAE AT DAL 0] HRBIgFEIE S, (R HmAERR AT Optix M4 fiR KZ (JLHEAARDRK
T GPU JREMAE), HmfRIL 2GRN T8RIE, & 0EAE 5 BEAE K.
PAVFT e e84, LhinFR B Rg 2 BRIA RS AR :

et e O e
RERRER BIRZ 0] 1, BATA DA EAT 28, BHH B O SR SR JATT U ZHR N E
F ptx TH, ptx HREEAMRE ptx CIF, Z2ARAER Optix JCLGBERRICL NSO, A T
AR, IR AR PRI A TR X e, IR ABLTEIRIZAT Optix .

N H S EAAD TR, P4 CMakeLists.txt:

1_

FAHE H 2T TREBESCAF#E1T CMake, 1321— R0 Optix FEEIACHD . BACFEFI R T F A H 3%

PADevpoOpti e
G PRIE T AT DL R SR IR e — L, SR — N ARSI — S R K
TR H vS2019 LK CUDA v12.0 WAk 4w 1% Optix 6.0.0, Z5R#RM T, 77 M. Optix SDK [
PR IR EE R AR = 1) (A TR %e3% SDK I H2iE#: T 3 i EAL CUDA A, HE T3
PITHENLA 24 CUDA RA, FrllSEUAA —a DUgmikth). m4&JRA VS2015 1 CUDA v10.1 4
BRI

22 EYHCHIRE

BAT AR RFE—A TR, ol Agm A T m il (AR 7 . FRATANT @0 TR A e B D dmie g
.ptx XA CGRRLTAE R shader), T R&IBATE BT H).ptx XA

Brg—> Visual Studio F#HI &R TR, REHEM.ca XAEERZTET. ZJEHE VS BB THEA
SRS H 3 FE A AT SO E R

B RLSCFE S, B4 CUDA H3AM Optix H%:

1
2

RJE e — LRI utility TR0 B (sutil A1 OpenGL):

N

VERE sutil TS SCRE T WA MR e Alopp SCPF, TERUXEESCAR, LEU sutilepp JFARHEAT
FUTTAR S5, OCHEe S SURBRAAR R B L P, 2R S0 I o o TR B R AT SR
FUR RIS SK, 017 B A AR BIRL A o 2 BRI 0 lib SO UELA R TR T, AR e
VS I BARAIR P <
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HFRAEH T freeglut.lib, ATEATFEHFA glew.c 22450 TR T (EM1#Z OpenGL T HME, &
MIAFTRE AR,

RJG A — sampleConfig.h, &4 PEAE B 1 I5F A2 AP S ST CAS R ES R AR Bl 123k S A
[F), ARNRAD, EARMFEEIR H 5T

BRI,
IR TR AL FEA A AT SO A 3 O 178 AT DLE AT IR LS H s A ST R AE 7 — N HK )

Visual Studio FFREEST I — DL G T8 L, REEFE C/CH+, RJRIEH “TabEds”, &
B “TACLERE L7, WA B TREUE LR

REEZWEMBEATE TR,

X LERC B EOR LEBCR B, A2 1R (8] 4 1E AC B AR TS 2 1, X B 2R N 21 OpenGL
TR R T O EERSEN AR H A S cuda SCIF, TR B 0] H A O )
ptx SCHFRBFATIE . J5THRA VAR — L85 R M Optix MARHA LS, BRI — M E & 1 L
R CERGFHER ptx 30D

= fIFA Optix FF&

AR, B E A IATENL DN REEAI TR, glut & H S AWBARREE; 55 4
DEAVTIRME Optix SKIEDEIBER—MIE.
HIF Optix 6 H &4 AARADCAIASRIRAK, FrbAal A2 [7] B4R FETa T -

31 EXKIREXH

FRRFARIS L 1-3-1 H 3, FATHAE A main.cpp S0, X B IR TEE(EAT sutil S HMBTH, HFE
BHEAM OpenGL Al Optix FE (HILA TR AMEH Optix FIZhae) BIAT

glutRun () B %5 e 045 I R 5 A0 R 57 [0 8 B 8. glut Display () SRR s, FAMUL e2s &
Cgits, L5 OEE Rk,
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mIEIEE
Optix & —PMEETXZRK C 155 APL i N EHADM GPU &2 . EHLEE R,

FEFF AR, RS GPU H .

Optix mFE A B 5N A FAFEF (Component programs), IXPHEEHA LI, X HH

BLFE—LE T fE

xR AREY

FENGAE:

Context: T84T Optix 51 %S4,

Program: CUDA H¥(, 4wi¥ N NVIDIA PTX EHIL41ET (virtual assembly language).
Variables: —Ff4gs, HTREEEN Optix 727,

Buffer: 465 3| — M8 12 41404
TextureSampler: Buffer [FH{E ML .

Geometry: ray A LAMASIIEETG, ot =Meos F P H e CRAL
Material: MRFET, 4 ray M35 HEIOHZ N AT
GeometryInstance: #6E Geometry 1 Materialo

GroupNode: — RFILHAEZ XK (hierarchy) H X S
TransformNode: —/NZKT & (hierarchy node) F T8 LT ray.
SelectorNode: FIZwAR)/Z X1 1, FIREFEL TP 57X R .

AccelerationStructure: Z6E 2|/Z X1 i (hierarchy node) FIINIE S5 % 4.

XEETROEH CiEF APL G, #5585, BEghE .

R

OptiX FRALIDCLER RS B S LA AT g AR 4L, EPUTIE M LR B SLIE ], £ GPU _E%y

SE I T BOR X R 7. A LU BRI 7

Ray generation programs: JIEE LN, HEEMEEEATEH P H 2 XFES (hin—E g
SCHIHRSRR SR SR .

Exception programs: 5% il

Closest hit programs: 4 ray KEHRITA SR AR, 7EZFET HHAT LM FUE SR~ .
Any hit programs: 4 ray 2| —AHHE R BRI A AR, e TR SRR A .
Intersection programs: SEIL—A ray FIEIEAS MK, 7E traversal B A

Bounding box programs: H5IETCHIH AT A GEE, BHE AP RINERL G .
Miss programs: 4B ER(JeLeeh it 7 BT A L2t R

Attribute programs: 45N E =ML, T ARy dor ka8 e S it =M R
JE R

IXEEFRE I NIE S /&2 PTX (parallel-thread-execution). OptiX SDK &t 7 —2HH T NVIDIA C 4
s (nvee) HIEBERMICAH, ATEMER] CUDA C A& 4/ PTX.

5



Variable 517123

OptiX HEA RiGM 5 KM variable &25t, H TR 252 program. 4 OptiX program 5| H—1
variable I}, 25— PR LF € SE IR DASRBOZ A B € X, R ARYE A e RS AL &
E XN 7 o

%0, closest hit program 7] PL5| I —4 A color HJ variable. #&J5R] LUK 1% program B hn%| £ A
Material X%, XEEXF LK KM INE] GeometryInstance X %o closest hit program A A8 & 1 S0 & EL
B MR Program X %€ X, RJGHKIRE R Geometrylnstance. Material 1 Context Xf 4. XK
“Material” % R _FAFEERNBUEE L, A HZA BT B ARBR N B (58 S HE E 541 o

— H T X objects. programs Al variables #{ 20 2% 215 20 context H, Bl LA 8624 iliFE 7+ .
Launches KH4EEFK/NSE, HZ AL LERIET, KEETHRErRKN.

— H ray generation program # R, A LA HRFRITE B &8 DR IEAR R ZR A BOfE e R F 118 4T
IR 5] Fan, —ANE WEE O 8 sh = 4E A, 50 FE A i B A5 T 2E G i R B RN (DR R VAL

33 mFHNEEIN

A 7 EEAM S, BAVHGRE A QM TR,

ARATIRATH) B AR A — AR B R sutil S TRM TR, Wt g — N s L
2 (EEABERFZ OpenGL KAENRRE M),

—IHIEARE A A A ptx U —EARER, T H BRI R R . &, 12 [3, 9] BAMER
WEFATMIRT .

FAV T LS RS S BN A il ptx 3OO, B LAR-> AR Ol > AR € X, AR EIEEIRATH cudas
ZJaAidi.cu X, EFERYE, H.cu SN “AZ5ER” S0y “CUDA C/C++".

SRJE T LA HAE . B — T R E A R ptx S, TTAE obj S

BE(C): |Debug v | SFE(P): | x64 ~
4 BEEH CUDA Toolkit Custom Dir
230 Source Dependencies
et [ Compiler Output (obj/cubin) I $(IntDir)%(Filename)%(Extension).obj
VC++ BR Additional Include Directories
L S Use Host Include Directories =
> CUDA C/C++
P gERERE
> FUDA e |$(IntDir)%(FiIename)%(Extension).prx
i ﬁ\;—.ﬁ_l;'mgg --compile)
b RIEEEE x64\Debug\%(Filename)%(Extension). ptx (-cudart static)
B FREEE

BB AT AR B A R R TR SO, FRATT R X AR A ptx S (FH 4T shader), FEEBEANEN
8 shader f.cu AP TR BB LA

b C/C++
4 CUDA C/C++ # Driver APl (NVCC Compilation Type is .cubin, .gpu, or .ptx)
Common set CUDAFE_FLAGS=--sdk_dir "C:\Program Files (x86)\Windows Kits\8.1
Device "C:\Program Files\NVIDIA GPU Computing Toolkit\CUDA\w10. 1\bin\nvce
\Softwares\VS\VC\bin\x86_amd64" -x cu -G --keep-dir x64\Debug -r
hinet - compile -cudart static -o x64\Debug\%(Filename)%(Extension).obj "%(F
Command Line
b fEERR # Runtime APl (NVCC Compilation Type is hybrid object or .c file)
I> CUDA Linker set CUDAFE_FLAGS=--sdk_dir "C:\Program Files (x86)\Windows Kits\8.1
== EE =t "C:\Program Files\NVIDIA GPU Computing Toolkit\CUDA\v10.T\bin\nvce
> XML S#S<EREER \Softwares\VS\VC\bin\x86_amdé4" -x cu -G --keep-dir x64\Debug -r
bR compile -cudart static -g -Xcompiler "/EHsc /nologo /FS /Zi " -0 x6
b AERRE %(Filename)%(Extension).obj "%(FullPath)"
I EENEREE
I ARG
HA{BiEI(D)
--keep I

=AU RS NVCC iR, WIRGHIFR A . ptx SO GERN A HAsHLES T & 7 2
BENE SRR, Winl0 #5264 A7)D:



w N =

=W NN =

S Ut s W N =

4 BEEEE
=l
sl
VC++ BR
I C/C++
I CUDA C/C++
b iR
b CUDA Linker
b ERTR
I XML SZREERERS
b EEES
b EREHY

CUDA Toolkit Custom Dir
Source Dependencies
Compiler Output (obj/cubin)
Additional Include Directories
Use Host Include Directories
Keep Preprocessed Files
Keep Directory

Generate Relocatable Device Code

| NVCC Compilation Type

CUDA Runtime
Target Machine Platform

$(IntDir) %(Filename) % (Extension).ptx

o i

$(CudalntDir)

=

Generate .ptx file (-ptx)

Static CUDA runtime library (-cudart static)
32-bit (--machine 32)

RIEHEEAZ TE-> JEM->CUDA C/C++, TEXH[H Device H1[f] Generate GPU debug infor-
mation F1 host # Generate host debug information #{& &N “7&H 7. X—HIRCHE, WRANEE, Wi

A ptx SCAFARR R, 1 H ISR IEIBE Optix 2 EEH .

CUDA C/C++ i Common H#] Generate Relocatable Device Code R BN “7&H 7,
B IR RS T FLE 20 F nvrte.lib T cudart.lib.

34 £ OpenGL E/RINEE

FATRA TR BERELE T OpenGL B/ E M, (HX B E/R Buffer /& OpenGL 1),
114786 Optix EARIF AR ERE] OpenGL & H I, [ FEE—L% Buffer F ik,

ARSI 1-3-2 B&. Z B FAUA S, HF, main.cpp Al render_test.cu Z&FKATH 5 FIMY
i3, glew.c Al random.h #& OpenGL 5 SCA4:F1 A= 5Bl LR 9% 1 3k SCA-

FAEARFY main.cpp A render test.cu HHH TR VEGURIERE, ZERAIFE ¥ OpenGL I Buffer FI/CHS
ot

7t displayBuffer() B#(H, it ¥A OpenGL [ Buffer Bt st i
A1 OpenGL & H R B LA T %0 128 B R 350 F

KA AR B sutil.cpp FAIDNAE, FARSKID BRI LAH T #E

35 Optix T8

AR R W 1-3-2 H 3%

£ % OpenGL #J Context XS :

£ createContext() PRE, FA A ptx ST SONIRMT TARA B ptx 3« 7E glutDisplay ()
Hr, i launch() BRBCRIFH Optix FEFFAE GPU HkATiE s . JATA YR B R S R AT DR 3AT]



LSS AT (7] RERAR, X NRFEHE T R . (TSR —A), SRR optix::Context A& Ml A%}
Z C++ JREIAEESE, W] LB RTcontext XA R Z K45 K, X BRAMM TP, A
optix::Context X H AT 7B, B LUE AT R )

M MWEER sutil T

AT E—E MR T K sutil, (HAEB) sutil 7T LUEIE sutil::getPtxString() B E . cu SCHF
Ao ptx MM TR S, A B ptx SO EIXFE T, AT TR R .cu SR AT L
WEN “ANZHERR T.

s

BE(C): |Debug v| PaP): x64
4 BEEE v %l
g I
> CUDA C/C++ % — I
ATREMTUE CE S R TRRMER, AHEM%E).
PAEA TR T T EMIGEREE

S Ot R W N =

T E—3 R0, FATAFHEEB glew.c XA OpenGL JEXAF T, iXAZKA sutil_sdk.lib HALE
7 OpenGL [MZRIHAER R (B33 7 iZsEE ),

XA TR A2 /T E— 2 RS 0 X AR TE A GPU BPRT, AR TG sutil #.cu SUHHHE
PR BUR G e 3Ry px A% 2R 7 B R T RE

b — B AR Hh e 75 S U I ptx SCEFHE Y GPU 1R

[

PAE G I PHE Optix I, H I sutil #77 2RNMAHFER

B NE

RIHIE N T Optix MgRFEAEE 777, T Optix HFARKBE, HR “HFILME”, @K
MBEIE LGS ST a0 el B ZEHES 2 .

ASCEA T4 Optix (R MRIANDIRE, EZAETHEITRAEAYID T #AER Optix. JaH
AR NS BIRENT, il SEERIHE Optix ITH AT 5.
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[1] https://developer.nvidia.com/rtx/ray-tracing

[2] https://developer.nvidia.com/rtx/ray-tracing/optix

[3] https://developer.nvidia.com/blog/how-to-get-started-with-optix-7/

[4] https://raytracing-docs.nvidia.com/optix7/index.html

[5] https://raytracing-docs.nvidia.com/optix7/guide/index.html#preface#

[6] https://developer.nvidia.com/designworks/optix/downloads/legacy

[7] https://raytracing-docs.nvidia.com/optix6/guide 6 5/index.html#guide#
[8] https://www.cnblogs.com/chen9510/archive/2019/10/25/11737941.html

[9] https://blog.csdn.net/novanova2009/
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