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Part 2: Shading and Neural Volumetric Rendering

Avmutpnn CeHrowkuH, Hukonam NataknH — Samsung Al Center Moscow



PaHee B cepuane

PaHee mbl paccmoTpenu obwmm nannnanH gundodoepeHUumnpyemoun
pacTepu3saLn, NCnoJsib3ys npennosioXXKeHme, YTo LBeT nukcens
onpenensieTcsa TeEKCTypowu, 3aaHHON Ha NOBEPXHOCTU MeLLa.

Ho BepHO N1 aTO nNpennosioxxeHume?

Heobxoounmo ymeTb
MoOesiIMpoBaThb OTPaAXXEeHUSA N npoyune
view-dependent adpodoeKTbl!

oTan moaesiMpoBaHUS
B3aMMOOENCTBUA cBeTa n
nosepxHoctTn — SHADING




CBeT n uBer

0.01lnm 10nm mm  10cm 1Tm 10m 200m 1km 10,000km

1

AM

Gamma| X- UV .
radio

rays | rays

400 450 500 550 600 650 700



CBeT n uBer

YenoBeyeckunmn rnas HecrnocobeH
Pa3NYNTb NOJSIHOLUEHHbIV CNEKTP U
CMNEeKTP CBETa, COCTOSALLUNN N3 BOJIH
Tpex OJINH

Annpokcumaums:
Spectral power density — cmecb
Tpex genbTta PyHKUNIA
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CBeT n uBer

HennHenHocTb BOCNpuUaATUS

JINHENHBbIV FrPAOUNEHT C TOYKN 3PEHUSA BOCMPUATUA:

I




CBeT n uBer

HennHenHocTb BOCNpuUaATUS

JINHENHBbIV FrPAOUNEHT C TOYKN 3PEHUSA BOCMPUATUA:

I

Prnsnyeckn NNHENHbIE NUHTEHCUBHOCTW, COOTBETCTBYIOLLIME EMY:

I

3peHne YenoBeka ropasgo nydile BOCNPUHUMAET
TEMHbIE OTTEHKWN!




CBeT n uBer

Linear RGB vs Non-linear sRGB

[na ap@PEKTUBHOIO KOONPOBAHNA UBETA  10{[—— Non-Linear SRGB.
(gamma correction); Linear RGB
9 9 081 | sRGB — RGB: xz-zl
Crgb ~ CsRGB
o 1/2.2 06 -
CsRGB ~ Crgb

0.4 -

Bce onepauun ¢ uBeETOM OO0/IKHbI
NPONCXOONTb B JIMHEMHOM MNPOCTPAHCTBE!  o2-

O.O | /

0.0 0.2 0.4



CBeT n uBer

KOoppeKTHbIN nannnavH weunanHra padboTtaeT B JIMHEMHOM LIBETOBOM
NPOCTPAaHCTBE:

toLinear
-

Texture sampling

Shading

(0;0) (1;0)
sRGB texture Linear Space sRGB result




CBeT n uBeT

[Tpumep: VIHTepnonauma KpacHOro n 3esieHoro LBeTa

sRGB -> Interpolate:

I

‘ Hpobnewva: NpoMeXXyTouHble OTTEHKU TEMHEE

sRGB-> Linear -> Interpolate -> sRGB:
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Surface normals World position Sampled texture Shaded image

Shading
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Rasterization

Barycentrics

Triangle indices
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Depth buffer
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Texture
coordinates

Surface normals
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PacueT ocBelweHusA
OnpepeneHuns

—

N - HopMmasib NOBEPXHOCTU

N




PacyeT ocBeleHus
OnpepeneHus
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/N — Hopmasib NOBEPXHOCTW
L — TO4YKa MOBEpPXHOCTM
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. — HanpaB/ieHne BXOOsLLEero ceeTa

92. — yron nageHunsa ceeta




PacueT ocBelweHusA

OnpepeneHuns
S
NpoeanbHoe oTpaxeHve: 6; = 6, N - Hopwmasb NoBEPXHOCTU
A L — To4Ka NMOBEPXHOCTY
Z * e )
< > —_
Wo N Wi W; — HanpasfieHne BXOASLLEro cBeTa
@. — yron nageHus ceeTa

l

— HanpasJ/ieHNE OTPaKEHUS
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YroJi oTpa>KeHnyd CcBe€Ta
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PacueT ocBelweHusA
Rendering equation




PacueT ocBelweHusA
Rendering equation

1. CBeT npuxoguT co Bceun nonycdepbl

2

@ L.z, 7,




PacueT ocBelweHusA

Rendering equation
Lo(z, w,) = /? - L(x, w;) cos8; dw;
()

1. CBeT npuxoauT co Bceun nonycdepbl ()

t~
S
\.5'3
S
2

2. Yem 6nmxe NCTOYHUMK CcBeTa K NTIMHUU
FOPU30OHTA, TEM MEHbLLUNWN BKa4 OH MMEET
3aB/CMMOCTb OMNMCbIBAETCH
KOCVHYCOM yrna nageHns cBeTa

cos6; dA




PacueT ocBelweHusA
Rendering equation

L) = | e i, w)cossd

1. CBeT npuxoguT co Bceun nonycdepbl

2. Yem bnmxe NCTOYHMK CBeTa K JIMHUW
rOpn30HTa, TEM MEHbLUUW BKNad OH UMEET
3aBNCUMOCTb OMNCbIBAETCH
KOCUHYCOM Yyrna najeHunsi cBeTa
3. PasHble maTepuanbl oTpaxarT BXOOSALLNA
CBET B Pa3/INYHbIX NPONOPLINAX




PacueT ocBelweHusA
Rendering equation

— / f(x, w;, w,) L(x, w;) cos O dw,
0

\ 4 \ 4 \ 4 \ 4
Outgoing Bidirectional Incoming Cosine
radiance Reflectance light attenuation

Distribution

Function



PacueT ocBelweHusA
CsBouctBa BRDF

1. HeoTpmnuatenbHOCTb!

BxoosaLwmm cBeT HeE MOXXET oKasbiBaTb OTpuLaTeIbHOE
BO30ENCTBME HA MCXOOALLNN

2. [NpunHumn obpatnmocTn [ enbmMronbLa:

B3anmHasa 3ameHa ceHcopa 1 UICTOYHMKA CBETA He B/INSAET Ha
pe3ynbTaT U3MepPEeHns

3. 3aKOH COXPaHEHUS SHEPINN

[ToBEPXHOCTb HE MOXET OTPa3nTb OOblLe CBETA YEM B Hee
npuwwio. HekoTtopas YacTb SHEPrnm MOXKET NMOrNoTUTLCS

f(wa Wy, wo) > 0

f(xa wy, wo) — f(il?, Wy, wz)

/f(il?, w;, w,) cosfdw; < 1
0



PacueT ocBelweHusA
B3anmoaencrteue cBeta U NOBEpPXHOCTU

HecMoTpS Ha TO YTO MOBEPXHOCTb KAXKETCH MIIOTHOW, CBET MPOXOANT BHYTPb, MPENOMIISAACH:




PacueT ocBelweHusA
B3anmoaencrteue cBeta U NOBEpPXHOCTU

CBEeT MHOIroKpaTHO nepeoTpaykaeTcsa B BEPXHUX CNOSAX MOBEPXHOCTU, YACTUYHO MOr/IOWAACh N BbIXOOUT
HapYy>Xy:




PacuyeT ocBeLlleHus
B3anmoaencrteue cBeta U NOBEpPXHOCTU

@ ) - 0O6nacTb WwWenguHra

f oesa: MoXXeM npeHebpeyb
| PACCTOAHUSMW BbiXoaa U
cunTaTb BCo 0bnacTb OgHOW

TOYKOU




PacueT ocBelweHusA
Buabl oTpa>keHun

Specular — 3epkanbHble

OTpa>keHnsa cBeTa
Specular

— CBET Bbllweawmn n3a

NOBEPXHOCTUN BON3U OT
\ / ICXO[HOMN TOYKM




PacuyeT ocBeweHUs
Buabl oTpa>keHun

Diffuse/Specular oTpa>xeHunsa NnposaABAAOTCSH B pa3HOW CTENEHN B 3aBUCUMOCTU
OT METAJIJIMYECKUNX CBOUCTB NMOBEPXHOCTW:

Specular

Diffuse

L}

m = 0.0 m = 1.0

Non-Metal Metal



PacuyeT ocBeweHUs
Specular reflection




PacuyeT ocBeweHUs
Specular reflection

CdoKyCnMpoBaHHOCTb OTPaAXEHUN 3aBUCUT OT rN1agKOCTVN NOBEPXHOCTU Ha
MUKPOCKOMNYECKOM YPOBHE (roughness):

Smooth Rough



PacuyeT ocBeweHuUs
Lambertian diffuse model

1. dpKOCTb HE 3aBUCUT OT TOro, nNoa
Kakum yrnom Habntogaresb BUOnT
NOBEPXHOCTb

2. [loBepXHOCTb NOrnoWwaeT 4YacTb
CNeKTpa CBETAa, T.€. UMEET LUBET
(albedo nnun diffuse color)




PacuyeT ocBeweHUs
Specular reflection

' A
9 % XA

Smoother surface Rougher surface
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PacueT ocBelweHusA
Microfacet theory

1. Specular oTpaxxeHnsa nogumMHAKOTCA 3aKOHY “Yron nageHusa = Yrny oTpaxeHusa”
2. HepoBHOCTN NOBEPXHOCTU TOKaASIbHO OTKJ/TOHAKOT HOPMasib MOBEPXHOCTU h
3. Cratuctunyecknn noaxopn K MoaenmpoBaHnto HEPOBHOCTEN

[
h = Halfway vector = v

v V/ v/ v// / v/ / /



PacueT ocBelweHusA

Normal Distribution Function

[loka3blBaeT HACKOJIbKO BEPOSATHA
onpenenieHHas opneHTaumsa microfacet
HOpManu

HaknapgbiBaetcsa TpeboBaHme
HeoTpUUaTeNbHOCTU N HOPMUPOBAHHOCTIA:

D(h) > 0

D(h) <h’7 n> dwh e CkangapHoe npovssefeHne B YC/I0BUM BO3HUKAET
() n3-3a npoekuum anddepeHumana niowanm




PacueT ocBelweHusA
Beckmann NDF

OnpenensieTcsi raycCoBbIM pacnpeneneHnem
C KOHCTaHTOWN HoOpManmnaauuni:

]_ tan2 9h

D: e a?

wa? cost 0y,

r = (0.1 r = 0.2

@; - yron mexay hunn

a — r2 — LWEepoXoBaTOCTb NOBEPXHOCTU

r = 0.4 r = 0.5



— Trowbridge-Reitz (GGX)

=
N

PacueT ocBelleHunS ) e
Trowbridge-Reitz (GGX) NDF

=
o
1

Distribution function value
(@]
(@)

PacnpeneneHne MMeeT TaXXeNble

XBOCTb! 1 6bofiee cpoKyCMpPOBaAHHbIN
SaCBeT: - > -3O°Angle betw(()aoen N and H o ” .
8
D =

m((ow — 1) cos 6 + 1)°

GGX



PacueT ocBelweHusA
Geometry function

CBeT, NnagaroLmmn Ha NoBEPXHOCTb,
MOXXET OTpa3nTbCca B microfacet




PacueT ocBelweHusA
Geometry function

CBeT, NnagaroLmmn Ha NoBEPXHOCTb,
MOXXET OTpa3nTbCca B microfacet

HekoTopas yacTb cBeTa Oo/1KHA
NOKNHYTb NOBEPXHOCTb




PacueT ocBelweHusA
Geometry function

CBeT, NnagaroLmmn Ha NoBEPXHOCTb,
MOXXET OTpa3nTbCca B microfacet

HekoTopas yacTb cBeTa Oo/1KHA
NOKNHYTb NOBEPXHOCTb

OpHako, microfacet theory
nogpas3yMeBaET, UTO TAKOW CBET
byaeTt nornoLweH rnoJsIHOCTbIO




PacueT ocBelweHusA
Geometry function

P dekT cMMMeETpUYeH ONnga nagaroLlero n oTpa>XeHHOoro cBeTa:

Shadowing Masking



PacueT ocBelweHusA
Geometry function

[lomkKHa yooBNETBOPATL CBONCTBAM:;

1. HopMmMpoBaHHOCTb:

0 < G(wz, Wy, h) 1

VA

1. CuMMeTpUu4HocCTb (0bpaTUMOCTb
[‘enbMmrosbLa):

G(w;, w,, h) = G(w,, w;, h)

1.0 -

0.8 1

0.6 -

0.4 1

0.2

0.0 A
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-30°

0° 30° 60° 90°
Angle between w; and h

Correlated Smith-GGX:

G —

G

1

1+ Gi(wi, h) + Gi(wo, h)
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PacuyeT ocBeweHUs
Fresnel reflectance

CBeT, nagaroLmm Ha NOBEPXHOCTb,
OJHOBPEMEHHO OTPa>kaeTCcH U
NPEeNoMIseTcH B pa3HbIX MPONopLnNsaX




PacuyeT ocBelleHnNA

Fresnel reflectance




PacueT ocBelweHusA

Fresnel reflectance copper == aluminum — iron — diamond — glass — water
R
1 | | | | | | | |
YpaBHeHe PpeHens onmcbiBaeT
BEPOSITHOCTb OTPAXXEHUS CBeTa: AT == ,
0.8 | _
3 |?
nicosf — ng\/l — (Z—;sin 9) 0.7 |- y
F = 2 0.6 - -/ -
nycosf + nz\/l — (Z—;sin 0) 0.5 |- I _
0.4 | -
ni, Ny — KOIPPUUMNEHTbI MPENOMMEHNS
0.3 _
B obLuemM crnyyae 3aBUCAT OT OJIMHbI BOJHbI! 0.2 - E— .
0.1 F _
0 | | | | | | |

]
0 10 20 30 40 50 60 710 80 90

angle of incidence 0,



PacueT ocBelweHusA

Fresnel-Schlick formula copper aluminum — iron — diamond — glass — water
R | | |
Ha npakTuke ncnonb3yeTcs "
dllinpoKCMMalUAi. 0.8 -
0.6 |
F(l, h) = Fy + (1 — Fp)(1 — cos )’
0.4 |
F, — UBET OTpaXXeHnsl B HarpaB/ieH HOPManu 02}
§ — yron nageHvs ceeTa 0 eSS ————
| | | | | | | |
0.8 . :i i
0.4 | _
0.2 i
O L ] | ] | |

0 10 20 30 40 50 60 70 80 90
angle of incidence 0;



PacueT ocBelweHusA
Reflectance color

LIBET OTpa>keHnsa OANaNeKTPUKOB
MOHOXpPOMaTUYEeCKNA, OBbIYHO
nprHMMaeTcs paBHbiMm 0.04

Ha npakTuke paccunTbiBaeTCH Kak:

Fy = 0.04(1 —m) + kgm

c [0;1] — meTannuyeckune cB-Ba

k; — 0a30BbI LBET

Dielectric

Water

Plastic, Glass

| ' Fo (Linear, Float)|F (sRGB U8) Color
0.020
stic, 0.040 — 0.045 56 60
Crystalware, Gems| 0.050—0.080 63 — 80
Diamond-like 0.100 —0.200 90 — 124

Metal Rr(0°) (Linear) | Rr(0°) (sRGB)
Gold 1.00,0.71,0.29 1.00,0.86,0.57
Silver 0.95,0.93,0.88 0.98,0.97,0.95
Copper 0.95.0.64,0.54 0.98,0.82,0.76
Iron 0.56,0.57,0.58 0.77,0.78,0.78
Aluminum | 0.91,0.92,0.92 0.96,0.96,0.97




PacueT ocBelweHusA
Cook-Torrance BRDF

Normal Distribution Function
(NDF)




PacuyeT ocBeweHUs
Simplified PBR

PBR = Physically Based Rendering
MaTepunan onncbiBaeTcs ¢ NOMOLLbIO:

Base color
Roughness
Metallic

Rough



PacueT ocBelweHusA
Rendering equation

— / f(x, w;, w,) L(x, w;) cos O dw,
0

\4 v \4 \4

Outgoing Bidirectional Incoming Cosine
radiance Reflectance light attenuation
Distribution Ly

Function



PacueT ocBelweHusA
Rendering equation

PacyeT nHTerpana peHaepuHra BKJIIo4aeT Kak
NCTOYHUKM cBeTa Hanpsimyto (direct light), Tak u
CBET OTPa>XEHHbIN OT OPYyrux o6LEKTOB B
cueHe (indirect light)




PacueT ocBelweHusA
Rendering equation

PacyeT nHTerpana peHaepuHra BKJIIo4aeT Kak
NCTOYHUKM cBeTa Hanpsimyto (direct light), Tak u
CBET OTPa>XEHHbIN OT OPYyrux o6LEKTOB B
cueHe (indirect light)

Rendering equation — becKOHEYHOMEPHbII
NHTErparn

Kak paccynTtaTtb?



PacueT ocBelweHUsA
Rendering equation

Cnocob 1. VICTOYHUK cBeTa TOYEYHbIN,
HENPSIMOro CcBeTa He CYLLECTBYET

Lo(xz, w,) ~ f(x, w;,w,) L(w;) cos@

[Tpumep: nvdiffmodeling

I\

: d o




PacuyeT ocBeweHuUs
Rendering equation

Cnocob 2. CBeT NpuxXoanuT CO BCEX CTOPOH,
HENPSAMOro oceeLleHna HeT. Split-sum
annpokcumMauna nHTerpana

[Tpumep: nvdiffrec




PacuyeT ocBeweHuUs
Rendering equation

Cnocob 3. Monte Carlo oueHka nHTerpana,
I, nosiHass CMMynaUMa nepeHoca ceeTa

[Tpnmepsbl: Redner, Mitsuba




PacueT ocBelweHusA

Summary

1. PacyeT ocBeLleHns NponcxoanT NyTEM OLEHKW MHTEerpana peHaepuviHra

2. Mbl paccmoTpenn gBa Buga B3aMOOENCTBUS CBETA C NOBEPXHOCTbIO —
diffuse n specular reflections

2. BsanmopencTtere cBeTa C NOBEPXHOCTbIO 3aBUCUT OT (PU3NYECKNX CBOUCTB
noBepxXHOCTU (Hanpumep, diffuse color, roughness, metallic). MaTemaTunyecku
onuncbiBaeTcs npu nomowm BRDF yHKUMI

3. TOYHbIN pPacYEeT UHTErpana peHagepuHra HeEBO3MOXKeH. l/lcnonb3yroTcs
annpokcumaunn passindyHoOM CJIOXKHOCTU



Neural Volumetric
Rendering




Neural Volumetric Rendering

PacuyeT cBeTa BOOJ1b J1y4a, npoxoaswlero Yyepes 3D npocTpaHCTBO

.' Kakoro uperta nmkcesnb?




Neural Volumetric Rendering

Mopoenb peHaoepuHra, ocHoBaHHasa Ha NpeacTaB/IeHUN CLLEHbl B BUOe
obbema 3anosIHEHHOro 6eCKOHeYHO MaJsibiMM YacTUuLamMmu, N He
BKJ1lOHAlOLLLAsA pacyeT nepecevyeHus siyda ¢ NoBepXHOCTbIO




Neural Volumetric Rendering

Bce, UTO ecTb B cueHe, npenctasnsaeTcs B Buage oaHoun MLP —
HenpepbIBHOro n guddepeHLMpyemMmoro npencrassieHns

< aX

NX X7
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WAV AAD” X
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MoTtuBauus

Novel view synthesis

Janava: CuHTe3npoBaTb N3obpa>keHne ¢ HOBOro NPoOmn3BOJIbHOIO paKkypca
NCNOJ1b3ysl PUKCUpoBaHHbIN HAGOP N306pa>keHnn ¢ No3amm Kamep



Roadmap

* Volumetric formulation for Neural Radiance Filed (NeRF)
* |mplicit neural scene representation
* NeRF summarised

 Application & Extensions



L (x,w)="7""!

Volumetric Rendering



Volumetric formulation for NeRF

CueHa npegcTtaBfieHa 06beMOM,
3anosIHEHHbIM UBETHbLIMW YacTMLaMIN



Volumetric formulation for NeRF

Nyuar(t) =0+t

Ecnu nyuy r(t) He nornowjaeTcs YyacTuLen
B MOJIOXKEHUN £, TO Mbl aKKYMYJIMPYyeM ee
uBeT ¢(?) B NUKcenb



Volumetric formulation for NeRF

P(hit at t) = o(£)d?

Mopenb NornoLeHnsa BepoATHOCTHadA: BEPOATHOCTb
MOrNOLEeHNa dHepPrm B OKPECTHOCTU ToUKIN ¢ paBHa o(t)dt

o(t) —volume density



Volumetric formulation for NeRF

P(no hit before t) = 1(¥)

BeposATHOCTb TOro, 4To Ha OTpKe3ke |7, | He npon3owno
NnornoLeHns aHeprum sapaetcsa sennyuHon 1(7)

I(t) — transmittance



Volumetric formulation for NeRF

P(no hit before 1) = (1) P(hit at t) = o(¢)dt

o(t) n T(¢) cBA3aHbl 3aKOHOM BEPOSATHOCTI:
P(no hits before t + df) = P(no hits before ¢) X P(no hits at 1)

T(t+dt) = T(0)(1 — o(r))dt



Volumetric formulation for NeRF

T(t+dt) = T(1)(1 — o(2))dt

T(t) + T'(t)dt = T(t) — T(t)o(t)dt <= NpumeHnm Tennopa cneea
r'(?)

dt = — o(t)dt <= Neperpynnupyem
1(1)

f t
log T(t) = — J' o(s)ds <= MpounTerpupyem 1(f) = exp (—[ G(S)dS)
/ !

0 0



Volumetric formulation for NeRF

BepoATHOCTb TOro, YtTo CBET NOrJIOTUTCA B TOYKE [

T(t)o()dt = exp (—[ G(S)ds) o(£)dt

[

MaT. oo xuoaHue uBeTta B 4aHHOM NMuUKcerse

Ec = J exp (—[ a(s)ds) (1)e(t)dt

[ [



Volumetric formulation for NeRF

OLueHKa BJIO)XXEeHHOro uHrerpana

Bno>XeHHbI MHTEerpan BblYNCIAETCHA NCMOb3YA
KYCOYHO-MOCTOAHHYIO KBaapaTypPHYH OLEHKY:

Jlyy pa3buBaeTcs Ha 1 CerMEHTOB O; = ;. | — I; TouKamu {f, by, ..., 1, }.
[pegnonaraeTcs, YTO Ha CerMeHTax 3HadeHune LugeTa — C;, U NIIOTHOCTN — O;, MOCTOSIHHbI



Volumetric formulation for NeRF

OLueHKa BJIO)XXEeHHOro uHrerpana
Ncnonb3yeM 3Ty oLueHKy:

L no ol
¢ = [ T(o(De(Ddr & Y J T(Hocdt
fy i=1 1

[lpy aTOM 3amMeTUM:

’ t
Vielt,t, ] 1) =exp (—[ Gl-dS) exp (—[
t ?

=T,

l; — He 3aBMCUT OT ¢



Volumetric formulation for NeRF

OLueHKa BJIO)XXEeHHOro uHrerpana

- C = [ | T(t)o(t)c(n)dr ~ i J - I(t)ocds

[ =1

’ t
Vielt,t. ] T() =exp (—J GidS) exp (—[ al-ds)
t t

1

_~

=T,
j—1
Tl- — CXpP | — Z 0]-5]- — O0J1 9Heprnm siyya He norJjioweHHasa Ha oTpe3kKe [tl, tl-]
J=1



Volumetric formulation for NeRF

OLueHKa BJIO)XXEeHHOro uHrerpana

- C = [ | T(t)o(t)c(n)dr ~ i J - I(t)ocds

[ =1

’ t
t t:

1

_—

=T,

exp (—al-(t — tl-)) — [0N4 NOrJIoLLEeHHON 3Heprum Ha oTpeske |7, 7]



Volumetric formulation for NeRF

OueHKa NoNIHOro nHrerpana

“ e = j T(Ho(de(t)dr ~ » J " Tooeds
=1 "4

g

n tl+1
= Z T-C-GI exp (—Gi(t — tl-)) dt <= MopctaBum B ncxogHbin nHTerpan sug, 1(¢)

— Z T.c.o <= [lponHTErpnpyem

=1 !

n
= Z lc; (1 — exp (—aiéi)) <= [peobpasyem K prHanLHOMy Buay
=1



Volumetric formulation for NeRF

HemMmHOro aHanun3sa...

=1

=

of

\ 4

a; — NPO3pPa4vyHOCTb!

e i T,-C,-\(l — EXp (—5151') ) * [Etc — Z Ticiai
=1




Summary: volume rendering integral estimate
Mopgenb peHpepuHra nyya r(t) = o + rd

n
6= Z e
=1

I’; — pons 3a6noKnMpoBaHHOW 3HEPrun
BOOJIb Jlyda BMNJIOTb A0 TEKYLLEro cerMmeHTa

i—1
= 1(1-)
j=1

Q; — [00J15 NPOrycKkaeMoro ceeTa Ha
TEKYLLEM CErMeHTEe

a; =1 —exp (—aiéi)



Neural Implicit
Representation



Toy 2D Example

NMpeancrasneHne N3oopa>keHns

X,V
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N306paxkeHne — 3TO ceTka NUKCenen , B KOTOPOW XpaHATCS LBeTa



Toy 2D Example

MpeacraBsneHne N3oo6pa>keHus

FQ
(x,y) == I I I (1,8, D)

YT1o BygeT, ecnin Mbl nonpobyem npencTtaBUTb
n3obparxeHne B snae MLP?




Toy 2D Example

NMpeacraBsneHue nsoobpaxxeHunda. HamsHbIN noaxopn,
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CtaHOoapTHbIU nokoopanHaTtHbIi MLP He
MO>XET BOCIMPOMN3BECTUN BbICOKOYACTOTHbIE
netanvn n3odbpakeHus



I1o6aBUTb BbICOKOYACTOTHOE

npeobpalsoBaHue KoopauHaT 00 nogayn
nx s MLP




Toy 2D Example

MpepctaBneHne n3obpaxeHus. Positional Encoding

. ane ——

- v —— .t

R .. - -

I . - -

e O T e -3

- ' e
.
[ & o oo A9 - W A—— - - - . A ———— -
. - L I .
- - - . - - - .
: . ¢
- .
—
- - .
: )
:
§
. »
. .

28 b b b e e
. &

.
wh
.A

.

b

.

.

:
9 4
-
ot
e
-

Wi

~®
Ni po—
Bm

¥
.
h,
Y
-
L
-
:
21
.
-
.

res ——add
"!‘ ’o‘qo'
?n : : -onn!' o b buba .-..
. ‘W
By vilag Doy bl b
_ + 1 ‘
1 5 .!m.vl'h‘ “"n‘.}'!ﬁ}';
N - - — Al -

NENE Positional Enc.




Input coordinate mapping

Positional Encoding

e Ob6wasa bopmyna: YMHOXNTb KOOPAMHATHbIN BEKTOP X HA BbITAHYTYIO
matpuuy B, . 2 AnS noBbileHns pa3mepHOCTN BEKTOpa 1 3aTeM

MPUMEHUTBL S1IN N COS PYHKLMN:

y(x) = (sin(27Bx), cos(27Bx))

 Takoe npeobpasoBaHne rnepesoanT KoopanHaTy B NOOMHOXXECTBO
Pypbe 6a3NCHbIX PYHKLUNI.

e [loxoXXunm apmeKT MOXXHO OOCTUYb, HANPUMEP, 3aMeHON aKTMBaLNA
BHYTPW ceTn Ha Pypbe basncHble PyHKUMM (e.9. SIREN)



Positional Encoding

1D example

1

Spatial position Positional encoding features




NeRF = volume rendering +
neural scene representation



NeRF

CamnnnpoBaHue

7(t) = 8 + td
s."—+— +— — 4+ —
o tn t1 to ts ts t

[TprmeHsaeTca cTpaTudnUMpoBaHHOEe CaMMNPOBaHMeE:

1. Jly4, orpaHn4yeHHbIn near n far nnockocTaAMM Kamepbl pasbnBaetcs Ha N oTpe3KoB

2. Touka BHYTpW OoTpes3Ka BblObMpaeTcs 13 paBHOMEPHOro pacnpeneeHmns
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NeRF

[TpeactaBneHue cLueHbl

CueHa npeacTaBNseTCcs B BUOE €OVHOro e

MLP 3aBucsiwero ot (2,9, 2,6, 9);

1. NapameTpbl YaCTOTHO KOOAUNPYIOTCS
nepen nogavyen s MLP

2. 3aBCMOCTb OT HanpasJ/1EHUS]
NO3BONSIET MOOENMNPOBATb CNOXHbIE
apdeKkThl (€.9., Specular, transmission)

3. Volume density He 3aBUCUT OT
HanpaBeHNIA

(CB, Y, Z)_>

Grund—Truth

| D

(6, ¢)
— MLP layers

I — Positional encoding

I — Directional encoding

— RGB



NeRF Pipeline

5D Input Output Volume Rendering
Position + Direction Color + Density Rendering Loss
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HeMHOro npymepoB




HeMHOro npymepoB
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HemHOro npumvepos

View-dependent effects




NeRF: depth rendering

AHaNoOrMyHoO noaxoay K oueHKe LBeTa Jiyda MOXHO TaK XXe OueHMBaTb KapTy ryOuHbl

I; — ponsi 3a6NoKMPOBaHHOW 3HEPr N

LiBeT
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BOOJIb Jiy4da BIJ10Tb A0 TEKYLWIEro cerMmeHrta
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Q; — 0015 NPOrycKkaeMoro ceeTa Ha
TEKYLLEM CErMeHTe

a; =1 —exp (—aiél-)






HeMHOro npymepoB

PeHaepuvHr rnyouHbi




Application & Extensions



NeRF MipNeRF

O6bIyHbIN NeRF He cnpaBnseTca ¢ oby4yeHnemMm yCToOn4YmBoro K CMeHe
pa3peLueHusa npeancraBjieHNUA CLLEHbI.



a) NeRF b) Mip-NeRF

MipNeRF napameTpunayeT nHrepsasibl UHTErpnpoBaHUA No Jiy4dyy UCrnoJsib3yA

cpoyHkumm ['aycca — Integrated Positional Encoding




Mi-NeRF Ours

RefNeRF

ot — 7 he
—=X ;)‘

MipNeRF RefNeRF

N NeRF, n MipNeRF nnoxo cnpaBnsaoTcsa ¢ mogesnimpoBaHUEM OTPaXKeHUW



RefNeRF

RefNeRF yacTtnyHo pekomnoaupyet uBeT ncnosbi3ya Integrated Directional
Encoding, YTO gaeT BO3MO>XHOCTb BapbupoBaTb MaTepuasbl



Cnacub6o
3a BHumaHue!

»Xaoem punadek




