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    Linguaggio di programmazione: C++ (Cpp)

                                Classe/tipologia: Vertex
            

                        Metodo/funzione: Pdf

                    
            Esempi su hotexamples.com: 2        

    

                                        {shortObject} in {lang}: {examplesCount,plural,one{1 esempio trovato. Questo è il miglior esempio reale in {lang} per {object}, estratto da progetti open source. Lo} other{{examplesCount} esempi trovati. Questi sono i migliori esempi reali in {lang} per {object}, estratti da progetti open source. Li}} puoi valutare, per aiutarci a migliorare la qualità dei nostri esempi.                                    

                                    
                                    			            
                                    

					                        

                            


                        			            
                                    
            
            
            
            
        

                                    

					    

                            
                    

    Metodi utilizzati di frequente

    
        Mostra
        Nascondi
    




            
            GetY(7)
        

                    
            GetPosition(7)
        

                    
            GetIsVisited(6)
        

                    
            GetIncidentEdge(5)
        

                    
            Y(5)
        

                    
            GetIncidentEdgesNum(5)
        

                    
            X(5)
        

                    
            addBoneAssignment(4)
        

                    
            GetNormal(4)
        

                    
            SetIsVisted(4)
        

                    
            add(4)
        

                    
            GetX(4)
        

                    
            SetParent(3)
        

                    
            IsOnSurface(3)
        

                    
            GetType(3)
        

                    
            dart(3)
        

                    
            PdfLightOrigin(3)
        

                    
            degree(3)
        

                    
            SetCoordinates(2)
        

                    
            checkCausality(2)
        

                    
            Position(2)
        

                    
            SetPos(2)
        

                    
            Normalize(2)
        

                    
            Normal(2)
        

                    
            GetZ(2)
        

                    
            Pdf(2)
        

                    
            SetZ(2)
        

                    
            SetPosition(2)
        

                    
            AddEdge(2)
        

                    
            b(2)
        

                    
            TextureCoords(2)
        

                    
            cross(2)
        

                    
            constructor(2)
        

                    
            classify(2)
        

                    
            Z(2)
        

                    
            absolute_derivative(2)
        

                    
            addAdjacent(2)
        

                    
            addEdge2(2)
        

                    
            addIngoingEdge(2)
        

                    
            addOutgoingEdge(2)
        

                    
            area(2)
        

                    
            AddChild(2)
        

                    
            deleteEdge(2)
        

                    
            GetAssignSource(2)
        

                    
            GetColor(2)
        

                    
            GetAdjacent(2)
        

                    
            GetInteraction(2)
        

                    
            GetPos(2)
        

                    
            GetParent(2)
        

                    
            GetW(1)
        

        
                

                    

        
                            
                                                        			            
                                    
            
            
            
            
        

                                    

					                    
    
        Metodi utilizzati di frequente    




            
            GetY                (7)
        

            
            GetPosition                (7)
        

            
            GetIsVisited                (6)
        

            
            GetIncidentEdge                (5)
        

            
            Y                (5)
        

            
            GetIncidentEdgesNum                (5)
        

            
            X                (5)
        

            
            addBoneAssignment                (4)
        

            
            GetNormal                (4)
        

            
            SetIsVisted                (4)
        

    

                                    			            
                                    
            
            
            
            
        

                                    

					                    
    
        Metodi utilizzati di frequente    




            
            add                (4)
        

            
            GetX                (4)
        

            
            SetParent                (3)
        

            
            IsOnSurface                (3)
        

            
            GetType                (3)
        

            
            dart                (3)
        

            
            PdfLightOrigin                (3)
        

            
            degree                (3)
        

            
            SetCoordinates                (2)
        

            
            checkCausality                (2)
        

            
            Position                (2)
        

            
            SetPos                (2)
        

            
            Normalize                (2)
        

            
            Normal                (2)
        

            
            GetZ                (2)
        

            
            Pdf                (2)
        

            
            SetZ                (2)
        

            
            SetPosition                (2)
        

            
            AddEdge                (2)
        

            
            b                (2)
        

    

                                    			            
                                    

					                    
    
        Metodi utilizzati di frequente    




            
            Position                (2)
        

            
            SetPos                (2)
        

            
            Normalize                (2)
        

            
            Normal                (2)
        

            
            GetZ                (2)
        

            
            Pdf                (2)
        

            
            SetZ                (2)
        

            
            SetPosition                (2)
        

            
            AddEdge                (2)
        

            
            b                (2)
        

            
            TextureCoords                (2)
        

            
            cross                (2)
        

            
            constructor                (2)
        

            
            classify                (2)
        

            
            Z                (2)
        

            
            absolute_derivative                (2)
        

            
            addAdjacent                (2)
        

            
            addEdge2                (2)
        

            
            addIngoingEdge                (2)
        

            
            addOutgoingEdge                (2)
        

            
            area                (2)
        

            
            AddChild                (2)
        

            
            deleteEdge                (2)
        

            
            GetAssignSource                (2)
        

            
            GetColor                (2)
        

            
            GetAdjacent                (2)
        

            
            GetInteraction                (2)
        

            
            GetPos                (2)
        

            
            GetParent                (2)
        

            
            GetW                (1)
        

    

                                    			            
                                    

					                    
    
        Metodi utilizzati di frequente    




            
            TextureCoords                (2)
        

            
            cross                (2)
        

            
            constructor                (2)
        

            
            classify                (2)
        

            
            Z                (2)
        

            
            absolute_derivative                (2)
        

            
            addAdjacent                (2)
        

            
            addEdge2                (2)
        

            
            addIngoingEdge                (2)
        

            
            addOutgoingEdge                (2)
        

            
            area                (2)
        

            
            AddChild                (2)
        

            
            deleteEdge                (2)
        

            
            GetAssignSource                (2)
        

            
            GetColor                (2)
        

            
            GetAdjacent                (2)
        

            
            GetInteraction                (2)
        

            
            GetPos                (2)
        

            
            GetParent                (2)
        

            
            GetW                (1)
        

            
            attach                (1)
        

            
            are_neighbors_colored                (1)
        

            
            angleIsConvex                (1)
        

            
            add_neighbor                (1)
        

            
            addVehicle                (1)
        

            
            addVector3                (1)
        

            
            addPeople                (1)
        

            
            addObserver                (1)
        

            
            addOddData                (1)
        

            
            avg_normal                (1)
        

            
            addNormal                (1)
        

            
            addNeighbour                (1)
        

            
            addNeighbor                (1)
        

            
            GetChildrenNum                (1)
        

            
            addInEdge                (1)
        

            
            addEdgeTo                (1)
        

            
            addEdge1                (1)
        

            
            attributes                (1)
        

            
            base                (1)
        

            
            FindMinOutcomeArch                (1)
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                Mostra file
            

            
                                    
                        File:
                        bdpt.cpp
                    
                                
                                            Progetto:
                                        acrlakshman/pbrt-v3
                
            

        

    

    
        
            Float MISWeight(const Scene &scene, Vertex *lightSubpath, Vertex *cameraSubpath,
                Vertex &sampled, int s, int t, const Distribution1D &lightPdf) {
    if (s + t == 2) return 1.0f;
    Float sum = 0.f;
    // Determine connection vertices
    Vertex *qs = s > 0 ? &lightSubpath[s - 1] : nullptr,
           *pt = t > 0 ? &cameraSubpath[t - 1] : nullptr,
           *qsMinus = s > 1 ? &lightSubpath[s - 2] : nullptr,
           *ptMinus = t > 1 ? &cameraSubpath[t - 2] : nullptr;

    // Temporarily update vertex properties for current strategy
    ScopedAssign<Vertex> s0;
    ScopedAssign<bool> s1, s2;
    ScopedAssign<Float> s3, s4, s5, s6;
    if (s == 1 || t == 1)
        s0 = ScopedAssign<Vertex>((s == 1) ? qs : pt, sampled);
    if (qs) {
        s1 = ScopedAssign<bool>(&qs->delta, false),
        s3 = ScopedAssign<Float>(&qs->pdfRev, pt->Pdf(scene, ptMinus, *qs));
    }
    if (qsMinus)
        s5 =
            ScopedAssign<Float>(&qsMinus->pdfRev, qs->Pdf(scene, pt, *qsMinus));
    if (pt) {
        s2 = ScopedAssign<bool>(&pt->delta, false);
        s4 = ScopedAssign<Float>(
            &pt->pdfRev, s > 0 ? qs->Pdf(scene, qsMinus, *pt)
                               : pt->PdfLightOrigin(scene, *ptMinus, lightPdf));
    }
    if (ptMinus)
        s6 = ScopedAssign<Float>(&ptMinus->pdfRev,
                                 s > 0 ? pt->Pdf(scene, qs, *ptMinus)
                                       : pt->PdfLight(scene, *ptMinus));

    // Consider hypothetical connection strategies along the camera subpath
    auto p = [](float f) -> float { return f != 0 ? f : 1.0f; };
    Float ratio = 1.0f;
    for (int i = t - 1; i > 0; --i) {
        ratio *= p(cameraSubpath[i].pdfRev) / p(cameraSubpath[i].pdfFwd);
        if (!cameraSubpath[i].delta && !cameraSubpath[i - 1].delta)
            sum += ratio;
    }

    // Consider hypothetical connection strategies along the light subpath
    ratio = 1.0f;
    for (int i = s - 1; i >= 0; --i) {
        ratio *= p(lightSubpath[i].pdfRev) / p(lightSubpath[i].pdfFwd);
        bool delta_lightvertex =
            i > 0 ? lightSubpath[i - 1].delta : lightSubpath[0].IsDeltaLight();
        if (!lightSubpath[i].delta && !delta_lightvertex) sum += ratio;
    }
    return 1.f / (1.f + sum);
}

        

    


                        			            
                                    
            
            
            
            
        

                                    

					                            

    
        
            Esempio n. 2
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                Mostra file
            

            
                                    
                        File:
                        bdpt.cpp
                    
                                
                                            Progetto:
                                        wjakob/pbrt-v3
                
            

        

    

    
        
            Float MISWeight(const Scene &scene, Vertex *lightVertices,
                Vertex *cameraVertices, Vertex &sampled, int s, int t,
                const Distribution1D &lightPdf,
                const std::unordered_map<const Light *, size_t> &lightToIndex) {
    if (s + t == 2) return 1;
    Float sumRi = 0;
    // Define helper function _remap0_ that deals with Dirac delta functions
    auto remap0 = [](Float f) -> Float { return f != 0 ? f : 1; };

    // Temporarily update vertex properties for current strategy

    // Look up connection vertices and their predecessors
    Vertex *qs = s > 0 ? &lightVertices[s - 1] : nullptr,
           *pt = t > 0 ? &cameraVertices[t - 1] : nullptr,
           *qsMinus = s > 1 ? &lightVertices[s - 2] : nullptr,
           *ptMinus = t > 1 ? &cameraVertices[t - 2] : nullptr;

    // Update sampled vertex for $s=1$ or $t=1$ strategy
    ScopedAssignment<Vertex> a1;
    if (s == 1)
        a1 = {qs, sampled};
    else if (t == 1)
        a1 = {pt, sampled};

    // Mark connection vertices as non-degenerate
    ScopedAssignment<bool> a2, a3;
    if (pt) a2 = {&pt->delta, false};
    if (qs) a3 = {&qs->delta, false};

    // Update reverse density of vertex $\pt{}_{t-1}$
    ScopedAssignment<Float> a4;
    if (pt)
        a4 = {&pt->pdfRev, s > 0 ? qs->Pdf(scene, qsMinus, *pt)
                                 : pt->PdfLightOrigin(scene, *ptMinus, lightPdf,
                                                      lightToIndex)};

    // Update reverse density of vertex $\pt{}_{t-2}$
    ScopedAssignment<Float> a5;
    if (ptMinus)
        a5 = {&ptMinus->pdfRev, s > 0 ? pt->Pdf(scene, qs, *ptMinus)
                                      : pt->PdfLight(scene, *ptMinus)};

    // Update reverse density of vertices $\pq{}_{s-1}$ and $\pq{}_{s-2}$
    ScopedAssignment<Float> a6;
    if (qs) a6 = {&qs->pdfRev, pt->Pdf(scene, ptMinus, *qs)};
    ScopedAssignment<Float> a7;
    if (qsMinus) a7 = {&qsMinus->pdfRev, qs->Pdf(scene, pt, *qsMinus)};

    // Consider hypothetical connection strategies along the camera subpath
    Float ri = 1;
    for (int i = t - 1; i > 0; --i) {
        ri *=
            remap0(cameraVertices[i].pdfRev) / remap0(cameraVertices[i].pdfFwd);
        if (!cameraVertices[i].delta && !cameraVertices[i - 1].delta)
            sumRi += ri;
    }

    // Consider hypothetical connection strategies along the light subpath
    ri = 1;
    for (int i = s - 1; i >= 0; --i) {
        ri *= remap0(lightVertices[i].pdfRev) / remap0(lightVertices[i].pdfFwd);
        bool deltaLightvertex = i > 0 ? lightVertices[i - 1].delta
                                      : lightVertices[0].IsDeltaLight();
        if (!lightVertices[i].delta && !deltaLightvertex) sumRi += ri;
    }
    return 1 / (1 + sumRi);
}
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