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(b) Regions

(a) Scene
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(c) Bounding volume hierarchy (tree representation)















(b) Extent tracing with subdivision

(a) Extent tracing
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(b) Block Allocation

(a) Distributed Allocation
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(b) Regions

(a) Scene
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tree — objects verses time taken
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intersections (thousands).

teapot — number of intersection tests (thousands).
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intersections (thousands).

mount — number of objects versus intersection tests (thousands).

40000+

35000

30000

25000

200004

150004

100004

5000

o bvtree
o grid
a kdtree

¢ octree

number of objects










intersection tests (thousands)-
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a. The median kd-tree

b. The space-split kd-tree
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RT(3) RT(3)

NAME
RT - A Ray Tracing library for producing raster images.

SYNOPSIS
#include <rt.h>

DESCRIPTION
RT (3)is a library of C routines for deEning and rendering scenes composed of 3-dimensional objects. Cur
rently the library produces images in MORT (3)format.
Special Requiements.

Thert library requires the routinfatal to be deEned so that it can sag errors that are werabte, from
the renderer's point of we In the simplest case this routine can be deEned agsfollo

/*
* fatal
* print out the error message andte
*/
fatal(s)
char *s;
{

printf("%s\n", s);
exit(1);

Thert library also hasdcilities for logging statistics, to allofor the testing and dalgging for nev space
partitioning schemes to accelerate the rendering procedisisiend it also needs toveathe \ariablelogfp
deEned. If thisaviable is non-NULL it is assumed to point to @id Ele and the logging results are
dumped in there at the end of the rendering.

Initialisation
A single call is required to set up the necessary function pointers to thiéborendering to takpace, as
well as setting up detilts for details such as the background colaeid of view, €c...
rendinit()

sets up the necessary structures towalioe rendering to tak gace. It should be the Erst call
made.

rendinit()

imagesize(w h)
sets the width and height (w and h) of the raster image generated by the rémdeicall can be

made agpwhere in a program before the call to render (see)eétomade. The defilt image size
is 512 by 512.

imagesize(wh)

int w, h;

Functions to DeEne Basic Objects.
sphee(x, yz r)
adds a sphere with the centre (xy)yand a radius r to the current object list.
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