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AGENDA

OptiX Overview

Programming with OptiX

New Example Applications

Motion Blur

DL Denoiser
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OptiX

High-level GPU accelerated ray-casting API

C-API to setup scene and data

Multiple program domains and per ray payload 
under developer's control

Flexible single ray programming model

Supports multi -GPU and NVLINK

Develop "to the algorithm"

https://developer.nvidia.com/optix

NVIDIA GPU Ray Casting API

volume scattering and dispersion

hair intersection and shading

https://developer.nvidia.com/optix
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Programming with OptiX

Windows, Linux, Mac OS

NVIDIA GPU (Kepler, Maxwell, Pascal, Volta)

Display Driver supporting CUDA 9.0

OptiX SDK

CUDA Toolkit

Host compiler supported by the CUDA Toolkit

Prerequisites
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OptiX Program Domains
Developer controls the algorithm via CUDA C++ programs

RayGeneration

Intersection

BoundingBox

ClosestHit

Miss

AnyHit

Exception

* per entry point 

* per geometric primitive type 

* per ray type 
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Acceleration Structures
Bounding Volume Hierarchy (BVH)
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OptiX Scene Hierarchy
OptiX C-API to create and connect scene data

GeometryGroup

GeometryInstance

Geometry

Material

Acceleration

ClosestHit

AnyHit

BoundingBox

Intersection
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OptiX Scene Hierarchy
Instancing Sub-Trees

GeometryGroup

GeometryInstance

Geometry

Material

Acceleration

Transform Transform

Group

...

Acceleration
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OptiX Scene Hierarchy
Acceleration Structure Sharing

GeometryGroup

GeometryInstance

Geometry

Material A

Acceleration

Transform Transform

Group

GeometryGroup

GeometryInstance Material B

Acceleration
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