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Sparse Voxel Octree (SVO) 2 —#ER ASEHERG O EHEH L&
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1. @

Sparse Voxel Octree (SVO) [2,3,5, 6] AR AFHER G R — T HEH
AR MRV AT Kt H X -4 2010 4 Laine £ Karras [5, 6]42 # &5
#1 & #} & 4 Efficient Sparse Voxel Octrees (ESVO)» ££ 8 2k L #7749 82 69 85 B B 3R,
TEREMNBES ABEFEHNANRI BB ELRE - N EHR— B SVOHRTE—
HrFf] c BAAA SVO Bieh—1B4RE > BA—RERSASHES TP Bk
BRENEZ SVOBMUREMBM T %S > AILAR SVOBEHREAESHEFE
Mo EBES R T oM@ e Ee SVOB — BN ERY R —BE 234 - sk
RWXEZEMNMALAGHEGZ T HEASVORMER S EE B8 — B EESVO
HoBRREABBIERAELERER -

B RGETERAN—BAGZE—RAHEERELNERE AR ER
Y o EE—RSVOR > wRIAFEZGEHYE  REEEE S
MEE—R SVO £ » ARAERERGT > FRFMHFAL Y —EHEH SVO #t
BPT « AARIXT > AMEAREERELR HNERLAAERELZLZ - B
HEHARBEAHNBEZAZT AEEASZARAMHRERZ AT > BitEEpe
WERMEZRATHRENEREZZY > T —BEL&TEBLEHE > RATUE —1E
4X4 JE R ARk g > B2 B model view M - & X #4582 model
view 45 B M> M P 2552 B 3f EAZ 2 AR A E 2 — 25 (34 homogeneous coordinates
Ol&F B AAE—E4x 1JER) M -PEPAPBAYRER L2 EZME » K
XHFERNGEGFAFOBEERERAPUTBRERES » B LM
TLEATES  EAHMEGEEAM (R —4x 4561) > BB A Y E2
model view 4£F M B M AM' -M > 2 EMEER M BP R ZMBMK LI ELS A
BEYRERANBRER BT RHERELZL2BAREHNERLAZBIRE
mAM™ (AL M MRER)  BEBEMEM 1AL B EAZ A B R EAE A
BIREAZNER -

F A X P #/9:E A Z-buffer ¥ Shadow Z-buffer 93435 > 2 —EHFBE XK
HERGRGET R KEERERATHASIRERGREEBRDERELEHK
RETHR  EETHAFTRIRRGAOHE  SREINANERZELT > S
6) SVO B X8 - bR ER B FAMBEGMEETEZAHHEY SVOH# - RE
2 Bp 8% § #7340 88 89 model view 4 -

WX AR T E S RARMAR B RARMGRE T %
EEFOHRATRER RE AR LHRALHALRREYE -



2. BMARRE

2.1 Sparse Voxel Octrees

Sparse Voxel Octrees (SVO) [2,3, 5, 6] % —##H ik &4 » I E @M & R —
1B Voxel &L A2 & » stVoxel#s & 7 — 18 87 25 » 347 5] R AR HHE R AME F 85 25 R 4 5]
HELMBHEN REUNBRAFA S TE BSARBEAEFZENELE
# level-of-detail45 1+ - ¥ R 2R E B A EH KA - & F 419874 dy Amanatides #1
Woo [1]48 #f —#& Voxeli& #¢ 7k - 1% 4£2006F g Knoll ~ Wald ~ Parker $2Hansen [4]
P4 i 69 — #8 Al A Octree & 4 69 R SR 8 3¢ » b H H FAMKD-Treet3g £ H K » #1 A
TR SeES > REAMPHBECERER > CHFERESBNGPUEE -

20094 & Crassin ~ Neytet ~ Lefebvre #1Eise [3]% A 3% & T £ GPU L £t Voxel
AR R R R M E B R O M ACPURGPUZ M g Bk £ 22 -

20104 & Laine £ Karras [5 , 6]77 3% i &4 Efficient Sparse Voxel Octrees (ESVO) »
F R B ARGSVO o 0 fF — 1 Voxel F 6945 A 85 Br (surface) » ReEfF &L %
Fi dbVoxel P # A 85 B 2 P47 @ (bounding plane) » FF MAESVO& 224 F € 4 & 2
NARGFZAMNOEL  EEBORGREEMRIITRE - B4 CLAAR TR
HMARARBEFENELEBERE) — % - RERBRLGEREAEGPULER
CUDA[7] T RMC-FATEE > RE ML > LB EARIFARRK -

HHEREH 57 MASVOSZH K » @K 20104 LainefoKarras [5, 6]
3 b M Fslice-based#y 4 # % - #£2014F Baert ~ Lagae#iDutré [2]$24£2015%
Patzold#2Kolb [8]% 3 42 i out-of-coredy 77 ik Ar L& A A MR &y B8 A 2L BBt
REHSVORE » (25 H R BRI EG F eSVOREME -

2.2 Z-Buffer

Z-buffer [9, 10, 2EBEA A —EA R RERBLBRBREHERBEREL X
CHRERARFGASZIRBO LA —RIBER (BAREZAE) HBEAR
BoElRE H4eBEHBR B ITAEIANERBEMAR THRATAE LS
—HREASEATEAENEL R HE > HAXBREABREIRETLE %
PoBAaAEEE (AR ARSRTHBERAINEE BAHREYOREMA
(RABHZRE) FAZ-buffer B H A B E —BREARBEREFAT LE 0K
Bl BRBRBZRER RLBRSETE— S SWERAFBRVIBERAE T
AHERBEBRNE—HBOFEL  BARREFEBAALTEREATAHEKRNZ
REEMLEE BAOFEGTR - 2RERFPZEBE—RRTHEREMEN BT
BREBAAEEIDIE EAR MG c A TREZXRER  IrT 2R3DG % P4h i
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BB AR R - TAZbuffert) X EM AR TR EAATHLEREELEE
BR)FBEEGORAR EEERBRGEORRE SR EREENY T L HRSE
Z-buffert) /& Fl AR kAR LB T

2.3Shadow Z-Buffer

Shadow Z- buffer [12]&) R E fuZ-buffer— 4% » R & &I X IRAL B & AFEREE
B ARBAVBRNE  BFRAKBRZAT A — TRE # 69 & 4% Shadow Z-bufferi &
& (M Z-buffer REXR) - AW ARARZAEF —BEFH T & ERFEM
ZbufferREZZ M ZRE) MBI ALRABRFIRE  AREHRIZHEEH
Shadow Z-buffer;R & £ 694 — 4% > KRR E =48 5 L& — % % #Shadow Z-buffer
EEE LR b — 8 H B - T Shadow Z-bufferiE & & L5 — R L2118 2 48 e iR AL
ERH ARG BEBAHEZARYBREATHR PO ThiT L
Pt gEEE 5T LA A A i2 5k Shadow Z-bufferiE E 2 2 A A E P —RELAFTARL Y
B o MRS H ARG AEAMED 0T tEH B LR IESR R T AN KB A
Shadow Z-bufferif B & PHBHE O FEE WwREANNRALBALRSE T
Rz RILERERHE
2.4 76 48 36 3¢

#. %% i& 3¢ (Ray Tracing) % — # i 4% 89 F 7% > & 7 & Whitted [11]4£1980 442 1 »
HRFZATA — Y REREIMET) BREAE - RAEERT o4
B rBAEE—HRELRAEH —BAHESE LG —E1% & (pixel)r LB BHELHES
PEE—GEWBEE BLBY  REBHHALSFGEIFMEEARBRT L2
Frof—RE  RBLRAKZIIBDGZFHE —BME - DREBFE-—AL
FEBIME—%  ARBLAAZRI AHLBLEMERTE - 42 FE3DYH
HE AEATREKME -—BALLEHRHRA H R (R HBEH T REARE
FRRETHRE EMFERFLEEARKTIGLARN S —BREMHAECHLRR
Seh R oo BRI E T E RS ST 4T 8920 R[9] -

3. BRIy ik

WX FRMER SVOMASH RIS ZRRETAANPFERODEIRELELR

Wiéﬁ SVOBEZRANMERAZARKENBES S NGB EHREL

TEMBESZTERSEMEZMEEY SVO B AARAERS T » R EHR

4%7%%»\ FRARI—RSVOBHERLT  RTURBAHEFZTHEHER
WEMRBABHR » RAOAFTEZTHELT &8 P 4L -



3.1 Bk

B SVO BT A M eh B F A5 F B4 L& X B F level-of-detail 4%
Mo BRAETREREGEFATHESY > R 224 3D 3 SVO ¥ed E
M AARX Y ENEEHES T BLALID HBEELES £ 4
WXTREFRFHAREES  FAHFLIDHE —FHRTEHERZ—E SVO # -
AP BF R & - PR R L AR B IERZ XL YL Z)Z REHBEERN THE
BATHIE > OO FHIERARES U4 x HER M EE > AABHERFZHR
BEAR 2 (Xw, YW, Zw) ¥ St R R 45458 B 42— BEP(X, Yy, Z1, 1) (24 homogeneous
coordinates &%) &M PX A HEANYREZ AT KIABER M AUHE 2
model view £ - SHB AR ERZ AT U — L EH o FHRrE > LEq
BERUM XL AR EEATZHHEEAATN  RLEHAELHNEEZZ T
Z 5 —2P(X, Y, Z,1) » &M’ -M-PiEH 14153 -

f&— 48 2 % & #HHE model view £/ M AM' - M(BFM = M'- M) > £Li%
B E A HEE > HEHERBRZAM > EIEHEE model view £ M 4
M"-Modogb— R fE—HE LM RERZ P2 HBALN T MR E S E
2EEZBPXL YL ZL 1) EREM PHEMEE - AHRBEEZZ PO RBREME
% E(Ex, Ey,Ez, D ER&EF @ AV(Vx, Vy, Vz,0) » £AK T @ TE B T T A&
HREZATRFAKL T QA BE AU TG FRELE E ARG TG V
BHRINBNEEZATREEHREFI GV - EFE = M1 -E>V =M1V (g
M~ EMERYRIER) H T EE BV AL T G EHERZ L FUE A
VARKT S FBHBEAZEP PAAYRAERAPAR O LBZHRE
#BAEM-P -

FERBXF  RIELHEEAZ LR PIHA LM T slice-based SVO #4745, 6]
HE—BEER R SVOB AR A REZAYRBEUEESAAEARET GV AT
FAXBOHE  TRKEFBEZANBRELEEARK I VEBEANERA T
M 3iF8E' @V s RgmBE2RG YAV EE —44s > KA 3DBEAE—
BREP AL B EM - PRXBIREEAYRERZ YRBEARKYT G V FAE 2|
Z B AR o

32 R @&

FE AR X P IS @ £ o) R AR BREM Z-buffer ik B E— A R ER
AP HLHEY Zbuffer RERM—— 0406 MF2REMRER(FEHE ZBT R
B&) REBRGEEAEBREEREER -

HRAERBXPHE—HBELHNER R PEMBT R SVO 8t E574 —48
Y fTiES 24 x 4 model view B M B 3 A B ER A2 P Y REAN L GiEE
MmBAERERZL5 R T - HRITESRER A T2 Z-buffer FE & -
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F P9 &4 Bk HR A S 4R 36 #e (ray tracing) R I 4 X, 0 K ERES ML & E 4255 — pixel A
ZERMMERT @A V 5L HbARBEMBRE B B ELIRAR
Bt E E 9358k - By 3% pixel #9REME > AL SVO B RAFAE B ER A
o B pos SRS R EE A B B A RO 61 V B B34 A 4R 8 47 #8442 model view
ER M RIEANERL THREMEE a8 eV 2+ E = M-1-E@V =
M-V (MTIR M ERYRER)  BETHEME Ates  VHEKT R4
BREONERZA TR SR PP B8E 1 B e B8 B 2 F/F 693 pixel
PRt B2 ZBT AR T HBAAGREME -

B R A A F 6T B L Z-buffer JRE & ZBT » #§Aess ey ZBT RERXAF &
FER > BRESGETE Bz Zbuffer REA T AHARB ZIBT RELA T
ERIBEERTH R E S ML A% 2 2% 4 bounding box & 8 A % pixel iE
B 4o dbBRRE R KFEREERI B R - B 1 AT -

EH ( & Atk

EHMwE
Bl mERMEEANNYEESE -

3.3 Shadow Z-Buffer

WRAZRIBTREANE  EHRERAERBERD  AREAPKE £
A#HX P EE— 1 Shadow Z-buffer FE A (fi#% SZBT RER) ARG H AL
HARAEEZLZTIRARMLEETERBHEMLE  REBERBEF% IR KESHAEF
Z Z-buffer RE & » bR RAKMAE L X SZBT RE & ©



3.4 B Kk

WAE—@REMT  MAEYBAESRERA LAFLY  ZEHEHORGA
a@mERELYRR REAA ZBT RE XS SZBT RAE L » K5 ZBT RE X
PE-MHBEERZ pixel B ATEBRYE > AMELT -

BB ZBT RE AR EE

For each pixel Py {
1. #WZBTREAVRIIPHELHRELZAFPHR
BR.B% A7 & %) 2 26 B.4% % 2| pixel P
2, P RMELEERIPEREISIBTREELRF
AR T A7 2R FE A depth ;
3. if PEsmiiRmE L gEEE > depth
then }% pixel Pr £ 2;/P REREE
h

EE-BMERLRENS AR B2 BERNE—EEHMEY
model view 451 M » & 40518 € B8 T — 65 f @ AT E S (B KB
T) BEE—HETESHEEZEM B £ #E 4 model view £ M HM' - M -
BEFHEM IBT REARSIBT REL BT T %M E DAL TR -
A& AT B AR AR R4k iAo T G

BN BB T &

1. $B8— WML RHMERLZEIT—# SVO #t

2. Aedsib81E 4 52 49 model view 4EFE ;

3. For each £418%5f do
3.1 #5184 5% 89 model view 4 ;
3.2 stEHEMEEy Z-buffer R E & 5 /3 B RGEHIE R R
3.3 44K Z-buffer RE £ A— 18 ZBT ZRE %
3.4 3+ E 51842 ¢y Shadow Z-buffer i & & © /3 & B4R B Tk 7R
3.5 44tF7 %4 Shadow Z-buffer & & & i % — 18 SZBT R E & |
3.6 5 IBT REARYE  RBRTAREEZ pixel BEE
37T W ZBT RELXAREZHNER S

4., End ; //For




35 REFHERNEHA

TREEHHOMBRALEMEBHFLERNES -2 F R LM, My, M;,
o BATR2ERATGLAEEHFORR(WE 2) ARERMHILE DAL
BF o 4t bE RS 0 LBABHANEA S BER R TR ETRE - RibEEER
WHALE » LA MM B ER S B AM AL ES LA TR - SVO# - £
REFEZRAINGHEEELN  RERAEAMHEY SVO £ EREHNE—HRE
model view £ 2 F — 18 °

2 THRESHEH MR



4. XWER
4.1 KREHR

Je AR F AR R 89 B B3R 15 B CPU ! Intel Core(TM)2 Quad CPU Q6600
GPU : NVIDIA GeForce GTX 750 Ti © RAM : DDR3 2G*2 » OS : Windows 7
Ultimate 64Bit - B4 3 & % Visual Studio 2010 E A2 X3B T4 C £ &%
# B 2 1920%1080 (Pixels) @ 45 & R4 —EHZ KR -

42 KR

EARXFHEREZERZEIRFAAETEAN ZNHEG R AL > Bt
BPOERAKRFILBARHETAHHFELE EMEE 3 HRF FPS ( frames per
second )E# » REEAMAHTRER - EARAXTEA 2 ) REHE(E F o
AN AP B AGETHAZAR 16978 K > TAS 41823 18 > #42 B A4
SOMBEREH M H- X BUTHAE=A K 2040 ;- TAEs 1248 18 »
i BiAg = A A 10200004 # 2040x50) B > T8 2E 62400(£ # 1248 x50)
18 M RRX T TR RIS ERMB(EASHEABNEBYKRE L
137 10 e ETRRE-FTRETRER » LRA SVO 8y & #48
R0 MZARHAETLTEENROBEN MM E2RAFARLY
FHRALABAR -

& 1 TR
% 4% ad A D
(£ 50 Bz gL %)
ZAR#E 16978 2040/ 518 & %
TAZ: 3 B 1248/45-18 % %
etk R




BER—DHNBA—EHBAN—EHE B M AZIFEEHESHE
MAiE B R A EKEHEeIDE - HNWB ARG i8S ME A B8 B 48T ik
TP e > PR T TAE BRI T UAE N T ARER > RERY
BOEY - TR SGREIBIRTE—YRARE -2 HBBH ALY FPS £ -
EATRTY B AV=ZARA 16978 B » THER A 41823 8 » RAR R B T
BREBERZFPSHH16202 K- mmiEB A¥EA SOE:EE e Sy e e
ZAR#HHE 102000 5 - TEEEHEA 62400 18 ° RE XA HEAMA L EEEHE SVO
BHE > BRERETDERZ FPS /4 18~22 2/ - MIN S E LB R RIS > &K
P FETRELBRGAE > 2B 3 Ax -

(g A (2Q)# % B

FR_BAREADEBAF—EHNEB HEFH —H4hE A Til#iFEHE
B A EHBEARZHLERE MHEBRAA GERIEHES  TEHTH
fedd o Bl FHERREHE AM=A R L4 33956 K » TREERF 83646 18
BHBBERA SOBEHEHEHEEHE = A A L4 102000 4 > TAE £ 4 62400
B> FREFEDEHAZIPS NN 10~13 20 - B 4 2R FTH =4 F B ayReE 4
EAMBMGBELR Wl 5 2ATHR_DBAREOFEHBRASY B AR
HAMERH TR -
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FREZBALEDE A5 EBHBEAN—RAHE B 5EFTH —EHE A
TUEITERES  HTHHBEALBLKE OB BRAAGEEIEH:ES
TUZHFRARR- TR FEANZOSNEHBAG=ZA LA 101868 /-
TREL B A 250938 18 - $14m88 B(#EA SO B4 &HEesEmad)s =4 5 102000
BAFoTEEE 62400 18 - EHERHETERZFPS AN 58 20 B 6 ZHM KRR

(1) )

)
6 Ko =3 X%

TRmuBA+ESE OGS EHBA—EHHEBARAR  Hx T4 — @
AR ATLGEATAMES) > FI T o8 AR A LIKE > MmihHE B A% s Rix
FES TAEH FHARB-TROGFTPHABMBAN=A R & 152802 ) >
TREEA A 376407 18- f14h %8 B(A#A SO B2 G HiEay & i)y = A h 102000
hA0TAZE 62400 18 - BEMEREIBMERZ FPS At 5~6 21> B 7 ZREHRWHK
FEARBREMANREZER -
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3) (4)

4.3 5

HABXHERERER(WR 2 HF) B ENHEHEL S (B Faik=
ARR%) Z@ERAFPSETH > FEAGZFTAMRESHFOMHE AT
BELEEHAE —EREEH  ERARGXETHRT  CRAEEBBREERELY2
R LAREATERAIN BT —BESVOR#MET -
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R2ETWMER

L T— T = K5 = T
e T T '
ZfEE e LE# A B4 4
4 54 31 — B4 — B4 4
(R{E4EE A (B4 E A (ALfEshsE A
= (4h 8t A) (482 B)
— B4 g B) —1{B 442 B) — {8455 B)
R
AR 3 16978 102000 135956 203868 254802
_E?‘
FPS 10-13 5-8 5-6
WHE

EABXT REAEEE e Zbuffer REX > &MARFA DB
Z-buffer FE AR B KA Zbuffer REAUNREBREER > LS — e
Zbuffer REREHE A AKERED, IRF > A3 EERETRZIT/H > Bk
#, > f£ K4%F Shadow Z-buffer EE AU R E AL U F 82 L BN - B
HHESETHERMANBHIL S > AABHREE -

5. A ARRY

SVO BIEZRANMEGFE —WAABESZ  HNHRGREAEE TELE
SVOBIRBEEGZES HEFEZSVORMM T » RRAFHALAY - AR H
XF o BffeE—EHBELH R EHLESLLATMEIHNZEZ—ESVO #t > MEE
Y B8 4. 18 5] & model view 4EMEE T oo TR BN BIZZRAMRER L FURE
HEATHME WL FHE > B 5 HE model view M= BP T » lEEE £3& SVO
B R M 32 AL (R 3R R o A A 38 3L 69 45 14 0 Z-buffer #v Shadow Z-buffer &y R 22 -
B RGZFTETURENREEADEIRALLERTRE -

LEEBEGEFT  fAOREFTEERREA A MBEELEL ZM  £— > SVO
Bt EEFEYEE £ = 4R %18 Z-buffer JE & £ 41 # £ Shadow Z-buffer
REABEBMOGE N BAEHESEY  SRARIETIT £= 0 £
ABBREANRE - ATROAR  —ROBAEGESZHEHACARE
ARE > A A SVO #HEHF R E3m % B ML AA level-of-detail 4514 54648 &% >
X ERGREORAR—FTLFH -
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A Rendering Method Using

Sparse Voxel Octrees in Dynamic Scenes

Tsong-Wei Huang and Chin-Ho Cheng

Department of Computer Science and Information Engineering
Fu Jen Catholic University
New Taipei City, Taiwan 24205, R.O.C.

Abstract

Sparse Voxel Octrees (SVOs) are used as the representations of large static scenes. SVO
has simple structure and level-of-detail information. So, rendering a large static scene
with SVO representation becomes time efficient. But if we consider the dynamic scenes
with SVO representation, then we have to reconstruct the SVO in response to the object
movement in the scene. Its time is inefficient. In this paper, we propose a simple
rendering method for objects with SVO representation in dynamic scenes. Our method
avoids regular reconstruction of object’s SVO. By using the techniques of Z-buffer and
Shadow z-buffer, we render the scene with hidden-surface removal and shadow effect.

Experimental results show that our method is correct and that implementation is easy.

Keywords: Sparse Voxel Octree, Dynamic Scene, Rendering, Hidden-Surface Removal,
Shadow
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