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The OptiX Engine

A General Purpose Ray Tracing API
Rendering, baking, collision detection, A.I. queries, etc.

Modern shader-centric, stateless and bindlessdesign

Is not a renderer but can implement many types of renderers

Highly Programmable
Shading with arbitrary ray payloads

Ray generation/framebufferoperations (cameras, data unpacking, etc.)

Programmable intersection (triangles, NURBS, implicit surfaces, etc.)

Easy to Program
Write single ray code (no exposed ray packets)

No need to rewrite programs to target different hardware

Acceleration structures are abstracted by the API



Programmable Operations

Rasterization

Fragment

Vertex

Geometry

Ray Tracing

Closest Hit

Any Hit

Intersection

Selector

Ray Generation

Miss

Exception

The ensemble of programs defines the rendering algorithm

(or collision detection algorithm, or sound propagation algorithm, etc.)



Entry Points

Ray Processing

Traversal

Host

Ray Generation Program

Intersection Program

Any Hit Program

Closest Hit Program

Selector Visit Program

rtTrace()

Miss Program

Exception Program

Buffers

Texture Samplers

Variables


