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Physically Based Rendering, Second Edition, describes both the mathematical
theory behind a modern photorealistic rendering system as well as its practical
implementation.

A method known as literate programming combines human-readable
documentation and source code into a single reference that is specifically
designed to aid comprehension. The result is a stunning achievement in graphics
education. Through the ideas and software in this book, you will learn to design
and employ a full-featured rendering system for creating stunning imagery.

This new edition greatly refines its best-selling predecessor by streamlining all
obsolete code as well as adding sections on parallel rendering and system design;
animating transformations; multispectral rendering; realistic lens systems; blue
noise and adaptive sampling patterns and reconstruction; measured BRDFs; and
instant global illumination, as well as subsurface and multiple-scattering
integrators.

These updates reflect the current state-of-the-art technology, and along with the
lucid pairing of text and code, ensure the book's leading position as a reference
text for those working with images, whether it is for film, video, photography,
digital design, visualization, or gaming.

The book that won its authors a 2014 Academy Award for Scientific and●

Technical Achievement from the Academy of Motion Picture Arts and
Sciences
New sections on subsurface scattering, Metropolis light transport, precomputed●

light transport, multispectral rendering, and much more
Includes a companion site complete with source code for the rendering system●

described in the book, with support for Windows, OS X, and Linux: visit
www.pbrt.org
Code and text are tightly woven together through a unique indexing feature that●

lists each function, variable, and method on the page that they are first
described
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Editorial Review

Review

"Physically Based Rendering is a terrific book. It covers all the marvelous math, fascinating physics,
practical software engineering, and clever tricks that are necessary to write a state-of-the-art photorealistic
renderer. All of these topics are dealt with in a clear and pedagogical manner without omitting the all-
important practical details."--Per Christensen Senior Software Developer, RenderMan Products Pixar
Animation Studios

"Intended for graduate or advanced undergraduate students in a computer graphics course, this large
volume provides a comprehensive examination of complex rendering algorithms and demonstrates, through
detailed examination of source code and example projects, the practical development and application of
cutting edge image creation and processing software. This second edition is updated to reflect current
technologies and contains updated information on relevant recent hardware improvements such as advanced
multi-core processors as well as an increased focus on production graphics techniques. The text includes
numerous illustrations, code examples, and formulas as well as recommendations for further reading and
chapter exercises. Pharr is a principle engineer for Intel and Humphreys is an engineer for NVIDIA and a
former professor of computer science at the University of Virginia."--SciTech Book News

"Pharr and Humphreys’ textbook is beautifully typeset, thoroughly indexed, unendingly cross-referenced,
extensively illustrated, and printed in full color. Given its unconventional preparation style, this textbook
stands out because of its descriptions of the tradeoffs involved in developing a complete working renderer.
Although somewhat verbose at times, the discussions of design tradeoffs and performance considerations are
an excellent complement to the more traditional coverage of the theory behind photorealistic rendering. C++
idioms sometimes get in the way of more elegant solutions, but their use is always reasonably justified. If
you are just looking for a general introduction to image synthesis and rendering, standard graphics textbooks
[2] might fit the bill; however, if you intend to develop your own renderer or try out new ideas, this textbook
provides an excellent starting point."--Computing Reviews.com

From the Back Cover

Physically Based Rendering, 2nd Edition describes both the mathematical theory behind a modern
photorealistic rendering system as well as its practical implementation. A method - known as 'literate
programming'- combines human-readable documentation and source code into a single reference that is
specifically designed to aid comprehension. The result is a stunning achievement in graphics education.
Through the ideas and software in this book, you will learn to design and employ a full-featured rendering
system for creating stunning imagery.

About the Author
Matt Pharr is a Software Engineer at Google. He previously co-founded Neoptica, which was acquired by
Intel, and co-founded Exluna, which was acquired by NVIDIA. He has a B.S. degree from Yale and a Ph.D.
from the Stanford Graphics Lab, where he worked under the supervision of Pat Hanrahan.



Greg Humphreys is Director of Engineering at FanDuel, having previously worked on the Chrome graphics
team at Google and the OptiX GPU raytracing engine at NVIDIA. Before that, he was a professor of
Computer Science at the University of Virginia, where he conducted research in both high performance and
physically based computer graphics, as well as computer architecture and visualization. Greg has a B.S.E.
degree from Princeton, and a Ph.D. in Computer Science from Stanford under the supervision of Pat
Hanrahan. When he's not tracing rays, Greg can usually be found playing tournament bridge.

Users Review

From reader reviews:

Todd Jacobs:

What do you with regards to book? It is not important along with you? Or just adding material when you
want something to explain what your own problem? How about your free time? Or are you busy man or
woman? If you don't have spare time to accomplish others business, it is gives you the sense of being bored
faster. And you have extra time? What did you do? Every individual has many questions above. They need
to answer that question since just their can do that will. It said that about publication. Book is familiar on
every person. Yes, it is correct. Because start from on pre-school until university need this Physically Based
Rendering, Second Edition: From Theory to Implementation to read.

Ebony Thornton:

Nowadays reading books be a little more than want or need but also be a life style. This reading behavior
give you lot of advantages. The benefits you got of course the knowledge the rest of the information inside
the book that improve your knowledge and information. The data you get based on what kind of publication
you read, if you want drive more knowledge just go with education books but if you want sense happy read
one along with theme for entertaining for instance comic or novel. The particular Physically Based
Rendering, Second Edition: From Theory to Implementation is kind of reserve which is giving the reader
unpredictable experience.

Mike Hart:

Playing with family within a park, coming to see the coastal world or hanging out with close friends is thing
that usually you could have done when you have spare time, subsequently why you don't try thing that really
opposite from that. 1 activity that make you not sense tired but still relaxing, trilling like on roller coaster you
already been ride on and with addition associated with. Even you love Physically Based Rendering, Second
Edition: From Theory to Implementation, you are able to enjoy both. It is excellent combination right, you
still need to miss it? What kind of hang-out type is it? Oh come on its mind hangout fellas. What? Still don't
have it, oh come on its named reading friends.

Audrey Mack:

Beside that Physically Based Rendering, Second Edition: From Theory to Implementation in your phone, it
might give you a way to get closer to the new knowledge or data. The information and the knowledge you



may got here is fresh from your oven so don't end up being worry if you feel like an outdated people live in
narrow commune. It is good thing to have Physically Based Rendering, Second Edition: From Theory to
Implementation because this book offers to you personally readable information. Do you sometimes have
book but you seldom get what it's about. Oh come on, that will not happen if you have this inside your hand.
The Enjoyable set up here cannot be questionable, similar to treasuring beautiful island. So do you still want
to miss that? Find this book along with read it from right now!
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