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Abstract

This work presents an implementation of
the rendering of the volumetric cloud and
atmosphere. The implementation aims to
combine and slightly alter previously pub-
lished solutions to produce a single unified
look. Raymarching was used as the main
method to render both the atmosphere
and clouds. An approach using multiple
precomputed Look-up tables (LUTS) pro-
posed by Sébastien Hillaire was used to
render the atmosphere. This was com-
bined with the option to render volumet-
ric clouds using pre-computed three di-
mensional texture setup storing procedu-
rally generated noise described by Andrew
Schneider. The final solution is able to
render images in high dynamic range be-
fore applying post-processing e [edts and
using adaptive luminance to transform
the image into LDR for presentation.
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Abstrakt

Tato préce predstavuje implementaci ren-
derovani volumetrickych mrakd a atmo-
sféry. Cilem implementace bylo zkombino-
vat a mirné pozménit dfive publikovana
reSeni s cilem vytvofrit jednotny vzhled.
Metoda zvana Raymarching byla pouZzita
pro renderovani atmosféry a mrakd. P¥i-
stup, vyuzivajici mnozstvi pfedpocitanych
Look up tabulek navrzen Sébastienem
Hillairem, byl pouZit k renderovani at-
mosféry. Toto bylo zkombinovano s moz-
nosti vykreslovani volumetrickych mrakd
za pouziti trojrozmérnych textur, ve kte-
rych je uloZen proceduralné generovany
Sum, coz bylo popsano Andrew Shneide-
rem. Konecné reSeni je schopno vykreslo-
vat snimky ve vysokém dynamickém roz-
sahu, na které jsou aplikovany post proce-
sové efekty. Tyto snimky jsou poté pomoci
adaptivni luminance transformovany do
nizkého dynamického rozsahu pro prezen-
taci na obrazovku.

Klicova slova: Volumetrické mraky,
Realtime renderovani, Atmosféra, Vulkan

Preklad nazvu: Vykreslovani oblohy a
mrakd v redlném case
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