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stem Configuration

Softwares

Inca6D haptic device

������������� ������ �	�	�����



**

Motion Base

Display system
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Architecture and 
sizing

Project 
implementation

Detailed design
Product and process 

development
Pilot Study

Styling

CLASS-A Modeling

Computing design

Digital factory

After sales

Marketing ImagesPerceived quality

Marketing
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« Lightmaps »

CPU Algorithm

GPGPU 
AlgorithmVersus
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Rayon primaire

Environnement

Lance un rayon vers 
la source lumineuse  

Lance les rayons 
secondaires  

On calcule l’angle 
et affecte la couleur 

aux pixels  

Stop

Non

Non

Oui

Oui

La roue est atteinte 
directement

Rencontre un objet
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Portage d’un algorithme de Ray Tracing CPU sur GPU
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