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Real-Time Global Illumination using Generative Light Fields
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WAED Y TIVE A LT — 2%, —F T —L KA
TNEALIELT D, EEAEXLEHARAT, 7117 —
DEEEIRNICIES A Z A LR AR EHE L TWA[L]. LA
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o 7 —AHIMEIZRBWT, EiEZRMRIAO jteration
& IR NRT—HP AR, BNERBIADIRE
T251kmlAE»58+km U FDOLSEZWMO D2
& (H#EhELIE ., Streaming XfI&)
o il 60fps / 30fps ZEKHLTEX 5 GPU 2 A b
BREFEL, B2 72010, EETEOHEREZED
% Light Field _X—AD Y 7L & A 5 KR Z A5

1 AR, Hlat: Cygames
Cygames, Inc.
a) NVIDIA (%, K[E3 LUV FE 72 13 o NVIDIA Corporation D i+ L O
[E TR BRI T,

(©2019 Information Processing Society of Japan

%
1 74 87 4 —L K ’Eﬁotjﬂiﬂﬁwﬁdﬁ?@
E{%1X DCGAN T Light Field ¢ Radiance % 4 f% L 72 % )

2. UZIE A LKERADFE

= ATORIEBIFADOERIL, CG 4 BB HEEOE
%%é?%é.ﬁﬁn?ﬁ%&#ék@%%@%%i?ﬁ
4 ET5.



TR 2T IR E
IPSJ SIG Technical Report

1. Irradiance (Indirect Diffuse)
2. Specular Radiance (Indirect Specular)
3. Ambient Occlusion (Large Obscure)
4. Soft Shadows (Contact Shadows)
T BB LA =TT = ROWRIL, /& 722
Level DEGMBRERIND. U T A AKERFOF
151E, Level WOBRMIBRITIKTF T 5 FIELKFLRWTF
BTN,

K1 U7 NI A LRI FIED

B SeMKAT LA AT

Dynamic Screen Space Reflection | Voxel Based GI

Static Light Map Texture Irradiance Volume

F—=ATIE T A Y= AL 0ER,PRERILICTE
EEEWN T CTRE LWEBAR T —Z A XDNT R
72&0’(11‘5 PRI 100 m BREE ¢, PEIE lkm FRE
T, ERIEENLL EOFREEE 3 5.

# 2 KRILMIAOZSE & H & O 548

B iy iy I
Indirect Irradiance Irradiance Volume | Irradiance Volume
Diffuse Volume Radiance Probe Height Field GI

Light Map VXGI Distant VPL"™
LPV Light Fields PFF

VXGI PRT

Light Fields LPV

PRT PFF
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FIHTE 22, 120 Light Probe 1Y OF — X ERKX
<, =T U= RRTET — %A XOMEICHEE T
5.
(2) Real-Time Volumetric GI

2016 #FIZHFES L7247 — 2 The Division ThHeAH &
T TEH D3], LD L~UL T Surfel & PSS
(albedo/normal) % /€ ;L CTA 7 7 A U {ERK L TH X, in-game
REIZZ 45 & > T Lighting L < Light Probe % ET 5.
I IX Light Probes 7> 5 on the fly C, Irradiance Volume %
AT 52 & T, EdbE 7 Real-Time Volumetric Lighting %
EHLTWD, BRIV EEREZELEPL XY 7F v L
7o R&72 2D 727 AF v %fii5 VPL & #72 LT Iradiance
%FHHE 9 %. Light Probe I, Ambient Cube TT — & % #&iH
T 5. PRT %o 72 FAiHE T S RILL LD, HilVERE
DF — & K Tteration (TR 23735 . 6km? D L~UL, <
YNy B TTF— 2 &) 1.07GB B, Surfel #23
56,442,867 TV, X VIKBOMHREAED NG EICT —
S A ARREICR D
32 RAICBT 53R

KIERA DT — Z ERE# & T —Z A AR H 5.

(1) 7—F AR

#* 3 HAL frame TAKTE 27 10— 7D

J5 ik AR 5K

Indirect SSR Localized IBL Distant Reflection
Specular VXGI Reflection Probe Probe
Light Fields VXGI

1 probes 7> & FflE F2 &

Cube Map Rasterization

Voxelization 32x32x32 voxels F&JE

Point Cloud+ 1024x1024 probes F&/

Localized IBL
Ambient SSAO Visibility Probe Height Field AO
Occlusion PRT Light Fields
Soft LPV Visibility Probe Light Fields
Shadows SSDO PRT
LPV

*1:Precomputed Form Factor(PFF), f[REFRIEN—ADFE
*2:Distant VPL, The Division, Assassin’s Creed 7¢ &£ UbiSoft ® % A
R VG i 7 3a B 1A R4 BRI 0 TIR[3]
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FATHEF L EITROEY THD.

3.1 SfTEfl

(1) Light Fields

NVIDIA DMEREL7ZY T AH A AKRBBHOFIETH D
[2]. %D Light Probes % — & MG CTHIE L THEIT 5.
Pk O Kk FBH T, Irradiance 23 2% ATIC Light
Probe % HENELE 2 715125 H LT, Light Probe D% %
BB L2223 & B & MEFF LTz, — 5, Light Leak /
Shadow Leak ORENNFEA L TUW 2. Z 4% Light Field T
1%, Visibility Probe #4pk L C, M#ERHDOL XY 7
FEIZ, Shading Pixel LT, A[fAMEZ, BTy Ry~
TOF b2 7 REREZHOCTHELTY — 27 28 L
TWb. ZOFEITE N E-W EPO L~ L ThiLE

&Il.lgl
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Point Cloud i%, VIR & O#AE ot
2 T—FHA4X
12O a—7Z2\WT, 6, 128x128 texels D F = —
7'~ 7%\, Light Field (w, h, depth) = 1024 x 8 x 1024
probes DIFHIZONTT —F A X% ld 5.

# 4 1507 a—7 « F—F A X(Bytes)D LL#K

KB Indirect Specular Indirect Diffuse
Raw(FP16) 589,824 24,576
SH 768 118
CNNI1 19,488,768 0(Specular & 3£4)
CNN2 19,488,768 0(Specular & FE47)
DCGAN 14,443,932 0(Specular & F£47)

Raw (%, Indirect Diffuse 1%, 32x32 texels Z{# 5. SH 1%,
Indirect Specular (%, L7SH T 64 FEEZfE 5.
Diffuse IZ, L2SH T 9 LKA 5. CNNI 1%, {KfREE
@%~&3nnmmmﬂE@ﬁ¢5cm&ﬁlgmﬁm
ZEM DAL E & e {4 128x128 texels Z{ETCT 5.
CNN & DCGAN I3, ka7~7®iﬁﬁ4X%a@
DCGAN ¥, ¥ T — & QLI fitting L7Z—HE5y
fi 100 IRLZEM~NZ bz e [-1L,1]1°C 1 2D a—7
ERBTD. TOME T o — T ECRANCRHE ST 5.

Indirect
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# 5 F—&% A X(MBytes) 1024 x 8 x 1024 probes O L

FKHL Indirect Specular Indirect Diffuse
Raw(FP16) 4,718,592 196,608
SH 6,144 944
CNNI1 196,627 0(Specular & 3£4)
CNN2 18.5 0(Specular & A7)
DCGAN 13.7 0(Specular & J:4)

CNN2 & DCGAN [FATI/XT A Z o i & £k 3 5 D
THEEESR=2—TNFy NT =T DEZY A ZD .

4. HWFEDER

B+ km® DGR HOA—T L T — L RTU T AZ A L
KK % BT AR, BT —& VA XOMEICHER T
5. A—=TU—)L FOWRE, FlxiX, BIELE, FFL,
KE, KfEZ ED3D Light Field (Light Probes £47) % 42k
TE5 LT —4OHEb: LTEMNTHD. IH, kT
HTHRAHEED DIRE L7 2R (Implicit Density) |
FO < FHE GAN Zfli o mEHGAER A B 5. GAN I, ARk
LIRS C, FHT — X 0D T O REE B
#1534 %. CNN Z{f->72 DCGAN NEL b b[4]. &
FIETIE, DCGAN Z KIBHBICKIT 27 —# %1 XDt
Mgl LCIEMT 5. DCGAN ARKEE D528 ¢, Light Field
O REIE R OMRE LB L EET 5.

5. SIS A F214—ILF

AFEL, F—LHECOENEZBERELT, YT AHEA L

KIEHRAA % Point Cloud % - 7= & 7 — & F{b

D2 BEMETRITS.

51 EIEDEXE

Light Field LiZ L~z —EHIR CTEREE L N Eo

Light Probes DA 7> HHERK I 415 . Light Probes LilE, J&

PHOMRBAE ), FTHE#, %’%m‘%i&%ﬁ\%ﬁ‘é.
L={L,},k=12,.

EEZEM S O texel IZxHET 2 = /kil: F'EJCD Shading Point

p = (x,7,2) € R3IZ-2V T Indirect Diffuse, Indirect Specular

ZLORHE L2V, LY — A LV odREE, FEHEIROR

BEOECITIECTY TS A BEH LI,

52 S—ER Point Cloud %% > f- KA

M2 PRAA TS5 Tl © Light Probes 23MRFF9 5 E BB, 7
R, SATTEHR D U TV A AARIZ Point Cloud %% A4
5.

Point Cloud %%, View Independent Rasterization(VIR)[5]
HIEAT S, HEIE, LoLoXIROBN, R, K
B L W o T B R BB OIS ST 272D Th
5. HWHET—2 7 —TL VAT L RIS RMER O
iteration Z = HELT DO THH D,
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2 VIR T Light Probe % U 7 /L% A Al 5|57 (Sponza)
53 BE_BR DCGAN Z#fE-1-T—4®REk
=D UV PERLTED, BV U —RIZMF T
T = A ZOREIEITOMNERIH TS, £ L5k
HED =912, KFYETIX, DCGAN TF — & Z[EAET 5.
SV x5 L, DCGAN DO Affi#s ¢ #° Light Field D7 — %
RO E ST 52 & THEBIT 5.
=9(2)

z~p,(2),z € [-1,1]"
Lql%, ZERCT % Light Probe (Radiance, Normal, Visibility)
g%, DCGAN DA CEAPIAHL =2 —TF LRy NT—7
DCGAN DAL, ATETEZEE z D 100 IRyt~ kL,
T AR g 13, 128x128x3(RGB/RGBA)D {4 & L THY
Hh¥5. ﬁa‘k%u%é d L, g DEFERE /A XEMATFER
@*WU%mJy@ﬁﬁ

X 3 Sponza ¢ Light Field, DCGAN &, £715
epochs=40, 100, 290 T A= ik H.

531 FET—2ERK

1. Light Field ® AABB & Probe i &% R 2

2. Probe ODNENSY—VEXF Yy TF ¥ T5

3. DCGAN IZ 2 OfER % AJ) L TH¥E 3 % (Probe /i 1&)
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5.3.2 F 1k (Optional)

Light Field @ 2x2x2 probes 2L . subset Field LAz T3 LAY

7¢ Probe % i®INT 5. %D Probe DA% Indirect Specular

(Reflection Probe) & LTV, Lo Z U 7 TS .

533 L2512y

1. ¥—2® Point Cloud %4%7 5

2. U—)L RZEFNLE & B 72 BRI/ T X % DCGAN
DANEE z & LTERMET 5. ApfdE g AT 2
Z & T, LightField #Ht1 5.

Light Field % Relighting 3 5. (EERER H5HMK)

4. THEHEZEM (Screen Space) @ pixel = &1Z. Light Field & X 6 PointCloud Y 7 /L& A N A - 7= [ HE IR
HEEEZY 7V LT, Indirect Specular & Indirect
Diffuse ##&H 3 %. 7—/L FZ2M D Shading Point (2
%t LC, #TfF 8 > Light Probes & &[4 5.

6. RER
BNERBADL LT, RFEETORRERT.
61 LARJL
£6 LYUL—E
L~UL N2 Light Field ¥-1 X
Cornell Box EN (2,2,2), 8 probes
Sponza BN L ES (18,7,11), 1,386 probes
Fireplace Room BN (7,3,5), 105 probes 7 RHEROBE)
San-Miguel BN LR (86,18,33), 51,084 probes
6.2 EERIRIH
KORTEMERE CHEBR L.
# 7 EBRELE
BEAL P
CPU Intel Core i7 4771K
GPU NVIDIA RTX2060 GDDR6 6GB
Memory 16 GB GDDR3
oS Windows 10 build 1809
Framework Falcor 3.2
PyTorch version 0.4
M 8 REIHOBE
6.3 ERRER

B L BRI O W T ER LR A RT.

6.3.1 55— Point Cloud ZfE > 7= ) 7L 3 A LERIEE
Cornell Box Of&%: % 73, Light Probes O#II 8HTH 5.
UT N2 A L THEDFGRAZBE LT Color Bleeding 7%
AL TN D DR T X 72,

9 Irradiance DR

6.3.2 55 —EXME DCGAN %> =T — 2 &i#1t
5 VIR %A{# - 7= Point Cloud 4 ff(_ =Bt/ & Radiance, Sponza TOFEHR%ZRT, DCGAN DO IREHIL, EDFHER
Normal, Position) PR C 2 WFRFRJE 72 - 7=, Indirect Diffuse (Irradiance)?® #C
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_&/)jyui; 30 ﬁj\*%};ﬂj—( %) %ﬂtﬁ ) @@Mﬁlﬁ‘?% 6 j/b 5. %%ﬁﬁﬁf @ Morishige's Rasterization - o %
B1Z1E, Ambient Occlusion & Soft Shadows (X5 & T 7, » o ’

Indirect Diffuse & Indirect Specular ™ 7.

& Morishige's Rasterization S [m] X

g, &, 47, %2>\ T Light Field #48 L T, GAN T
JEfE L CHETL LR TH D.

® Morishige's Rasterization S o X

K15 &

X 12 s

XK 16 &
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7. BHYIC

DCGAN T Light Field {22V T, Specular Radiance Probe

(%7 — 2438 CiX Reflection Probe) & Irradiance Volume %
ERTE LR ED LK C 5 Z &R T& 7. DCGAN @
=2 —F VR y MU —7 B L7 Light Field O
PRREEREE D, FTEOT —F E o TAERTED LI
WEEEEZ > E<MO D LI Lizwn. 2o, FEH
DF =%, L OESEHER LV TRWVERNERTE S
PE D MIBIEFMERIEL 2T B0,

WFFE L LCix, Wi Light Field TV 7V 4 A AOSMR
A RBL L7\, Volumetric Lighting & Light Field ETo
#V > Ray Tracing / Photon Mapping (ZH Y AT,

WL ZOHIEY =2 7 —CTEEICHEZD LT
H120E, F—har Y — )L TT—ZEAERT DD D
CNN (BHiAH=a—F NV Fy NU—7) ZFEHARRMNL
PR CHRET DINER D D.
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FT, BFEEWLEEN
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