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Environment Mapping with Priorly Identifying Region

Takafumi Koikef
E-mail: koike@sdl.hitachi.co.jp

abstract

In recent years, we can render images with reflection effect and lighting models in real-time
because graphics cards enhance its speed and functions. And we can easily construct parallel
display environments to use with real-time distributed rendering technology for example
Chromium. In this situation, to render high quality images, we need high quality and
many environment maps, and it is estimated that a load of generating environment maps is
increasing. So we present a new environment mapping method which reduces computational
quantity with priorly identifying environment regions to render.
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