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Interactive Global Illumination Using Extended Irradiance Caching

YONGHAO YUE,t KoicHI ONOUEt and TOMOYUKI NISHITAt

Recently, photo-realistic 3D computer graphics rendering is widely used in many fields such
as design or virtual reality. Since the calculation of global illumination is necessary to produce
photo-realistic images, how to efficiently calculate this is one of the most important problems.
In high quality rendering, the combination of photon mapping method and final gathering is
often used to produce images. In this paper, we propose a novel method which cache the final
gathering rays so that we can exploit the temporal coherence between frames. We show that
we can achieve interactive speed in rendering when we move or rotate the camera or lights.

1. 04ooan

O0oo0o0o0o cGUoooooooooooooo
gbobodooooooooooooooooooooon
goooooooooobooooooocoooooon EEHEET
gooobooooooooobooboooooooon
goboboooooooooooooooooooon
gooooooooooooooooooooboon
goooooooooooooboobooooooon

ggboooboobooboobobobboobobo ﬁyp

gogboooboboobbooboobooboobo

gogboooboboobboobooboboboon 0 1 Final gathering

oooo0o0o0oooO0oooooooooooooo

oooooooo oo0oo0ooooUoo (Dooooooo)ooo
O0o00o00o0oo0ooooooooooooo 0oo0oooUoOooOoooUoOoooUoO (oo

OO final gathering 0 photon map 00O OO OO 0O pO0O final gathering 000 100000000)O

000000000 Ofinal gatheringO0 000000 O0o0000o0ooO0o0ooU0oooooooooo

gooooooooooooooooooooooon
gooooooooooooobooobooooooon

t00000000000o0
Department of Information Science, The University of

Tokyo O000o0o00o0ooooooooooooooono
tt0000000000000O0D0O0OODOODODOO 0000000000000 0000200000

Department of Complexity Science and Engineering,

Graduate School of Frontier Sciencies, The University pboouobboouobboodooboodon

of Tokyo goboboooooooooboobboboboboboo

0310


研究会temp
テキストボックス
社団法人　情報処理学会　研究報告
IPSJ SIG Technical Report

研究会temp
テキストボックス
2005－CG－118　（6）
　　2005／2／7

研究会temp
テキストボックス
－31－


oooooooo3boooooooooooobon
goooooo40000000C00000O0DODO
ooooosobooooono

2. 0000

00000000000000000000000
O0Oo0O00oooooo®oooooooo?ivo
photon map O noooon

000000000000000000O00000
0000000000000000 10000000
000000000000000000000000
ooooooo

00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000Coombed® 000
000000000000000000000000
0O000000000010,0000000000000
00000000 10000000000000

00O Keller 00 instant radiosity 019 0000
O OInstant radiosity 00 000000000000
00000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
0000000000000000000000

Photon map 0000000000000 O00OOO
000000000000000000000000
OD0OOPhoton map 000000000 O0O0DOO
000000000000000000000000
000000000000000000000000
000000000000

000 photonmap00000000000O0O0O
000000000000000000000000
000000000000 0O0000D0000D0O0
0000000 00Odphoton map 00O final gather-
ing?'9:12:13) QOO O0000O00000000
00000000 Ofinal gathering0 0000000
000000000000000000000000
000000000000000000000000
0000000000000000000000000
0ooo®Ooo0ooo0o00o0o0o0oooo'®oon
000000000000000000000000

02 000000000000 (000 a)

000000000 final gatheringOO OO OOO
000000000000
ooooo¥oooooooooooOooooo0o
000000000000000000000000
0 O final gathering 0000 1/1000000000
000000000000000000000000
000000000000000000000000
0000000000000000000
0000000000000 0000000000
00000000000 0000000000000
0000000000000 00000000000
0DO0000000D0000000

3. 0O 0O O

0000 0O final gathering O photon map 0 00O
oo00oo0o0oo0o00000o0o0oooo0oooon
oo0oo0oOooOo0oo0ooo0ooOo0oooon
oo00ooOo0o0ooo0oooo0ooooOoboOooon
oooooo

02000300000000000000C0O0O0
Oo0ooooooooooo 40000000

oo0oooooOoooOooooUoooooooodg
00000000000 Arve0D0O0OY 00000
000o0o0o0o0oO0o0oooOoooooooooOoo
O000oO0o000oOo00ooOoUoooOoOooooo
o0o0o000o00o00o00oo00oo0ooo0o
ooooO0o0oooO00oo0o0oo0ooooooon
00000o0o0o000o0o000oo000oo0on
oo0o0oooOo0oooooOooooooooooo

0320


研究会temp
テキストボックス
－32－


03 00000O0DDOOODO (00O b)

000000000000000000000000
goood photonmapEIG)EIElEIEIEIEIEIEIEIEIEI
oooooog

3.1 000000000000 0D00000
Ward 0OOD™® 000000000000000
000000000000000000000000
000000000000000000000000
00000000000 final gathering 00000
000000000000000000000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
00000000000000000
000000000000 00000000D000
0000000000000 D000D00000000
000000000000000000000000
000000000000000000000000
000000000000000000000000
ooooooo

3.2 0000000000000

Ward 00ODO'® 000000000000000
000000000000000000000000
0000000000000000000000000
00 final gathering 00 000000000000
000000000000 00000D0000000
00000 Oo0o000000000000000
000000000000000000000000
000000000000000000000000
ooooo00oo

00000000Ofinal gathering0 0000000
O00000000OOfinal gatheringOO0OOOOO
goobooooooboooooboobobobobo
goooobooooobobooooobooooooo
gobooooooooooooo

gobooobooooboboobooboboo
000000000000000% 00000

goooooooocoOoOooooo NOOOOooo
(00o00o0obooooooooooboobobo
oboob0d0e,es OOOOOO
eo =1/N (1)
e1 = radical_inverse(2,1) (2)
000000 radical-inverse(a,b) 0000 a, b0
goooo

b= chaj 3)

j=0
oooooooo

radical_im)erse(a,b)=ch$ (4)

j=0

000000000000 e, s DOOOOODOOO
00000000000 (0,¢)0 cosfDOODOODO
0000O000000ooooOoooooooooog
oooo

6 = arccos v/eg (5)

¢ = 2mey (6)
goooooooooooooooooooooo
oooog

struct {

HitRecord fgray[N];

ColorRGB irradiance;

Vector3 position;

Vector3 normal;

float r0;

bool flag;

J%
0000000 HitRecordOODOOOOOOOODO
ooooooooOoOOo0o0o0ogon ferey000OO
oodooooooooooooooooooooo
00 drradiance 0 00000000 final gathering O
0000000oU0oooooooooooogg po-
sitton OO0 O O00D0OO0OD0COOO normael 000
000o0ooouog 0000 fgrayOOOOOOO
00o0oDO00ooOooooOOoUoOoOooooooooog
0000O00000ooooOooooooooooog
0000 flagoooonQg

0330


研究会temp
テキストボックス
－33－


AF7IIHH

04 0O0O0O0OOOCODO

3.3 0 0O O

0000000000000 0000000000

0000000000000 D00000000000

oog

Ward 0OODO'™ 0000000O00000O0

00000000D00000D0000000D0O000

000D00000000D00000000000 40

ooo

(1) DO0O00ODO0O00DO000000000 e 0
0oooooooon

(2) DeO000D0ODODOODODOOOOOO
00o0o0OooooDo

(3) 0DO0O0OO0OOOODOpOO0pdDOOO
000000000000 000000000
O final gathering0 0000 pO00000O0O0
ooooDoog

(4) 0DpOODODOODOOOOODOOOOOOO
00000o0DO0DOooooooooo (3),
(4)0ooooo

000000 (1)0000000000000000

000000000000000000000000

0000000000000 D00D00D0000000

0000000000000 D00D00000D0000

0DooDOooo0

3.4 000O0OD

00000000000000D0000000

(1) DO0O0OUOO0UOUOphotonmapdO 0000
(200000000000 (3)0ooon

(2) 0DO0OODOOOOOOOOODOOOODOO
ooo
(a) 0OO0D0ODO0OflagO 0000000

000

(b) 0DODOOOOOO WardODOOOO

OD0000O0000000000OOfag
goobOOOOobOobOOobOOOoOooboOoon
0000000000000 00Oflag
01000000
(¢) 0ODOUOOODOODOOOOODOODOOO
uoboooboboooooooooon
(3) ODOOOOoOOoOOOOOOOOOOOOO
oo
(a) ODOOOOODOUOOOOODOOOOD
ooobooo
(b) 0DOOOODODODOOUOOOOODOOOD
oobooobooooooooooon
gobooooooooooooooboooobooooon
goooooooooooooooboooooooo
ooooo

4. 0O O

ooooooooooooooooboooooooo
a(d 18,0000 00000 200)000000O0OOO
O000000D000000OD0OoO b(o 48000000
000300)0000000000D0OO0OO0OO
oboooooooosizx 12000000000
oopooooooo

O00a00000bOOOOODOOOOODOOO
gooooboooooooooooobooboboo 100
oo oboooooooooooooboooooon

ooo goooooooo ooooooooo
oo0 a 1.3s 2.7s
O0dd b 1.7s 7.4s

01 0000000000000000O00O00COO0OO000O

gooooooooooooooooooooooo
gooboboooooooboooooooooooooo
gobooboooooooooboooooboboooono
O photonmap 000000000 O0O0C0OOOOO
bobodoooooboooooooooooooo

oboooobooocbooooobooboooboooo
gooobooooooooobooooboooono
002000000 000WardODOOOO0OOOO

ooo N E
000 a | 200 7382
000 b | 200 13092

02 00000000000000O0ON-O000O0000000
OOE-0O0000O0O0O0O0O00O0

gobooboooooooobooooboooboobo
goboooooooo

0 340


研究会temp
テキストボックス
－34－


05 00O00O00ODDOD (OOO)

06 0D0O0000DDO (WardDDOOO)

gsb0000000000000000OOOOO
ooooooooooooooooooon

o660 WardOOOOODOOOOODOOOOOODODO

goboooooooooooboooobooooo
gbboobbOo 400 00000000 ODOO
gooooooooooooooooooooooon

ooooooooboooooooooooooooon

Os500600000000000000000DO0CO
0000000 WardOOOOOOOODOOOOOD
ooooooooooOoOOObOOODOOOOOOO
ooooooooooooooooooo

0 350

5. 0O 0O O

000o00OwardOOOOOOO0O00O0O0O0O0OO
oboobooboooobooooobooooooooooo
obooboooooooobobooooooooooooo
gobobooooooooobooooboooooooo
goboboooooooobooooooboooooooo
gooobooooooooooboooooooooo
goboooooon
gooobooobooobooboobooocbooooo
oono
e J000D0DOOOIODOOODOODO photon map
ooooboooooooooobooooooooo
cooooobooooooooooobobooono
oood
o JO0OO0O0OOOLOLDODOOOOOODOBOOO
goboooobooooooooboooo

o o 0 O

1) J.Arvo, M.Hirvikorpi and J.Tyystj. ” Approximate
Soft Shadows Using Image-Space Flood-Fill Algo-
rithm,” Computer Graphics Forum, vol.23 no.3,
pages 271-280, 2004

2) M.F. Cohen, and J.R. Wallace. ”Radiosity and
Realistic Image Synthesis,” Academic Press Pro-
fessional, Boston, 1993

3) G. Coombe, M.J. Harrism, and A. Lastra. ”Ra-
diosity on Graphics Hardware,” Proc. Graphics In-
terface 2004 (GI °04), pages 161-168, 2004

4) C.Damez, K.Dmitriev, and K.Myszkowski. ” State
of the art in global illumination for interactive ap-
plications and high-quality animations,” Computer
Graphics Forum, vol.22 no.1, pages 55-78, 2003

5) J.Halton and G. Weller. ” Algorithm 247: Radical-
inverse quasi-random point sequence,”  Comm,
ACM (1964), no.12, pages 701-702, 1964

6) D.Hansson and N. Harrysson. ” Fast Photon Map-
ping Using Grids,” M. thesis, Chalmers University
of Technology, 2002

7) H.W. Jensen. ”Global Illumination using Photon
Mapping,” Rendering Techniques ’96, pages 21-30,
1996

8) J.T. Kajiya. ”The Rendering Equation,” Com-
puter Graphics (Proc. SIGGRAPH ’86), vol.20,
no.4, pages 143-150, 1986

9) A. Keller. ”Instant Radiosity,” Computer Graph-
ics (Proc. SIGGRAPH ’97), pages 49-55, 1997

10) D. Lischinski, F. Tampieri and D.P. Greenberg,
”Combining hierarchical radiosity and discontinu-
ity meshing,” Proc. SIGGRAPH ’93, pages 199-
208, 1993

11) T. Nishita and E. Nakamae, ”Continuous Tone
Representation of Three-Dimensional Objects Tak-
ing Account of Shadows and Interreflection,” Com-
puter Graphics (Proc. SIGGRAPH ’85), vol.19


研究会temp
テキストボックス
－35－


no.3, pages 23-30, 1985

12) M. Reichert. " A Two-Pass Radiosity Method to
Transmitting and Specular Reflection Surfaces,”
M.Sc. thesis, Cornell University, 1992

13) B. Smits. " Efficient Hierarchical Radiosity in
Complex Environments,” Ph.D. thesis, Cornell
University, 1994

14) T. Tawara, K. Myszkowski and H.-P. Seidel. ”Ex-
ploiting Temporal Coherence in Final Gathering for
Dynamic Scenes,” Proc. Computer Graphics Inter-
national (CGI ’04), pages 110-119, 2004

15) G.Ward, F.M. Rubinstein and R.D. Clear. ”A Ray
Tracing Solution for Diffuse Interreflection,” Com-
puter Graphics (Proc. SIGGRAPH ’88), vol.22
no.4, pages 85-92, 1988

16) G. Ward and P. Heckbert. “Irradiance Gradi-
ents,” FEurographics Rendering Workshop, pages
85-98, 1992

0 360


研究会temp
テキストボックス
－36－

研究会temp
テキストボックス




