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Implementation of Progressive Radiosity on GPU for Image based Relighting
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Initialize shooter residual E
While not converged{
Render scene from POV of shooter
For each receiving polygon{
For all texel{
If texel is visible {
Compute form factor FF
E=q*FF*E
Add E to residual Texture’ texel
Add E to Radiosity Texture’s texel
}
}

Shooter’s residual E =0;
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Search the max energy polygon
Render scene from POV of shooter
For each receiving polygon{
For all texel {
If texel is radiance map’s {
If texel is not visible {

Compute form factor FF

E=q*FF*E

Opp E to Radiosity Texture’s texel
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If texel is visible {
Compute form factor FF
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}
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Shooter’s residual E =0;
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