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High—Quality Global Illlumination Production Using Programmable Graphics Hardware
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Abstract 3D rendering is a critical process for a movie production, advertisement, interior
simulation, medical and many other fields, Recently, several effective rendering methods have been
developed for the photo—realistic image generation, With a rapid performance enhancement of
graphics hardware, physically based 3D rendering algorithm can now often be approximated in
real—time games, However, the high quality of global illumination, required for the image generation
in the 3D animation production community is a still very expensive process, In this paper, we
propose a new rendering method to create photo—realistic global illumination effect efficiently by
harnessing the high power of the recent GPUs, Final gathering routines in our global illumination
module are accelerated by programmable graphics hardware, We also simulate physically based light
transport on a ray tracing based rendering algorithm with photon mapping effectively,

d3]o]: Global illumination, Final gathering, Programmable graphics hardware, Photon mapping, Complex
scene
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