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ABSTRACT

Global illumination is key factor for realistic image but it is not common in realtime
rendering due to its complexity. Visibility of ond lights is hard to determine because we
should process all object for each 2™ light. In this paper, we reuse visibility of static
objects. We present an indirect illumination algorithm which shows good performance and
provides exact 2°¢ light visibility when the scene has small number of moving objects. Our
method renders correct image while showing good performance.
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7T\ 1st light

[Fig. 11 A scene with light source, moveable
objects and fixed objects
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[Fig. 2] Generate shadow map from 1st light
source
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[Fig. 6] Cluster 2nd light sources on moveable
objects
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[Fig. 8] llluminate with 1st and 2nd light sources
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[Table 1] Rendering speed
R ols
inR=| FPS &4 9] A9
221 24 | 22 F4
50.22 250 0
1571 250 13
. 10.11 250 41
nny 23.47 664 0
734 664 13
450 664 41
30.63 220 0
15.10 220 13
4 825 220 41
ragon 14.62 523 0
697 523 13
4.80 523 41
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[Fig. 9] Scene with fixed objects and moveable
objects

[Fig. 10] A scene with many occluded 2nd light
sources)(a), result of reflective shadow map(b),
result of our method(c)
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