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Global Illumination using Programmable Graphic Hardware
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ABSTRACT. Global Illumination is essentia to photorealistic image synthesis, but problem is that it is very
hard to use in practical due to its large computational time. Recently, programmable graphic hardware comes into
available and we can program various processing on graphic hardware. Programmable graphic hardware can be
considered as powerful parallel numerical processing unit, so it is possible to accelerate some numerical
calculation. The developed algorithm can render photorealistic image relatively fast by exploiting the power of

graphic hardware.
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Fig 7 Correlation of Indirect |0 lumination Rays
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Fig. 9 Comparison of Rendering Results
Top: Proposed Method (Rendering Time: 238 sec.)
Bottom: CPU Raytracing (Rendering Time: 3543 sec.)

Fig. 8 Rendering Results of Test Scenes



Fig. 10 Comparison of Sampling Noise
Top: Proposed Method
Bottom: CPU Raytracing
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