
TPA 13: Virtual Relighting
Global   illumination algorithms simulate light transport in  virtual scenes  to
render photo-realistic   images. Ray-Tracing (RT)   is   a fundamental and
much investigated  computer  graphics algorithm  for  solving primitive/ray
intersections.  Instead  of  creating  discrete  virtual  point  lights  (VPLs)  at
vertices of random-walk paths, it is possible to place  virtual ray  lights (VRLs)
along  each path  segment in the  medium.

Objective:

Illuminate virtual scenes  using  the  concept of volumetric phone lightening
and virtual point light.

Input

Virtual graphical scenes  and parameters of light.

Output

Illuminated scene  using  different methods of light models, at different 
view points of display.

Example
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