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e.g., [Jensen 96, 01, Pharr and Humphreys 04]
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Performance

Global lllumination Algorithms

# Fast GPU methods

Diffuse caustics
Wyman and Nichols 09]

Diffuse reflection
[DachsbacheandStammingel05, 06,
Dachsbacheet al. 07, Dong et al. 07]

Ambient occlusion
[Shanmugan& Arikan 07,
Mittring 07]

Indirect shadowing
[Laineet al. 07,
Ritschelet al. 08]

[Kruger et al. 06, Shah arbnttinen07,
Best e or wo

[Parker et al. 99, Wald et al. 01,

Purcell et al. 03 LavignotteandPaulin03,
Herzog et al. 07 Horn et al. 07,
Popov et al. 07Zhou et al. 0§
Robinson 09]

Path tracing [Kajiya 86]

MLT [VeachandGuibas97]
Photon mapping[Jensen 96]
Stochastic ray tracing[Cook et al. 84]

Bidirectional path tracing [VeachandGuibas94]

General CPU methods
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Assumptions

A Point light

A Pinhole camera

Limitations

A Clipping at near plane i annoying, but ignorable/avoidable
A 4x more expensive than direct illumination (heavy fill consumption)

A Consistent, but biased (like photon mapping)

Hardwareaccelerated global illumination by image space photon mag
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