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@ X e ARTE AAEE BHS AL —Té
Aol whg FH wel spEHoR MRES 2 WY
Aol AAgHE whyol v &AM caustic I 2¥A EHIM o
< BYsA BHE] M ALE AR caustic map & AHE 3
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3 A el EAsHe e BAE AAbe Fde] Bibe

% xR AR AdFsh JEe aHRL FopolA
W TR 71T stutelth ol AMdAH AUy E T
sl Yside d‘ﬁé“‘a(global illumination)2] Al %

Hol IHolgtn & = Utk FHY HWAxFES AXE)
98 A radiosity[1], path tracing{2], bidircctional path
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Z}z}el dhvie] whAHE Kot Eal TEdte] wkg FiHel
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2.1 Photon tracing

FAA #HZ dee FEE 49 AAEE ZE(photon)ol
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A% ofuA FPAe el o1&}, olEig oA HIy At 4
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¥ 1. Photon tracing UH & UIEHHE AIZE
PhotonTracing (dir, flux) {
r = random() // r € [0,1]
If (r < diffuse) {
// diffuse reflection
photon map ] photon A&
dir = diffuse random direction
PhotonTracing(dir, flux)
} else if (r < diffuse + specular) {
// specular reflection
dir = specular direction
PhotonTracing(dir, flux)
} else {
// absorption

}

}
2.2 Rendering

rendering BAINA T FAFEHYPN e wye=z
ez vk FHe DAY g oM 2HEE
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3. Hok uh
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¥ 5-1, 5-2, 5-3 & E5 10,000 719 X EE o] &3l
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£ 4 vk 24 4-2, 5-2 3 FHMZESIL Wob xolze
;32‘5]-%] 2ot caustic ¥ R A g 4-3,

5-3 & wo|2E LAsA] o, caustic -L} PR gz
dol &g ¥ # U £ TE FE EFYFE ¢ g2

Ztol7h wATE & = AU
thgo g oz "”‘*‘C’ﬂ caustic map & AMEE Z3 A¢H
e AR A vnE YA 7}—°— A9 oluzY
Yo n® 443e 7*335}04 Ao A Bl 2 apch
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94S vEY ¥ FUtE o g8z gt $lo AdA r
gals 2 EAe oniAE AAdled Aag wyol
caustic map & AAsHA ¥olx HEZ o w=m, dlzg A}
235 29 # + Ade AE & & ek
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71€9 photon mapping WHE X FPIAY ¥ TH
o] Aaglol ©x 99} vl Aunks A P AL
Pk 2 Ro]RE Fo)7] I ¥ EES HAIHA
=9 caustic oly 1@z} mkA blurring He ddo] o =z
caustic map olgE photon map & F7FE ALEHMUG £ =
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% 7hidos WAES 2UtE BUL ASUTG. AY A3

Aetgl dgo]l ZL A Alghel) o]Hel ALGHW el
caustic map & AFg3}A] && Aol HHA caustic I IH
2 B¥oA o Y oA EFE HAEE ¢ 4 UNUTh
olgig FAxlole LB £8 E2YFE WS g€ Aoyt ¢4
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