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-CONCLUSION-

v'Successful, lightweight and
compact implementation of a
real-time Global Illumination
algorithm with significantly
low hardware requirements

FURTHER WORK :
»Optimise algorithm

» Dynamic objects
»True real-time

-Algorithm pseudo code-

Precomputation:
Prepare the stratified spherical samples;
Load the bitmaps;
Create 'mesh’ object;

Vertex basic initialization
foreach(vertex in mesh)
{
initVertex(vertex, X,¥Y, height, colour, normal, etc...)
vertexPointers[X][Y] = vertex;

Vertex S5H coefficients initialization
foreach(vertex in mesh)

{
}

projectvVertexConsideringSelfshadowing( vertex );

Inter-reflected light calculation - additional step after shadowing
accumulatedLightsHcoeffs[num_of_vertices];
for(number_of_interreflected_bounces) // usually one is enough
{

foreach(vertex in mesh)
{

accumulatedLightSHcoeffs[vertex] =
calcindirectCoefi vertex );

}

foreach(vertex in mesh)
{

vertex.SHcoeffs +=
accumulatedLightSHeoeffs[vertex];

'
h
'/ OpenGL display method called each frame, real-time
display()
{

Rotate the hardcoded HDR environment light coefficients;

foreach(vertex in mesh)

{
vertex.finalColour = dotProductivertex.SHcoeefs, rotatedLightCoeffs);

b

Draw the vertices using their finalColour;




