FlITz0070 060 0O 00000 oboOon

1-004

000000000000 DOO0OD0OO0ODOOoOoDOoooDa
A Parallel Image Generation Algorithm based on Partitioning of Photon Maps

oooor

oooo *tf

oooo *t

Masahide Tamura Hiroyuki Takizawa Hiroaki Kobayashi

1 00

00000000D0000000000000000000
0000000000000000000000000000
0000000000000000000000000000
00000000000D00000000000000000
000000000000000000000000000
000000000000000000000000000
0[1][2000000000000000000000000
00000000000 [3)0
00000000000000000000000000
00000000D00000000000000000000
0000000000000000000000000000
000000000000000000000000000
00000000D00000000000000000000
00000000000000000000
000000000000000000000000000
00000000D0D00D00000000000000000
0000000000000000000000000000
0000000000000000000000000000
00000000D000D00000000000000000
0000000000000000000000000000
00000000000000000
0000000000000 (4000000000000
00000000000000000000000000000
0000000000000000000000000000
0000000000000000000000000000
00000000D00000000000000000000
000000000000000000000000000 [6]
0000000000000000000000000000
00000000000D00000000000000000
0000000000000000000000000000
000000D0000D00000 (700000000000
0000000000000000000000000000
0000000000000000000000000000
0000000000000000000000000000
000000000D0000000000000000000
0000000000000000000000000000
000000000000000

2 0O0OOOOoooo

gooooboooboooobooooooooooboooboo
gbooooobooobooobooooooooooooooooon
gobooooooobboobobooobooooboobooon

*00000000000000
foDoooDoOooooDoOn

203

gobobooboobooooobooooooooooboooobooOoon
ooooooo
gobooooooboobooooobobooooboooo

e JOOOODO
l.0100000000000O0O0O0O0OOCCOOOO
ooooog
2.0000000000000000C0DO0O0DODO
ooooooood
e JOOOOO
1. 0200000000000 (0D)0O0OODOO
2. 0000000000000O0O0O0O00O0O0COOAO
goboooooobooooood
. 0ooooooOooOoo0oOooOooooooooo
gobooooooooocoooooo

0000O00l)00b00000o0oO0oDbOoOOooDDOoOo
002)0000000000D0000000DODO0OOOOOO
goboobooooboooooooooobooooboooboobooon
goboooboobooooooooooobooobooooboobooon
gobooobooboooooooooobooooooboooon
ooooooo

01 00oooo

L7 I 1

02 000000

21 ODOOOOOOOOO
goboooboobooooobooooooooobooooo
0000o00o0o0Do0oU0o0 kdbDOoOO0DOO0OOOOOO0
gobooobooo
kdOOOOOO0OOO0ODOOOO0OO0O00OO00O0



FlITz0070 060 0O 00000 oboOon

1. 000000000O00OOoOoOoOOOOODOODODOO0OO0

2. 03000000000000O0O0O0O0O0O0O0O0OOOO
oooooooooooooooooono

3. 000000000000 0oooooooookdOoOnQ
goooao

NOOOOOOOOOO kdOOOOO0 100000000
O0000O0ooOooo O(leogN)DODO

03 kdOoODOOOO0OOO0OO0OO0OO0oO0o00o

22 0O0O0OO0OO0OO0OO0OOOOOOO
oooboooobooooooooooOooboOooobooon
gooooooooboooboooooooboooooooon
gbobodooboobooboboooooooooooooooon
0ooooooooooooooooooooo

221 0O0O0OOOOOOOO
gbooooboooboooboooooooooooboooobooo
gbooboooobobobooooooooooooboooaon
goooobooobooooooooooooooOooooboooD
gbooooboooboooobooooooooOoooOooooboooon
000000kdOO0OOO0DOOO0OOO0OOOOOODOOOO
oboooooooooooooooooooooooooon
222 00000000
o2000000000000000O00O0O0O0O0O0OO
goooobooobooboooooooooooooooon
gooooboooooooooooooooooooboooon
gbooooboooboooooboooooooooooooooon
gooooobooobooobobooooooooooooooon
goooobooooooboooooooooooooooon
gboooobooboooooooooooooooooooon
goboobooboooobooooooooooooobooon
gobooobooooo

3 00000000DO0DbOoDOOobOooDOooDon

gobooobooobooooobooooooooooboooooa
ooooooooooooooooboooooooooooon
gbooooobooooooooooooooooooooooon
gobooooooooood

oooooooOoooooocoooooooOooOoooon
gooooboooooooboooooooooooooooon
goood

K
- 1 - - -
LT(‘TWJ) ~ w ZfT(x7wpvw)Aq)P(xa wp) (1)
p=1

Oo000L.0000000r00000oOooooooooo
O0KOOUOooOoOooooOooooof, 00000000

204

0oo00A¢, 0000000000000
oooolioboooooooOoooOoooooooboooooon
oooooooooooooooobooooooooooooon
gobooooboooooooooooooooooboooboooon
goboooboobooooooooboooboooboooooon
oobooboooooooooooooooooooooooboo
gobooobobooonobOOO0OO0DOOODOOOODOOOD
bbonbOO0CO0OO0O0O0OOO0OO0OOOOOOOOOOCOOOCOOO
goboooboooboooboooooooooooooogn
gobboooooboooobooobnO0oO0bOOOO0ODOOOD
00000 (1)oooOOooOoOOoDboOOoDOoOooOOoOooDOo

1 &

Lo, @)~ — (2 £ (@, 3, D) A0, (@,5)+
p=1

K3

S fol@, Gy, @A, (z,6p)+
p=K1+1 (2)

K
Z fr(x,@p,uj)A(I)p(x,ﬁp))
p=Kn_1+1

0000000000000 0 (2)o0oboOoDUoboOoD
gobooboooooobooobooooooooobooo
(2000000000 r0O0000DOODOODOODOO
goooboobobooobooboboboboboobobooboo
goboooboooboooooooooooooobooooboobooo
0000000000000 0 k0000 (DOO0O0 kOO
00000000000 DO00D0O0DDO0OO0ObD rODOODOO)
000000000ooooO0o0o0oOoooookOoOooooOoOoo
gooooooooobobooobooobooobpoooo
kO0DOD0O0O0O0O00O0OOO00O0DoOr-r0ooooooooon
goboobooooooboooooooooooooboobooo
gooooobooooooobobobooobooboboooboo
gboboobooboboobooooooog

gboboboboboonOdbOob0O0OO0O0ObODODODODO
40000

0000000 N/nOODOODOODOODOODOO
000000000 kdOOOO0O0OO0OOOOO0OOOOOOOn
gboooobooon0bDOO0OO0OO0O0OO0OODODOOODOO
goooooboobooooobobooooobobooboooboo
goooooboboooboobobobobobobobooboo
goboooboooobooobooooooobooooobooboooo
goboooobooobobooobooboobboooboboooo
gobobooooobobobooobooooobob r0o0OO0OO
gobooboooooooboooooooooobooooboooo
oo nO0DbODOOOOnO00O0O00OODODOO n
gooboooooooooboooooo

goboooboooboobooooooobooobooboooo
goooooboobooooobobooooobobooooboo
00000000O00ooO00oODO0O0D 1/n000000D0O0
gopbooobooooboooobooooobooooboboooDo

gooooobooooobooboooobobooooDbo
0000 (2)000000b00DO0UO0LDO0DDOObOODODOO



FlITz0070 060 0O 00000 oboOon

7;rr-y-;u7'1 FHbTuI2 o & ZHbeTydn Ei1$H
S
I !
k') — ket — - kd)—
e HE EsH®
E2xaftE
SR
THovoIT| [FAroeI2T . EI2EE#E
BEMEE EEEE EEME HW

04 0O0O0OOOOOO

oooooooooooooOoobooboooooooooooo
ooooooooooooooooobooooooooooon
000000000000 (gather) DDDODDOO0OOOOOO
ooooooooooooboobooooboooooooooooo
ooooooooooooooooboooooooooooon
ooooo

4 0000

oooooooooooooooboooooooooooo
oo10200000000000000

01 00oooo

happy_budha cornel_box
000 | 480 x 480 [pixels] | 480 x 480 [pixels]
oooo 20062 16190
ogo oooo goooo

00000000000 10°00000-000 kOOOO
0000 k000000000000 0000O0O0oOOooOo
0000 1/20000000000000000 1000 320
gooooo0o0loooboDooooooooooooooooo
0000000000000oooooogoooooooa pC
O CPU O Pentium4 3.0GHzOOOOO 512MBO OO0

gooooooooooooooooooooooooog 5
Jddoe000000D0O00DDODOOODDOOOODODOOO
godoobooobooobooobooobooboobooooooo
0000000 nO0OO0OD0DDOODO nOODOOOOOO
21000000000000000000 O(logN)I:II:II:I
gooooooooooooo (Z)DDDDDDD 100oo
J00D0o0d0d0o 1000000000 NOOooogogoo
000000000000 0000O0OoOoo0oOoOoo0ooon
OOgather 1000000000000 0OO0DOOODODODOODO
Jodo0obOOo0oOo0oooOoOoOoOooooobobooooooooao
000000000000 000o0o0ooooooOoOooooon
Jo0do00dooooooooOooOoo YoO 800 1000 110

205

goooooboooooooboooooooooooooooon
00 12000000000000000000000000
obobooooooooooooooooooooooooao
goooooboooboooooooooooobobooooo
goboobooboooooooooooooooooboobooon
oooooooooooooooooboboooooooooo
gooooobooooobooooooooboooooboobooooon
gboboooboobooooboooooooooooooooon
ooooooooooooooboooboooooooooooo
ooooooooooooooood

14 /
12
ﬂ 10
T s
-
4 /
A
o i ; i ; i ; J
0 5 10 15 20 25 30 35
it 5 3
0 5 happy-budha 000
20
18
16 /

=

pde A M=

/ -
0 5 0 s 2 2 " »
HHE

o M oA @ o

0 6 cornel.box 000

5 00

oooooooooooooobooobooooooooooo
oboooooooO0oooooOoOoOooOooOooOooOooOoon
gobooboobooooooooooooooOoooobooOoon
gobooooboooboooooooooooooooooboooon
oo0ooooooooooooooooo
gooooboooooooooooooooooboooooo
gobodoobooooooooooooo
ooooooooOooOooOooOooOooooboOooOoooon
00000 (bob0oob0)bO0o0ob0OOobooooDOoo
gobooobooboooooboooooooooooooboooon
ooooooooooooooooboooooooooooon
gooooboooooooooooooooooooobobooon
goboooboobooooboooooooooooooboooon
000000000 /000000000000 0oDOoo
gobooooooobobooooboobooooboooooboooDo
goboooboooboooooboooooooboooboooooo



FlITz0070 060 0O 00000 oboOon

Al

0 7 happy-budha000O
T

o

0 8 happy-budhaOO0O0O

09 happy-budha 0000

gbooooboooboooboooooobooooooooboooon
gooooobooobooboooobooooooooooooon
ooooooooooooooooobooooooooooon
00000000000 00000oo0o0oUoo00 FPGAOO
gboodoooboooboooooooooooooooooooon
oooooooooo

oooo

[1] Matt Pharr, Greg Humphreys,* Physically Based Ren-
dering: From Theory To Implementation (The Interac-
tive 3d Technology Series)” , Morgan Kaufmann Pub,
2004.

[2] Jorg Schimittler, Ingo Wald, Philipp Slusallek,* Saar-
COR - A Hardware Architecture for Ray Tracing” O
In Proceedingsof the ACM SIGGRAPH/Eurographics

206

(3

[4]

5

[6]

[7]

0 10 cornel.box OO OO

0 12 cornel.box OO OO

Conference on Graphics Hardware (2002), pp. 27-36.
Sven Woop, Jorg Schimittler, Philipp Slusallek! RPU:A
Programmable Ray Processing Unit for Realtime Ray
Tracing” , Proceedingsof the ACM SIGGRAPH, 2005.
Henrik Wann Jensen, "0 00000000000000O
gooooooooooooo”,oooa, 2002.

Ingo Wald; Realtime ray tracing and interactive global
illumination” , 2004.

Johannes Giinther, Ingo Wald, Philipp Slusallek. ”Re-
altime Caustics Using Distributed Photon Mapping”,
Rendering Techniques 2004: 15th Eurographics Work-
shop on Rendering, June 2004, pp. 111-122.

Toshi Kato. ”Kilauea: parallel global illumination ren-
derer”, Parallel Computing, Vol. 29, Issue 3, March
2003, pp. 289-310.





