
• Good afternoon everyone, welcome to the course entitled “Recent 

advances in light transport simulation, Some theory & A lot of practice”. 



• My name is Jaroslav Křivánek and I’ll give a short into to the course. 
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• This course is an evolution of a course that we presented last year, which 

was mostly about the theory with only a marginal focus on the practical 

aspects. 

• This year, based on the feedback we got, we decided to shift the focus a bit 

away from the theory toward the practical side of things. 
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• Before we start, let me give a bit of a motivation for the topic of the course.  

• Physically-based light transport simulation is an essential component of 

rendering realistic images with global illumination. 

• It’s been a standard tool in architectural and product visualization for many 

years now. 

• It has now picked up in the movie industry too and the entire industry is now 

shifting to physically based light transport.  

• This shift really underlines the importance of research and development in 

this area. It is also one of the important motivations behind this course. 
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• And indeed, recently there have been some significant research advances on 

improving light transport simulation algorithms. 

• In fact, the recent results are too numerous to list them all, so I’ll just point to 

some of the sessions here at SIGGRAPH. 

• We will also review some of the recent advances in this course. 
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• But the important thing is that common to most of these techniques is the 

view of light transport as an integral over a space of light paths. 

• This is why we will put a significant emphasis on this view of light transport in 

the theory part of the course. 
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• The presentations in this course revolve around three main topics. 

• Next to the overall efficiency, one of the important aspects to focus on is the 

algorithm robustness, the ability to handle many different scenes. 

• Last but not least, physically based rendering presents the users with a new 

type of work-flow, new controls and new constraints that they may not be used 

to.  

• For this reason, the usability aspects are just as important as the raw 

performance of the underlying algorithms. 
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