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About myself

) Graduated in 2011
1 MFF, Field of Computer Graphics

ICurrently
I first grade Ph.D. student
! MFF, Computer Graphics Group
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Field of Interest

| Realistic image synthesis (rendering)

] Chasing the ultimate realism
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My previous work

) Master’s thesis

1 Optimal Strategy for Connecting Light Paths in
Bidirectional Methods for Global lllumination
Computation

] Problem:

1 No state-of-the-art algorithm can handle totally
glossy scenes
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Glossy scenes

Photon Mapping Progressive Bidirectional Photon Mapping

(Our algorithm) .
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Another glossy scene

Referénce PT
(320x320, 4 days on 6 cores)
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PBDPM (512x512 1 day 3h on 6 cores) 9
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Bidirectional Photon Mapping

Jifi Vorba

Supervised by: Jaroslav KFivdinek

Charles University, Prague

Abstract the latter by replacing the final gather heuristic by a more

principled approach. The original photon mapping per-
This paper introduces a method for optimal combination of forms the radiance estimate from the photon map only at
light paths generated from the camera and from the light the end of the final gather rays and differ between “global”
sources in the photon mapping algorithm used for comput- and "caustic” photon map while we use a combination of
ing global illumination. Our method is based on Multiple various path connection strategies corresponding to a pho-
Imnortance Sampline. a eeneral annroach. introduced bv fon man estimate nerformed at different vertices of the full
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My present work

1 Global lllumination
) Data-driven sampling of illumination
1 Jaroslav Krivanek, Ondrej Karlik
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Thank you for your attention!



