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The effect of real-time illumination on the authenticity of scene simulation
ZHENG Kaidong, FENG Tianxing, WANG Jiahua
('School of Computer Science, Xi‘an Shiyou University, Xi‘an 710065, China)
[ Abstract] Global illumination refers to a rendering technique that considers both the illumination from a direct source in the scene

and the reflection from other objects in the scene. The real-time global illumination will be accurately calculated in millisecond time
units, taking into account the nature of the light and the medium itself, ensuring high—quality output. This paper mainly studies the

influence of light and shadow effects produced by real-time illumination on its authenticity in scene simulation.

[ Key words] scene illumination; global illumination; real-time GI; rendering pipeline

1 ERERXR

Unity 515 5.0 HBERT 1 5242 Jm BRI, 7ETH
A4 RRAS BUAT T S MbRT — R, JC Ik AT AT AT B
2, (EGE S 4 R B IR R Z 5 W] DL RERS
S 2 B ST B B 1 il X
Fob Ty AT LA BE T O KT G B8 8 5 58, DA 3k 5
) — 375 A AN RIS R F B, OB IR 1A 1
BioR

(a) BTAMH (b)) HAHEOL (o) M2
(a) Without lighting (b) Only with direct (c¢) With indirect global
light illumination
1 FAERAFXIEZRAIZN
Fig. 1 The impact of different lighting methods on realism
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Fig. 2 Differences in the use of real—time lighting systems
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Fig. 3  Real —time global illumination based on real —time ray

tracing
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Fig. 4 Path tracking diagram
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Fig. 5 Landscape without real-time lighting
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Fig. 6 Landscape using real—time lighting
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