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Real-time rendering of scene complex illumination based on texture
LI Gang
(Dept. of Computer and Mathematics, North Sichuan Medical College, Nanchong Sichuan 637007, China)

[ Abstract] In virtual airport simulation, scene illumination is an important part of rendering in order to realize the realism of

airport image. The scene drawing needs to be able to simulate the lighting scene in the daytime and lighting scene at night in real

time.24 hours in order to realize real-time scene illumination changes, the Blinn—Phone lighting model combining with the modified

Rayleigh scattering environment light texture generation buildings and moving object light during the day, at the same time through

texture records of local lamplight at night lighting local real-time data generation night light, in the morning and the evening light is

based on light during the day and night lighting texture data fusion to generate the corresponding light. By using this algorithm, the

illumination scene can be drawn for 24 hours in real time, and the real —time gradient illumination can be achieved in complex

illumination scene.
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Fig. 1 The Texture of Rayleigh scatter color of the sky
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building
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Fig. 4 Light illumination scene at 5:00 am
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Fig. 5 Light illumination scene at 6:30 am
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Fig. 6 Light illumination scene at 11:00 am
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Fig. 7 Light illumination scene at 7:30 pm
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Fig. 8 Light illumination scene at 10:30 pm
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