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Research and application on radiosity illumination based
on GPU hardware acceleration

Yu Ping
(Hebei Province Meteorological Technical Equipment Center, Shijiazhuang 050000, China)

Abstract ; Radiosity is a widely used technique for global illumination, which makes a direct impact on the illumination ren-
dering efficiency and realism in the indoor scene. The traditional radiosity requires huge computation. Although the im-
proved progressive refinement radiosity can instantly calculate the form factor, the whole process is still very time-consu-
ming when the number of patches is large. For the above reasons, the progressive refinement radiosity based on GPU
hardware acceleration is proposed, which takes advantage of the parallel computing capabilities of GPU. The judgment of
patch visibility and the calculation of form factor are completely achieved in the GPU . The calculation of form factor and
the solution of patch radiosity are accomplished in the fragment shader. The application create the frame buffer object,
which can carry out the off screen rendering and render to texture. This improved method can reach the speed of interac-
tion for a simple scene, and it will greatly enhance the calculation speed and improve the illumination rendering effect for
a complex scene.
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3) P i glCompileShader ARB % %45 >3 (2% X 42 5

)P glCreateProgramObject ARB 61 8 % {4, 4% F4¢
X4

5V glAttachObject ARB ¥ T 41 45 (0, 4% % 5 B
FIRRFST 4

6) P8 F gllinkProgram ARB % 2 F2 17 X 4 5

TP glUseProgramObject ARB, ¥ 1] #1447 2 {4 4% 7
FFAES OpenGL S HTARZS 19— #8722 2%, B 0 1] 8 A 4K 5

8 UNRA AR FEITF A uniform 28 (—BUEHD B4
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THHREIEREF FF;
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U0 30 2 BN R S IR A R B TR e 3 B HE g R
A Z TG0 1D VE 50 Sk 1778 Gy, A AT 25 72 T A
HAS R B — 2Bk ik b me A R g 3
SO ARG ; R B 2 TR OGN B P R R AR S
NGO AR o 3R SR AP B A BT AR A 0 3R
MFT &S E AT W 2 IR ID AR E i s dn ., BAR AL IR
W

DAEN AR 7 o8 — 25 S0 texture, ISR A7
T RPATERE R LR,

2) i FAE N AR P b A1 E A A WL b X R 5
(frame buffer objet) M A J& F & 11 & 45 BT $245L 49 BRI\ Wi 2%
DX BRI M2 e DX 2 TR IR 55 #4514 Sk 75 % 496 AT T ) e —
M X, B AT e EE B A ME—DiZ X,
7 AR 7 1B e A T e DXt 2 T LA S B o T
BRIV 2 AT — W A T e 2 2R A7 i 2 48 BT B 2 1 BU 3 texture
AR I B AR A R AR R A ORI AR
AN s A 2 R Y P B B T8 o XX
G LI I AE RSO HE % vk X E E A

[/ B EE EURE texture

glGenTextures(1, & texture) ;

glBindTexture(GL_TEXTURE_2D, texture) ;

gl TexImage2D(GL_TEXTURE_2D.0,GL_RGBAS,
TexWidth, TexHeight,0, GL_RGBA, GL_UNSIGNED_
BYTE,NULL);

/ /B A Y WZE pp X X% 2 FrameBuffer

glGenFramebuffers(1, & framebuffer) ;

glBindFramebuffer(GL._ DRAW _FRAMEBUFFER,
framebuffer) ;

/ /2R g ) it % el DXXE G2 B I SO % o X

glFramebufferTexture2D ( GL _ DRAW _ FRAME-
BUFFER, GL._COLOR _ATTACHMENTO, GL _TEX-
TURE 2D, texture,0);

/o BT ORBCE — T PR A M BB A & AR B 7 TR
BB/ SR SHB. MHE ORI RS EE
ELRINE AT G4 + /

glMatrixMode(GL_PROJECTION) ;

glLoadldentity () ;

gluPerspective(CRender: : s _camangle, CRender::s_
aspect,CRender: :s_nearplane,CRender: :s_farplane) ;

glMatrixMode(GL._MODELVIEW) ;

gllLoadldentity() ;

glTranslatef(— cam — >>pos. x, — cam — >>pos. y, —
cam— >>pos. z) ;
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DrawScene ()

DIETR A B dn h B PAT R ERBUE M F B &R FET
FAE R TR b 3 6 s v 3 2 1) — BUE B #1790 R 1k
TR AR, P AR [ 7 e b TR A B A

BRI B A R T 4 6 2F BR B
AL ] GLSL H @ iE S RS .

uniform vec2 NearFar; //it Fl it i

varying float4 ProjPos;//FERE 5 G W B

void hemiproj( )

{

// JUART 4% 72 46 51 IR i 5 1]

vecd mpos=gl ModelViewMatrix « gl Vertex;

/A ST B AR ER AR A — > 8

vec 3 hemi_pt=normalize(mpos. xyz) ;

[/ F =N AR AR BRICE w 20 i 2

float {_minus_n= NearFar, y— NearFar. x;

ProjPos. xy=hemi_pt. xy * { minus_n;

[/ SEA SR R ] OpenGL B IE S Y) Ak

ProjPos. z=(—2 » mpos. z— NearFar. y— NearFar.
X) 3

ProjPos. w= {_minus_n;

}
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T A A A0 LE 19 3R 8 E 38 4% 4 3
— MMZ DTG LI FER RN — R WIRAF h. XARAE
8 ST B S PR BLTT AT G A 1 S R B S — — X Y
KFE . MAL WG AE XS S AR B N AT B O 8, I
LA B v e 22 b XX R 3l A R 5 T G A e
25 o XX G R A e St B B R b B R B e
JERRAE . FHLE N R P b DA A 1 W 22 o X e 52 BUAT A
TR ER . S IA oG . BARLRIT .

DFERE L A — A W22 ol X X 4R (frame buff-
er objet) , G2 W DX X G A B 2 AT A A £ it 25 8] 14, 26251
g RN % B SO R B E P G P XX R AN R T —
VR G, I Ak 2 Dy LB % 4 TE e 2% v IX X 4 (render
buffer object) , & 4% 2 v [X X G2 & — A FUH A7 0 X, £ &
— Bl EUR A ERIE e s X B FR A 0Y =  BOE t di it
RSB F BUAS 2 1 48  E ' IRAE

2) 1 N TR e o O B 2 Ve G 2% b DX X 4 40 T A i
23 0] -4 58 PG 3K G At 3 8] A R /N 15 8 — i 1 e
(GEIE € b AN = S R G D W T s @ L AR S e
G B R B ST — — % L 19 26 R L R gk ] LASE A
Z TG AS 3 1 R S ' BB T 22 A7 R 2 A 2
ZATER B R — ORI . — B TE G 22 i X
B T FAAf A ) J5 a0 mT A G B o 1 6] A 1 T 2 o XX
R b ARG T DL HE AT IE g

3G E E AT OpenGL [ E A& LR AR AR X 43
N Z N TUHATIE G A R B s b b s i &

— 50 — [EAETFMEEAR
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AR BB AT AT DL W 5 e e B € R B RO —
T G A5 1) (1 T % ol DX 11 03NS 52 ok S KT 24 i i B 75 A
RS A W AT O T TR AR R AR TR
0% B 32 30 00 O BRI 38 45 R A7 il 0 e g2 oh IX.
o BARGACED 1 RS 2 R TR . B 1 D R BB A
i S b AT DL e ) o ARG . AU 2 S B
R IE R Tt SRS E R E TR E Ad
R,
A 12 7 Bl AT A A
//ICE PRI BILES (8] o7 B
varying f{loat4 ProjPos;
//HEWCE W 1D, 7E R AR )7y — 0 & IR
uniform vec3 RecvID ;
[/ — 3 E G A5 A B SO G A AR T
HiZ— BRI A
uniform sampler2D HemiBuffer;
bool Visible( )
{
//HBICR IR ER |
vec3 proj=normalize(ProjPos) ;
/7ML= 1, 1 1c4a 2000, AT ar i g 4k
proj. xy= proj. xy * 0. 5+0.5;
//ARBCEER I G2 vh X A % S Y (E
vec3 xtex=tex2D(HemiltemBuffer, proj. xy);
[/ VR BRI % v X IR (RN J B 1D 2 A5 AH 25
return all(xtex==RecvID);
}
AT 2 TR R F e I B A3 0 B Ry RS
//ERWOTT R A B S () (0 & Rl A (A 2
//FRMITT R S AR (8 7 A P R TR
varying vec3 RecvPos;
varying vec3 RecvNormal;
uniform vec3 RecvColor;
/)RS IO R AR A ) B 7 R
uniform vec3 ShootPos;
uniform vec3 ShootNormal;
/)RS ICR IR AR
uniform vec3 ShootEnergy;
vec3 FormFactorEnergy( )
{
/IR 3 B H W3 1 1)
vec3 r= ShootPos—RecvPos;
/)5 B CE B O
float distance=dot(r,r);
r=normalize(r) ;
[/BNCE R E RS ¢ KA
float cosi= dot(RecvNormal,r) ;

float cosj= —dot(ShootNormal,r) ;
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[/ IR

const float pi=3. 141 592 6;

float Fij=max(cosi * cosj,0)/(pi * distance) ;
Fij « = Visible( )/ /3R B AT BLIE 0 2 # 1

[/ EARBCE R RE &

vec3 delta= ShootEnergy ¢ RecvColor ¢ Fij;
Return delta;

}

void main( )

{

[/ EAT B WA S B REE A R B £ i
)00 At 1 7 2 e DX X B
gl_FragColor= FormFactorEnergy( ) ;

}

4) A N IR P oh AR R 5 — W e 15 B 1Y LR b
FERH 15 28 AR AR BN 0 56 Ok AT B 09 15 L 2% b X X g h
R R G B 5 A DT 2 e DX o AT B2 I, O 4 45
REBAGDZILIE B B ROCIRITE b, K53 T &4
Y ' IR 1 SO E G 2 R A A B — WO A SRONG B G
BE R I i

5) AL N R P o 355 A~ 22 30 T8 % B 1Y SCEE Y R
R AR B e R R B (B 1 SO X Y 2 0B
IDAERNT — D5, B 5 F AT A 5 TE g 5
P B B K BE B AR T3 A BB 45 1ok A . A
22 31T % IO 1 o' RN T 30 A7 80 B T A A K S SR T
BV DORE AT R R A 3 RE Y S O R G BRI Y i
G X T s . BRI BT %A A R AR
Jr B TR i XX R VE G 28 P XX 4 IF T2 v X
B IOE Y R E

/ /A T g 2 i DX B I Xk HL 43 C A it 5 R

glGenRenderbuffers(1, & color) ;

glBindRenderbuffer(GL._RENDERBUFFER,

color) ;

glRenderbufferStorage(GL._RENDERBUFFER,

GL_RGBA, TexWidth,TexHeight) ;

/ /B TR XX 42

glGenFramebuffers(1, & framebuffer) ;

glBindFramebuffer (GL_DRAW _FRAMEBUFFER,
framebuffer) ;

/ /RO T G 2 iy DX X G B 3 2% o XX 4

glFramebufferRenderbuffer (GL _ DRAW _ FRAME-
BUFFER, GL._ COLOR _ ATTACHMENTO, GL. _ REN-
DERBUFFER, color) ;

/o HETR R ] g B A 60 g AR AR T 8 LR AE
X AV A 22 R AT VR e, JFH0E G DL 9 25 21 A A
PR ot 2 e DX b A2 R B 230 i s+ /

/ /B IAEE SRR B SUUE S AL B A B B
OAEIEAT E

Hh [ Rk B A% 0 0

RS HXAR

gl TexEnvi(GL_TEXTURE_ENV,GL_TEXTURE_
ENV_MODE,GL_ADD) ;
//ERGRh EA Z TR
DrawSene() ;
/A Z 30 TE S B TE G B WSE wh X0 (& ) 3 5
K texName 1
¢lBindTexture(GL_TEXTURE_2D, texName) ;
glCopyTexSublmage2D(GL_TEXTURE 2D,0,0,0,
x,y, texWidth,texHeight) ;
[ R E PG R T B K
YRR B 2 RIRAE NI R E + /
int Find Max_Energy Im(float energy)
{
inti,j=—1;
vector v;
float f;
/ /38 3 i A 22 303 T8 1) S B ]
for( i=0;i<Im. num;i+ -+ )
{
/ /A2 TR L ) > A R {E
v=Im[i]) —>totalenergy;
f=Intensity(v); //%& 5 BE GE o 1Y 08 F
if ({>>energy)
{

energy=1{; //BE 2 ¥ B K AE =
i=i; //IEFEZNIEM 1D 5
}
}
return j; / /& 181 #% B ) 2 1 1D

b
4 LRBERKDH

JE A AE A A THE LA DR 6 R4 0 OpenGL Al
HHRE BIE S GLSL, RS E T GPU W Fm i 1 & 2
KORGS5 99 B B IR A9 B T — SR B0 0E 5 vk A Rt i S 5
iR, T LUE P E NI s it LR E T

B R BR8 AL PR 2% Intel(R) Core(TM) i3-41760CPU
3.60 GHz; i 4 :500 G; N A : 4. 00 G; £ : NVIDIA Ge-
Force GT705, 2 7% 1 G,

AL : RS0 Windows 7 HEMLRIR 32 i3 4E R4
It % T.H. . Visual Studio 2005,

Y —H T 1 602 4~ .6 431 AT si. 2 6
U5, 14 445 D, BRI 5, SLIREE R AnE 4 s, ok
FAEET GPU B {4 0 38 A f87 B0 37 s R 559 B O JRAIUR .

Gt AT -8 549 ML 35 785 AT AL 6 406
J8.86 077 A~/NTH R 4L & b A 22 i 3 5 . W 5 BiR
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