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Anisotropic media

angular domain about p

‣ piece-wise linear PDF
‣ piece-wise quadratic CDF
‣ 10 adaptively distributed vertices

balance between speed and quality 

• Conditional PDF
‣ replace equi-angular sampling by importance sampling the PF product

↵0
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Anisotropic media

• Conditional PDF
‣ examples for Henyey-Greenstein PF with g = 0.95
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Analysis and Results

1. Analysis of singularities
‣ VRLs vs. VPLs

2. Example renders
‣ VRLs vs. VPLs vs. Progressive Photon Beams
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Temporal coherence
VPLs vs. VRLs
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Conclusion

• Virtual Ray Lights
‣ turn segments of a light path into light sources
‣ importance sampling
‣ easily integrates into existing PM frameworks, GPU friendly!
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Virtual Ray Lights

Photon Beams Bidirectional Volumetric 
Path Tracing

RayLightCuts

Virtual Beam Lights
[Novák et al 2012]



Let’s have a break...

Thank you!
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