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Comparison

see the paper



FAQ
Are many-light algorithms biased?

the technique is unbiased, but…
bounding (clamping), some spreading of energy,
or approximating visibility introduces bias

Can we use VPLs to compute direct illumination?
by placing them on light sources

How do many-light techniques relate to photon mapping?
both are two-pass techniques, VPLs usually use less “photons”
density estimation vs. direct connection (adds an extra bounce)
photon mapping with final gathering ~= virtual spherical lights
photon beams with final gathering ~= virtual beam lights



FAQ
What are the biggest advantages of many-light techniques?

basic method is relatively easy to implement
great scalability (from real-time to high quality offline)
low noise

What are the biggest challenges?
specular surfaces need to be ray traced
highly glossy surfaces are difficult
structured artifacts, temporal stability

…thank you!




