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Space of directions
Isotropic Anisotropic
Constant Spherical Discrete Implicit
basis functions |harmonics ordinates representation,
Zonal method: [16]| /8] |Based on local solutions| Global 3d-filter:
Hierarchy [3] (local interactions)  |interactions [12]
Progr. Ref.:| HR: Progr. Ref.:| Sweeps: | Sweeps: | Diffusion:
[2,19] [18] [13] [10] [11] [20, 21]

Distance sampling
Constant Random
view independent|Light tracing: [4] Light tracing: [14]
view dependent [Light tracing: [5]|Bidirectional path-tracing: [9]

Table 1. Deterministic (top) and stochastic (bottom) methods.

Symbol Units Meaning

J(x,w), L(x,w) |Wm™?sr *[Source radiance and radiance

M — Number of direction bins / harmonic coefficients
n — Number of elements per axis in a regular grid
2(Wo, wi) — Phase function

s, v (v=n? — No. of patches / volume elements (voxels or blobs)
X — A point in R?

Ka(X), Ks(x), Kz (x)|m™! Absorption, scattering and absorption coefficient
T(X1,X2) — Transmittance

w —/ st Direction / Solid angle

2(x) — Scattering albedo

Table 2. Table of terms.

= Deterministic methods
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3 1 Constant basis functions
3 1.1 Zonal method
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3 1.2 Progressive refinement approach

3 1.3 Hierarchical radiosity
3 2 Spherical harmonics

3 3 Discrete ordinates
3 3.1 Local interactions

3 3.2 Global interactions

3 4 Implicit representation
3 4.1 3d-filter

3 4.2 Diffusion

[ Stochastic methods
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41 Constant distance sampling
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4 2 Random distance sampling
4 2.1 Light tracing
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4 2.2 Bidirectional path tracing
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£ Discussion

5 1 Progressive results
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5 2 Sampling strategies
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5 3 Isotropic media and Anisotropic media
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