
Global Illumination 

The rendering equation and BDRF 
(Bidirectional reflectance distribution 

function) 



Global Illumination 

Ambient occlusion

https://vr.arvilab.com/blog/ambient-occlusion
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Ambient occlusion:  Simplify to       where V is either 0/1


 (and usually repeat for RGB)

1
π ∫Ω

V(p, ωi) cos θi dωi

p*

We repeat this equation for R, G, B







Computing V(p)

Two approaches: 
1. Ray tracing - very expensive  
2.  Screen Space Ambient Occlusion (SSAO):  Use Depth buffer 


