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Abstract

Abstract: For the dynamic illumination in web-based virtual reality environment, an interactive real-time
rendering mechanism that integrates pre-storage, scheduling and optimization based on a collaborative
real-time rendering system. The mechanism helps the rendering system to construct a viewpoint-based
pre-storage structure, “Gl map tree”, to save and organize illumination rendering information on cloud
server. With the assist of “GI map tree” and the user's input behavior, a “heat”-based Gl map group
scheduling algorithm is proposed to improve the transmission efficiency of the rendering system in this
mechanism. The experiment results of Web3D application in the Web environment show that the
mechanism can not only effectively organize thousands of Gl maps, but also help the collaborative real-
time rendering system to accelerate the reconstruction of dynamic scene illumination.
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Abstract: For the dynamic illumination in web-based virtual reality environment, an interactive real-time
rendering mechanism that integrates pre-storage, scheduling and optimization based on a collaborative
real-time rendering system. The mechanism helps the rendering system to construct a viewpoint-based
pre-storage structure, “GI map tree”, to save and organize illumination rendering information on cloud
server. With the assist of “GI map tree” and the user's input behavior, a “heat”-based GI map group
scheduling algorithm is proposed to improve the transmission efficiency of the rendering system in this
mechanism. The experiment results of Web3D application in the Web environment show that the
mechanism can not only effectively organize thousands of GI maps, but also help the collaborative
real-time rendering system to accelerate the reconstruction of dynamic scene illumination.
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