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Abstract

Monte Carlo methods have been a popular
approach adopted in the computer graphics
community. Efficient sampling for different
types of luminaries is an important issue in
solving the global illumination problem using
Monte Carlo methods. To our knowledge,
neither sampling nor rendering techniques for
the elliptical cylinder luminary have ever been
presented in the literature. In this paper, we
initially describe the sampling technique before
we demonstrate rendering technique using both
ray tracing and Monte Carlo direct lighting
algorithm. The proposed techniques are
implemented on an experimental system where
some images are rendered and runtime statistics
collected. We also analyze how the quantities
of samples impact on the quality of rendered
images. The contribution of this paper is to
extend the luminary coverage both in the
sampling and rendering aspects with an
application in the global illumination.

Key words: dliptical cylinder luminary, Monte
Carlo direct lighting, stratified sampling,
uniform density sampling.
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