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Meshing level 0
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Meshing level 2
16 elements

Rendering with different mesh levels
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Geometry  array (patches)
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*p1 pointer to input patch



.

.

.

**em+2

**em+1

heap

light source

mesh lines

Element array

*e2

*e1

*en

.

.

.

*e3

*em
*em+1

**e2

**e1

*en

.

.

.

**e3

**em
KEY

*e1 pointer to element

**e2
pointer to pointer to  element

.

.

.

**em+2

"
parallelization occurs across this array





}
}
}

Processor 1

Processor 2

Processor n

*e2

*e1

*en

.

.

.

*e3

*em
*em+1

.

.

.

*em+2 .
.
.

Geometry array

Receivers 

Receivers !! each processor treats the 
elements that are assigned to it as receivers 
and computes the radiosity received by it 
from the current source element.

Processors !! each processor 
handles a number of elements, not 
necessarily the same number for 
each processor.





V0

Vertices depicted with a circle 
are not shared.

Vertices depicted with a star are 
shared.

Quad meshed element:  Vertices V0 !to! V3 comprise the original element. The element is meshed sharing 
the  outer vertices, and creating five new inner vertices (e.g. V12).
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 target
Nt

Nt

source

 plane of target

Vs

Vt0

Vt1
gluLookat(eye,ref,up)

   eye = Vs
   ref = Vs!Nt
   up = Vt0!Vt1

 ray from Vs along !Nt 
would hit here x
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Edges List

target:       ABC

blocker:      DEF
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parallel planar meshing
uniform mesh level 0
# polygons = 45

parallel planar meshing
uniform mesh level 
# polygons = 645

parallel planar meshing
uniform mesh level 4
# polygons = 5445

Uniform meshing only
uniform mesh level 6
# polygons = 9217




















