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Comparison

e Many different techniques

e Different pros and cons
e Semi-dynamic / fully dynamic
e Small scenes / large scenes
e Screen-space / object-space
e Accurate / approximate visibility
@ One bounce / multiple bounces
e Diffuse / glossy bounces
e Fast / slow computation times
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Conclusion

e No technique that fits all purposes

e Depends on application

@ Active area of research
e Development continues
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