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Abstract st koHl] ey AAAE Ags 2dyg & 4

o} oJHE AMAYgE FEPLR, olg BgF A
o] AALg o} 8@ Hax 9y Wyoelth. 2y "
H oUW s g Yo Jug worn dax
ZAAZE £A L] G os A Fojmz o
#A4E JtAR Uk 28ste, HIeE olyF ¥
AR E Zolzie A3t AYHD ded, 2 F Y
7t Exe] #%3 WA EXY(BRDF: Bidirectional
Reflectance Distribution Function)& Z#A3ld Ay
e Wy el H2-5].

In this paper, we present a simple framework to
measure BRDF(Bidirectional Reflectance Distribution
Function) values of objects and to render them
using the values more realistically. There are lots of
BRDF measurement methods, but the methods have
been separated from the effective rendering of the
values. Therefore, we suggest the framework which
includes the BRDF measurement methods of objects
and the effective rendering methods of the measured
BRDF data. Before measuring the BRDFs, we do
light sources analysis, camera calibration and display
device characterization. After measuring them, we
apply them to the characterized display device for
rendering effectively and realistically.
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Fig. 1 Relationship among BRDF parameter
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framework
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Fig. 3 Camera color characterization process
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"X 55.88 3448 20.14 || R

Y |=130.20 71.50 10.00 |G

[Z 434 1542 10500} B

R 0.0243  -0.0107 -0.0034 || X

G |=1-0.0100 0.0190 0.0003 || ¥

B 0.0008 -0.0022 0.0098 | Z

/8 | 99 | /e X Y z
1 [} 0 55.88 30.20 4.34
0 1 [ 34.48 71.50 15.42
0 0 1 20.14 1000 | 105.00
0.2 0.2 0.2 6.83 6.37 9.56
0.4 0.4 0.4 20.97 20.90 24.06
06 06 06 4111 41.50 46.67
0.8 08 08 69.63 70.50 78.14
1.0 1.0 1.0 107.00 | 108.00 | 11833
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Fig. 4 Maya shader to be able to applyv BRDFs
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