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1. Introduction

This document contains the supporting information of the paper
"High Dynamic Range Point Cloud for Real-Time Relighting". In
particular, Figures 1, 2 and 3 show the input data of tested scenes
with an equirectangular view of the point cloud and the input HDR
photo. Figures, from 4 to 15, show the rendering obtained with the
expanded point cloud of scenes with HDR ground truth (SPONZA,
SIBENIK, FIREROOM, ATRIUM, BUILDING and KITCHEN) with
the relative the probability maps to detect differences from the
ground truth rendering computed with HDR-VDP-2.2. Below each
figure, there is a table with the error measures of each rendering
from the ground truth. The used error metrics are the RMS er-
ror, the quality of HDV-VDP-2.2, and the Structure Similarity In-
dex (SSIM). Figures 18 and 19 show the time and memory per-
formance comparison of the three versions of the PBGI algorithm
(Classic, MIP-PBGI, and X-PBGI) by changing the viewport size
and the microbuffer size. For (SPONZA and TOYROOM), we used
two viewpoints (see Figure 17): VIEW1 with a detail of the ob-
ject that gets all the viewport; VIEW2 the second one where the
entire object is visible in the viewport. Figure 20 shows the ren-
derings of three different scenes, obtained with the three PBGI al-
gorithms. For MIP-PBGI and X-PBGI, the PSNR value obtained
from the comparison with the classic PBGI is reported. Figures,
from 21 to 26, show the comparison of the X-PBGI rendering with
the ground truth obtained with a path tracing, the classical environ-
ment mapping and two different versions of the Voxel Cone Trac-
ing (VCT) algorithm (16 cones plus a specular cone for VCT16
and 1024 cones for VCT1024). Each rendering shows the relative
error map from the ground truth using CIE LAB color space. Each
figure shows the results for a pure diffuse BRDF and a GGX BRDF
changing the roughness parameters.
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