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Artificial Life for the Virtual Environment of Driving – 

 Rendering Engine 
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Abstract 

 

The Rendering of objects and 3D scenes 

is one of the most important steps in the 

applications of computer graphics and virtual 

reality. It affects the realism of display. In 

this rendering engine project, we render the 

objects in a virtual environment realistically. 

Besides, we will focus on the simulation of 

natural light in atmosphere, and the light 

illumination at night. We will perform a deep 

study on these topics and design the 

corresponding simulation software. 

In the first year, we will consider the 

physics of light in atmosphere and the 

participating media. And then we use the ray 

tracing and radiosity algorithms in global 

illumination to simulate the direct sun light, 

the light in raining and windy day…etc. We 

will establish the optical model, design the 

simulation algorithms and develop program 

modules. 
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