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Method

Find our project website, pre-print, and 
code using this QR code: 

Website: glow-inverse-rendering.github.io
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Capture Setup

Co-Located Light and Camera

Credits: IRON: Inverse Rendering by Optimizing Neural SDFs and Materials from Photometric 
Images

In the Wild Illumination Multi-View Photometric Stereo

Credits: IMulti-View Photometric Stereo: A Robust Solution and Benchmark Dataset for Spatially Varying Isotropic Materials Credits: Large Scale Multi-view Stereopsis Evaluation
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Stage 1: Geometry Initialization
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Stage 2: Joint Optimization Through PBR

Inverse rendering under global illumination. 
Long range inter-dependencies & Difficult optimization problem. 
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Point A

Radiance of a scene is discontinuous with respect to flashlight position. 
Neural networks are unable to cache such discontinuous signal.

Albedo Roughness Geometry

Discontinuous Radiance With Moving Point Light
Inverse Rendering: We focus on recovering all scene graphical attributes from 

image collections with optimization.
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Qualitative Comparison of Material Properties
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Ablation on Radiance Caches

Dynamic Radiance Cache
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