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Acquisition of Photometric Properties from Ceramic Arts

and its Application to Virtual Photometric Environment
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Department of Information Technology, Faculty of Engineering, Okayama University

Abstract:

In this paper, we discuss a method for acquiring photometric properties of ceramic arts. The point reflectance on

the surface is represented by the bidirectional reflectance distribution function. Although the function defined in 4d

space, we approximate it by a function defined in 2d space. Experimental results show that appropriate photometric

properties of ceramics can be reproduced in the Virtual Photometric Environment[1].
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Fig.1 Parameters of BRDF.
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Fig.2 Virtual Photometric Environment.
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a)Target object. b) f2(0;,6,)
Fig.3 Acquired photometrlc propertles.
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Fig.4 Experimental results.
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