Daylight Simulation

Present: Sasi, Jay, Zachary

Focus: glare

Ideas & Suggestions
-tool should be used during design process, not after

-make a set of defaults that is simple, with more powerful tools available
-consult architects, more info needed from them

-attitude of archies towards glare and glare evaluation 

-competency with learning a new program or tool
-research/find illuminance properties of different materials

Glare Representation

-unfold rooms, use icons (smiley faces) to represent glare


-try to get whole picture from one shot


-is it practical to unfold an arbitrary room design?

-use only one person and represent glare on unfolded sides of the room


-multiple people



-click on one person, show glare for him



-no-click on anyone, average glare in room



-select ‘glare’ to show who is affected by particular glare
-using a fish-eye lens to increase visibility in a shot


-use multiple cameras (4+) and show glare from different perspectives
Review of glare evaluation

-Vertical Eye illuminance 
Making the tool easy to use and learn
-‘office helper’ type assistant to give suggestions 


-could be an AI person in the scene, or a 2D AI similar to the Word Paperclip


-make 4-sided people (or sensors) to adjust to glare (via color) in real time
-simple movement of person essential a la point-n-click (SketchUp is a pain to move the camera in)

-ability to look through person’s eyes, as well as third-person perspective


-ability to add multiple cameras?
Paper on rendering glare

http://graphics.stanford.edu/courses/cs348b-competition/cs348b-03/glare/
-Daylight Glare Probability: shows correlation between greater DGP and probability of a disturbed person

-lens flare effects to emphasize glare

-if formulas are used (DGP), could our program make suggestions on what would improve glare?
Conclusions
-focus on basic (SketchUp) rather than complex architecture tool

-making this a plug-in for SketchUp

-Ruby SketchUp API

-looked at simple Ruby scripts available to get a start on Ruby 
