HDR Reconstruction results, displayed as luminance GaSLight used for virtual objects insertion
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MOTIVATION: Accurate lighting is essential to ensure realism
and aesthetics when inserting virtual content. Capturing a
scene’s exact illumination at every point is still facing
significant limitations. Foremost, high dynamic range (HDR)
imaging requires time consuming multi-exposure or specialized
hardware. Another challenge is capturing both high-frequency
and spatially-varying illumination.
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Re-lighting results
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GaSLight Framework

We introduce GaSLight, a novel method that turns a limited
amount of LDR images into a consistent 3D lighting
representation.
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|. Spatially-Varying HDR Representation: We utilize 0 DR image B Prompt: A gas lamp standing on a table in the center of a dark living room
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effectiveness of our method for relighting.
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