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Predictive Rendering  Phenomenological Rendering

Robustnhess Robustness

Speed Accuracy Speed Controllable
Appearance
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Example Phenomena

»

Soft Shadows

Depth of Field

Motion Blur

Color Bleeding
Subsurface Scattering
Glossy Reflection

»

)

»

)

.
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Plan of Attack

* |dentify salient features of phenomenon
* Find cheap approximation for some or all of those

features

* As hardware and techniques improve, find better
approximations that capture more features
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Selected Previous Work

Reflection Occlusion Percentage Clos&oft Shadows (PC.
[Landis 2002] [Fernando 2005]

Courtesy of Industrial Light & Magic ™

See Paper for Additional Work
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Variable Radius BluiSpreading
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Variable Radius BluiGathering

<A NVIDIA.



Cross Bilateral Filtering
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