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A binary voxel representation
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L = saturate( BD / WSS * PHS )

L: i HERE

BD: IEHNIEE ( MICEIRSLFFES )
WSS: iR =SB RY4aRER 2
PHS: 12489 8 [RS/ANE

FS = lerp(RTS, PCSS, L)
FS: BRESHIIRR/ZUR

RTS: S ERERBAR/ZIER(0 or 1)
PCSS: PCSS+[BE/5452 (0 to 1)
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ElrtéiE: ~10K

Shadow Map: 3K x 3K (36 MB)
Primitive Map: 1K x 1K x 32 (128 MB)
Primitive Buffer: ~360K

fAEZ%=%: 1920 x 1080

GTX 980
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* Shadow Map: 3K x 3K (36 MB)

®  Primitive Map: 1K x 1K x 64 (256 MB)
¢  Primitive Buffer: ~2.2 MB

*  [BEs%2%: 1920 x 1080

GTX 980
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* TXAA 3.0 = [MSAA] + Temporal AA + MFAA

Motion Vector
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Scene Color

Setup/Restore PSL Patterns

Rendering Pass
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EMRTXAABMLLRE S  RE=1EO:
® GFSDK TXAA DX11 InitializeContext( &txaaContext, device )
* #IHALTXAA3.0, 7EKeplerZ BIRVREH S5k
* GFSDK TXAA DX11 ResolveFromMotionVectors(&resolveParameters, &motion)
* H11TTXAA 3.0 ResolveidF&
* GFSDK TXAA DX11 _ReleaseContext(&txaaContext)
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Color curves
Sketch

Color space transformation

®  Hue shift
¢ Desaturation

¢ Brightness
Contrast
Film grain
Bloom
Lens flares

Anamorphic glare
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Distortion effects

®  Map distortion
("heathaze")

* Fisheye
¢ Explosion
Color aberration
Tonemapping schemes
* Haarm-Peter Duiker
¢ Reinhard
¢ Hable (Uncharted2)
Lens dirt
Lightshafts
Vignette
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Gamma correction
Convolution filters
® Sharpening

* Edge detection
*  Blur
* Hipass/lowpass
FXAA
Sepia tone
Halftone
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Denoise
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sRGB vs BT.2020/Rec.2020
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LDR vs HDR

* Left: LDRIEZLHE/E
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