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Q Bidirectional Image Space Ray Tracing for Real-Time Caustics

Vlotivation Our Approach — trace in image space using > 1 views
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, , Nose |e® @ \ trace further
real-time, suitable for every GPU
\ Caustics
(Photon Tracing)
B e n e fl tS Light view (RSMs) \

Camera view (G-Buffer)

\

* Over Caustics Mapping [Shah’07][Wyman’09]
* Sharper edge
* Smoother intensity gradient

 Works on every GPU, including integrated GPU
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Future Work

* Adaptive sampling based on luminance via
Wavelet Importance Sampling [Clarberg’05]

 A-SVGF [Schied’18] or faster denoiser
* Visibility Buffer to reduce memory footprint
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