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Outline

ÅReprojection and data reuse

ïTaxonomy

ÅBidirectional reprojection

ïScene -assisted reprojection

ïImage -based reprojection

ïInteroperability

ÅPartitioned rendering and lag

ïUser study

ÅResults



Goal

ÅOptimize performance for real - time rendering

ïFor complex shading tasks

ïFor low -end platform adaptation

ÅA general -purpose acceleration method

ïGenerate in -between frames with low cost

ïIn real - time (interactive)

ïTrade quality for performance



Reprojection for data reuse

ÅGenerate in -between frames with low cost [Scherzerô11]:

Reproject and reuse pixel data from similar frames

ÅAvoid redundant computation

ÅNewly disoccluded regions can be missing
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Reprojection for data reuse

ÅTaxonomy for reprojection methods

ïTemporal direction

ïData access

ïCorrespondence domain



Reprojection: Temporal direction

ÅForward vs. Backward

ÅWe exploit both ïbidirectional reprojection

ïFew disocclusions Ą no reshading

ïSmooth shading interpolation
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