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FSchink { 0% spocular y I ¢ Opecular®* (1 O-F
emiNsve { (emmsavetex ), coord) xy7 (22N
selfommsve ~ (eomssave * (1.0 « roughness)) * 0.5
realdifTuse ~ (dilluse * nl) (1. 14)

node) ((ambient * nl) * vin)

nodel ~ FSchlick * R

nondeY = ambicnt * (| selfmasive )
finalretr - (R ¢ (nodeO " 3 )
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Solution : Denoising

divide —

albedo iradiance \

B Diffuse CNN

normalization & e ‘ o ] - a\!)gdo
gradient extraction | We|ghted o multiply
ol
o | reconstruction 2

; § logarithmic i
- transform & or - exponent\al.
. normalization & o We|ghted transform
s gradient extraction 0| reconsicton
Specular components WU 4

color

o
Q
=
Q
T
[=
Q
o

Preprocessing Filtering Postprocessing
Fig. 2. An overview of our general framework. We start by preprocessing diffuse and specular data coming from the rendering system independently, and then

feed the information to two separate networks which denoise the diffuse and specular illumination, respectively. The output from each network undergoes
reconstruction and postprocessing before being combined to obtain the final, denoised image.

Kernel-Predicting Convolutional Networks for Denoising Monte Carlo

Renderings. SIGGRAPH 2017.
Steve Bako et al
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reference 64K spp input 8 spp P-buffer P-buffer path descriptors
Manifold model (ours) Path model

Weakly-Supervised Contrastive Learning in Path Manifold for Monte
Carlo Image Reconstruction. SIGGRAPH 2021.
In-young Cho et al.
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Solution : Sampling

aCi(xP)

Net k diction: g; =
etwork prediction: ¢; ax[p

Coupling transform: Ci(xf)

3
2
1 -
0

P/w-linear

IS

0.

3
2 -
1
0

P/w-quadratic

Neural Importance Sampling.
TOG 2019.
Thomas Muller et al.
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(a) Image-direction space (b) Sampling in (c) Q-values of (d) Adaptive sampling and (d) Reconstruction

direction space adaptive actions partition in direction space \ and rendering result
s ,_ 6=0

Adaptive Incident Radiance Field Sampling and Reconstruction Using
Deep Reinforcement Learning. TOG 2020.
Yuchi Huo et al.

L13 2023/7/26



K X

L13 2023/7/26




