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MOTIVATION

Image: Peter Shirley, raytracing.github.io



ENVELOPE MATH

10 GRays/s (RTX 1080)
/ 2880 px = ~24 Rays ppx/s
/ 1600 px
/ 90 fps
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RTX OFF

Source: Schied, et al. 2018
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PROJECTED PERFORMANCE

Prior: Spatial Reprojection; Quality Metric Importance Sampling
Due to Siekawa, et al. 2019


