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A Introduction

A lterative reprojection

A Bidirectional reprojection
A Conclusion
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Two papers (concurrent work) on iterative reprojection:

Iterative Image Warping
H. Bowles, K. Mitchell, B. Sumner, J. Moore, M. Gross
Computer Graphics Forum 31(2) (Proc. Eurographics 2012)

Image-space bidirectional scene reprojection

L. Yang, Y.-C. Tse, P. Sander, J. Lawrence, D. Nehab, H. Hoppe, C. Wilkins.
ACM Transactions on Graphics, 30(6) (Proc. SIGGRAPH Asia 2011)
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A Current graphics architectures require brute force
reedardceor evemygrano: fso teey eon tyscafe wed me |
high frame rates

A However, nearby frames are usually very similar
thanks to temporal coherence

using

rendering results from neighbouring frame(s)
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