
http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com
http://bertolami.com/index.php?engine=portfolio&content=graphics&detail=final-stage-2-0
https://developer.nvidia.com/optix-denoiser


●

●

http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


http://www.bertolami.com
http://www.bertolami.com


○
○
○
○
○

http://www.bertolami.com
http://www.bertolami.com


for each pixel p in the image:
  color_total = color at pixel p
  kernel_size = pixel_variance * 2.0

  for each neighboring pixel n within a kernel_size radius:
    if material id at n != material id at p:
      skip pixel n
    if depth at n is > depth_threshold away from depth at p:
      skip pixel n
    if dot(normal at n, normal at p) is > normal_threshold:
      skip pixel n

    weight = (1.0 - distance of n to p) / kernel_size
    weight_total += weight
    color_total += (color at n) * weight

  if color_total > 0:
    color_total /= weight_total 
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vector3 ComputeMean(list_of_samples, sample_count):
  for each sample s in list_of_samples:
    mean += (1 / sample_count) * s
  return mean

vector3 ComputeVariance(list_of_samples, sample_count, mean):
  for each sample s in list_of_samples:
    mean_delta = (s - mean).length()
    variance += (1 / sample_count) * (mean_delta * mean_delta) 
  return variance
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vector3 ComputeIncrementalMean(previous_mean, sample_count, incoming_sample):
  return (current_mean * sample_count + incoming_sample) / (sample_count + 1)

vector3 ComputeIncrementalVariance(
    previous_variance, sample_count, incoming_sample, incremental_mean):
  mean_delta = (incoming_sample - incremental_mean).length()
  return (sample_count * previous_variance + 
         (mean_delta * mean_delta) / (sample_count + 1)
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depth_threshold, normal_threshold, kernel size 

multiplier
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