goooobooboo 10600
ooooboboooo

godbdboodbobooobobood

goooo oooo
ooo0o ooobobo bbbobobooooogo

oo

gobodbobooobooboooobobooboobooboooooboooooboboboobooobobobooo
gobooboboboboboooobobobooboboboooboboboooboboooobobobobOobOon
goboobooobobobooooboboboobobooooboboboboobobobooobobDOobobOobOn
gobooboboboboboooobobobooboboboooboboboooboboooobobobobOobOon
U1rgogoobdbobobobooooobooobooboboboooobobobDoboobooooboobLDoLooobOoD
goboboooobobooooboboo

A Realtime Renderer for Glare Effect

Based upon Empirical Approach
Maiko Matsuda and Tsuneo Ikedo
Department of Digital Media Science,
Faculty of Computer and Information Sciences, Hosei University

Abstract

Hardware algorithm for glare effect caused by intraocular light scattering and diffraction grating is discussed,
including the effects of bloom, halo and flare line for various light-source shapes, on the basis of empirical and
experimental approaches. The effect is considered the determinants of - e.g., light-source intensity, shape, directivity,
atmospheric condition, glasses, and age -. The renderer is comprised mainly by RAM tables, multipliers, and adders.
Technologies shown in this paper produce the glared effect combining with bump-mapped rough surface shading,
environment mapping and shadow casting at rate of a billion pixels per second.
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