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2.5D & Depth images




Depth sprites

m Billboard + Depth texture
m Update when necessary
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Layered Depth Images

m Layers or shells
¢ Polygons




Image-only rendering

m “True” IBR




Warp-based

m Warp pixels source image to new 1image

m Pixel = color for a point 1n space




Warp-based

® Occlusion compatible ordering




Light-Field / Lumigraph

® Find stored rays
similar to new 1mage




Light-Field / Lumigraph

m Handles view-dependent shading
m 4D parameterization of space
B Sampling
¢ Focal plane spacing = aliasing
¢ View point spacing = depth of field
m [ots of data



