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Offline Rendering

ÅLooks realistic

ÅVirtually no visible artifacts

ÅRenders on clusters of CPUs

ïSlow: hours per frame

ïFlexible rendering pipelines
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Real-Time Rendering

ÅLooks good enough

ÅMinor artifacts are OK

ÅRenders on commodity GPUs

ïFast: 60+ frames per second

ïRestrictive rendering pipeline

Images courtesy: www.ign.com



There is a gap

ÅGeometric complexity

ïFrom Polygon Meshes to Smooth Surfaces

ÅShading complexity

ïFrom HLSL to RenderMan shaders

ÅSpecial Effects

ïMotion Blur, depth-of-field

ÅOther complex effects

ïGlobal Illumination, Subsurface scattering, 
ambient occlusion
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