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16 paths/pixel1 path/pixel
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16 paths/pixel 64 paths/pixel1 path/pixel
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The Problem:

We can only afford 0.5-16 paths/pixel 
on consumers GPUs in real-time
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Importance sampling by guiding 
rays towards incident radiance

\Wpscb!fu!bm/!312:-!N˲mmfs!fu!bm/!3128-!!N˲mmfs!bu!bm/!312:-!Sbui!fu!bm/!3131^
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Bounces are expensive
They introduce additional variance
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Tiny Neural Networks predict 
Outgoing Radiance \N˲mmfs!fu!bm/!3132^!

and the other non-neural works [Greger et al. 1998, Majercik et al. 2019, Krivanek et al . 2005]
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Visualization of NRC
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Ground Truth
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64 paths/pixel 2048 paths/pixel
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Path Tracer 1spp Path Tracer + NRC 1spp



Path Tracing NRC [Biased]
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Path Tracing [Unbiased]
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64 paths/pixel 2048 paths/pixelPath Tracer + NRC 2spp [Biased]
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Path Tracer 1spp
[Unbiased]

PT + NIRC (Ours), 1spp
[Biased]

PT + NRC, 1spp
[Biased]

Equal Time Comparison


