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Realistic Rendering of Bokeh Effects
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D (National Key Laboratory of Integrated Information System Technology, Instituteof Software, Chinese Academy of Sciences, Beijing

100190)

2 (Graduate University of Chinese Academy of Science, Beijing 100049)

Abgtract: This paper proposes a new high quality rendering approach of bokeh effect based on

geometrical optics theory. A sequential ray tracing technique based on refraction law for transporting

light , is employed to accurately model optical imaging characteristics of a camera lens; the internal

structure of acameralensisprecisely smulated, including the aperture stop and the vignetting stop , in

order to dmulate bokeh effect influenced by both the aperture shape and the vignetting; The

geometrical optics theory and sequential ray tracing method are used to accurately estimate the postion

and size of exit pupil in acameralens, improving the performance of ray tracing. The results show that

our method can quickly render realistic bokeh effects with faithful influences from the aperture shape

and the vignetting.

Key words: bokeh; camera lens model ; sequential ray tracing; aperture shape; vignetting
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> Pinax : Step4. Po R
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