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Referenced from 

Wise Camera https://camera-beginner.sakura.ne.jp/wp/?p=669

https://camera-beginner.sakura.ne.jp/wp/
https://camera-beginner.sakura.ne.jp/wp/?p=669
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Referenced from ñPhysically-Based Real-Time Lens Flare Renderingò [Hullin et al. 2011]

http://resources.mpi-inf.mpg.de/lensflareRendering/

http://resources.mpi-inf.mpg.de/lensflareRendering/
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Source Image with Bloom IB Lens Flares (without Lens Blur)

IB Lens Flares (with Lens Blur)Lens Blur Sprite Image

Image Based Lens Flares [Mittring 2012]
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IB Lens Flares Examples [Mittring 2012]
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Emissive (Sun) Emissive (Fire) Reflections
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ωPhysically-Based Real-Time Lens Flare Rendering, 
SIGGRAPH 2011 [Hullin et al. 2011]

ωPractical Real-Time Lens-Flare Rendering, EGSR 2013 [Lee 
et al. 2013]
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Physically-Based Real-Time Lens Flare Rendering 
[Hullin et al. 2011]
ωhttp://resources.mpi-inf.mpg.de/lensflareRendering/
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Practical Real-Time Lens-Flare Rendering
[Lee et al. 2013]
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