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RT1
(Small Res)

(T R

RT2

SOURCE INPUT DOWNSAMPLE (Small Res) HORIZONTAL BLUR VERTICAL BLUR COMPOS|TE / BLEND DESTINATION RELEASE TEMP RTs
(Screen) (Temp RT1) (RT1 - RT2) (RT2 - RT1) (RT1 - Destination) OUTPUT (RT1 & RT2)

,[ (ZLED)
ALLOCATE TEMP <_J

RENDER TARGETS
(RT1 & RT2)

BLUR LOOP
(Ping-Pong Iterations)
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PowerVR TBDRs
https://blog.imaginationtech.com/a-look-at-the-powervr-graphics-architecture-tile-based-rendering/
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M BEXTLE

FAIRENNED BSETPHENR GPU NERAR (2F) . (nx-down) RZzINAAGERE n EFREZPX LE
P, ARERLRFBEERARIERD R, 7 HEME GPU B8, ANNESEHERIT

R =400
FIGR OpenMoji FIGR OpenMoji FIGR OpenMoji FIGR OpenMoji  FIGR  OpenMoji

Sep. Gaussian 0.2108 0.5373 0.8945 1.6184 2.1920 4.0135 5.9842 12.5407  20.2158  45.1140
Ours 0.1045 0.2116 0.1602 0.3059 0.3135 0.5626 0.8659 1.5017 2.5920 4.3564

Method

Sep. Gaussian (2X-down) 0.1349 0.2727 0.2316 0.4566 0.4135 0.7989 0.9511 2.0901 2.8128 6.3765
Ours (2x-down) 0.0642 0.1259 0.0836 0.1610 0.1288 0.2443 0.2817 0.5170 0.7503 1.3138

Sep. Gaussian (4x-down) 0.0883 0.1772 0.1129 0.2290 0.1542 0.3134 0.2469 0.5429 0.5666 1.2960
Ours (4x-down) 0.0540 0.1064 0.0642 0.1267 0.0815 0.1602 0.1295 0.2610 0.2669 0.5186

Sep. Gaussian(8x-down)  0.0838 0.1630 0.0948 0.1924 0.1117 0.2311 0.1455 0.3252 0.2174 0.5034
Ours (8x-down) 0.0539 0.1045 0.0612 0.1210 0.0728 0.1454 0.0959 0.2002 0.1541 0.3266
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Al SR

MXALEL: iPhone 15 Pro

WFR: 40 PRUFIRTERFER

Method radius = 12 radius = 8 radius = 5

Sep. Gaussian 21 34 42

Ours 60 60 60
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