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‘DoF rendering has shown to be an effective depth cue [1] 7, = circle of
» Has been shown to reduce the fusion time of images in P N - confusion
stereoscopic displays [2] ..uD=‘ et

* Natural blurring is associated with reduced levels of visual
fatigue [ 3]
 Latency is critical in VR applications
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Bilateral Filtering Adaptive Recursive Filtering [5]
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