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Abstract

   Despite high image quality of the intensity scatter method for depth of field (DOF) effects, its hardware 
acceleration has remained difficult due to the lack of routines/constructs amenable to simulate scattering. This 
paper presents a real-time DOF rendering method based on the intensity scatter using point sprites supported 
in the GPU as a primary blurring method. We use alpha blending for scattered intensity accumulation and 
resolve two accompanied problems, the foreground blurring discontinuity and the background intensity 
permeation. Our method does not produce any major artifacts common in previous real-time methods.
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