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Why do we need Ref-GS ?

Ref-GS: Directional Factorization for 2D Gaussian Splatting
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Near-field Lighting: 
We propose a low-rank Tensor Factorization to 
represent spatio-angular view-dependent effects.

Far-field Lighting: 
We query a pre-filtered Mipmap according to 
surface roughness to encode distant reflections.

Method: Geometry & Appearance
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