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T surface roughness to encode distant reflections. ~ represent spatio-angular view-dependent effects.
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# directional query: 3 GaussianShader 1 P
c(r) = SH;(w, n1)W; + SHy(w, ng) W3 + SH3(w, n3g) W3
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# directional query: 1 § = n, W, + noWs + n3Ws Deferred Shadlng E

c(r) = SH(w n) SH = SH,W; + SHy W, + SHyWs
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