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Why use Differentiable Indirection?  

• Efficiency:

• Order of magnitude less compute than MLP.

• Order of magnitude more compact than regular grid.

• Flexibility:

• Variety of applications across graphics pipeline and beyond.

• Adaptivity:

• Adaptive spatial resolution without tree-structures. More coherent memory access.

Adaptive resolutionEfficient Flexible

Compute      Space
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Illustrated through Isotropic GGX approximation.

• A 2D function with highly non-linear scalar output.

Approximate Isotropic-GGX with:

MLP only:
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Conclusion

• Efficient – minimal parameter size, FLOPs, and bandwidth.

• Flexible – several applications in graphics pipeline and potentially beyond.

• Adaptive – supports adaptive spatial resolution. 
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