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On-surface highlights:  

 less glossy  

 and less realistic 

 

Physically-based highlights: 

 various binocular conflicts 

 sometimes inefficient 

 

Screen-space curvature 

is calculated to adjust 

the amount of disparity 

added to highlights. 
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Start with on-surface  

highlights. 

Decompose into 

diffuse part… 

…and specular part. 

Warp specular part 

to introduce disparity. 

Recombine.  

Realistic look. No conflicts. Fast computation. 
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Highlights in stereo are detached from the surface they appear on: 

increased disparity 


