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Abstract

We propose GL-NeRF, a new perspective of comput-
ing volume rendering with the Gauss-Laguerre quadrature.
GL-NeRF manages to reduce the number of points needed
forthe “fine” network in NeRF by selecting points along the
ray using the Gauss-Laguerre quadrature, which theoreti-
cally guarantees the highest algebraic degree of precision.
While most of the existing works on sample efficiency for
NeRF introduce extra neural networks for the purpose, GL-
NeRF follows the simplest formulation with no additional
neural networks. Thus, it can be seamlessly incorporated
into NeRF at rendering stage without training. To the best
of our knowledge, GL-NeRF is the first method that could
be directly used without training to reduce rendering time
and memory usage simultaneously. Our theoretical results
have been empirically validated on Blender and Real For-
ward Facing datasets.

1. Introduction

Neural Radiance Fields (NeRFs) [20] have shown promis-
ing results for synthesizing images from novel views. The
core component for NeRF’s success is volume rendering,
which requires approximating an integral by densely sam-
pling points along the ray and evaluating volume density
and radiance using a neural network for them. In practice,
more than 100 neural network inferences are needed for
precisely synthesizing the color for a single pixel, which
could be redundant. Works have been done to reduce the
time needed for rendering images, aiming at providing
NeRF with a real-time rendering ability [6, 7, 17, 21, 35].
Despite the promising results shown by these works, they
propose different approaches for achieving real-time ren-
dering by introducing new networks, new data structures,
etc. Therefore, each individual work requires training from
scratch with a specific optimization goal. In this work,
we propose a method that could be implemented in any
existing NeRF-based models that require volume rendering
without further training.

Our approach arises from revisiting the volume render-

ing integral, the key discovery is that with a simple change
of variable, we can turn the integral into a pure exponen-
tially weighted integral of color. This specific form has
a Gauss quadrature (i.e. the Gauss-Laguerre quadrature)
which best approximates it mathematically. Naturally, we
propose to use the Gauss-Laguerre quadrature to directly
compute the volume rendering integral, which we call
GL-NeRF (Gauss Laguerre-NeRF), leading to much lower
computational cost for approximating the integral and
therefore lower time and memory usage.

GL-NeRF provides a different angle for computing
volume rendering and has the potential to be a direct
plug-in for existing NeRF-based products.

2. Preliminaries

Our work is built upon the basic NeRF pipeline with little
modifications. We will cover the basic concept in NeRF,
volume rendering and Gauss quadrature in this section.

2.1. NeRF and volume rendering

NeRF [20] is a powerful implicit 3D scene model for
novel view synthesis. At the core of its rendering ability
is volume rendering. NeRF uses coordinate-based MLP
to encode the scene, assigning volume density (opacity)
and radiance (color) to spatial points. When used for
synthesizing new views, it casts a ray r(t) = o + td
through the pixel to be rendered, samples points along the
ray and computes volume density and radiance for these
points. These values are then aggregated together using
Eq. (1) to give the pixel’s color.
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t; represents the sampled position along the ray and §; =
t;+1 —t; is the distance between two nearby sampled points.
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Figure 1. Comparison of point selection strategy. Left: point selection in original NeRF. They uniformly sample points from U (0, 1)
and use the CDF to inversely map these points onto the ray. With higher weights(i.e. the greater slope is greater) comes denser points.
Right: point selection in our method. We choose points along the ray that satisfy the integral from zero to the point of the volume density
function should be equal to the roots of Laguerre polynomials. In the figure above is an example of choosing 5 points using a 5-degree
Laguerre polynomial. The number on the plot indicates the value of the integral from zero to the right boundary of the region.

Hierarchical volume sampling. Since randomly
sampling along rays could fall into empty space or interior
of objects that lacks the information on what the underlying
scene actually looks like, NeRF proposes a two-stage
hierarchical sampling strategy. It uses a coarse network
to first give a rough estimation of w;, then produces a
piecewise constant PDF. Using this PDF for weighted
sampling could provide points that have more visual effects
along the ray. Finally, a “fine” network takes both the
“coarse” samples and the “fine” samples as input and uses
Eq. (1) to compute the pixel color.

2.2. Gauss quadrature

An n-point Gauss quadrature [8] is a method for numerical
integration that guarantees to yield exact results for integral
of polynomials of degree 2n — 1 or less, which is the highest
possible precision for approximating an integral by quadra-
ture.

Gauss-Laguerre quadrature is a variant of the Gauss
quadrature for approximating integrals following the form
of
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In this case, the weight function is g(z) = e*, the integral
interval is [0, 00). z; corresponds to the root of the Laguerre
polynomials. The weight can be computed explicitly.

While the computation for x; and w; is complicated, in
practice we can use a look up table to store corresponding
x; and w; for a given n.

3. Method

We developed our algorithm based on a simple observation
of the integral for volume rendering. Eq. (1) is an approxi-

mation to the integral

C(r) = / "To(r)elr®).ddt, )

n

where .
7(t) = cap(= | a(r(s))ds). ©)
Let ; n
o) = [ otr(s)ds %
we have i "
i a(r(t)). ¥

Since o(7(t)) > 0, x(¢) is a monotonically non-decreasing
function of ¢, therefore, x has a unique correspondence
with ¢ on increasing intervals. With this observation, we
can do a change of variables for Eq. (5) to get

Clr) = /t " Tt)o(r@)e(r(t), d)dt

n

tr dz
- “Te(r(t), d) 2 dt 9
| .0 ©

n

x(ty)
= / e Te(r(x),d)dx.
@(tn)
As can be seen from Eq. (9), the integral for volume ren-
dering is a weighted integral of ¢(r(z), d) with the weight
function to be g(z) = e~*. We can extend the integral
interval from [x(t,),z(tf)] to [0,00) since the integral
between [0, z(t,,)) and (z(ts), 00) are zero. Thus, we have

C(r) = /000 e Te(r(t(z)),d)dz, (10)
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Figure 2. Qualitative comparison between GL-NeRF and vanilla NeRF on LLFF dataset, the small drop of quantitative performance doesn’t
affect the overall render quality. The number in the figure represents PSNR, SSIM and LPIPS respectively for the image below them.

Method LLFF Blender

Memory Usage Time Usage | Memory Usage Time Usage
Vanilla NeRF | 3219.70 MB 7.54s 4790.53 MB 18.68 s
GL-NeRF 3138.37 MB 6.32's 3153.35 MB 9.30's

Table 1. We compare GL-NeRF with the vanilla NeRF in terms of memory and time usage for rendering images.

a pure exponentially weighted integral with respect to the
color function, which is of the exact same form as required
by the Gauss-Laguerre quadrature.

3.1. Point selection with Gauss-Laguerre quadra-
ture

Different from NeRF’s sampling strategy, with the help of
the Gauss-Laguerre quadrature, we can abandon the stage
of “fine” sampling and replace it with a deterministic point
selection strategy. Recall Eq. (11) is the integral variable
for Eq. (10). This means if we want to use the Gauss-
Laguerre quadrature to approximate Eq. (10), we have to
choose points x; that are the roots of the nth-degree La-
guerre polynomials. Since every x; is different and thus
has a corresponding ¢; following Eq. (11), we can choose
t; based on given value of x;, as depicted in right of Fig. 1.
Specifically, we want the integral Eq. (11) to be equal to the
roots of an nth-degree Laguerre polynomial. Right of Fig. |
gives an example of n = 5. After selecting the Ny points
needed for computing the integral, we only feed these IV
points into the “fine” network instead of feeding N, + Ny
points as done in the original NeRF. Here NV, stands for the
coarse sample in original NeRF.

4. Experiments
4.1. Experimental setup

Datasets and evaluation metrics. We evaluate our method
on the standard datasets: Blender and Real Forward Facing
Dataset(LLFF) [19] as in [20]. We follow the standard
training and test splits. We first use the training set to train a
vanilla NeRF for each scene. Then we conduct render-only
experiments with the vanilla method and our method. We
plot the standard render quality evaluation metrics PSNR,
SSIM [33] and LPIPS [38] with respect to the average time
needed for rendering one image for each scene. We also
compare the memory needed and the computation needed
(in terms of FLOPS) for rendering between our method and
the original NeRF.

4.2. Trade-off between render quality and time us-
age

We showcase that our method can be used for rendering
novel views based on pretrained NeRF without further
training. We plotted the quantitative metrics of GL-NeRF
and original NeRF for an intuitive comparison in Fig. 3. It
shows that our method achieves comparable results as the
original NeRF while requiring less computation, leading
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Figure 3. Comparison between GL-NeRF and original NeRF in terms of render time and quantitative metrics. Each point on the figure
represents an individual scene. We showcase that with the drop of computational cost GL-NeRF provides, the average time needed for
rendering one image is 1.2 to 2 times faster than the original NeRF. In the mean time, the overall performance remains almost the same

despite some minor decreases.

to 1.2 to 2 times faster rendering. Fig. 3 shows that there
are some minor drop in the overall render quality measured
by PSNR, SSIM and LPIPS, we therefore visualize some
qualitative results in Fig. 2 to show that the drops in these
numbers do not have much effect on the visual quality of
the images.

4.3. Efficiency in terms of time, memory and com-
putational cost

In this section, we compare the overall computation needed
for our method and the original NeRF. We theoretically
compute the FLOPS for our method and the original NeRF
to demonstrate the efficiency of our method. We also com-
pare the GPU memory costs and rendering time.

FLOPS. For a single pixel in the image, the base-
line method in LLFF needs to call the neural network
64 + (64 + 64) = 192 times and in Blender it needs
128 + (128 4 64) = 320 times, while our method only call
the neural network 128 + 32 = 160 times. We use [29] to
compute the total FLOPS needed for rendering one pixel.
Therefore, baseline method takes 47.435 MFLOPS for
LLFF and 79.055 MFLOPS for Blender while our method
remains 39.525 MFLOPS.

GPU memory costs and time needed. As can be seen
from Tab. 1, GL-NeRF takes less time and memory for ren-
dering images comparing to what it’s been implemented on
thanks to the reduction of computational cost.

5. Conclusion

In this paper, we propose GL-NeRF, a new perspective
for computing volume rendering using the Gauss-Laguerre
quadrature which guarantees the highest algebraic precision
with a pre-defined point selection strategy. The main differ-
ence of GL-NeRF with other sample-efficient methods is
that it requires no additional neural network for surface pre-
diction, leading to strong flexibility (i.e. could be used with-
out training). We conduct experiments to showcase that our
method could achieve comparable results with the model
it’s been plugged into.
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GL-NeRF: Gauss-Laguerre Quadrature for Volume Rendering

Supplementary Material

A. Related works

Volume rendering. Volume rendering has been widely
used in computer graphics and vision applications [5, 18,
34]. It maps a 3D scene onto 2D images by a weighted in-
tegral over the color of the points along the corresponding
rays with a function of opacity (volume density) as weight.
In practice, the integral is approximated using a finite sum
over sampled points along the ray as derived in [18]. Im-
plicit scene models like NeRF [20], Plenoxels [6] and 3D
gaussians [11] and most of their follow-up all adopt this
technique as the render pipeline. Since randomly sampling
in space for approximating the integral may bring unnec-
essary information (i.e. sampling in empty space) that may
cost extra computation, plenty of works aim to address that
by introducing different techniques for better approxima-
tion of the component needed for volume rendering integral
(i.e. volume density, radiance) [1, 14, 16, 21, 31, 35]. PL-
NeRF [31] proposes to use piecewise linear function for ap-
proximating the volume density throughout the space, lead-
ing to fewer points needed for the “fine” stage sampling pro-
posed by [20]. AutoInt and DIVeR [16, 35] introduce a neu-
ral network for approximating the integral of volume den-
sity instead of using Monte-Carlo sampling. DONeRF [21]
reduces the sampled point needed for computing the inte-
gral by introducing a depth oracle neural network that pre-
dict surface position of the underlying scene and samples
the points near the surface, which contributes the most to
the visual effect in the images. Different from these previ-
ous works, Our work proposes to use the Gauss-Laguerre
quadrature to directly improve the precision of the volume
rendering integral itself, introduces no additional neural net-
works or data structures and remains in the simplest version,
leading to its adaptability into any existing work that relies
on volume rendering integral.

NeRFs. Neural Radiance Fields (NeRFs) have proved
to be a powerful tool for novel view synthesis [20]. It uses
a coordinate-based multi-layer perceptron (MLP) to repre-
sent the scene and render high-fidelity images from different
views. The render is done by pixel-wise volumetric render-
ing [18] with density and color evaluated using the MLP
on hundreds of sampled points along the ray. For mod-
eling high-frequency information in the scene, NeRF uses
positional encoding to map the input coordinates onto high-
frequency bands. The success of NeRF has triggered an
explosive emergence of follow-up works. There are plenty
of works focusing on improving or extending the ability of
NeRF towards different aspects. Aliasing along xy coordi-
nates has been tackled [2], unbounded scenes [3, 26, 30, 37],

T W;

0.17 | 3.69 x 10!
0.90 | 4.19 x 10!
225 | 1.76 x 1071
427 | 3.33x 1072
7.05 | 2.79 x 1073
10.76 | 9.08 x 10—°
1574 | 8.49 x 1077
22.86 | 1.05 x 107?

Table Al. Gauss-Laguerre quadrature look-up table when n = 8.

dynamic scenes [15, 22, 24] and scenes with semantic in-
formation [12, 27, 32, 39] have been well explored and
demonstrated the potential of implicit scene representa-
tion with NeRF. Nonetheless, NeRF requires plenty of
time for training and rendering, blocking its way of be-
ing used for real-time rendering. The bottleneck of the
computation time is the MLP used. There are two main
branches of work for extending NeRF towards real-time
rendering. The first branch introduces different data struc-
ture [4, 6, 7, 10, 25, 36] for scene representation. Another
branch, in which our method falls, improves the sample ef-
ficiency of the model [13, 21, 23, 28] to accelerate NeRF
rendering process. While previous works draw their intu-
ition from the underlying physics perspective and thus need
different formulations of the sampling strategy and different
neural network architecture for predicting the surface posi-
tion of the underlying scenes, we propose our method based
on a mathematical observation while maintaining the over-
all pipeline. Benefiting from this, our work could be seam-
lessly incorporated into any existing NeRF-related works
without further training. On the other hand, despite of be-
ing derived from the mathematical perspective, our method
still intuitively satisfies the underlying physical constraints.

B. Intuitive understanding of the points se-
lected using the Gauss-Laguerre quadra-
ture

Since the points near the surface contribute the most to
the final color of the pixel as discussed in [13, 21, 23],
the optimal point selection strategy should choose points
near the surface. The volume density, on the other hand,
increases remarkably near the surface and remains close
to zero at other areas. Therefore, the integral value of it
Eq. (11) should also increases significantly near the sur-
face and remains almost unchanged throughout the rest of
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Ours |0.056|0.029 0.087 0.050 0.052 0.038 0.065 0.046 0.122

LLFF Avg. | Fern Flower Fortress Horns Leaves Orchid Room Trex
PSNR+ Vanilla|27.62|26.82 28.37 32.59 28.83 2238 21.20 32.87 2793
Ours |27.21]|26.63 28.05 3193 28.05 2235 21.12 32.51 27.01

SSIM? Vanilla| 0.88 | 0.86 0.89 0.93 090 082 074 096 0.92
Ours | 0.87 | 0.85 0.88 0.91 088 081 074 095 0.90
LPIPS| Vanilla | 0.0730.097 0.064 0.030 0.070 0.113 0.122 0.041 0.052
Ours |0.087|0.121 0.075 0.043 0.089 0.117 0.131 0.053 0.069

Table A2. Quantitative Results when training on Blender and LLFF Datasets.

the space. Therefore, most of the points chosen using GL-
NeRF should lie around the surface of the underlying scene.

x(t):/t o(r(s))ds, (11)

Consider a case when n = 8, we want to choose points
t;;i=1,2,...,8suchthat x(¢;) in Eq. (11) should be equal
to the value z; given in the look-up table Tab. Al. Notice
that the first few value for x; (say first three) are small so
that they could be reached by the integral of volume density
near the surface easily. These values has relatively larger
weights assigned to them. Evaluating the color of these
points using neural network and summing them up using
the weights w; given in Tab. Al following Eq. (12) would
contribute mostly to the pixel color. Notice that even though
the last few z; are quite large and may not be reached by
Eq. (11) along the ray, their corresponding weights are so
small that they almost couldn’t affect the final result of the
pixel color.

00 n
/ e P f(x)dx ~ szf(xz) (12)
0 i=1

Hence, the points selected using GL-NeRF also cor-
responds to the points near the surface, like in previous
works [13, 21, 23] that design different neural networks for
estimating the surface position, but only without any addi-
tional neural networks. Therefore, thanks to the nice prop-
erty of Gauss quadrature, ideally we can select the optimal
points for computing volume rendering integral if the vol-
ume density estimation is oracle.

C. Gauss-Laguerre quadrature

The Gauss-Laguerre quadrature is an approximation for-
mula for computing integrals over the semi-infinite interval

[0, 4+00) with the weight function e~* and reads as

+o0 n
/ e P f(x)dx ~ Zwkf(xk) (13)
0 k=0

Here xg, 1, - ,2, € [0,400) are the zeros of the La-
guerre polynomial L, 11 = Ly41(z) of degree (n + 1):

1 dn+1
xr

L” — n+l _—x
+1($) (TL+1)'€ dwnJrl( € )a
forn = —1,0,1,---, and the coefficients
1
Wy = , k=0,1,2,--- ,n. (14)

ek [Ly ()]

From the Leibniz formula, it is easy to see that L, (x) is
="

n!

a polynomial of degree n and the coefficient of 2™ is
In particular, we have

1
Ly=1, Li=1—z, L2:§m2—2m+1,---.

The fundamental property of the Laguerre polynomials is

Theorem C.1. The Laguerre polynomials L,, = L, (x) are
orthogonal with respect to the weight function e™%, that is,

+o0 0, n 7é m,
/ ¢ Loy () Lo () =
0 1, n=m.
Proof. Assume m < n and set gi(z) = z¥e~®. From

the Leibniz formula it follows that, for j < k, g](j )(:C) is a

product of ze~* and a polynomial of degree (k — 1) and

thereby ¢\ (0) = 0 = g (+00) for j < k. Thus, we



Blender Avg. | Chair Drums Ficus Hotdog Lego Mat. Mic Ship
PSNRT Vanilla | 30.63 |34.32 25.80 29.54 3549 29.53 29.04 31.78 29.52
28.56(30.82 24.08 26.62 32.70 28.78 27.19 31.34 27.03

SSIM?t Vamlla 095|098 093 0.97 097 095 095 097 0.87
Ours | 093 | 096 0.90 0.94 096 094 092 097 0.84
LPIPS¢ Vanilla|0.0420.014 0.052 0.021 0.034 0.042 0.035 0.044 0.092
0.070{0.050 0.098 0.055 0.059 0.047 0.070 0.044 0.135

LLFF Avg. | Fern Flower Fortress Horns Leaves Orchid Room Trex
PSNR+ Vanilla|27.62|26.82 28.37 32.59 28.83 2238 21.20 32.87 2793
Ours |26.53|26.27 28.19 31.12 26.81 2227 2099 30.38 26.24

SSIM? Vanilla| 0.88 | 0.86 0.89 0.93 090 082 074 096 0.92
Ours | 0.85| 0.84 0.88 0.89 08 081 073 093 0.89
LPIPS| Vanilla | 0.0740.097 0.064 0.030 0.070 0.113 0.122 0.041 0.052
Ours |0.090|0.106 0.066 0.064 0.096 0.115 0.125 0.075 0.075

Table B3. Render-only quantitative results on Blender and LLFF datasets.

deduce that

00
n!m!/ e Lyp(x)Ly(x)dx
0

—+o0
[ ey @eng
0

+oo

- / ¢ g™ () dg D ()
0

—g V(@) e g™ ()]

+o0
- / €6 () dgl ()

=~ g0 P ()" (@)

+o0
0

(z)dx

+oo
[ e @) g )
0

By the Leibniz formula, we have

(0 S wes s

_ (m—+j)
=e Z n,]l]lgm (2)

15)

(n 7) (m+3)( )

and thereby

+o0o
n!m!/ e Ly(z) Ly (z)dx
0

n

, n! +oo
(=" (nfj)!j!/o & g () da

Jj=0

o= nl(=1)ntmts /+oo nlgn—m=J
o

(n— )iy n—m—j)!

J
n—m 1(—1 n+m+j +oo ! )
= L A (=1) / _m — 3" Je " dx
0 (n—m—j)

2 =i
nn < )erj n'(n_])'
= (n— ! (n—m—j)!
( l)ner (n|)2 — (TL — m)‘ (_1)j

Gt 2= i —m )
:(—1)7z+7r1,(n(n!)7n)!(1 —

Here the second equality is similar to that in Eq. (15) and
the fourth uses

+oo .
/ " e dx = (n — j)l.
0

This completes the proof. O

The orthogonality of the Laguerre polynomials ensures
that the L,,(x)’s are linearly independent and L,,1(x) has
(n + 1) distinct zeros o, z1,- - , Ty in [0, +00) [1]. With
the zeros, the coefficients wy, are chosen so that the follow-
ing (n + 1) equalities

+o0 ) n .
/ e Taldr = Z wyTy, (16)
0

k=0
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Figure B1. Some qualitative results on Blender dataset. The number in the figure represents PSNR, SSIM and LPIPS respectively
for the image below them. Poor estimation of volume density throughout the entire space may lead to not finding points in the meaningful
area, leading to the stripe-like mixture of foreground and background (row 3). By using “coarse” network for better volume density
estimation, we manage to reduce the stripe-shape effect brought by white background (row 4).

hold for j = 0,1,--- ,n. This leads to a system of (n + 1)
linear algebraic equations for the unknowns wy, and the cor-
responding coefficient matrix is the Vandermonde matrix
[27](n+1)x (n+1)- The latter is invertible since the zeros
are distinct and therefore the wy’s are uniquely determined.
The specific expressions of the wy’s are given in Eq. (14)
[1].

It is remarkable that all the coefficients w; are non-
negative. This important property ensures the stability and
convergence of the Gauss-Laguerre quadrature [1]. More-
over, we have

Theorem C.2. The algebraic precision of the Gauss-

Laguerre quadrature Eq. (13) is (2n + 1) exactly. Namely,
"a” in Eq. (13) is ”=""if f(x) is a polynomial of degree
(2n+1) and is not ”=""if f(x) is a polynomial with degree
higher than (2n + 1).

Proof. Notice that

1)n+1HZ:

(n+ D () = (= ol@ — )

is a polynomial of degree (n + 1). Since

+oo n
0< [ e LR e)dn £0= Y willi (o),
0

k=0



the precision is less than 2(n+1). On the other hand, for any
polynomial p = p(x) of degree (2n + 1) there are two poly-
nomials of degree n such that p(z) = q(x)L,+1 () +r(x).
Notice that g(x) can be written as a linear combination of
Lo(z),Li(x),- -, Ly(z). Compute

oo Wkp(Tk) = Dopo wilq(xr) Lny1 (k) + 7(21)]

= Yp_owkr(T)

= e rr(a)da

= f0+oo e "[q(x) L1 (x) +7(z)]de
= fOJrOC e Tp(x)dx.

Here the third equality is due to Eq. (16) (the choice of wy,)
and the fourth is due to the orthogonality of L, (x) and
q(x) with respect to the weight function. Hence the proof is
complete. O

For further details on the Gauss-Laguerre quadrature and
for other Gauss quadratures, the interested reader is referred
to the book [9].

D. Quantitative results on Blender and LLFF
datasets

In this part, we present our quantitative results on Blender
and LLFF datasets in Tab. B3. We also use GL-NeRF to
train a neural network for comparison with the baseline in
Tab. A2.

E. Failure cases

‘We observe that for some scenes in the Blender dataset, the
rendering quality in terms of PSNR falls behind the base-
line. We visualize the corresponding images and find a uni-
versal phenomenon that GL-NeRF tends to provide stripe-
shape textures on the object. Recall that we have to select
t that makes Eq. (11) equal to the root of Laguerre poly-
nomials. However, ¢ may not exist since x(¢) is bounded
by maxa = x(ty) < oo. Therefore, if the estimation of
volume density is poor, we may end up with points in the
background, leading to the stripe-shape texture as shown in
the third row in Fig. B1. Intuitively, during training, the ma-
jority in input to “fine” network are cluttered near the sur-
face. Therefore, even if the estimation of volume density
is small, by aggregating over all the points, the final render
result could still match the ground truth color of the pixel.
Smaller estimation of volume density could make the point
selection strategy in GL-NeRF fail to select points near the
surface and instead choose points at the camera far plane.
A workaround is to use the “coarse” network trained simul-
taneously with the “fine” network. Since the input points to

the “coarse” network are uniformly distributed in the scene,
“coarse” network has to assign bigger value (than “fine”
network) for the points near the surface to minimize the loss
function.

This could lead to a much more reasonable estimation of
volume density. We therefore turn to the “coarse” network
by first querying it with “coarse” samples for volume den-
sity estimation, selecting points based on the estimation and
finally rendering with the selected point from GL-NeRF.
We visualize some of the results in Fig. B1, denoted as
“Ours(Better)”, and the stripe disappears. This suggests that
GL-NeREF relies on the estimation of volume density heav-
ily and that preciser estimation of volume density could sig-
nificantly improve the performance of GL-NeRF. Despite
this drawback, the results on LLFF dataset suggests that our
method could still be incorporated into real-world scenes
seamlessly.
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