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Real-time Neural Appearance for Video Games 
In recent years, there have been significant advancements in the field of Neural Rendering. More 

specifically, recent works have demonstrated the ability of these techniques to effectively represent 

the material properties of 3D objects using a set of neural textures and a decoder network. However, 

despite this progress, these methods often overlook the issue of storage size as he learned neural 

features are usually stored in an uncompressed format. This makes the memory footprint of neural 

materials quite large making them unpractical for real-time applications. This becomes especially 

evident when we consider the memory capacity of mainstream hardware devices. 

Our aim is to leverage the power of neural rendering techniques to encode complex, high-quality 

materials commonly seen in film production. However, the real challenge lies in enabling the decoding 

of these materials in real-time while significantly reducing the storage requirements of the neural 

textures.  

Our goal is to find a solution that strikes a balance between the richness of the materials we can 

represent and the practical constraints of real-time rendering, all while ensuring a manageable storage 

size for neural textures. 
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Qualifications 
• You are a last year student at an engineering school or university research master. 

• You have skills in machine learning. 

Knowledge of computer graphics is a plus. 

• Your level of English allows you to work in an international team and to communicate easily 

with non-French speakers. 

 

Supervision 
Antoine Houdard – antoine.houdard@ubisoft.com. 

Georges Nader – georges.nader@ubisoft.com. 
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