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Abstract: A method is set forth to model the\ hethogénedhs'translucent material. Image-space single scatter and

multiple scatter methods are respectively proposed by decomposing the light propagation paths. It is also easy to

deal with dynamic objects by applying deferred shading to the methods. Also, real-time subsurface scattering effects

for layered heterogeneous trqnsluceﬁt materials can also be obtained rather easily.
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Fig.2 Decomposition of irradiance
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(a) Single scatter (b) Multiple scatter (c) Synthesis effect
(a) YU (b) ZKHUH (c) A RRCR

Fig.7 First experiment, using apple material
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Fig.8 Rendering results for non-defor(nabi\a objects ™
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(a) Frog 1 (Apple) (b) Frog 2 (Apple) (c) Robot 1 (Marble) (d) Robot 2 (Marble)
(a) U 1(Apple) (b) ik 2(Apple) (c) HL#s A 1(Marble) (d) HLEEA 2(Marble)

A

(e) Flying bird 1 (Skimmilk) ; (f) FI;ing bird 2 (Skimmilk)
(e) & 1(Skimmilk) - (f) €1 2(Skimmilk)

(g) Monster 1 (Marble) (h) Monster 2 (Skimmilk) (i) Monster 3 (Potato)
(9) B4 1(Marble) (h) B4 2(Skimmilk) (i) B4 3(Potato)

4

(j) Monster 4 (Skimmilk+Ma‘rbIe) (k) Monster 5 (Skimmilk+Potato) (1) Monster 6(Marble+Potato)
() B4 4(Skimmilk+Marble) (k) B4 5(Skimmilk+Potato) () B4 6(Marble+Potato)
2
¥ Fig.9 Rendering results for deformable objects
¥
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(a) Bunny (b) Dragon
(& "7 (b) J&

Fig.10 Reference results rendered using PRT method
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Fig.11 Illustration of the efficiency analysis for different methods
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