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Abstract: Based on the multi-layer textures approach, a new method of rendering real-time fur is proposed. The
method takes full advantage of the new features of current Graphic Processing Units to compute the lighting of fur
precisely and fast. More importantly, the self-shadow effect of fur and the soft shadow phenomenon over fur are
simulated successfully, which enhances the rendering effects greatly. Experiments show that the method can deal
with moderate models in real-time, which is very valuable for the applications of fur in many fields, such as cinema,
video game and virtual reality etc.
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Tablel Model complexities and rendering rates
1
Model Torus Bunny Knot (Fig.10) Clothes Zebra
Triangle number 567 5 000 2880 1401 6010
The time of generating layer-wise
shadow maps (ms) 80 100 100 90 110
The time of generating depth map
and shadow-width map (ms) 15 20 15 15 15
Rendering rates without shadow
effect simulation (fps) 65.3 16.7 20 334 14.3
Rendering rates with self shadow
and soft shadow simulation (fps) 387 105 12 20 9.2
1« ’ : 1) - 1 :
) 3
( ) :
100ms. ) ) ’
(70%~90% ) “ "
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