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Bone, muscle, guts, etc.




1) S &0l A2 diEH

= [}
I ro

2 0 ol

°
CD

ubsurface Scattering Jdt 2& ot 21l

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E




S AH 22 2ol

REMEQS HAXY IHHZ offscreen B A
off &l &

ffscreen 8! A X =21 (blur)

ffscreen EAKE HAH AEZ2 &
H e

HIOIOHS A0 M=

O = -/

>|-||

o O

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E




[Ih
=

Spirit of Flame
3D RealTime Graphics Pro Study

1E




0l &

=
(o]

U2

inoy &> kJ

B R D

[0}
&

°
1L

4T |J e J

r
ur) /

)
)

rJ
u
O

R

i
H =k (Dilation)

=

0

0
|

AL/ EE A

e JI=S
Early—Z Culling

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E




Texture Space




ime

Wi VIR LITHTE Wl S e II fuﬂr%

Study
Xl




ame

3U meal me wrapnics Mrogr Study

1E




. EIA O D2IC
- EIAY HEES

- Unwap

it of Flame
30 RealTime Graphics Progr Study

1E




e A21 2I0|ELS HH HBE S
« =42 AJ| =& (kernel) IS8t 2 H
e AJ|= BAHAUMN H=Ch
e [}CFSt LHH S )}
-, =N 2 gt
- HHA &2 3

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E




E Kernel

=

1L

2 N&

IK
Ok

T

..A
=]

H A2 20 2

<0

Ki0

Large Blur



Kernel 37| 844 &l A X

& ™ 0

Blur Kernel Texture Space
Size Map Lighting

Spirit of Flame
3D RealTime Graphics Pro Study

1E




IH Xt (Dilation)

1AL HEO| 2L EHE)
Dlatlon o
H




Dilation &2 1}

Dilation &




5h 20l &
21 25}
5 HEH 2 2+0
[_”‘T’C%IE 6H
2tO0lEJ 28

Rim) 20l E

|E BIHE Bt&et giol &
AN ZdlE =0l el
AE FHOol U= M 2EH=LE

Spirit of Flame
30 RealTime Graphics Progr i

Study

1E







c JRIT Y AR
- EAR 2I0IYAl DX MK
- 224 (blun)dt IR2S

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E




o ots T
A A el E pass: €0 &t el &
ElAT 2Ol WA - ZHA HOIHHAM 2

©
g
\—_.‘——l'
T
=)

Spirit of Flame
30 RealTime Graphics Progr ing Study

1E







J2X I 2K Hed 240
E el AR

Shadows in Texture Space

Spirit of Flame
3D RealTime Graphics Pro Study

1E

Shadow Map (depth)
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Generate
shadow map
Opaque
geometry

Light in
texture space




Opaque shadow map Translucent shadow map
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Backface culling

Back facing pixels
culled using early-z
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