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Related work 

•Scattering physics 

•Rayleigh (1871) 

•Mie (1908) 

•Non-realtime methods 

•Nishita et al. (1993, 1996) 

•Haber et al. (2005) 

•Real-time methods 

•Schafhitzel et al. (2007) 

•Bruneton and Neyret (2008) 
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Multiple scattering 

•Solution – iterative computation 

•Scattering texture contains previous order 

… 

+ 

•New complexity  

 C*n2 + (k-1)*C*(n2+n3) 

•n3 term now fast 
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Conclusion 

•We present: 

•Precomputation scheme for multiple 

scattering in parametrizable atmosphere 

•5 MB for whole dataset 

•Real-time rendering algorithm for entire planet 

•180 FPS @ 1024x768 (GeForce 8800GT) 
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Demonstration 
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End 

•Thank you for your attention 

•Questions? 


