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Some additional screenshots can be found in this paper. We made them within the process of research and development — not all are
subject of our final program. Additionally supplied with the paper "Realistic Shading of Human Skin in Real time” and a video from our
program.
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Introduction

1

- epidermis

— dermis

— hypodermis




2  Geometric Detail

2.1  Wireframe, normal mapped and additionally bump mapped

2.2 Head model with 3.500 Vertices




3  Basic Skin

3.1  Color map, use of the color gradient and result

3.2 Diffuse lighting cube map, cube lighted character and an occlusion map

3.3 Diffuse Lighting Gradient

Several tests were done to find the color gradient of our light situation. We used environment mapping for testing purposes to control the
gradient. Decisions had to be done in strength of blur, contrast, saturation and color richness while contrast and color are very important
values. Below you in each image the diffuse environment map on the left and the resulting diffuse illumination on the right. The head’s
color map isinvolved.






4  Specular Reflection

4.1 Specular Lighting Gradient

We tested variations of slightly red and blue for our specular environment map. The contrast is highly important for the size of the
highlight. The images below have the specular environment map on the left and in the middle just the specular layer on the model. Finally
the diffuse color gradient, color map and specular color gradient on the right.









4.2 Specular layer, perspiration map, perspiration layer and result

4.3 Perspiration Result
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5  Subsurface Scattering and Translucency

5.1  Without subsurface scattering, subsurface scattering layer and result

5.2  Translucency e ars



