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ωWhat are participating media (PMa)? 
ωGeneral meaning 

ωCG connotation 

ωWhy are PMa more challenging than B-rep rendering? 
ωAt lease 1 DoF more 

ωCostly representation 

ωGeneral scattering vs. sub-surface scattering (BSSRDF) 
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ω4 basic event types in PMa 
ωSingle vs. multiple scattering 
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ωMain property ς medium (particle) density 

ωDerived characteristics: 
ω è ς emission coefficient [m-1] 

ω à ς absorption coefficient [m-1] 

ω s̀ ς scattering coefficient [m-1] 

ω t̀ ς extinction coefficient (̀a + ̀ s) 

ωe-  ̀dependency (̀ Ґ н Ғ моΦс҈ ǘǊŀƴǎƳƛǘǘŀƴŎŜύ 

 

 

 

 

 

 

 

ωaƻǊŜ ǇŀǊǘƛŎƭŜ ǘȅǇŜǎ Ҧ ƭƛƴŜŀǊ ŎƻƳōƛƴŀǘƛƻƴ ƻŦ ŎƻŜŦŦƛŎƛŜƴǘǎ 

à=5 à=10 à=15 à=30 
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Properties ς scattering directionality 
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ωPhase function 
ωDescribes directional distribution of scattered light 

ωEquivalent of BRDF for surfaces (probability density) 

ωDenotes scattering anisotropy (equivalent of diffuse vs. glossy surfaces) 

ωWe recognize Rayleigh and Mie (light) scattering 

Uniform: 

Rayleigh (˂-4-dependent): 

Mie (Henyey-Greenstein approximation): 


