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Abstract We present a real-time rendering method of translucent object such as marble and milk for the
point-sampled geometry. To render translucent objects, it is necessary to take into account the subsurface
scattering of light. However, rendering translucent objects with the subsurface scattering takes long time. In
our method, virtual points are set around the object uniformly. The intensities of the subsurface scattering
of light are calculated at each virtual point. The intensities of points that represent the translucent object are
interpolated by the intensities of the virtual points. Our method can render about 500,000 points with the

subsurface scattering in real-time.
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