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    Many materials in real world exhibit vivid appearance under different light and viewing 
directions. Modeling realistic reflectance of these materials is critical for convincing CG 
rendering. However, capturing surface reflectance from real world targets remains a 
challenging problem that requires expensive hardware and slow scanning and processing. 
In this talk, I will introduce several works we have developed for modeling and capturing 
surface reflectance. By exploiting the intrinsic properties of the surface reflectance, our 
methods greatly simplify the capturing setup while preserve the capturing quality.
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