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2. Deconvolution with scattering filter
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𝜌: reflection ratio, 𝛾: scattering ratio
𝐹𝑡 : Fresnel transmission
𝜂: refractive index
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Idea: Approximation of subsurface scattering on translucent object

Appearance of translucent object is smoother than
actually it is, due to subsurface scattering
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