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Il The Proposed Scheme

1, Soap bubble shader

1.1 Law of Snell
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Fig. 1. Snell s law formulation,
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1.2 Vector operation in soap bubbles
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1.3 Texture synthesis
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1.4 Surface deformation of soap bubbles
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2, Background

2.1 Camera blending
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Fig. 2. Final vector of soap bubble with our method,
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Fig. 3. Applying texture to the surface of soap bubble,
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Fig. 4. Surface deformation of the soap bubble,
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Fig. 5. Representation of soap bubbles with background synthesis,
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IV. Conclusions
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