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Rendering intricate scenes using Microfacet Billboarding
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Rendering of intricately shaped objects such as those that are soft or cluttered is difficult because we cannat acquire their geometry com-
pletely. Since their geometry varies volumetrically, modeling them by fixed facets exceeds the tolerances from some singular view directions.
In this paper, we propose a novel modeling method which uses view-dependent “micro” facets with view-dependent textures. The facets are
positioned vertically to the view direction and the texture of each facet is constrained by a pha and depth clipping techniques. Thus, volumetric
surface can render fine geometry from various view directions. The size of each facets changes according to the approximate geometry of the
model and the resolution of rendering. We also describe how we have devel oped a real-ti me renderer that has a hardware-accel erated clipping

technique
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