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An Accelerated Relief Mapping Using Depth Maps

TAKESHI SUZUKITt

In this paper, we propose a method that uses depth maps to accelerate relief mapping.
The relief mapping itself renders microasperity on a plane surface by ray-casting a height
map which is mapped to the surface. Our method pre-computes depth maps of a height map
measuring from sampling points on a hemi-sphere over the height map. The method reduces
computational cost of ray-casting by originating ray-casting from an approximate point which
is computed by using the depth maps. Data size of the depth maps is downscaled to achieve a
low memory cost. In addition, we present techniques that use depth maps to render shadows
and ambient occlusion effects caused by microasperity.
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