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hen rendering thousands of agents, while still allowing us to blend animation.
This provides interactively animated crowds and reduces the memory footprint compared to classic impostors. In this poster
we exploit the potential of per joint impostors to further increase both visual quality and performance. The CAVAST
framework for crowd simulation and rendering has been used to quantitatively evaluate our improvements with the profiling
tools that it provides. Since different applications will have different needs in terms of performance vs. visual quality, we have
extended CAVAST with a new user interface to ease this process.

Relief Impostors

» Animate boxes with rigid transf.

e Fragment shader recover the
original geometry using a dual dual-
depth version of relief mapping.

Flat Impostors

» Animate cube maps (Voronoi map
for each limb)

» Retrieve the fragment color with a
single texture lookup.

Improvements:

» Adaptive Texture Resolution
» Adaptive number of linear and binary steps

Improvements:
» Adaptive Texture Resolution
» Adaptive number of views

» Secant method for relief mapping * Real joint rotations for masks
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(CAVAST

Modular  architecture  for
simulation  animation  and
rendering of crowds in real
time.

\ o https://sites.google.com/site/cavastproject

@SUHSZ Time and distance for which each

* Incorporated color modulation and pre-computed
lighting (less memory and faster computation).

» New interface for parameter fitting (LODs, adaptive
texture resolutions, number of steps, views, etc.)
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