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Pseudo Code
LOD-Sprite Algorithm
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render sprite image ( high-mesh, vp )
for each novel viewpoint vp

let error = ErrorMetric ( vp, sprite )
if error > threshold then

render sprite image ( high-mesh, vp )
else

let polys = set of low-mesh polygons
for each poly

if WasVisible ( poly, sprite ) then
render poly, map with sprite

else
render poly, map with original texture
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(a) low-res mesh (b) high-res mesh (c) LOD-Sprite
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(a) low res (b) high res (c) LOD-Sprite
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Latest Work

1. Better visibility detection method

2. Better silhouette preserving 
LOD method

3. Path prediction
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