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An Adaptive System for Effective Fur rendering
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Abstract  Fur rendering is difficult in that there are huge numbers of objects
and it takes so much time, The previous method considers fur as cylinder,
transforms it into 2D ribbon, triangulates and commits rendering, But this method
has problem like under sampling and takes rendering time so long, To resolve these
shortcuts we proposed new algorithm, We divide fur into thick and thin fur and we
applied adaptive rendering methods for each type of fur, Also we can perform an

effective rendering according to the proposed rendering framework,
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3.4 Deep render buffer
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