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Screen Space Billboard Effect by Vertex Shader
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[, Introduction

o] Al teket WHloR B 4 v, B R
el o] imle Aoz astomy Lo ARge] 7l
A8 5 Qe e AN

Il The Proposed Scheme

ol

1, Zhk

0|

o e sy

[713) 2]¢] 739 Bilboard 7}ole} ko 34 ofgSivieks
AV} e Tela olEsie Aske AR el T
Fusict

TR STEE HISL vlels dolelol] i} Wko s wepsg
ol5al= WAle nolk

my
o

r
0!

Fig 1. Billboard Effect
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half3 viewDir =
normalize(_ WorldSpaceCameraPos - worldPos);
worldPos += viewDir * offsetAmount;

worldPost= Blgixo] 9= 2]xjo|c}
offsetAmount= °}%5& 7Jzjo|ck
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Fig. 3.
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Fig. 6.
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half3 viewDir =

normalize(_ WorldSpaceCameraPos - worldPos);
half3 viewDirOrth = UNITY MATRIX V[2].xyz;
half outer = 1 - dot(viewDir, viewDirOrth);
worldPos += viewDir *

(offsetAmount + offsetAmount * outer);

viewDirOrth:= 7hdjg}ke] forward =Ejolc}
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half3 viewDir =

normalize(_ WorldSpaceCameraPos - worldPos);
half3 viewDirlnverse =

normalize(worldPos - WorldSpaceCameraPos);
half3 viewDirOrth = UNITY MATRIX V[2].xyz;
half outer = 1 - dot(viewDir, viewDirOrth);
worldPos = _WorldSpaceCameraPos +

viewDirlnverse * (_ProjectionParams.y +

_ProjectionParams.y  * outer +
offsetAmount + offsetAmount * outer);

_ProjectionParams.y+= 7}[2}] near planeo]cth
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lIl. Conclusions
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