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Abstract

Seasonally-transient contrast between snow and mountain surfaces makes a big appeal to every viewer.
Generally, when deciding how much snow covers the mountain, we need to take many climatological
factors into account, and it is likely to complicate the rendering process. In this paper, we present a
phenomenological model which easily depicts snow-covered mountains. Our method relies on our own
surface descriptor, which is based primarily on Tangent Sphere Accessibility of smoothed height field, and
also considers geometric features like azimuth direction and altitudes to a limited extent. The feasibility
of the proposed method is illustrated through application to a real height map dataset.
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