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Chap. 10 — Shadowing	


These notes were taken from a variety of sources including text book,  
Wikipedia, various Maya references, and SIGGRAPH articles	
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Overview	
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Motivation	


(Screenshots taken from 
“shadowcast.exe” by Mark J. 
Kilgard, NVIDIA)	
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Shadowing algorithms	
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Geometry-based shadowing algorithms	


Shadow volumes	


Images courtesy of Østfold University College, Norway and NVIDIA Corporation	
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Image-based shadowing algorithms	


Tobias Martin and Tiow-Seng Tan. Anti-aliasing and Continuity with Trapezoidal Shadow Maps.	

In the Proceedings of Eurographics Symposium on Rendering, 21-23 June 2004, Norrköping, 
Sweden, pp. 153-160, 2004.	
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  On modern hardware, shadow mapping pros far outweigh cons:	

  Scenes in games are growing in complexity 	

  Vertex-bound techniques will cause even more problems as time progresses	

  Independent of model / vertex data architecture	


This presentation will focus on shadow mapping, 
its theory, implementation and variants.	
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What is shadow mapping?	


L. Williams. Casting curved shadows on curved surfaces. 
In Proceedings of SIGGRAPH 1978, 270–274, 1978.	




Shadowing	
6631 Video Games Technologies	


Shadow mapping algorithm	
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Shadow mapping issues	


http://www.comp.nus.edu.sg/~tants/tsm.html	
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Further reading	
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Summary	



