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An Efficient Rendering Method
for Relief Texture Mapping Taking Into Account Shadows

Yuichi Koiso

Tomoyuki Nishita

Graduate School of Frontier Sciences, The University of Tokyo

Relief texture mapping is a technique to render textures with depth information in high speed,

by pre-warping the textures in the preprocessing step. The original paper of relief texture

mapping did not provide an adequate discussion on the detection of shadows projected by a re-

lief texture. In this paper, we propose a simple algorithm to render shadows of relief texture

effectively. We also propose a walk-through system which uses the relief texture mapping

technique and depict its experimental results.
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