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Fast Calculation of Soft Shadows in Dynamic Scene

NAOKI TAMURA,* HENRY JOHAN," and TOMOYUKI NISHITAf

Recently, due to the progress of graphics hardware, there have been many researches on
real-time rendering of photorealistic images. In order to render photorealistic effects such as
soft shadows, direct and indirect illuminations, and caustics, Pre-computed Radiance Transfer
(PRT) methods were proposed. However, previous methods have a serious limitation, that is
the objects in the scene cannot be moved or rotated from their states in the pre-computation.
In this paper, we propose a method for real-time photorealistic rendering of dynamic scenes
without reducing the quality and the speed compared to the previous PRT methods. We
notice the fact that when objects are moved or rotated, changes occur mainly in the regions
of shadows cast by other objects. Our method makes a distinction between self-shadow and
shadows cast by other objects and computes these two kinds of shadows efficiently using the
programmable graphics hardware.
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