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Why Shadowing?




Why Shadows?

e Intuition about lighting / objects
— Position of the light (e.g. sundial)
— Depth cue

— Spatial relationship between objects
» Contact points

— Realism




Classification of
Shadowing Techniques

 Hacks

— No Shadows, projected blobs, projective
shadows

e Shadow Maps

— Using texture maps
e Shadow Volumes

— Using geometry to represent shadows
» Shadows with Radiance Transfer

— Precompute light-object interaction




Comparison —
Hard Sh ad oOWS SIGGRAPH?

Projective Shadow Maps Perspective Silhouette Shadow
Shadows/Blobs SHEGIAVETS Maps Volumes




Comparison —
SOft Sh ad oOwSs SIGGRAPH?

Linear Light Sources Smoothies Soft Precomputed
Shadow Volumes Radiance Transfer




Recommendations

» Which algorithm should | use?

» Hard shadows

— Few artifacts ok?
= Perspective shadow maps
= Silhouette maps

— Artifacts not acceptable?
= Shadow volumes

» Soft shadows
— Speed important?
= Smoothies
— Accuracy important?
= Soft shadow volumes
— Objects are static?
= Precomputed radiance transfer




Thank you for listening...

We are happy to answer further questions...




