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Abstract

In real-time rendering, shadow maps are one of commonly used methods for shadow
effects. Although shadow maps have many advantages especially in dynamic scenes,
they have significant drawback that they produce aliasing artifacts. Aliasing artifacts
occur because the size of a shadow map pixel mismatches the size of corresponding
screen pixel. This paper introduces the view-dependent shadow map to reduce this
problem. In this algorithm, objects are projected to shadow plane along direction of
light so that shadow map can be made in eye space. As a result, the shadow map is
view-dependent and has non-uniform sampling grids at the light source view. Also it
can be accelerated by recent graphic hardwares that supports traditional shadow map
algorithm. These features allow us to produce better quality pictures without loss of

efficiency.
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