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ABSTRACT

We present a novel shadow culling algorithm for interactive ray tracing. Our approach
exploits frame-to—frame coherence instead of preprocessing of building shadow data, so
this algorithm is suitable for dynamic ray raying. In this algorithm, shadow processing
results are stored to each primitive and used in the next frames. We also present a
novel occlusion testing method. This method corrects potential shadow errors in our
culling algorithm and requires low overhead. Experiment results show that our algorithm
reduced both the traversal cost by 7-19 percent and the intersection cost by 9-24
percent.
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— A Shadow Culling Algorithm for Interactive Ray Tracing —
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— A Shadow Culling Algorithm for Interactive Ray Tracing —
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— A Shadow Culling Algorithm for Interactive Ray Tracing —
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— A Shadow Culling Algorithm for Interactive Ray Tracing —
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