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Abstract Many algorithms which draw a shadow in real time have been proposed in computer graphics field. The most

famous method among them is the shadow map method which calculates the distance from a light source to objects in advance,

and stores the results in the buffer called shadow map. However, there is an aliasing problem caused by the low resolution of

the shadow map allocated to the object in the scene, which depends on the relationship between viewpoint and objects. This

paper describes a technique which can cope with the aliasing problem by generating a shadow map dynamically according to

the relationship between viewpoint and objects. In experiments, the proposed method is applied to the conventional shadow

map method and the perspective shadow map method which assigns a shadow map in consideration of the distance from a

viewpoint to objects. Finally we discuss the usefulness of the proposed method based on the results of rendering images and

processing time.
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