#3238 FAgELR3] =FH Vol.32, No.2(I)

=6

SX2 g XE Xetol= A8 A HA

X

SR’ AL
SAUHE R OICI &N
oks}@ssu.ac.kr

{mordor®,

‘A shadow texture to represent the shadow including a non—convex object

Taegyu F.’yu0 Kyungsoo Oh
Dept. of Media, Soongsil University
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