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ABSTRACT

Shadows are important elements for realistic rendering of the 3D scene. Image based methods
which are techniques to generate shadows are widely used because of fast calculation time.
However, this algorithm has aliasing problems. PCF is a method to solve the aliasing problem.
Using PCF technique, antialiased shadow boundary can be generated. However, PCF with large
filter size requires more time to calculate antialiased shadow boundary. This paper introduces an
improved PCF technique which generates antialiased shadow boundary similar to that of PCF.
Compared with PCF, this technique can generate antialiased shadows in less time.
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