
Shadow mapping Our approach Ray traced Difference image

(e) 256 FPS (f) 103 FPS (g) 21 FPS (h) Difference

(i) 150 FPS (j) 66 FPS (k) 13 FPS (l) Difference

(m) 42 FPS (n) 29 FPS (o) 8 FPS (p) Difference

(q) 25 FPS (r) 16 FPS (s) 4 FPS (t) Difference

Figure 1: Hard shadows: We compare the image fidelity of our algorithm to a pure ray-traced reference solution. From left to right: shadow

mapping at 1024
2, selective ray tracing, ray traced reference, difference selective to reference.



Shadow mapping Our approach Ray traced Difference image

(e) 200 FPS (f) 19 FPS (g) 3.9 FPS (h) Difference

(i) 47 FPS (j) 7.3 FPS (k) 0.64 FPS (l) Difference

(m) 34 FPS (n) 9 FPS (o) 2.5 FPS (p) Difference

(q) 4.4 FPS (r) 2.1 FPS (s) 0.8 FPS (t) Difference

Figure 2: Soft shadows: We compare the image fidelity of our algorithm to a pure ray-traced reference solution . From left to right: shadow

mapping with 4 samples at 1024
2, selective ray tracing, ray traced reference (both at 16 samples/pixel), difference selective to reference.


