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Real-time Cloth Simulation with Shadow

ZHANG Xin-feng, SHEN Yi-fan
(Department of Computer Science and Technology, Fudan University, Shanghai 200433)

Abstract This paper introduces how to simulate the behavior of cloth using a spring-mass system. The method runs efficiently, but has
mathematical instability. Combined with shadow volume algorithm, this paper proposes an implicit Euler method, overcomes the problem of
real-time shadow for soft object. The method runs very fast, the edge of the generated shadow is very smooth, and visual effect is perfect.
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