


















































































































http://developer.download.nvidia.com/SDK/10/direct3d/samples.html
http://developer.download.nvidia.com/presentations/2007/gdc/SoftShadows.pdf






















http://developer.download.nvidia.com/whitepapers/2008/PCSS_Integration.pdf






http://developer.download.nvidia.com/SDK/10/direct3d/samples.html
http://www.scifi3d.com/
http://dryad.stanford.edu/
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