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B xomnbl0TepHOii rpaduke TEeHH UMEKT (0JIbIIOE 3HAYeHHEe, TAK KAK HMEHHO OHU MOKAa3bIBAIOT OTHOCUTEIbHOE
pacnoJio:keHne 00beKTOB B TPeXMEPHOM MPOCTPAHCTBE: HANPUMeEP, 0e3 HUX CJ0KHO ONpeaeJuTh, HA CKOJIBKO
BBICOKO HAXOIMTCSl HEKHH 00BEKT B BHPTYAJIbHOM MPOCTPAHCTBE WJIM KAKOBA €0 HCTHHHAS reoMeTpHYecKasi
¢opma.

B HacTosiliee BpeMsi Bce COBPeMeHHbIe aJITOPUTMbI FeHepalii TeHel 0CHOBAHbI HA KJACCHYECKOM aJIropuTMe
TeHeBbIX KapT (Standard shadow maps, SSMs) [3] u pa3pabaTbiBaloTcsi AJisl yMeHbIIeHUsl apTedaxra
aJnacuHra (CTymeHYaTOCTH) M YJYYIIeHHs 00Iero KavyecTBa TeHH. B maHHOil cTraTbhe OyAyT paccMOTpPEHBI
HEKOTOpPBIE€ COBPEMEHHBIE W MOMYJISPHbIE AJTOPUTMbI TeHEPAIMN TeHH, YMEHBIIAKWIINE apTe(aKT aJuacuHra
HECKOJIBKUMH CHOCO0aMHU: 3a CYEeT TeOMeTPHYeCKOro HCKPHUBJIEHHS TPOCTPAHCTBA, 3a CYET pa30ueHus
NPOCTPAHCTBA HA HECKOJIbKO YaCTel M 32 cYeT JAONOJHUTEJIbHON (PUIbTPALIMHU PAMO HA KapTe TeHei.
KiaroueBbie c10Ba: TeHH B KOMIBIOTEPHOIl rpaduke, aJropuTMbl reHepallid TeHH, AJTOPUTM TeHEBBIX KapT,
anunaculr, Perspective Shadow Maps, Logarithmic Perspective Shadow Maps, Cascaded Shadow Maps,

Variance Shadow Maps, Percentage-closer filtering.
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Shadows are very important in computer graphics, because shadows provide important visual cues for the
relative position of objects in three-dimensional space. For example, shadow helps to indicate how far up from
the ground the some object is hanging and to see it’s true geometric shape.

Today all modern algorithms for shadow generation are based on Standard shadow maps (SSMs) [3] and are
designed to reduce aliasing problem and to improve the general shadow quality. This paper discusses modern
and popular shadow generation algorithms, which reduce aliasing problem by different methods: by geometric
warping of space, by subdividing view frustum in multiple parts and by additional filtering directly on the
shadow map.
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BBenenue



AnroputMm SSMs 00pes  BBICOKYIO TOMYJSIPHOCTH Ojaromapsi CBOCH TpOCTOTE U
MPOU3BOIUTEIILHOCTH, OJTHAKO, €T0 OCHOBHOW HEOCTATOK — BBICOKAs TIOJIBEPKECHHOCTh aJTHACHHTY
[2]. CoBpemeHHbIE AalTOPUTMBI TEHEpAIlMM TEHEH CTPEMATCS COXPAHUTh MPOCTOTY H

obicTpoaeiicTBue SSMs, HO TP TOM YMEHBIIUTH OMNOKY aTHACHHTa.

IlepcnexTuBHbie kKapThl TeHel (Perspective Shadow Maps, PSM)
OcHOBHas ujes 3TOro ajlropuTMa COCTOMT B TOM, YTOOBI CT€HEPHPOBATH KApPTy TEHEW HE B
OOBIYHOM MHPOBOM MPOCTPAHCTBE, a B TMOCT-IPOEKTUBHOM MpOCTpaHCTBe [8], - KoTopoe

IIOJIY4acTCA IMOCJIC MPOCHUPOBAHUA CLICHBI HA KaMCpy.

TTETT LR

%' %
— — o . J_____,..r—

Y

Puc. 1. MupoBoe npocTpaHCTBO (ClieBa) U MOCT-MPOSKTUBHOE (crpaBa) [8].
B mocT-mpoeKTHBHOM MPOCTPAHCTBE OOBEKTHI, HAXOJIANIMECS OJNM3KO K Kamepe, Ipu
HAJIOKCHUM KapThl TCHEW IMOydar OOJbIIEe TEKCTYPHOW IUIOMAAM, YeM OOBEKTBI, HAXOSIIHECS

JaJIEKO OT KaMCPBhI.

Puc. 2. O6prunas kapra teneit B SSMs (ciea) u PSM (cmpasa) [7].
CymecTBeHHBIM HenocTaTkoM PSM siBisieTcs TO, 4TO KQ4ECTBO TEHU MOJHOCTBIO 3aBUCUT OT
B3aMMHOI'O PACIOJIOKEHUsI MCTOYHMKA CBETA M HAONIOATENs: €ClM 3a HAONoaTeeM HaXOIATCs
00BEKTHI, OTOpAChIBAIOIINE TEHU, — B OTPHCOBAHHOM ClIEHE MX He OyJIeT; TaKXKe B XOJIe pealn3aluu
3TOr0 aJIrOpUTMa aBTOPHl HE YWIM TaKue MPOoOIeMbl OTPHCOBKH TeHeW kak Shadow acne wm
apredakt [lutepa Ilena [4]; kpoMe TOro, 3TOT AITOPUTM YMEHBIIIAET OIIMOKM aJuacHHTa IO

KOOPAUHATE X, HO YBCIIMYMUBACT UX IO KOOPAUHATC Y.



Jlorapudmuueckne nepcrnektuBHbie kapTbl TeHeil (Logarithmic Perspective Shadow
Maps, LogPSMs)

LogPSMSs — 3T0 anroput™M MCKpHUBIICHHs IIPOCTPAHCTBA, OCHOBAHHBIA Ha TexHuke PSM, nis
TeHepaIuu TeHel BEICOKOTO KauecTBa M ¢ HU3KOW OIMMOKOM amuacuHra.

[IpakTyeckn TOJHOE YCTpAaHEHHE aluacuHIra JOCTUIAaeTCsl 3a CYET MCHOJb30BaHUsA
MEePCIEKTUBHOW TMapaMeTpU3alk BMECTe C JorapudMuueckoil TpaHchopmalmei: BHavaje
QJITOPUTM MPOU3BOJIUT MEPCIEKTUBHOE MPOECIIUPOBAHUE CLIEHBI, [IOTOM JJIsl YCTPAHEHUS aJIMacUHIa

B HAIIPaBICHUM KOOPJMHATHI Yy HCHOJB3YET JOTapUPMHUECKYIO TPaHCPOPMALHUIO, MOCIE YEro

COBEpIIAET NepepacipeieieHUe pa3peleHus: KapThl TeHel [6].

Puc. 3. CneBa-HanpaBo: 00bIYHAs KapTa TeHEl, KapTa 1mocje MepcrneKTUBHOIO MPOeLUPOBaHUs,
KapTa 1ocJie JorapupmMuueckon TpaHcGpopManuu, KapTa mocje nepepacrpeieieHus pa3pereHus
[7].

ANropuT™M OJIMHAKOBO XOpOLIO paboTaeT Kak C TOYEYHBIMM, TaK U C HAIpPaBICHHBIMU
UCTOYHHMKA CBeTa M He TpeOyeT BBICOKOTO paspelieHHst KapThl TeHei. OCHOBHOH HeI0CTaToOK
QITOPUTMA COCTOMT B TOM, YTO Jiorapudmuyeckas pacTepu3alisi HE MOJIICPKUBACTCS

COBpPCMCHHBIM alllliapaTHbIM oOecrecucHUEM.

Kackannsie kapthl TeHell (Cascaded Shadow Maps, CSMs)

CSMs — »s10 anroputMm paszboueHus mnpoctpaHcTBa. OcHoBHast uaeds CSMs cocTouT B
CIEeyIOIIeM: XpaHeHHe WH(OpMAalUK O BCEHl CIleHe B OJHON KapTe TeHel TpeOyeT ee BBICOKOTO
paspeuieHuns, IoITOMY IEJIeCO00pa3HO HCIIOIB30BaTh ISl OJHOM CIIEHBI HECKOJIBKO KapT TEHEH ¢
Pa3sHBIMM pa3pellCHUsAMU. AJTOPUTM MOApA3feiAeT NHMPaMULYy IIPOCMOTpa HAa HECKOJIBKO
noanupamMua (MUHUMYM — JIB€) M JJs KaXKAOM CO3AAaeT CBOIO KapTy TeHeW: I OOBEKTOB,
HaXOAALINXCS OJMKE BCEro K HAaOMI0AaTeNI0 CO3aeTcs KapTa TeHell 0oiee BRICOKOTO pa3pelieHus,
a 11 00BEKTOB, HAXOAIIMXCS JAJEKO OT HaOmrojarenss — HU3KOro paspemieHus [5]. Bo Bpems
OTPHUCOBKH CLIEHBI 7151 KAXKJI0T0 00BEKTa BBIOMpAEeTCs COOTBETCTBYIOIIAs KapTa TeHell. HegocTarok

— AOIIOJIHUTECJIbHAA HArpy3Ka Ha allllapaTHOC obecreyeHue.
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Puc. 4. Ilupamuia mpocMoTpa pa3zesieHHast Ha IBe 4acTu [5].

PasnoctHble kapThl TeHel (Variance Shadow Maps, VSMs)

VSMs — 3T0 airoput™, MCHPABISAIOMMNA OMIMOKY alMacHHra IyTeM JOTOJHUTEIbHON
¢unbTparuu. VSMs ocHoBan Ha anroputMme PCF (Percentage-closer filtering), Ho yirydmaeT ero 3a
CUET BBINOJIHEHUS (UIbTpAIMM HEMOCPEACTBEHHO HA CaMOil KapTe TeHEeH: MuuieTcs Imewnaep as
(dbopMUpoBaHHS CHEIHAIBHON MHOTOKaHAJIbHOW KapThl TeHEH, B KOTOPOUM COXpaHseTcs 3HaYeHUS
IyOWHBI TUKCENs W KBaJpara TIyOWMHBI MHKCENs, Jaliee MPOUCXOTUT (GUIBTPAIUS KapThI
(manpumep, pasmbiTue 1o layccy), HaxoguTcs  CpelHEEe  3HAUYeHHE TIYyOMHBI H
CpeIHEKBaIpaTUYECKOe OTKIIOHEHHE; Jajiee MPOBOAUTHCA CTAHIAPTHBIN TecT riIyOuHBI, U, €CIH B
pe3ynbTare OKa3bIBAeTCs, YTO TOUYKA HAXOJUTHCS B TEHHU, €l MPUCBAUBACTCS 3HAYCHHUE BBIBEICHHOE
u3 HepaBeHcTBa YeOwmmeBa (a He 3HaueHWe eauHullbl kak B SSMs) [1]. Hemocratkm —
00s13aTeNTbHOE HAIMYUE MHOTOKAHATBHOW TEKCTYPHI Ui XPAHEHWS JAHHBIX H  OIIUOKH

HpI/I6J'H/DK€HI/I$I IIpU BO3BCACHUH 3HAUCHUA FJ'IY61/IHI)I B KBaJpar.

BoiBoa

HGCMOTpH Ha OYCBUIAHBIC JOCTOHMHCTBA aJIFOpI/ITMa CTaHI[apTHBIX TCHCBBIX KapT, aJIMaCUHT
OCTaeTCsi OCHOBHBIM apTe(akTOM, pe3KO CHMKAIOLIMM KadecTBO Te€HU. B HacTosiee Bpems Obuio
MpUAYMaHO OONBIIOE KOJWYECTBO BapUallMi 3TOrO0 aJIroOpuT™Ma, HO BCE OHHU HMEIOT CBOH
HEJOCTAaTKU: HEKOTOpBIE HEeNb3sl pealii30BaTh Ha HMEIOLIEMCSl ammapaTHOM OOECIeueHuu, a
HEKOTOpBIE HAKJIAJbIBAIOT JOMOJHUTEIbHYIO BBICOKYIO Harpy3ky Ha All, - 4ro pe3ko cHuxkaer

MMPOU3BOAUTCIILHOCTD.

Cnucok JiuTepatypbl
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