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. glTexParameteri(GL TEXTURE 2D, GL TEXTURE COMPARE_MODE,
GL_COMPARE R TO TEXTURE);

« glTexParameteri(GL TEXTURE 2D, GL TEXTURE_ COMPARE FUNC, GL_LEQUAL);
 glTexParameteri(GL TEXTURE 2D, GL DEPTH TEXTURE_MODE, GL_INTENSITY);

. glTeximage2D(GL TEXTURE 2D, 0, GL DEPTH_COMPONENT24, sizeX, sizeY, 0,
GL_DEPTH_COMPONENT, GL UNSIGNED BYTE, NULL);
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Object Space

Camera's Light's
Modelview Modelview
l O p e n G L *f I '.J*E Matrix World Space Matrix
Camera's Light's
iew Matrix View Matrix
ﬁ?;g”ii] % - Camera's Light's
Eye Space Eye Space
* T=P-ViVe! =P Vigiew - VLproj " (Veview - VCproj)_1 e m— Light's

e M =V,.. -V Vo Projection Matrix Projection Matrix
eye — Vliview Lproj JJEN

glTexGeni(GL S, GL TEXTURE_GEN_MODE,

GL EYE LINEAR);
glTexGenfv(GL_S, GL_EYE_PLANE, M.,..RowO0);
glEnable(GL TEXTURE _GEN _S);
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 Cascaded Shadow Maps

- Parallel-Split Shadow Maps
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How the light
source is visible ?
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» Percentage-Closer Filtering (PCF) L/ 'L“ l"’ ,L“

« for(y =-15y<=1.5;y +=1.0)
for(x =-1.5x<=15;x +=1.0)

sum += offset lookup(shadowmap, shadowCoord,
float2(x, y));

« shadowCoeff = sum / 16.0;
» Percentage-Closer Soft Shadows (PCSS)
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» Variance Shadow Mapping (VSM)
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« Exponential Shadow Mapping (ESM)
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* Perspective Shadow Maps
(PSM)

 Trapezoidal Shadow Maps
(TSM)
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« shadowedScene = new osgShadow::ShadowedScene;

« shadowedScene->setReceivesShadowTraversalMask(ReceivesShadowTraversalMask);
« shadowedScene->setCastsShadowTraversalMask(CastsShadowTraversalMask);

« shadowedScene->addChild(sceneSoot);

« shadowedScene->addChild(lightSource);

« osg:ref ptr<osgShadow::ViewDependentShadowMap> vdsm =
new osgShadow::ViewDependentShadowMap;

« shadowedScene->setShadowTechnique(vdsm);

« osgShadow::ShadowSettings* settings = shadowedScene->getShadowSettings(); .
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