JIaGoparopHa po6oTta Ned. /luHaMiuHe OCBIiT/IeHHA: HA/TAIITYBAaHHA JHKepeJl
cBiT/1a Ta Shadow Maps y Three.js

1. MeTta pobotu

e JloC/aiauTH TUIIY JpKepes CBiT/Ia Ta IX (i3WUHi XapaKTepUCTHUKU
(iHTeHCHBHICTb, CIaJlaHHs, KOip).

* HaBuuTHCs Ha/allITOBYBaTU CUCTeMy TeHepyBaHHs TiHel (Shadow Mapping).

e OmnaHyBaTH MeTO/H OITHUMi3allii TiHel i/1s1 3a0e3reueHHsT BUCOKOI
TIPOAYKTHUBHOCTI Be6-3aCTOCYHKY.

2. TeopeTuHa yacTHHA
2.1. Tunm cBitia B Three.js

1. AmbientLight: PiBHoMipHO OCBiT/t0€ BCi 00'eKTH B cijeHi. He Ma€e HanpsMKY i
He MO)Ke BiJKMAATH TiHi. BUKODUCTOBY€ETBCS /1J151 TOM'SIKLLIEHHSI HAJTO
TEeMHUX 00sacTei.

2. DirectionalLight: ImiTye contje. [Ipomeni napanesnsHi. [TigTpuMye TiHi.
BUKOPUCTOBY€E OPTOrOHaILHY Kamepy A1Jisi PO3PaxXyHKY KapTH TiHel.

3. PointLight: CBiTyIO BiJj JaMIIOYKY, PO3MOBCIO)KY€ETHCS B YCiX HaNPSIMKaXx.
ITigrpumye TiHi. Mae napametrpu distance ta decay (¢pisuuHo KopekTHe
3racaHHsl).

4. SpotLight: Csit/o Bif nmpokekropa a6o yixtapuka (koHyc). ITigTpumye TiHi.
Mae kyT po3kputts (ang le) ta posmutTs Kpaie (penumbra).

2.2. Konnenuisa Shadow Map (Kapta Tinen)

Three.js BukopuctoBye TexHiky Shadow Mapping. /1711 Ko>)KHOTO /i>Kepesia CBiT/a,
1[0 BiKM/A€ TiHI, CLIeHa PeHepUTbCSA OAUH pa3 3 TO3MLIiT LbOTro JyKepesia. 3aMiCTh
KOJILOPIB y crielfia/ibHy TeKcTypy (Shadow Map) 3amucyeTbcs rimmbuHa (BicTaHb Bij
cBiT/Ia o Haibmkyoro o6'ekta). [1ig uac diHambHOTO peHepy BifeokapTa
TOPiBHIOE Bi/ICTaHb MOTOYHOI TOUKH /10 CBIT/Ia 3i 3HAUEHHSIM y KapTi TiHeu. Ko
TOYKA /lajli — BOHa B TiHi.

2.3. Shadow Camera Frustum

Ockinbku Shadow Map — 11e TekcTypa, MU MaeEMO BH3HAUMTH 00/1aCTh ITPOCTOPY,
sika B Hei motparuTh. g DirectionalLight me npsMoKyTHUE mapasienerines
(Frustum), 110 HasamToByeThes uepe3 Light . shadow.camera napamerpamu
left, right, top, bottom, near, far.O06'ekTu Mo3a HMMH Me>KaMH
TiHeUu He BiJKUJAaTUMYTh.



2.4. Shadow Acne Ta Bias

Shadow Acne — 1je rpadiunmii apredakT y BUT/IsAI "3e0py" abo 1/1sIM Ha MTOBEPXHi,
110 BUHUKAE uepe3 oOMeXXeHy TOUHiCThb Z-0ydepa.

* Pimenns: Bukopucranus BnactuBocti Light.shadow.bias. Heeenuke
Bi/i'eMHe 3HaueHHs (Harpukaag, - 0.0001) gonomarae "migHATU" TiHb Haf
TOBepXHel0.

3. [TpakTruHe 3aBgaHHsA: [IpoeKkT «/IpamMaTHyHa clieHa 3 TIHAMH»
A/IrOpUTM BUKOHAHHS:
1. Inimiamizanisa: YBIMKHITb MiATPUMKY TiHeH y peHZepepi:
renderer.shadowMap.enabled = true;

renderer.shadowMap.type = THREE.PCFSoftShadowMap;

2. 06'ekTH: [1711 MeItiB, 1[0 MalOTh BiJJKW/IaTH TiHb, BCTAaHOBiITH CastShadow

true. [lns moBepxoHb, Ha sIKi Majae TiHb (migyora), — receiveShadow
= true.

3. Ceitio: Cteopite DirectionallLight, Hanamryite fioro mosuiiiro Ta
akTHByMTe castShadow = true.

4. HanaromxeHHs: BukopucroByiTte
THREE . CameraHe lper ( light.shadow.camera) gns Bisyasizariii
po6ouoi obacTi TiHed.

4. 3aBjlaHHA /I CAMOCTIMHOI0 BUKOHAHHSA

1. Pyxome cBiT/10: CTBOPiTH aHiMaiiito gyt PointLight, mob BoHo pyxanocs
1o Koy abo cuHycoifi Haz 06'ektaMu. [IpoaHanisyiiTe, siK 3MiHIOETHCS
JIOBXHWHA Ta (popma TiHeu.

2. ®dinbrpanis: Cripobyiite 3minntu renderer . shadowMap . type Ha
BasicShadowMap (3y6uacrti kpai) Ta nopiBHsiite 3 PCFSoftShadowMap.

3. Edexr nixrapuka: Peanizyiite SpotLight, akuii ciaigye 3a Kypcopom Muiiri
abo npuB's3aHuii 10 Kamepu (imitariis First-Person VR).

5. KoHTpo/IbHI 3anUTaHHA

1. Yomy AmbientLight He Mo)ke BigKUgaTH TiHi 3 TOUKH 30pY aJrTOPUTMY
Shadow Mapping?

2. 51K po3ai/ibHa 37aTHICTh KapTy TiHeH (MapSize) BruiMBae Ha CIIOKUBAaHHS
Bifeonam'siti (VRAM) ta FPS?



3. Hagiirjo notpibeH rapamerp
shadow.camera.updateProjectionMatrix () npu auHamiuHii

3Mini mexx left/right/top/bottom?

4. Sk BnactuBicTh . target y SpotLight BrumiBae Ha HarpsIMOK OCBiT/IeHHS
Ta PO3PaxyHOK TiHeM?



