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2. X 8Ny 7 7DFEET (CBShadow)

struct CBShadow {
XMFLOAT4 casterPos; /| L 4 ¥ —OXZEE (YIZfEHRL  BEOHEERTHD)
XMFLOAT4 shadowParams; // (softness, alphaScale, unused, playerHeightY)
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3. X HLSL & = — 4 —#:& (3DDhlslD#% 3 ICEMT 35 Y ?)
lenmorioramosyseeswis r—g—cRICEM

float2 casterXZ = casterPos.xz;
float2 pixelXZ = inData.wpos.xz;

float2 diff = pixelXZ - casterXz;
float distSq = dot(diff, diff);

float softness = shadowParams.x;
float alphaScale = shadowParams.y;
float heightY = shadowParams.w;

float heightRatio = saturate(heightY / 2.0f); // K v > 72.0f48%F
float radius = lerp(0.4f, 1.0f, heightRatio);
float alpha = lerp(0.6f, 0.1f, heightRatio);

float shadowAlpha = saturate((radius * radius - distSq) * softness) * alpha;
I NEEZETEN WEICIELTEERE LN D)

float4 shadowColor = float4(0, 0, 0, shadowAlpha);
return lerp(resultColor, shadowColor, shadowAlpha);

4. X C++ill : FEFIICT LAV —DIEHREEY
I Stage::Draw *° Stage::Update |C T :

CBShadow shadowCB;
shadowCB.casterPos = XMFLOAT4(playerPos.x, 0.0f, playerPos.z, 1.0f);
shadowCB.shadowParams = XMFLOAT4(softness, alphaScale, 0.0f, playerHeightY);

/| EEAH - Ny 7 7 EI
context->UpdateSubresource(pCBShadow, 0, nullptr, &shadowCB, 0, 0);
context->PSSetConstantBuffers(2, 1, &pCBShadow);

® playerHeightY = playerPos.y - Stage::GetTerrainHeight(playerPos.x, playerPos.z)
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// ShaderStruct.h F fz & ShadowStruct.h 72 &
struct CBShadow {
DirectX:XMFLOAT4 casterPos; // 7'L 4 47 — D XZEEIE
DirectX::XMFLOAT4 shadowParams; // (softness, alphaScale, -, playerHeightY)
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void Stage::UpdateShadowCB(const Player& player)

{
CBShadow cb;

auto pos = player.GetTransform().position_;
float terrainY = GetTerrainHeight(pos.x, pos.z);

cb.casterPos = XMFLOAT4(pos.x, 0.0f, pos.z, 1.0f);
cb.shadowParams = XMFLOAT4(softness, alphaScale, 0.0f, pos.y - terrainY);

D3D11_MAPPED_SUBRESOURCE mapped;

context->Map(pCBShadow_, 0, D3D11_MAP_WRITE_DISCARD, 0, &mapped);
memcpy(mapped.pData, &cb, sizeof(cb));

context->Unmap(pCBShadow_, 0);

context->PSSetConstantBuffers(2, 1, &pCBShadow_);
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EBINSE: Assets/Shader/Stage.hlsl

cbuffer ShadowParam : register(b2)

{
float4 casterPos;
float4 shadowParams; // (softness, alphaScale, -, playerHeightY)
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float2 delta = inData.wpos.xz - casterPos.xz;
float distSq = dot(delta, delta);

float softness = shadowParams.x;

float alphaScale = shadowParams.y;

float playerHeightY = shadowParams.w;

float heightRatio = saturate(playerHeightY / 2.0f);
float radius = lerp(0.4f, 1.0f, heightRatio);

float alpha = lerp(0.6f, 0.1f, heightRatio);

float shadowAlpha = saturate((radius * radius - distSq) * softness) * alpha;
float4 shadowColor = float4(0, 0, 0, shadowAlpha);

return lerp(resultColor, shadowColor, shadowAlpha);

I X 4. Stage::GetTerrainHeight(x, z) BI%X
JBNN%E: Stage.h / Stage.cpp

float Stage::GetTerrainHeight(float x, float z) const

{
B Z (EHFEA T ) v RIZE. Ba <y TOHEETLNASES EHRBIL TRT
return heightMap.SampleAt(x, z);
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