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Lab 09.2 – UE4 – CSM (Cascaded Shadow Maps) 



 UE4 CSM – Epic’s casted Shadows 
 

 Example video 1  
 

 Theory 
 
 

 
 

 

https://docs.unrealengine.com/latest/INT/Engine/Rendering/LightingAndShadows/Shadows/index.html
https://www.youtube.com/watch?v=RSlxx9EyE78
http://artemis.ms.mff.cuni.cz/gemrot/lectures/gcg/2016/2016_-_graphics_for_games_-_krivanek_6_-_real-time_shadows.pdf


1. Add (edit) some light 
 
 
 

2. Tweak CSM on the light 
 

 
 

 



 CornellBox 
 Contains two maps 
 CornellBox -> standard baked lighting 
 CornellBox-LPV -> enabled LPV 

 
 Things to try 

 Observe shadow acne 
 Tweak Shadow Bias / Filter Sharpen 

 Change shadow distance 
 Move further / closer, observe changes 
 Change exponent for better shades 
 Note it behaves the same regardless the map version 

http://artemis.ms.mff.cuni.cz/gemrot/lectures/gcg/2016/CornellBox-LPV.zip


 

Shadow 
acne 

Peter panning 
(thin 

geometry) 

Thin 
geometry 

bug 



CornellBox 
has Cast 
Shadows 

FALSE 

Light has 
Shadow Bias 

and Filter 
Sharpen 0 


	Graphics for Games
	Resources�Links
	CSM – Cascaded Shadow Maps �Steps
	CSM – Cascaded Shadow Maps�Example
	CSM – Cascaded Shadow Maps �CornellBox
	CSM – Cascaded Shadow Maps �CornellBox

