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1.4 AEEBABEER

HRARERIC AT I, BiA — RAEEIE SRR B, WA AP E IS
Mo M= ML RHE YRR, —E 2B AT,

HibEZEX B . Real-Time Rendering Resources

@~ Real-Time

. 5, Hendering

Blog Bock Information  Graphics books Intersections Portal Resources WebGL

Real-Time Rendering Graphics Books Page

Last changed: April 6, 2017

Beyond our own book, listed here are upcoming, recent, and recommended graphics books, along with related online information. On our Resources page we list only
books that are free for download. To sample the books: some books have "look inside™ on Amazon, or have Google Books samples, which we link to as we find them. You

can also look at Amazon's best-selling DirectX and OpenGL book lists. Other best-seller categories that sometimes yield fruit: Rendering & Ray Tracing, Game
Programming

Upcoming Books

Books that have not been released yet.

(None currently.)

Recent Books

These are newer relevant books that have come out in the past few years; we make no judgements on these (well, we review a few on our blog).

i Game Physics Cookbook, by Gabor Szauer, Packt Publishing, March 2017 (book informatien, Github code).

Programming Massively Parallel Processors, Third Edition: A Hands-on Approach, by David B. Kirk and Wen-mei W. Hwu, December 2016 (Google
Books sample)

[ Handbook of Digital Image Synthesi ientific F dati
. author’s site, publisher’'s page)

of Rendering, by Vincent Pegoraro, A.K.Peters/CRC Press, December 2016 (Google Books,

Physically Based Rendering, Third Edition: from Theory to Implementation, by Matt Pharr, Wenzel Jakob, and Greg Humphreys, Mergan Kaufmann,
November 2016 (more information, Google Books sample)

Vulkan Programming Guide: The Official Guide to Learning Vulkan (OpenGL), by John M. Kessenich and Graham Sellers, Addison-Wesley Professional,
L November 2016 (more information)

¥l 4 Real-Time Rendering Resources = T[]


http://www.realtimerendering.com/
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5 _F AWERES

AT RTR3 55 " N4 “Chapter 2 The Graphics Rendering Pipeline KIJETE YL AOR
45 . MR S5

B NN BT RONADTETRE . ARENBRFEG =k 28, K

N

o SCEREH—IY, “EXNFEBYETRET, 08 CERERUEAET R M CRRE AT A
i

SCEERE Ty, RGO NA D TRIR, AR A FIUF A i R
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2.1 ZENAEBHEZHE

2.1.1 EPEEEERE

2.1 Architecture Z2i4

[ 2.2 The Application Stage RTFRE/FBN B ]

2.3.1 Model and View Transform t&E4NE

2.3.2 VertexShading TRAER
2.3.3 Projection 128

[ 2.3 The Geometry Stage JLIA[IER ]

2.3.4Clipping !
2.3.5 Screen Mapping FREBEST
Chapter 2 The Graphics Rendering 24.1 Triangle Setup =FBHIRE
P|pe| ine ﬁ?fgg’g%% 2.4.2 Triangle Traversal ZffAEH
[ 2.4 The Rasterizer Stage YSHMEREE } 24.3 Pixel Shading fRE=EE
2.4.4 Merging &3¢

Application NIFERERFHER

N Geometry JUAIBNER
2.5 Through the Pipeline 4 &% *}7
(25 ough e rpsmetisiae [ el g

2.6 Conclusion &5

4[ 2.7 Further Reading and Resources 3 Hi3isERIZHR ]

2.1.2 HIHREGEM) B4 % E

T e e
TR
e RS
H step Lz |
| Hs
D e e s | I
TH— ST Nerel
wim
N
k:3lia)
JUfeIRERE
| Bt
Step 2/LFTNER |
SRR
SRR BRI E ESES
URIIERE B A B85S MRS 1B, BERREESS , FAEEBNET
SR TR | AEE
NS,
Tl RS
s 0 FHE TR A 1 i B IO,
R
N il 7= ey
AT BANEE , RIS T R B T RAIRIE,
FRBRARER
FRBSHMERNTEAN , WEREZ
R S e A B RE R R
Zb
LS iR b i) (B K —RRARTERER
%, ST EATE | IS RIS,
B . IR E B = S 0 = R

BEEENER

L FENRTH ARG RERRR T FIR R,
AR
BAE I ERAE B 25 R £ T TR B EOED

ZMMSENES NN EERS, 5, R
eIMEEIR ( ZHEE ) RIS,
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2.2 BOWNAEDTTHRE

2.2.1 EURIEGLELREEMRER

ERE LR TR R R IE RS E BNl =Y SLIR . IR, LIRSS ES
FRAFREOLT , A pla s il — iR AR e . X TSR RORE, T YL SRR
Pk, FATATRAYE, fE G LR SEmE R iR TR

K 2.0 JEon TR GV L B P BRI AE . TR R ENTRJLRAR, 5k
P, BHRHU EIGER . TR SN A BUReE, DB, SOHAE B E .

—.rgi+ '_"-

A5 2.1 ZER, FAPUBCE R T (DU ARZRBIRYSCIE S ), HA T A N ER A I T2
[REES

TERE S ] DRR R YL 400 =B Be
N HEEFBBE (The Application Stage )
JUA[B Bt ( The Geometry Stage )

FeHEBT Bt ( The Rasterizer Stage )

LURNEE

Application Geometry Rasterizer

o Y
] | | =

JEH 2.2 2l LRSS 3 BB BHRERF . U, Stk

8
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JLAELL

B BA S WA AR —AEL, WMEPRJLREBTR . AN, i n] LI BB BEtEA 7 4l sl i
SrRIFATACAL B, A TR B, BEHIRR P B BUER SRS — I B A A, (EDRARAR T UX 2 ik
TELAL s E IR T LA B,

RISV LGB RE L R, RIER A HOREE, XM E— B FPS RN, R B2l Y
FIGRECE, o0& H He SR

2.2.2 N FAREFHIB: The Application Stage

IS AR B Be— B TR QA A& L ROSE— B BL. RO B B 7 SR SE B By
B, JFRA RN BU RIS Ot T se i, ol LAE i s ST PR R SR e . ALy
12 A (W 95 v d R T L R P s T G I8 B w38

TE PSR P B BOR AT A NSE B, AN BB LA EHME B BOIR R RS 70 o AT B Be. (224
THemEMERE, P BOL & DAL AT B BT 78 CPU Bt b, FRIXMIE AN by i
K% (superscalar ) 5%, P46 AT LATE[R]— BB [e] — I RUSOR [ A9 L4

JSE IR Py B BOE 5 SE B 5 A RGN | gk . R A, Shim, Ty s So s, AR
PrE. JUTAEIE, DR —SE A AR Bt AT 3R, = R B 25 gt S0kt ol LA HLSE
b2

o AR B B AR 55 . RN AR P B AR, B b (OB e T Bk Ak
%) WoR R HIR LR (iR HIEIT, rendering primitives, WA, 28, B ) FAZZH
BTLI T — BB

X T RE Y — W, DA O BoR SR HLAL S, SC IR A I ok Hh B R T — A 2B
— LB B

2.2.3 JUBrBt The Geometry Stage
JURT B B 32 53 KA Z2 i TR E T o T LUK A B Bt — 20 %) an = LA
RERTEL -

BRI A4 Model & View Transform

T % {4 Vertex Shading

B5 Projection

#37 Clipping

FtHEMLET Screen Mapping
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W 2.3 .

Moﬁgl n‘sgcf(Xri;w _I\ Svhe;:[icil);g J\ Projection J\ Clipping
U v U

JRE 2.3 TURBY B4R 4 R T RE R BEAE 26

R
ARSI, X LER BT IAE LT B A R], AT ISR, FE—LBR5 0L T, —RINEZ AT
Benl LUE LA 2B (CREHAAS BT BO AT 17 Do TESIAMEBLT . — D IIRERTBnT AR 73 i
b4/ Z BT B o

JUFT B AT RS AR S e 55, 72 A — DRSO, B TR 2 100 IRZEA Y
R s A

2.2.3.1 EEIFIHLEZEE Model and View Transform

FETRHE L1 R B, AR T B A TR 2 I R R P B A AR
SRS AL . YIRS ERFR BRI AR R, TRy, AT ORI A b T
ff— Azl

AHERRE, ROZOCHARDL (SR FTRATE SRR B T2 o ABLAE T 5 s o] oAy — R8s
6], FHORTHCE FEHERHIL

N TETHEL T, WO R AR T LG A e . AR B H A BHEARUICE U
SRJE AT, A ) Z Bher T ],y B 1 07 x RS A RS, SRR A
7 I AR T2 BT APL, FRATHR L ad 2 (8] A AL s 8] s L 2 1]

NERAR TR AR AP LAY A2

Camera direction
|
N/ ,
/ B View transform ® o View Ifrustum
¢ N [> m K
V‘k > X X
Camera ) !
position z M

10
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JEAIE 2.4 FEZelE s, SREHURYE T 8 E RO E AT EFENL . AR, PR
JE AT 2 MO RN E AL, XA ] DU MBSO B R R A P, AT
Fl & — P AHER, DT LA & R A

| AT AR PR AR B BL o3 AR T A S IR P A ke, AR A4 g [ ) R A B3
Az Ia] S b, TR PR H B R B AR UECE. T A bR, 7 5 SRR

™4

I
N

[ 185
Arivig

2.2.3.2 T EE Vertex Shading

N T AE R YR, IR E R AR, AT ZE YRR SN EA T A5, i
YIRS i, AR RIS R T, DL IRIERT R B IR BCRAE N Y
—LUfiA . EDGIRRIR BT DUAE S A 73, AT SR A il 21 52 2 ) ) P TR SR A
/8

WE R o BDGIRBCR X R E PR B 4 (shading) , & @R MAEX G ERYEA A
At EEE TR ( shading equation ) o G, BT A A — L e U] [ B (] AR AR A Y T
s AT (vertex shading ) , T HAM T AT DIFEEHMZ E ML ( per—pixel rasterization ) HH[E]$k

1o MTUAEREA TUGAR AR FRI A, AR, wkek, BOsEHRE O R
RAERHERCAE R TURE @RZER CLRTRLEBIE, mk, SORASREE T HABRE Y

A& @dE ) RS, SR B B A TR (EERAT

WH, HOITREE U R R A A P TR . SR, AR ARSI A
PLADGIR ) Feffes| —su g asin) (i A B s Ui 2 m) ) IR BPRATiH4A0, dn LIS 35K
B2

X PR ARG (S R B A Y S B TR RS ], 3 (TSR b E R IE AOEIR, AH
PRSI 2 [B] R R RS OC RS2 1Y

[ G025 ] TUSE R Bei H BO7E TRl e AR T T0 S A4 o i B IRSICR

2.2.3.3 #% Projection

FEOLIA I Y 5, ERRGEIT G T B EAE, ROREAR AR S 38— A 0 i (- 1,—
L-D)A(Q L) J7 A Cunit cube ) PN, 3XAN BT 5 PRSE HALEFR A R 7 5 4
( Canonical View Volume, CVV ) .

FAT, FEAMRESE I, W
AR (orthographic projection, FK parallel projection ),

BB ( perspective projection ),
11
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W R EFR

JEAI 2.5 ZENIESSBGE, ATNBE Y

PR T3 2 32 2 5 ) o

BB . IEACBE R TR 2 — M, IESCBEE T LI MR oy B s TR . IEACH%
SR A AT A AR SR I Z BT A R4, XA P32 S A AL 5

BB . MLZ T, BB IESBEE R —2, FERFBGE T, BUmsBREeyLnyik, e7eik
AR HHE—DRUL, PATERAEH AL 2R . B IBOE AR e SRR
YA Tr 3o

BB ALE BT LUE I 4 x 4 BOFERER L, TEAEMT—F R 5, #RAT LIRS T
— AL B2 R R A AR AR

FRIRIXSEHE PR R N — D AT AL R 75—, (HENMISHCA SR, PONTESE R
G, 7 AR AR T RIS BOE R b i XA ik, R = s
[EIEie: Z:2l gt iV EE] SI A

[ 545 ] B BOyR AR A = 223 [R5 21 1 — 4Ry 2 A h g e

12
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2.2.3.4 #BY Clipping
P KB CoE EBGRAMEAE T (R ESCROBINEST iR, CVV) NSRBI, A5
W FR A FDEMME B, 13X ANB BEAT DIE S SE B O SRS 4k

AMERFE, — A EDCHIXS PR AR IALE, 70 =MoL SE T . SEefi TANE.
LT NER . B LU i DUt T AL B

HEDTE N TR, AL EZH T T — BB
HEDCE SN TAINTE, AT BB, W EIEESE, OB rEg.
SHEDCHR MO TR AT, T 2R AR LR TR A A R T A TR BT AL HE

X R T R I O CHEA T A, X e RO AR AR B S BT R DL R

unit-cube

| new vertices
‘-\77_ £I> Clipping _ J /
RS Q D'FJ/

>/‘.— /e

/ new vertex - / ]

Z V/

JEA1E 2.6 B HUG, RXTEASI I RN BT (AHRREALEE N RTILIEOT ) dkekitfTit
H NG, RS TR Z AN ECAIBR T, PR B SIS TR NI DT,  TRIIE AL
T AR5 B Sr T AR A R TR s, L, st AR I EDT, Rl S IHAYET,

(g ] BBTHrBI H i, X o A TR AR B T E A TR #R A

2.2.3.5 FRFEBLET Screen Mapping

HATEMARNTR 2T BRI, IR ZATE a0 TAORNERRIEITT, A 0] DU A S5 REk
Bt EABIXABIEN, APRIRE =4ER (HERRSESE BB e 2 17—
4t) , BAKICH x My b 2] 1 i bR R T, Bd AR R IR 2 bR —EE R N
HEBR AR

BOEHE—AE 1 BT e, @ 05/ (x1, y1) , KRB (x2,

v2) , Hrxl«x2, yl<y2, BRmiiE et P, BEEHIT4000, FEmi it 2 Aain A
o T x Fly AR R iR R, S22 hn—k (-1= 2 = 1) #HASEMHMERTEL,
IRNEE

13
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unit-cube

g Screen mapping

()

JEA 2.8 S, KT TEALI TR Z N, TSR 2 3 p e He 25
e L XF I A A B

S WS B B 8 — 1 UL N RO R R i R B0 (AN]SR R AR (BRECHAR AR ) A TR
B ATLMEH Heckbert[ 155 2% SCHRES 520 F10056mS, H— DA ARG TR

[ LS4 ] SR BB E2E HAY, 2R Z A2 PRAT 2 A AR AR S 2 I A9 B A AR 28 Lo

2.2.4 YEt4LBr Bt The Rasterizer Stage

S e ARG Z SR TS, B DL s A bR (B A FILBYE ) , BREMEER
(Pixel ) IEBAAC, DUEIERAZHIEREER . XA I R E L (rasterization ) B3H
AR (scan conversion ) , B ZHETI S5 FrAb i) R s (0] (Fr A TS AR & Z (ERIREEM, K&
M EMXNEAFR) BI5ER LIR R,

5L BARL, ZB BN R LA RER T B -
—“MIEEE (Triangle Setup ) B
=fIEi# I ( Triangle Traversal ) FirB%
1% %% (0 (Pixel Shading ) BBt

FlG (Merging ) BBt

i B s
Triangle J\ Triangle Merging
Setup —l/ Traversal

JEA51E 2.8 SEHMMERTB— e o b =it ice, MBI, BEE OHES UAST BB

14
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2.24.1 =fERE Triangle Setup

= SAIE B B B T B AR = 2 14 2 5 0 = AR 3 i ) AR S Bl . ks R
AT (scan conversion ) , AR i LT Bk B 25 b oG RO A (EL A T
AR L T O HBET R IR T

2.2.4.2 =AM Triangle Traversal

TE =R DI Bof AT B R A A, A ZGERAEMGEE P ORSh =ML ER, M
T =ML ESIERER, BERESGH MR B (fragment ) .

He BB KA S R R = AP A R 0 = Ak ( TriangleTraversal ) 1455
('scan conversion ) o F~=FIE F B0 = A = HAIE DS B e AR . (FEZR L
AR ) o XEEMEEEE R BB, LUK A U BB E EEE

[ gl ] B MPLeRAE S B B = A TP i Rl s =T T ( TriangleTraversal ) o,
FHHEFHL ( scan conversion ) o

2.2.4.3 BEE M Pixel Shading

I BR R A QI REMER G CRrBa AT, MHHRERR G B A, F s
RN —F R AL LB —Br BB R . SO R E DR B Ba AT 19
BEE G BURAE ] $ife GPU WPATHY, TEX—BrBefi K Bl MEHT, Hh e i,
R BB Z — RSO A (Texturing ) o SCHMGEITEBRS /ST TEAYFE] . fiHok
UL, SCIGEUR IR E R R T B E YR L R s R AT R4,
4k, o F=4kny, Hr, ARE YRR RO E L. W R EFR

15
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,‘..;:'lll!ll|" 1qﬂl;k§;h~&

JEARIE] 2.9 75 bAoA — A SR R ROEROR . 72 T i D9 — I BRSSO © e, A 18y
BT B SCHIG

[ 64 ] BEE OB 2 H IR ITA TR R B E R

2.2.4.4 BiS Merging

BAERGE BRSO S b as T, MBS b & — DB RAERS (S E A S
2L, k. W) o B BB R EAR S RS BUS RTAE T T E P e PR ZATIIR R
OB R Bt . AMEOLERE OB, @ HIsTIZB) GPU TR ARSE 4 n] i
(1, (HHEEEATRCE, Al SCF2 MRl

HEAh, XA BOA DT Al IR AL B, X IR ST S B s, Bl
WZIAAL 5 DAY G AL AT I B 5 DT, W T RZEEIERE AU, X el
it Z Geop (WARIREEZE vhes ) PRSI, 2 Zeoh kAR w s, BA omERE (n &
BHERRELEE) , RE A EDOH AN AR R 2 (6, sl XA, Kl
NEE

7 Zep i MB g s a TR N—HE, B MEREAAEE — 1> 2 H, X1 2 ERMAPLE R
FIOCZ RIS . BRI — DT O RRAR R, RETRERR B EOTH 2 (H, I
G —GRAL W 2 e rhdr AT IO . WS I 0 2 8, mim/ N T 2 Zenhdih il 2 {8,
TR Ut BRI 22 ] B4 1 TS5 AR BTL A B 2 LU JrOR B B AR M LRI Y TR B . Xk, 1R 2
(ANl Fh S AT D CXT R A A T R . Iz, AR 2 (HIgie KT 2 Z2 b
) 2 8, R4 2 Zenhad MBI nfvds o AL G5 2L

16
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RG], B R HIRAAAREN, 2 e HDRAEAR R MR R 2 (H, 104 HAhZZ s
A DL B A A A B R

FL AN alpha i#iE ( alpha channel ) FIEH (.28 phaR K R AE— 1] LIAAAE— 5 8 MR E A A B IAE
AIHERY alpha M FT7EGR BEMBA B TRIFEAS A Bt 1ig17. B alpha (5 25 (AR LL4 & 19T
W (ST, KT, WERAWORGEEIIG, B AR TIE—PROA B, alpha M2 FH T
R ZAF 2B R B (W6.6 7)) HIALHL,

Bt gz s (stencil buffer ) 2 TiC sk 2 AT B B R . BMERMEE 5 8 Mz, K
TG AL A Ay R E e BIBR 22 vhdsrh, TZ phas N AT DA B O A Z AP ITE G o 28
B+, BRAEB G whas h 2 i T — S0 BT, B4 T DA — R AN ERRA 5 2L B TR
BIE AT BRI KA 2], 2EBL—A> mask AOPRAE, BHRZE i RIVERRRA SRR TR . TR LOR
Ui FY T X LE D) BE AR U ABOCAHSAE (raster operations , ROP) BURA#4E (blend operations ).

Wiz rh s (frame buffer ) 38 ¥ 65— ARG HA WA G vbas, (EA AT IO 23 (.22 nhds Al
z MG

St upds (accumulation buffer ), J& 1990 4%, Haeberli 1 Akeley £ 1 B—FhZ2 i es, 2T Miss i ey
AR FE . IXAZE s AT AT — AR AT XS UG e T R A filan, b 1 PRIz i) (motion blur., AJ
PIXt— 250z s R T 2RI o A, HAB A —SEmT 7 A A RSCR AL HE 508 (e depth of
field ), JiEFE ( antialiasing) FBAE (soft shadows ) 5.

M4 EoeiE s B Be 2 5, MBS AL B B AR VA T LATE D A% s ok, R T ik
HELE RIS B A TN Rk B R e 0t 72, BUE RS — Ml 73U i (double
buffering ) HL|, XEWREFEEHIEE— G EZMWEE (backbuffer ) H1LLE B 0975 itk 1T
. —HRFEAE R EZ ML h, JFEZSNTRHNERAR S ELERE LB RiEn
I EZZ a3, R, RA S BRI, A sei,

[ G4 ] BlE B B 22U A S RIS A T b h B0 Z AT AIR R E I Bo™ A= 0 )
Bt tehh, BEBrBut s n] AR (Z ZerbAise ) AOALRE,

2.2.5 BLRYWE RS

TEMES LT LU EDE TR QB 2 = A rBe: BRI BL. LB B SetiMbRBL.

XFEI AT LR A5 H 2 APT RN EDEAE 40k DL SE R yE Je iy R 7 o H AR i b i 25 5 . 75 2L
TR B X AR ERA T AR G L, BZIE IS 2L (offline rendering
pipelines ) HL/2 7 —Milt b pAE . ELHE 2P Sh B TE Yyii w2 B 4548 ( micropolygon
pipelines ) o ARG FTINIE YA ( predictive rendering ) N, Ho a5 8 &
(‘architectural previsualization ) JEH R ARG IR e e gy ( ray tracing renderers )

17
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2.3 AENERELL

LT X (Real Time Rendering 3rd ) 55 — 3 “EUETEYLATLR” A B SCTF RRARESS B4 .

B QS L i) F I REML R E TR S E BN . iR . DBl IR, LIRS
FHZARIFREOLT , Az il — I IR A e . e L n] LUR R I G
=ABrBe: BHRFBB . JUTBTEBL. SUHMERTBL

2.3.1 N FHRBFHB

BRI P BB AT S5, e HA R E o AR HIE LN N — B, DLt
AT ARSI T . EEIT A R AN | s AR, S, g R s R
g, AHPTE . U, LA AR B T RIS, )= UL T S i
Ak

XTI R R, IR B BORR B ALAL R, GBI Y 1 ok th 2L —A
FEBE, BB

2.3.2 JUI BBt

JUAR B B = B0 BRI Z I B E MG ERAE, n] LUREIX A B Bt — 22 R0 in ~ LA~ 20
REPTBE: BARPLSARe, TGE G, $02 . BT, PRy XLeshfeprBen) EEimem
¥

[ AEHIFNHL IR AR B B ] AR i) H e f R A e 335 S TR G A 25 1) 2 v, T IR AS 4  H Y
SRR MU E T AR, T7 5 S BRI ERAE

[ DlE A @B ] TUsas ) B AE T o e E TR AR B o ISR

[ BB |: BOE O BOR AR = AE2s [ 5 8] “ ey 2s b it R o BB Beds i LB S iy
PRARAE 80 31— XF A TH R 43512 (— 1, - 1,- 1) R (L, L L) B 7 5 R N 9 e

(ARTTRTBE ] BB B A, JEXS 00 TR A TR B T EA TR T 441
[ GBS B B ] FRitm s prBer) B2 H Y, A Z B SRS ) A RS B X0 0L (9 e e AR AR AR L

TEJUMTET B, E5e, XTI R TO S RE LA TR M e e, DR E TULgE s Al (R A
MEAES ) , R)a, REpm. SO, DUOCEE TGO (TSE Gk

B, HE, BRSO IR — N RN, RS SERTA LT IR Z AN IE T (B0

18
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BrE) , o TARRITA O T AL RN TR EIEITT, T RS B AL T A S B B T TR
57 (FBTHBL) , AR DU 2 s LRSS D (SRt brEe ) o fexta 2
Froe X St b, F BB B e, XAk S T L iR — B, JEMERY
1248

2.3.3 JtHHLB B

U G B Z IS T, B L) e Aty (YR A TIUTHE) , BB MERIE
FARC (S, DMEIERZ IR R R . X D A mDeti e, B 4B Ak 4 25 0]
(FrA DUSERL S Z (A RITREE(E, KRR SMSCHE OEE ) B5H LARERHES . el
TR BER o =B BCE B . =M IBrE . BERE OB Ba B XL IhhEl B
M= ZIREANT

[ =AIBBUERT B | =ML BoE B BEE BRI = AR R 422 57 A — AR 3R i A4 HABAR S K
[ =AIB DB ] R EIIPLERAE S sl R R A =M i Rl 7 i = F i i
[ BEEB OB ] BEE QB EE H AR IA RGBT RER S .

(Rl BrBe ] Rla B B 24T 55 B S RTRE AT T 22 nhiis b 09 th Z TR U BO™ R /Y R BEE
@ BeAh, A BBk Al WAERE (Z St oe ) moabs.

TESEHHMERT B, T BT O, iy e ERRER . B, TR =Mpkmm
Zes M =LA B AR SR ( =MIBBUERTBL) , AR5, FREIMPLE AL R R A =
e (=B , HETRIARZERETERE (REECHE) , K5, &
JRCH BT 2% v v B8 i Z TR (R BO™ AR B, al WLPE IR Al E i 7 224F
Sk, BERIECA LR alpha PHAAGEINA (BRE B o FrA X RUALBE, i
e IR R TE 54 L
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F=F GPUEBRELRIUHES QL

Jnl

THE

WITEH FR_»

erD HIJM

ARFEWEAHTK RTR3 85 —Z N4 “Chapter 3 The Graphics Processing Unit FEJEANEER” AL, |
RS

XEE FE RN RN GPU YA LA, DL dnfeds (Ugdbfe s, Tied, JUfT. =
=R RS (A
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—

7N

23

3.1 ZEAR

3.1.1 ETERER

{ 3.1 GPU Pipeline Overview GPU E£EiffiA

—[ 3.2 The Programmable Shader Stage BI4REE I BAEA ]

*'[ 3.3 The Evolution of Programmable Shading TI4RIEE G LE ]

3.3.1 Comparison of Shader Models B fEA&EItLER

3.4 The Vertex Shader B fas }

Chapter 3 The Graphics Processing Unit
ElfsabEReE

3.5 The Geometry Shader J1{/& 85 }

3.5.1 Stream OutputigiHie

[
{
[ 3.6 The Pixel Shader =B ®mEE ]
[

3.7 The Merging Stage &FEMER }

3.8 Effects 3558

3.1.2 GPU ERE L AR

Vertex Shader
RREaEs

The Geometry Shader
N{IE&E

Clipping
Screen Mapping
RRRG

Triangle Setup
=ffaE

Triangle Traversal

=AFERn

Pixel Shader
R=REEEE

Merger
R

21

X NAIE R B T ey Sl /28

(FTIZERYIBA ER) IS IO TR RIS TR,

AIEREIETIEAA  DRRINEE XN mE.

R RIS BRI bR BRI R FrE s i R

HE =AERENE S = ARENE R SR,

FRFUMBLERY R B E= AT,

BHTERRME | LSRN ERLRES —MEE L.

BT HTAHIEE . BOEmeEs, 28BS . BRI
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>
=

LRI BRI 58 2 T iR Y o
BRI BT E, HAR it
R BEE 2 E

3.2 JRBBLNE TR

3.2.1 GPU B4R

ML A TN, T m 7 2 Y EJE S - (NVIDIA GeForce 256 ) &4 1999 4F, H. NVIDIA 42
H T EIEALBERAIT ( Graphics Processing Unit, GPU ) X—ARif, ¥ GeForce 256 Fll2Z Hij E’J/Elﬁléjﬂ:ﬁ?jlﬁ
WHEAL TR EDE O A X 8 o 7E4% TR IGJLAES, GPU MAAT T 1 [ 5 T REAE A AL B T S H e
%ﬂ%%%OEQWQ,%ﬁTﬁﬁ%@%Wﬁm?%@%%I??&oﬁTT%ﬂi,Mﬂm%
) — TR TSR A FTIC S, BT e, BRI I m] g A A S HL R TG M )7 m 7
J&.

GPU SZEL 145 2 bl () J LT R CHHAE S Ge B B . HAk 9 oy — SN [] 2 B 1) T i 28 1 R ] 4 7
PERRECERY Bz, Al 3.1 s

Vertex Geometry s Screen Triangle Triangle J\ Pixel J\ s
Shader D Shader DCllppm, D MappingD Setup DTraversal 'l/ Shader 'V Sl

MAERE  JUbEeE B mEMS  RRE  foEh GEEeR AHNR
L ) \ )

v v

TUTRNER TEHRMEETRR

[l 3.1 GPU SZEE YT Yuig £k
R, REBERBERR TIZ B E e, Hrr
ER Y B B 2 58 42 T SRR o
BB, (HAA] 4ife
WA Bot R E

22
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TEVERE, GPU SIBUAT Yu S 2 RIS — 25 s i A s Yo 28 0 DI RER B AL S5 1 L 5 AT
PUF A GPU YA LA — R -

TigiE (0% (The Vertex Shader ) JE5¢ @Al i fEiIBBL, TARE (s ] LU 4 TR 2R 71 an AR A
ASEAEN AR Z e, S0 TRy B8 2 USSR MR hEE, BTGB IE A | AL

JUfT#E (4% (The Geometry Shader ) {7 FIAE (A4S Z )5, FVF GPU R B FATBILME T, JL
fiE OAE TRy, SeRnlRfemprB, E2EDT (5, & =M ) MIUGHTEE. JLTE G
AR GBI A, T AU LE S, R, BB 2t LR B
WHEBT BER HABAL S, kb4 F Boh (s

#37 (Clipping ) J& T I E AYZHRERT B, TERLBrBen] pist sy =, ARSI A & SCRIEET
EO

Bt ( Screen Mapping ). —fAIE & ( Triangle Setup ) Fl=FFJE#i)Jj ( Triangle Traversal ) BiyBti&
[#i] 7 D RE R B o

BFRE O (Pixel Shader, Direct3D FPRYIYE ) W MHRN WG (ds, oo (i (Fragment
Shader, OpenGL H1gINT), &2 THREEMME, FEMEAEI TR, 18405 O
TER—MER EHAT.

EIFBBE (The Merger Stage ) 4bF52 & mAEME EDIfeZ 0], EARGEmEE, HEmEnhlE,
Vit T— RN HEAE . HBR T 76 84, i E B ( Color Modifying ), Z Z&1 (Z-
buffer ), {&& (Blend ), £ (Stencil ) FIFHIZZAFHIALHE,

BEE I RS , GPU A5 4k C Ak pY i 2 i s A, s 12 e SRS PEA il Mok
Gt OAr g AR R B —

3.2.2 Al gAEE EARRY

WMAREFE B ( bl % #F Shader Model 4.0, DirectX 10 AR Z )5 ) [ TEHAE G0 ( common—
shader core ), XELRMATE, HB, JUTE ORI E—EgfRiRml,

TR & ORI T U g 5 g, DX10 225, W4t SRS BT I, SO Rk
HOER

H B0 (18 5 #2 C-like (05 (AIES, AN HLSL,CG 1 GLSL, Hbtdmiemiat 7 THLES 0 gnit S
EE, W PEES (1L ), X YE S /R B, WE e dkshrh, B it brrpLes
WH o XFERLEHET IR AR S B, X B3 41 5 m AR R HUR E X — MR E 5 S i
PHBIINL . XA RIS — P SRR A7 R A BARIR . Tide T — R 508 AL RS

O T BB DIBEE — A b PR PR B T A AR . Tidn T — RIIE S L FEES . H S|
REZERIEEAVERME R (B VU ), AMFZSNA 4 1% SIMD ( single—instruction multiple—data, .
FRA 28 ) WA, B EAE T AT AE . 32 A5 FRORS BE V7 A A S s A s
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FA s WBESS SCHF 32 A PRAURRIEE A EIR A E (xyzw ), EZR, HFEAT, i (rgba),
A SR (uvwq )o TTPRERGE S FR IR, T8RS, &5, SCE RN . SR 2 A 1L
MZEHepA, B, RUERE. i TR T, R E IR A (swizzling, WESE ) AR E
FHEF S ), FPERK (masking, RATHTEEMATICEK ), WREE SR, MWL AR I
Kl 3.2,

4096 registers

Temporary
Registers

16/ 16/ 32 registers 16 /32 / 8 registers

Varying Input Shader Output
Registers Virtual Machine Registers

[

Constant
Registers

Textures

16 buffers of 128 arrays of
4096 registers 512 textures

K 3.2 DX 10 T Y38 ] Shader 2.0 SESINUERM VL S BF 7oA Jmy o BRI S5 oo i K nT
s, Ho, HPNRHRT T =A8UE, 0EmisE, JUT . RS Qi m] iR
fH.

—AghlA A (RS 2R WY Draw Call ) 23R FHIEE APLRZ:Hl— RN EDT, Sk EIEE
LizEtT.
AT (T Be A A2 A A A -

- uniform HA, fE—1 draw call TRFEAZERE (HLEARFE draw call Z [ ] IEE );

- varying fii A, shader BLXMEEAN TS AR R AL BEARAS A M . SCUERFR AT uniform i
A, B&— kN HBIRIAE AR R, (BT LA e R Bds n 4

TEMA GPU |, BIEBBE P WS ER EPUTH AR . @ IER T, mRrR e bn A
T BRE RTINS, wskiniz® (multiply-add ) A5 (dot—product ) iz%, HA
BePE, HCANEEL (reciprocal ) , MR (square root ), 1E5% (sine ), 4X5% ( cosine ), FHEX

(‘exponentiation ), X1% (logarithm ) 125, FEAESTHEEME BT, (AR Y PEE, SOREIEIER &
R, BT BE AT BB AZ B AN SR R F A0 AL s 1] 25 PR 3R ) BR A

HOETF PN T RZEHF WAERAE (HEAImE NSRS s AT+ FR R ). HoaR i3RI
A RRREL, AN atan() , dot() , log(),55 . B R ZSAIRAERAFAE N KL, LUK E A —1E (vector
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normalization ). 5} (reflection ). X.Fe ( cross products ). FEFEREEE ( matrix transpose ) FATHIR

( determinant ) %%,

JiAz ] (flow control ) J248{H HI 3 3L H8 R BB AR P TIR AR AHRAE . X L4842 ] TS S S0l 5 45
Fy, " R “case” HA], DLASFIRBIBIPEIN, Shader SCRFPIFNSARIAG AR . FEAS WIS

( Static flow control ) JEJ& T-GE—H ARIIERY . X IR AR B AR HI RAEE 1, il iy
TR R ARVFTEA R I B0 T SRR RS gs (Han, AEEER DGR ). shZ8R#ER ( Dynamic
flow control ) FEF AN [HI A . (HBhAS A HlC b F A I B4 il S s AR ] B 75 S v R R,
SETEVIH] shader Z [8], ARRSAKARBCE NG, TE40 18.4.2 W5 iHany, PPAE—1> shader B
B, JRVPAGIAE— B R AL FR TS SRR AN AR R T Rk £ “if” 433, iR HA T
RS “else” 4330, XA SO A TR AT (OF B IT R AR 20 SO 557 ).

Shader P27 1] LATEREF I EGB A TIN B ik o ML M Zideas—He, A A O [l i SCPEFIE AN )
AL AL . — GRS Y Shader 18 AT R B SORRATAE, Tl K sh iR ¢ 484 GPU,

323 A wmEEFEOR HILSE The Evolution of Programmable
Shading

] g AE G 0 I HEZL A AR T DB 2] 1984 4F Cook Y shade trees. — A E /Y Shader DA Sz I
X5t Y shade tree WA 3.3,

R P O float ka=0.5, ks=0.5;
float roughness 0.1;
T float intensity;
color copper=(0.8,0.3,0.1);

2 intensity = ka*ambient() +
\ ks*specular (normal,view, roughness) ;
final color = intensity*copper;

copper

o i *
VAN

, " weight of S
weight of  ambient e tunction

2 specular
ambient BRes
component
component

normal view  surface
roughness

AR 3.3 — RS Afs (Cook 1Y shade trees ) FIHEXTN 13 (15 10D
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RenderMan # {157 ( Render Man Shading Language ) J&M 80 4FA L 5 WIAR P51 4~ ] dm i 25 (2 A HE 22
BUABTF R HRR, HEMBR) 2 HTREHIENER T . 75 GPU JFAE LR i G (A2 i, A —
Y o) 22N TE Y I SIS I T R 22

FE 1999 45, (R I 3adidy ) IASTE B R Ak e B 50—l iz i i 5 o

TE 2000 4F, Peery &N, 5% T —1-¥% Render Man Shader Bl 7E 2 1H [ HAE 1 T7E R IE(F I
ARG,

1E 2001 4%, NVIDIA's GeForce 3 &, ERH—ASZFFTgifE 055 (A7) GPU, [1] DirectX 8.0 JF
i, LY R AL OpenGL,

2002 4, DirectX 9.0 &4, HME$5 T Shader Model 2.0 ( AN EHY fERAS 2.X ), Shader Model 2.0
TREEMARETEAGRE O, HOHEES HLSL WRFHZE DirectX 9.0 A& AR 1 R,

2004 4, Shader Model 3.0 #Eit . SM 3.0 Jj&—/ MG HGH, W ZHIW AT EIIREIAT 108, #2040
TRIE_ERR, FFETUSE S fs a7 A BRAGSCEEEBC R . Hr— S EHLAY I, 2005 (Microsofts
Xbox 360), 2006 (Sony Play Station), EAITHCAAHCAT T Shader Model 3.0 44511 GPU,

2006 4EJK , fERMEM THEFE EINEEEL GPU B Wi FHL , BIEIIRES L, HRa gt
SEERHETT (A — EIE AR ),

2007 4, Shader Model 4.0 &1, 17T DirectX 10.0 41, OpenGL LAY JEAY T Hr . SM 4.0 #i T
JLANE @S MR 1 ST o SM 4.0 A5 SZ RN AT Shader 2878 (IS JUT, REEE QA ) 19—
4 —& A (uniform programming model )

TR e Ty Ty P gy = e

o =
tarm
=

Kl 3.4 —AZN “mental mill” FRTHALE Of it RS SMERERESEDIRER S+, T
Zeflo BEAINRECTHERA W ISR, A DIRERE RS AR O e 4, T R AR
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3.2.3.1 HEMEEXT . Comparison of Shader Models

T3 3.1 R T AR EOBRBNGE ). AEXANFES, VST RETUSE @R “PS” AFEE
REMOLR (MEOHEA 4.0 5IATIUTEOL, LN STUSEOML) o REE BN
“VS” F1“PS” , IBAZATIE H T IS AR R A (A

\ SM 2.0/2.X SM 3.0 SM 4.0
SINRA DX 9.0, 2002 | DX 9.0c, 2004 DX 10, 2007
VS 81BN 256 >512 4096
VS BARUTE K 65536 65536 0
PS 8<$HERL >96 >512 >65536
PS B APITE K >96 65536 o
IRE S Fas >12 32 4096
VS BEESERS >256 >256 14x4096
PS EEs 32 224 14x4096
ieacc IEC] .l Optional Yes Yes
VS S3RNEE None 4 128x512
PS SENEE 16 16 128x512
BT No No Yes
VS BN 16 16 16
TBEES e 8 10 16 /32
PS HitH=577a8 4 4 8

# 3.1 AFRASHE ERAIRE SR L, 4% DirectX 5 G R RAS ] H

3.2.4 TiREEa: Vertext Shader

T &4 (The Vertex Shader ) FYZNEET 2001 4EH IKTE DirectX 8 F5| A, BT E /KL FAYZH—
NEYEE, WHERRTE GPU 2 CPU 32, MiAE CPU 32 FlAYE, 6 CPU HhAd% i 80E & 16 3]
GPU #1756MHE . BREILFITA R GPU # e i &

TS E A e wEErIBT B, Ll T BE AR S A& (s, TG g al LI T
FATHE AV CAE N BIRZRAE . TOSE (s — O IRRE G R, WatEul, TURE gt
Tk, 1, BUE 2N SEA 2B TRADCHER T, BIanHEE, Bk, SORARSRFIALE
W, DR AT IS MY ZS [E] ( Model Space ) A3 57X EL 5545 [E] ( Homogeneous Clip
Space ), JH., —ANT 5 & g 20 HAZ00 H I AR &
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(EARE AR, EXADTURE QB AR T — S0 i e . FEANTE DirectX Hh U Ak AR T
(Input Assembler ) R B, 234 —SB M AL E—iE, LUEMIUS A TS, KRFIEL.

TS H LAY 5EH 3.2 T rRAE O ERINL ( Common—Shader Core Virtual Machine ) JE% #H

i O REQ A BEHER TN, JFH b — DU E SR A BRI 2 7 — DDk T4
ATUSHERPANSLALEE, FrA GPU ARl Ec B (AR Ab BRES AR AT LA FAT W FHBE AR ISR
LO

T gs i il rT AL 2R R, 8 2 BE S TR S840 = AR B i A= BRI G
RIESMER R B ORI R G (Ody, LUMELRZLALIE, T7E Shader Model 4.0 H, B ] LUk %
FLTE % ( Geometry Shader ) B4t ( Streamed Output ) 5% [F]Hf & S EUR R E A FU LM E G
i

Wi 3.5 AT R s A —Le s fi

JEAIE 3.5 2K, —EERE. PR, Sl TEE ORF TR AITY] (shear ) #4F)™
ARyZEAT . AR, JEIEEERE (noise ) P AER AR AL AR

3.2.5 JUrE @A The Geometry Shader

JUTE LR ( Geometry Shader ) SETIH A Bt tads 2 [ — AL E (4%, B 2006 4FJIK DirectX
10 B AR AT A BIRE M EIEE Lt . TUTE @ #5VEA Shader Model 4.0 f)—#R43, ANEEFEFR A
Al (<=SM 3.0) i,

JUARE s SR A RS G B ARG T, T Gl 2 RIS 9 = AT, 2k Bralifa) B s
5356, YRR ETAT LA JL (g SCRIRE B, i 3.6,

-\ AV
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JEHK 3.0 JLE AR A — D EMRgRAY . S, LB, B, P RAmE
JC, ALE S LM = MAIE X GARR A Tt a] A ]

JUfn A s ] DhBloisspn i s ok i) BT bas A, HUE 85 o] DUZIUTT RN R I T, (H
RS . P72 (line stip ) FI—=MAIES% (triangle strips ).

JUIE g LT A A, FEA 3 AR rb AT LUK A BT Z i sl it — A s0E 2 19 180T
(VB AT DA A e A4S B A B 280 DT o XN RE B MMASU LTS K ( growing
geometry ), U1 TR, JUE Bk B R RE R A, T =MIE4.

BINTRAMULTE Qs it , BN R AR = AIE Bk o AT TIUTE 25,
AR LA s rp ek A BUE BT DU e B AR 2 LA B

Bl 37— g . 228, fEHJLACE s S Bonek i S E T 487 (metaball
isosurface tessellation ) o H&l, ] T L& s M B 2B 9 (fractal
subdivision of line segments ) o A7 1&l, TS UL s B A T el (KA
3% NVIDIA SDK 10 F7R 4] )

3.2.5.1 Fi#iH Stream Output

GPU B L AR 7 2UR S i s B TS G (s, SRJe XT3 i) — B dE UMb B, JF7E
BEREORPAIEN. B Semd LG, JkvimrpEsR. Jib il AAHkTE Shader Model
4.0 PRSI FETUEE s (AT LSl ) BTG Z R, B TR R Aas 2D e
BrEczoh, Wi BN, Wt — A PRI R AT AR B S5 B, AT RISERSCEDUIME, RS
AN AR IR AL BRG] . DL A7 A B A B ] LOa i A 2R i, T seira Ak
o NP 10.7 TR, XRHRAERIE T AR Sh K sl AR TR

3.2.6 BBEEMES Pixel Shader

14 E % (025 (Pixel Shader, Direct3D HRYIIE), FH NFR A A WG (s, i oo (4% (Fragment Shader,

OpenGL FFHYIE), MTHATZERITHEBONEE, 1HRMNE OIS —MER L. E

3.1 GPU THPEL TR, BRRE O 2L B TR — . TETUR AU LS Gas T o Hfk
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YEZJA, BOCEWEET . FrRaswull, aigoumBrBe, BIOUMHMEs B, 7eh e Behsez i =Mt
BOEM =AMy, 2R BREE G B

B O IR B SO IS ZARSCHIRCR , i M SO MR 0 25K s (g fBL-7- 38
ERR, DU & g A TR BRI E——X 0. 28001, PP — MR, Rl
O RES R AT TUORIGE BB ARSI, IRSesal P At 2ot s, ERR)E RS
A RS AR TS HEY

TR, BEREORTEEERA ST B E B e L T 5, MREEW T IHERE R
B, BIARZE M (stencil buffer ) {EJEANATBET, TR AL RIS I B ( Merge Stage ), 7F SM
2.0 LR UL FIRAS, 12 EEEWTTUIES (discard ) fEAR T BOSHE, BIARAE6 1, XREREAE
SUHFEYERE, ROl E R AME AL T ORNREMT I GPU $ATRIPEAL o TRILER 18.3.7 15, W ITE
1 alpha MHARYERAEC NG IFERAER A 5] SM 4.0 TR RE Ads IR

ATRVERL, TS E ORI L, FELRe . Ayt =Aike . =MiEwlE, b EAR
THBRREEORITIEA . 7E Shader Model 4.0 /1, 34 16 AN (B HE S 4 ME) ATLANTUSE

OAMERREE 8. SIERLAE @R, TR 32 e ERRE A b, REE OarE
Ik AZAE Shader Model 3.0 H LAY, BlAn, = A AW T2 il WL 2 il 4 APR R ImARY

X AMEA T B T8 A A IE TR TR e AN A BTy SR i AR vt n] LR A B b
VA

3.2.7 £3FHrBt The Merging Stage

YER MR Be g X i s — B, G IFFrEL (The Merging Stage ) B R R A tadshA:
B i B B R BE RN, S5 iz v 45 G TE— B )y o XA Fr Bt A TSR 22 o

( Stencil-Buffer ) 1 Z Z&3f ( Z-buffer ) BAERIHLTT . B FH TS EHANER ( Transparency ) M4
BiEAE ( Compositing ) AIEIAIR S ( Color Blending ) #AEW 2 7E X MBI THY .

BIRGIFOTBOA T g, (HAR R AT OB R . A5 T Bl DL E B TR S R T R A
IR . B IR0 B A Alpha (03RS, Tk, Mk 4LE . HAbRR A nl
RERY, HlnsmoRME, SsIMERIEAZRIEE .

3.2.8 R Effect

GPU VE YL P T 2By B Tk . JUT AR R & ds = ANy, 17 B S A E—i i .
IEREGNE, ANE A& TN E R RRGE T, Bila0 HLSL FX, CgFX, DS COLLADA FX, ¥
AT G 4 A AE—ii .

— RS AL T AT — PR B SR A SR B, N ELi e S — 2L m] gl iy FH
FPRE R RS E. B, — A effect file AT RERE SCIE G BB B BT 2204 vs(IWL A 5 25 Fil ps
(BEBEOLR), ErRERE LS HOIINBER PO FIREE , O G MR A e ] AL
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SRS FH Rl — 4RO . —ASCR P REAAETRZ techniques., 3X2E techniques 3 F &— 1
FHIA] effect PARA, AR F—~ A6 Shader Model (SM 2.0, SM 3.0 2645 ), 4n& 3.9, {#iH
Shader SZHL BT o

R & 3.9 RIgmAEdE (A as il LASEELAS PB4 RLR S AL PEACR

3.3 AEAFRIEKES

LI % (Real Time Rendering 3rd) 5= “The Graphics Processing Unit [E[JEALFH#R” N2
MEFG B85, A B Xk A
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Vertex Geometry s Screen Triangle Triangle Pixel J\ —
Shader D Shader D SR D MappingD Setup DTraversal Shader "/ lneae

TRERE  PEes  #m FEES  REEE  —REEE  SEEeER AT
L ) \ ))

v v

JUEIRER FEHLRTER

[ 3.1 GPU SEPR Y TE YL £k
LB, ARIBENTEBZR TIZBOR R EE, Hr:
LR OB Bl e A Y
OB E , AT gk,
PRGNS S Tl

RE o
XA B Bt 23 sl i -

fiE OAE TRy, SeRnlREmpBL, EEMEDT (5, & =M) MTUSHETEE. JLE R
WU G I A, R LE S, R, BuERE)E gt LT BORDE
WHEBT BERY HABAL S, 2 kb0 F B (s

#37 (Clipping ) J& T I HCEAYHRENIBL, TEMLBrBen] ity p# sy =, ARSI A & SCREST
18

BEF=ms) ( Screen Mapping ). —fJE1'E ( Triangle Setup ) FlI=ffiJZi#iJJ; ( Triangle Traversal ) B¢ /&
[#i] 5E DI BERTEX

B FE @A (Pixel Shader, Direct3D HHHJINIE ) H 5 NN WiE (Ads, i JoHE (a8 (Fragment
Shader, OpenGL HJIY), EERFTREMMTE, FEAEAREFTEREAE, (HREANE TR
fE—MER FHAT.

A I BE (The Merger Stage ) 4bF52 & mAEME EDIfeZ 0], EARGEmEE, HRmEn i,
Vit T— RN HEAE . HBR T 76 84, i8E B0 ( Color Modifying ), Z Z&1 (Z-
buffer ), {&& (Blend ), £ (Stencil ) FIFHIZZAFHIALHE,
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FHE BRERSNRIN

AT D LE I ( Real-Time Rendering 3rd )  ( SEHFEJLEIE2A5E = ) BYSE HLFE “Visual
Appearance (BEAMIL) 7 BINZE

4.1 T

MIRAE Y = AR BRURE, BRUSCEAG & 4 LR, R B s RS M o
{Real-Time Rendering 3rd ) 2 FLFENES, THECHRAM Bre Bt R AR, SeTCBMEE
AR, FHEJrRR, LARTE Yt BN — SRR

RIS 2, 8 B e e A OCE, PR IR A P A LU 250 BT 1 1% -
HERCSE T BEiR e
LR SR
R et
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P ih
25 W e G
RS

MR, AN BEACCE, TR SRS, RS I A T RERIT ik, Xf—
Seth )5 AN RBEARRII AL, B IR ZAERSIE L 132 ( Real-Time Rendering 3rd ) AR I SCH AH
ISR o

4.2 ERSUEYHEIRR

HIEREMIE 1 PR E RS, ] DU T ARE QARG IR . — O, X Le B
AR =Fp

KEDESHAEIR (RERBNEIE ) A,

SRR AR F G FRMEUNTTR, [T T 1 fe i o

R, eIy (AR, &8s ) ol

B 1 SRR R AR S T R M AR
e 1A, AT AR BT BN b =Ry R -
LR IAT S 22 O BT Al 40 o o B A
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YIRS TN — SR, PR —LE YRR BB A J7 ) o B B e RS R T P R B, B F
HAbR

i s G —/ N e A TR MR B0 s CAngsg il ).

4.3 YR 5 R

KPICIAEEE . SRR RO LADEZ, R EOL T (HA LR TR ). TCie
Anfup kb B, SEHRIE L REAR S RE -1 A AR R FE G RE . DLIRAOE, A S SO, AR e
EY, JEIEAT AL Z AR I I Aok R . SGEmT LA =R SPAPRIR . ROLIRFIROE
J:T e}

KT FEiE g, R SRR 5 b AR IS 2 X RN B AR A — 257
(4 Shader {0, ZCH, FIHAWRPER R AE—&, HIRAELDESH B E A o

4.3.1 JERBEZR . B S5RIk

MARAS ERUL, FrA RO B B R PRI R SR . B (scattering ) I
(‘absorption ),

HU (scattering ) KA 7 4L B BT FSE A E2AANE SN (optical discontinuity ) B, AIREFAET
HARF AR B 24, RSt at, 2R n AR eab s . B A SUUsta, &
SRS T o SERYEUT (scattering ) — o3 LT (reflection ) FHTHT ( refraction ).

K 2 SeryEt ( scattering ) —— 2t (reflection ) A5 ( refraction )
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s (absorption ) K AEWI RN, Hor FH—LOEHA M —FERIFIHR . WISt R,
(ERES- AR 8

.. ‘iﬂ- '

K 3 it (reflected light ) BTG (transmitted light ) FIAHEAEH

BT R SRR AR A . 8 R HEFRR 1B (transmission ), WIS (absorption ) FIHL
& (scattering ) ),

AGHE ( Incoming illumination ) I T ENEE (irradiance ) SBJE &, M HHHE ( outgoing light) I
BP# (exitance ) R, KOITHEERGRAIRRER . SCY A TAERLMER; ORI
ST RGN — A o R R LM R LI b B A b e e o XA RO, IR 0 B
1 2Z08) . HE SR ARFIRE Y LU0 TR R DB E R AR F Y, Irl R RN RGB R ECE S, Wil
JEFRAE H UL R R oo

4.3.2 RH

B T S ST 7 1) A e R T RS B (roughness, H AR smoothness, G ), USRS
TR REEINES, I B TR AR M8, RATATLLAE 2T B X AR OC R,
B T AN]R8 A 2R 1 B SRR o
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P 4 SrerRe AN R % if i) S

4.4 FE

441 ERSEOHE

& (Shade ) R MM BURMERDCIR, THAENTE L v B9 DESRRE Lo B9
Feo FAMEHIRE 75 R BAT 18 BRI BN o6

4.4.1.1 FEFENERITSTE

Horp 18 RN O, A5 50X Ldiff A& 7R E .
Caiff

Ligig = ® Er cosb;.

XIS A i R G A M ACE A1 (Lambertian ) F L, 2AAFREEAEH, XTF R4
SR, HMPHDEEES cos 01 BUE. FE, XFhJEER cos ¥ (clamped dot product,
AGAE max(n + 1,0), BEFEHN n G LAT ), AR2AFEREARIEIEWNRITTL, E—
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e RS (irradiance ) AYRETE . 2 AAFFR I AU DUE HERFNE & I SHEEBE (radiance ) A1
& (irradiance ) IF .
4412 EEHENERRITE

JEL A5 e S A T SR I ) (5 R

m-+8 ___m . g
cos OnCapec ® By, COS0;.

"r‘.‘~'|lf.‘ll.'(\v.) —

—
2

4.4.1.3 HEOHE

A8 SR SO PN, 325 AE (7R, B SPEREE Lo:

LU(V) -

C(l]ﬁ' m —i'_ 8 e T T _ y —
( ¥ 5. €08 Bncepee | ® E1, €08 0;.
m ’F

XNEO RS “Blinn—Phong” TR, “Blinn—Phong” J AR Blinn £F 1977 AR B AR H
1. EEIEAWTF .

! —— —_—T
LO(V) B (COH(JEC(“H + €08 Hhcsl)e:l(') BL*

4.4.2 =FpE AL E

H O HURTHROCROF 2 BR PR SR, 7E/E 3 P WL AL Tk i
@, SEEECSERER.

VRRAZTE index TR — DR, WEHBOCHE T A6, BB ZEN.

B TEE (O ( Gouraud shading ): 4 TSR ELIS ALk AR (ELEE Rl B R 0 R i8 7 (0 (e i81EE (Y
SEHH, TG (gt S 2s ] A THROE LRI B 3 Shade( ) PREL(E JCHiPRIEL RN 1), R
IR ER G ANHE. BEE O TIIREI RS ARt SR s e DOV JOERER
T A B ZE R, (RS ol RSO RO, nTRE2™ R E (artifacts ).

I FE M (Phong shading ): 1 CH ORI EH O I TE MG Z R, ELREGLH T, Wik
FHA OGRS MR AN B ANE, WG R E CRHME 4 Shade()PREL. 1M Shade( PR
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JE, NI AT RER ZAE B s PRI T I — AT

K5 MWARIA, FiE M (Flatshading ) , EigfEE @ ( Gouraud shading ) , FIVL LE (A,
( Phong shading )

{7 Phong Shading F1 Phong Lighting Model FIX 51|, FiI#J&% EUMT7E =TS Fh AT Bi, a4
FIRMEIARBOG R  A RCR .

TR A ] A =3 iRt R ORIy R s 8 e 1
Tisi (vertex) HHR—YOEIR, WIREORENRIC (fragment ) B WEHRRITTR—YOLIR, S0k
i) BR300 TS AR I AR A B A . BT LS 2 Hh B i P (/P 2B B A 2 Bl

4.5 PLoENS5H WA RE B4,

Pidlth (Ueifi: anti-aliasing, TFK AA) , WIFENAGEMA . HERRE . HIRGRITEAH,
FOGERERS o Rl IH R s A A 1T e P i 2 BRI A ABAS IS [T )
T3E A N R 0 R AR5 UM R R sk Rz 3R 3D R AR R o 5 T S 250
KL RS (aliasing) 1A, PUHE A BOARRER RO DX LE MRS

TR UL UM TR A R T BAE A, WAL RTR3 AR, S JLAEHR
0 WATHR A SR

4.5.1 BIRFEHIEEDT (SSAA)

HRYCRFEPTHE R ( Super—Sampling Anti-Aliasing, fAjFR SSAA ) J& e A PTda i ik,
BOHAETTIR, (HRERERE, XA 7 e E ER B AL EBOR, HHTBEICRFE
FEHORIE R ERIR R A TR, —RIE 2 a4 DRI R R, EXLEERFR SRR, E
IR AE R, S MERWABIEBRRNFE, BREBRZENEEOE, PrEfkit
1, SEEMHGOEDER TP, FERLGE ISR/ NIENR, IR sz
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AR A, BAURRIRAEbEE R, Bafh 2 8mas, Won i —Wimi . X T
i /¥ 8 ] DN i o 1 o) R R AN R 0P N P 1B 52 e S 7 e o 59
sl AT B8 BT A A U A R . R GCRAE U A PP il P ) SRR — B Al

0GSS, P& HEZCREE (Ordered Grid Super—Sampling, fAjFR OGSS ), RAEERFIEH 2 NMEITEE .
RGSS, JEFMHEBEHREE (Rotated Grid Super—Sampling, fRiFK RGSS ), RAEEATBERR 4 MBI RE

TN, A B R — MR, 2R tiEiA (Full-Scene Antialiasing,FSAA )
PSS R B 0 BER S S AT e ], SR AR B SRARREAS A T2, DA A Bl 4 14
1%0

4.5.2 ZEFHDIHEY (MSAA)

ZHRFEPUEE A ( Multi Sampling Anti-Aliasing, AKX MSAA ) , J&—FhRRR B ZCRED U T
(SSAA) . MSAA HJK AT OpenGL, EARSE MSAA HXf Z G247 ( Z-Buffer ) FIBIMRZEAT

(Stencil Buffer)" G A T ZCREESTER UG (AL BE . 7] DATRT S BRAR Sy HOX 23000 1030 213084 T
PR vTAbEE, SXAERTE, AHEL SSAA X im A BRI T AR EE, MSAA YT IR THFERR K

KRk, A 7E BT AT BERS A AU SSAA,

4.5.3 B RHEEHIEE (CSAA)

B3 RFEYIPEA ( Coverage Sampling Anti-Aliasing, f##K CSAA ) J& NVIDIA 7 G80 M HAfii4:
P2 UHET S AR AA FoAR, W2 HET NVIDIA GeForce 8/9/G200 AR AA A,
CSAA HLEAE MSAA JEhit S0 091548 WAFE B i 98, PRl CSAA B2l %%
Y B ERRE R AR AR wa e, RS ER AL bn i ) & B AE A AN K S 78y TS e B A i
ABRH . XA L IRERRE S — 11 MSAA, RERS e AR A T U , RURBIRTHE R 1)
W2, Ut 16xCSAA HUREERE T FEIRBEAL L AxMSAA W& = — 8, AbEERCRH LT
8xMSAA —Ff . 8xCSAA F 45 AxMSAA MIALFIACR, HERETHFERNFI 2xMSAA #H[F] .

4.5.4 Er PGSRV (HRAA)

BT R PR A 7 7 (High Resolution Anti—Aliasing, fAj#K HRAA), HFX Quincunx 7k, i
H NVIDIA AF].  “Quincunx” EEJE 5 MIMEMHES =, Hrh 4 MEIEFEMA L, BHA
FEIEJIE L, WY, RGOSR A KRR I, RERUER
KRR, R AR R oA b, e — e,
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4.5.5 T 9RREd IEPLEE (CFAA)

A YRR JEPTHR S ( Custom Filter Anti-Aliasing, K CFAA ) FARIE T AMD-ATI /9 R600
FRE, TAILAHITE CFAA BURD KEREHI AR MSAA, HLIT B2 RiAY MSAA 2k e BV i
GARFRIATAG IR, T CFAA W AJ DU 3o 3K 5l A1 72 16 g oot s i 4 4 SCRBOR IR R i
e, DB B PEREWE IO I OR . BRI R LN

4.5.6 TEAPLHEE (MLAA)

A PUER ( Morphological Anti—Aliasing, APk MLAA ) , & AMD #8154 5ET CPU Ab#
PIPTER T RR T 5E . 5 MSAA AN[F],  MLAA BB SG R R sy st iR G, HE
2 MBI ESRIEFE XS R, WIS A RO s G 2 AR BRSCR

4.5.7 PEGERIPTEEYT (FXAA)

PR VT APT R 147 (Fast Approximate Anti—Aliasing, TR PR FXAA) , & L5 MSAA (£ B RAEPTUE
VORCR I —FrE e RRIE Ll . B —FAfR R A Ay, M MLAA —HHs1T T BARliEiE Juis
e e AL BB B, (H ARG 5 B IREERE A DirectCompute, 1 HJEH4ER0 WA E (O, A
W TAEAT GPU 1 APL, TER AN, FXAA RN R B RRER, 5EeiA
NVIDIA . AMD AR 2R (MLAA {US7Z£F A R)F DirectX 9.0, DirectX 10, DirectX 11,

4.5.8 BfEIMHIEE (TXAA)

B PESTE YT ( Temporal Anti-Aliasing, Ak TXAA ) B MSAA . B[]0 DL e AL HEAR
iy, ATERESAMEREE ., 5 CC BT IERHE AR, TXAA 4 MSAA K5&
KIUGe SR AR T—58, AT 23 EURACR . A, TXAA R
Z I A i T B Bk, DI INRRIETE . INERIETEAE R AR - XRRIERS R SR 5. B
FT, TXAA A AR TXAA 2X 1 TXAA 4X, TXAA 2X AJ$2HEHE [ 8X MSAA ARS8 1F B
JE, SRTTRTTRERESD 5 2X MSAA AH2E; TXAA 4X B GAR B kT SXMSAA, FrethfE
U5 4X MSAA AH24,
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4.5.9 ZWRHEEDISES (MFAA)

ZWERFE L ( Multi-Frame Sampled Anti-Aliasing, MFAA ) J& NVIDIA /A4 MSAA 2¢
BE B —FI R AR . HRTIEEZ, Maxwell 284 GPU B9 B-EABEMI T, A LUK MFAA B
fift A MSAA IPEACRR, REUEAEAS EJLT-AH FIRCR A RIBFSE TR R LAY RIM . MFAA 5 MSAA
B K 22 e TAERIRETT S 4 F850R B IR MSAA J& ELIE O W Zg R R R 4 4
BERMTREE, MFAA WEZ U UE R S 7 R FED GG R I MR R

4.6 BHEGRSEWHHEF

4.6.1 FEHAE Y

75 I TE YRR RE 2 B 9 F LRI —, ATLAM  Real-Time Rendering 3rd ) H @45 AN
PN -

Screen—Door Transparency 7715 . FEACBAUE AR i A0k BN 2008, Wt Eul, Dk
—MERL W — T KR — A2, SR G MR W, @S, b
MR R AR, LR TR X M2l OS85 16 AR AE A T 87 DI S ny B v
N, HEEFBRRIONTH, XE—FFRA alpha ## (alpha to coverage ) HIFRHIE, screen—door
transparency J5 AU SUBR TR, AT AZEARAR B RMAEAuf P2 BIAIA , I ARTE 2R R R 32
Fr ( RESCREREe ), Bls 2B T EERCRANAE 50% 0 icle-,  HR R s XK HREZ il — 148
WA

Alpha Ji£4 ( Alpha Blending ) J7ik . XAk HECH W, HSHE4 I Alpha 16 W & A ERIE S TR
BEMEWER . STE5R ot iRr, 58 MEEAHCHEKEA RGB B 7 22 iRz
B, UUKTIIN—A5 alpha Zri, X4 alpha {HA0 ] AR 5 2AE OEAEA, EHGARES EE R
X R B AN EIIEEIE . alpha y 1.0 RoARXRAEY], 522 mERREITEXI; 0.0 #RERT
BN N T REY, TEASRW T, LN 1 B9EB EESEA T2 BT, R MR R I E G
FABILR 1 RGBA 4521, IPM X MEFS IR R B OIS

4.6.2 EWHHF

BTN R SRR Sl BT . FE S GPI HER
HOBIHE R ik (VRN S, ) FIPTRI R B HE S TP (853
MRERE)
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4.6.2.1 BREZAF (Z-Buffer)

Z-Buffer WHREREZ M, EHTRHEIE A, RS MOE L = 4EEDE fh A BE IR R R ARAR Y
iR, ﬁ%ﬂﬁL%T@#$nm EA A DIAEEAPE R oE i, Bk AT WA R — A Ty
P BN 5 21710 A b= 27 S 77 ke el 1190 el ITURNRV 1151155% o7 N VN <] L - 108

Z-buffer WRRHIE G R RAAME— X% RSB R S5FE MG EES, IBAaHM
(1) Z-buffer FEABEAFEFF HFS S5 FARAT T A AT XS G2 BRCR o 13X () RS0 o MO8 ek 2%
AR SRAR YT, LA A-buffer. A-buffer BT “TREEGZE (deep pixels) 7, HAT DIFEHA
BRI — RN R IT A NG Z S BT MR R B A 24 B (BfRER, Z-
buffer S 3719 FRLEFE

4.6.2.2 HIZFHEY: (Painter's Algorithm )

AR B TS RE, HORBEARER, (Hid 2 n] LIA A BB WIHER AT, HIEA
FEARU 2 I A 22 Tl — s ) P *éf‘a ‘FE'JEE,'#J&LE’J% . SRJE R B O 3
A BO AR AR . M SRIE B ek TR T M Z B RE IR AT HER . SRS TR IR
AT o XAl T 2R ] L H’Jil%\%m, ORI AT LA DR AT DA (R AL

4.6.2.3 TFCEHEE R ( Weighted Average )

i AR PR BT G ARSI EE R A, By REWREG A, kLK
FPEWYIPERITE G, A3 —E R LIEE AR

4.6.2.4 WEREAY: (Depth Peeling )

DREER B 2 — B R B A THERP AR . BB R B, ARl AR BEAR I ﬁ% Py
Z (HE M st B e L, R B R TR R TS . (HA A B AR T, 2R =0k
TR A, ERRAREN], ATLUHZmIE Rk, S —m gy, # BRIE# 7 =0 3,
RRERUG 2 T I TR AR T AR TR Y 7 (H. 7R R {E e, JEBERA TR AY
DREEEFIRN A AR TR BE (RLREA T LU, FUR/ DN TR TR — AR 2 B, EENIRE, J5m
A AR SEHE R ]
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(L;}L_.._,__‘_ ~

K 6 BEATREER B HIE T QS E i — )2 EVEIE . 2SR —A> Pass, ELHE R RHRME ] ILAY
JZ, HERE SRR TR TR, SR TEAMERELE BRI NERR . AUEES =
JZ, BAMEERLE S0 EV R IR R

4.7 {MEEIE

M E ( Gamma correction ) XYM AEZR M4k ( gamma nonlinearity ), A gEAd ( gamma
encoding ) X EHFEMNL (gamma ) , ZHRX LM (luminance ) B = EIIFLE

(tristimulus values ) Fr#EfTIEGMEmYiz B ol SOz F M —FRE. BRI TN = dei i B 1Y
2 FRO N AR A A, AR B A X2 sl B BB, S KA HLRI| FH
AN A6 T WA o

4.8 Reference

[1] https://zh.wikipedia.org/wiki/%ES5%8F %8D % E9%3B%B8%F.9%BD %92

[2] WHAlZE Unity 4355280 Flat Shading(CETAIE (4) . Gouraud Shading(55 7% f84 (4) . Phong
Shading( [L & (1)

[3] http://blog.csdn.net/wangl 5061955806/article/details/50564035
[4] http://blog.csdn.net/xoyojank/article/details/3918091

[5] Gouraud shading — Wikipedia

[6] Phong shading — Wikipedia

[7] http://www.nbb.cornell.edu/neurobio/land/OldStudentProjects/cs490-95t096/guo/report.html
44


https://zh.wikipedia.org/wiki/%E5%8F%8D%E9%8B%B8%E9%BD%92
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http://blog.csdn.net/wang15061955806/article/details/50564035
http://blog.csdn.net/xoyojank/article/details/3918091
http://en.wikipedia.org/wiki/Gouraud_shading
http://en.wikipedia.org/wiki/Phong_shading
http://www.nbb.cornell.edu/neurobio/land/OldStudentProjects/cs490-95to96/guo/report.html
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[8] https://zh.wikipedia.org/wiki/%E6%B7%B1%E5%BA%A6%ET%BC%93%E5%86%B2
[9] https://zh.wikipedia.org/wiki/%E4%BC%BD%E7%91% A A%E6%A0%A1%E6%AD%A3
[10] AR A IR RifE)

The end.
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BRE SGRMERHEXFEA

TEVFEMLEIE o, SOHIGIE] (Texturing ) S HIEIR | pREEH AR IR SUL YR i
AMRBGHEAR o X5 SCFRE, B B a5 AR ( Real-Time Rendering 3rd)  ( SZHJTE YL 225 =
i) BYEE/SE “Texturing (SCRIGE )~ BYAES, PHHARSCHING &5 HARCH AR B 7 7 T

{5 2, T e ek g 2O, AR SO B HOR TP ) DL T 2 A BT T il -
© ZHELL The Texturing Pipeline

o PUEREL The Projector Function

o Mt ER%E The Corresponder Function

« KL Volume Texture

* SLJTIKIEE Cube Map

* BB Texture Caching

«  BOHJESE Texture Compression

. TR NEE SO Procedural Texturing
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Blinn M™% Blinn Bump Mapping
AN Displacement Mapping
LZEE Normal Mapping
ZENGE] Parallax Mapping

TFHENGE Relief Mapping

5.1 $iE

{ Real-Time Rendering 3rd Y BANENA “Chapter 6 Texturing” ST SIS E B 7
Tl FETFAAALEDE S, BSOS RS eREE A B R Bl P iRk i S LAY £
Ao Biltn, v LOR—BRAE 5 R G SRR — 208 b, AR RS LB AR T
KR . MESX AN ZHUB G, X R GRG0 e 20 it b, HEONEE
BRSSO EERH AP UTA A (e an L acig Semab R i RO s TE
DI BRI RS ) o X ROy 2O BRI R I S Gk, W DIEEMR | A (A
A B T7 T AR Z B

1 — WA T SR T D0 T TR 2 0 P 25 75 A 4 o T 2 2 P A L S A i
AAE CORA (REEZE 3) )
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5.2 SHE LR The Texturing Pipeline

A B, S (Texturing ) J&—FhEF XA R RS T “EA RRER . BRSO
PR SR (Texels ) , XA THem LRMRER . Y8 Kershaw PARTE, 8 LDEA%
T (projector function ) 15 I 145 HﬂFPEﬁ[5 MTTTAS 2 — 20k S HME ( parameter—
spacevalues ) I TSCHEUE . XA FEFFRGE ( Mapping, WARBRGT ) Wl EocH
N5 ( Texture Mapping, WHRSCERMLES ) XA K, QXEEWIE@TUFH—‘/\JE.FHE/JQX}EP&
Lok iR . SN SRR R G s S A TR A — A XM B AT DL T A ]
(R TR WA RS AR ZS (B, (RO A B Rk AR 23 [B] Y, MR AURS Shns, e
htiz #5h,

K 2 — PG (The Texturing Pipeline ) , 3k A S R FH SR P B0 Rl I
T, M LA S Z AR R DR — AR P 0L T ARl

abject parameter texture transformed
space space space lexture lexture
location coordinates location vilue value
& : B b ; B value =
projector corresponder obtain :
i ; 2 transtorm
function lunction(s) value 2 L
function

K 2 BASSOH  TE FSU A 2
X B A RSO 2 1 o A b

F—A, WIS TR (projector function ) 2 T2 BV ARG, , MG EI— AR A SHES [HE
( parameter—space values ) YT S0 EUE

B, XS EV S Z A, AT LU E A 2B R ( corresponder function ) K
ZH=EEME ( parameter—space values ) FE B S0 ZS 7]

= XL [E{E (texture—space locations ) MSCHRAH AR [{E ( obtain value ), 1]
ﬁl], AT LA RS SR R 5 DR R IR R E

SV, P AR AL (value transform function ) X RG RS R TEAS Bl AR 28T E
S G YT i O 1Y DU R = v e

AR 33X AN R0 Bl SO AT B B . T PRE IR SO 2, — 281
7€ — KA BB A e S AR AR AR (A0l 3) AA: T MRS R
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brick wall

eye

©)

(x,y,2)
object space
(-2.3,7.1,88.2)

(u,v) fexture
parameter space ——»= image space ———»= texel color
(0.32,0.29) (81,74 (0.9,0.8,0.7)

Kl 3 —AMikda SO 2d A

e 3 R, Tﬁwmﬁ%Wuﬁ¢&ﬁ%w m*muﬁxw s (-

2.3,7.1,88.2) , SRIGXTIZANLE i B BB 52 PRESE W M) 1 (x,y 2) RO — 0T
] 2 (u,v) o f%ﬁm$@mm&wuﬂm~AEx&w,ﬁU~A& A, FEAGRERL
BEUGEGE B 2R L. 5 IR, FLSER RO i Rt R it b b iy A
BRI 0 2 1 Z A —XF () B, GE, (0.32,0.20)58 253 T 138 i 5 s BUE 20 uv
B TFRATEMR B3 HEHE 256 x 256, FTLL, 4 256 4357 LL(0.32,0.29), /NS, 155
SUARBR(8L, T4), @ﬁﬁﬁﬁﬁLﬁ,TUTﬁ@%@L§&ﬂ£ﬁﬁ EaE, Frlk,
AL R BIE MG AR R AL E (81,7440 B A5, 15 5815144.(0.9,0.8,0.7), 11 1 T I AR AL 1% 1)
Y N I%TUQ%#AﬁWﬁ 9, %iAﬁiﬁU1l'ﬁTu SRNFRATBOE LT
TR 2 0.77)5

Wjm, FATHEAT R T35 G5, MR R8O B @ (e, Bt Z A S 2
/@JO

T XTSRRI AL, FSEREL (The Projector Function ) 7/l WSt PR AL ( The
Corresponder Function ) BEATHEAR

5.2.1 BEZEEEL The Projector Function

VERBOAE RIS — 2, B pR B D RE A K 2 18] P ) =2 i e A o SO A b, 2 ak
WA B PR B BB H s W
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TEFRLROUT , B pR B0 W 7R ARG BUE T, PR B A RATAE T T i b o ol
UL, TR R e, AT Ao L B0 R TR SISO AUR, i A
TERAEBS R, CEA R TSR P B AR . (HA —LBRRIE oL, .

1. OpenGL ¥ glTexGen PRECFRML | — SO RIS KA, ALFEERIE PRECHIT- T PR . IS
PRI T ] RLLE S IS A R PA TS R, X AR DL SR AT SR SO AR ARk 1 D
SUE NN s K= o

2, H—ATEN, PTUEDS S G R E O P R R, X DA AR,
FE—Leghm Ml —LeyE Je gy ik (FaninIAsg g &, environment mapping, A H BHRFE I R
B, TV A TS 80 B MR RZ T

A TP B R B BT L BIRE . DU, dnl A HAfl— 285 AR %
PR

K 4 ARSI, B —i NSRRI © BE, S, DIRHR w5 T
T — 47 B AU R B2 T Rl — PR E

B H AT YA ( Noninteractive renderers ) 38 5 K5 X S5 5E J FEFR M TE Yead FEAS B 1 —358
e — MR RSN AT REIE F T AR, (HHSESEPR I, ER[EZEAEAE A
FhEFER T H A 7405, EEXRTE BER Y, 20 Al SR B2 s . Wil 5 s .
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box [

mapping

cylindrical _
mapping

plﬂnar =
mappin g

Pl 5 fit FHAS [R] B85 pRETCKE SO LAAS ] ) 7 AR5 380 ] — A |
A0 WA A [F) 2R

ERIEBEE (The spherical projection )o BRIEHEAG si S B — A PO L T RA A AR IR L, X4
%5 Blinn 15 Newell fUEREEIG 5540 [ o

[F#E# % ( Cylindrical projection ). SRR —FE, BHBGE TR RS AARR u, TiiHEAAS 5
—ANGCHARER v RTTIZ IR R B, X R T B AR IR FEBGE T, R aniek
(LT B S g T R R N S £ i R I O I n B2 G |

P (The planar projection ) FIBEEARH R T - RLTH B, EHE—I7 M B TH
%, IR B BT im0 L XA R RSSO, NS R R AY) L,
FAUHRAAE— A FHAUER L, KA R B SCRORE I 22 R B i)
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Ko MEBEDR 2 M ENSCR, BRAFAE IR IS o A IR 7R T Z2 08 RS Ui ST - 1
INTESC R

5.2.2 BLETRREL The Corresponder Function

Wi pRES ( The Corresponder Function ) BIVEH =8| Ak br ( parameter—space
coordinates ) ¥ A A B (texture space locations ) .

BATVEE G & BB E R R W (0o B, Hoav (HRIEFERTE0,)JERIN . XA
RS, HE R J7 U AT DL B K2 ( The Corresponder Function ) SRR .

7E OpenGL 1, XIS eREFRN “E72645550 ( Warapping Mode ) 7, 7E Direct3D H1, iXZEpR
i “FhEEL (Texture Addressing Mode ) ™ o f ' WLAYBRG eR O LA R JLFH

HE FHAEL, wrap (DirectX), repeat (OpenGL), EMGFEZR M FE & H I,
BT, mirror, FURTEYIIAR I FRWE S, (AR E R B EUR A T BRI sl e .

Je B F A, clamp (DirectX) ,clamp to edge (OpenGL), & HU AU F-41k AR 0K S AR AR S BUFE[0.0
LOJZIA), dsfftisd, 76[0.0, 1OJZ BRSNS Hl—iE, SRE0T0.0, 1LOIZAMNE, Frilsk
AN ZSITAT w Bl v e T A

HAER (A T4, border (DirectX) ,clamp to border (OpenGL), JHER (A, F- kA5 E7E[0.0, 1.0]Z
[E22HISCH, SRIG[0.0, 1.0JZ AN NZ R FHIAE S (3B 7
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=

i

w
<
X
L} - - i
J

BN

R

:
-

K7 EUR S, WS e R Sk, BufR Tk SRIRSHE REST A Sk

T35k, SO AT LU A R B S pR R AN o Bihl T B A SR, A v Bl Ak
BT HEAR

5.3 RZ(F Volume Texture

= A (3D texture ) , BMAZHE (volume texture ) , {580 —HELHE (2D texture ) TEiZ 4
YR, SRSk I B, TR SRR R S A T —
Y, LR AR Z 5K 2D arPRA A, H TR SRR E o S 4EsHhE
i =S AR BRI T U]

BARARSCPR A W m AR, JEEIE AT S, (HENTEA — SRR 3

FEFHPRSCRE,  T ARk o =4 A% 5 R4 — SR Rt i, DR =2 ] LA A AR
b, MTIEESE T HES R P o R A B S )

PRECEL T T 2318 AR BOREAT BRI TRES ) o ] = eSS BT (X e, Rk
SAREHE, FERK .

FHH
RS R R T SO AR RARRL, RO = eSO (248 R 2B A IR BOE BIEH o

5.4 M ARNEE Cube Map

SRS (cube texture ) A7 ARG (cube map ) J2—FRERRRISCHEE AR, ©H 6 T —4E
SR ENGA B — > DA s o e I SCEST 7 iR, X RS 2D 8082 —A S 7R (cube ) B9—A>
o X FRAFBE, SORAbR(, 1 OB RS, D80 (lexe) KRR ML
MBS R L ER
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A 8 Cube Map K1

&l 9 Cube Map El7x 2

A LA = i S AR s 1] B R RISz D7 RIS 1 R A8 , IR A5 T MSE T iR b
TR G Tr 1] o PR RA B KA X B R SO AR R AR TR o (Bt X T 45 € 1Y
KAE(=3.2,5.1, —8.4), WUEEFE-Z 1) , 1R T BB AL BRBR LA R 48 XHEARAR I 4 X,
B 8.4. AWK T AP AR EFE R e 2 71 2 1, SAEHBUEE0, 1M, LI E
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SCHARBRETTH . N, AebR (=3.2,5.1) BUEE] ( (-32/84+1)/2, (51/84+1)/2)
~ (0.31,0.80) .

S ARG T SRR MR BE D DL S mip mapping, {H R n] LI BE S 7ENG 2 A H R, A —8t
A FRNT 7 VAR Pl 8 T AR DR I 2 TS 3 T A RERY AR R, T ATI A R
CubeMapGen, KH>KH A T AR A AR AS B 3 mipmap %, IHZ B SE AR, n]
PATH R LB TRCR . Wil 10,

B10 2T R g . B2 ARG 2 x 2 1 4 x 4 (S 5 R I SCRZ 0, R b

YEST T RIS A B mipmap £ . RIEZEE RIS UL, B THmANIEfEDL, X8 mipmap 253

AT P I 120 B G FHAR ] 20 HE3R ) mipmap 2001, 3876 37 0 AR FER A8 BE

Bl T RAEAE AL, T8, Ao RH, XU mipmap 2 a] DU T R 7EAR K A9 B v
XX S

5.5 ZHZSE Texture Caching

— N IR R Al RE T EAH AR RSO USRS RO N RGeS, HARS
ﬁfﬂzﬂjﬂ(@mﬁzﬁﬁo ﬁ%ﬁ‘%ﬁé Eﬁgfizﬁﬁ ( texture caching ) ﬁj( D 1E&1|]¥ET£J:{§%I
PHF A BT B AN S AU AE R A Z 1) SR — M . Lo, —> i 8o 1
W2 LR, VI rE B AR 0 &, B2 BNz mipmap "R E/ NG 720,

AT IR SERAY S X S RAY AR T

— SRR RS —— RSSO E AT ZOCR A BRI TR ATRR/, Jf ol T2
SO . BV A SOMER— EAREAE AR, IR T it e ] RE 24 Ak IR A S A7k

Ll
Heo

PR 2 — 2075 WA SO A7 i IR
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5.5.1 BirE/ KK (Least Recently Used ,LRU )

/D (Least Recently Used ,LRU ) RMESEBIREEAT T 2wy R —Fh ok mg , HAE U0
o INEEEDE g i A R SO S H— D ITRE, HTRs — IR uia) DA E 4
FBINS o 5 B R AN BRSO, 15 e B IH N B SO . —28 APLIE foiF i
MGHBCE — TS AR AL TR BT, e R SO B e 8, ik
BT LIS Bk o A b B SO AT

5.5.2 HiEEF %R ( Most Recently Used, MRU )

WARTF R HE WSO BEAS . Carmack CHLEAR M A R AZ MM R S50 ) 20 7 —FhER
AR, Wexs s h 22 vhas SO T A [BARR] IR B2 30k 374, KRR
UL T URAE YA A S, %448 (Thrashing) MIFHL. XFENT,

LRU SRWg S — MR H NG R SRmG , R 7R Rt i rh 2 0 4 sk SO MR T 554 . 7R M
BT, TR AT i i ( Most Recently Used, MRU ) B, B3I 7E ) i HH %A SRS
Bt oy ik, FARE Y LRU,

5.5.3 TRELERE ( Prefetching )

INERBCEAE S W3 AT, R e e SOREAI O R IR A M 2N . SO e MESE
A RIAARKRIAN A o AR Bt 2o f SO A e LR B 2 ROMIGE R . —Rhffk T 5802
U (prefetching ) , 7ERRFTEHUHRINOL T, BOHRRIIFTRIRIGINES, F
R EZ T

5.5.4 3BT E SR (Clipmap)

XFT RATRHUA IR R e, BRI AT RE AR W LR AR GERY 5 ik SE R I3 it
BCE /N AT LA EE R BL R #IE] (tiles ) o Tanner 8¢ A& T —Fh—Fh R A #R 5T

(clipmap ) MG EEZSEF . HUEAUE , BN BEEEM N — mipmap, (HEXT FAETHRE
M, HFZE mipmap FJEARIOHN A —/ RS BI AT . S74F DirectX 10 B9 GPU BLRENSSLEY
clipmap FAR o HIXAHERBIVE R EER A 11 s .
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B = B e B D Tl i PR B % o B clipmapp AR AT LASZDTE [R)— s8] B 5 5
ey

5.6 S(¥ K4S Texture Compression

LR A AT 538 ) BN A ) R — S DR 7 5802 [ 1 RS 4 ( Fixed-rate Texture
Compression ) o (I AEFEAS R 4GS0, SCPEn] DIFF 2 /DRy s i FE, NS A =
HEAF RN BRI ST AR B E 8, PR TZE D ) I T AR B D I N AT 9

A LR RS 4E 7 E R TG SR, W JPEG FI PNG, {BAERE{: X HSe i AR 5
i, S3/ANHEFFA—F44 0 S3 8 E4E (S3 Texture Compression, S3TC) B, HATES
Yk A DirectX FAIFRIEELEH, FK M DXTC, 7E DirectX 10 H, X7 EH5 N BC (Block
Compression), HALFURRIE T — A K/, BAMMS G0 B, I H AR A, [ iE
JERARTR . BN RGBT UG AT LIS b3, WA AR SR (look—up tables ) BILAAK
FOCHR, X [FREHb AL T ittt A

A JUAP S3/DXTC/BC 477 2 WA, A TA —Le3k [l A FRIE . RSO 4x4 50T
(8 KNG Rk, BEAHOGR —sk a3k, R FEA M MrfE RGB565 1803 R
B 16 pigiee, Sy AME FIARESR ABIRTERR AP H B, Rt asikE, x4 K
NSO R AN BTG (R ) HPIAS bit R, B—MERE N AR R E P —FEia,
ATDVEH, SR ERAHEARIT (REREA) TR bit RERG | UG A R R TS,
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XL AR AT LN T A7 s AR R, AR e85, H E 2 2 e TR A E
Ao WU, BARIEIEGEH AREMRAIRAREZ . U8\ A AR (ER R 16 4
TR WR—A TR IEAEREE, ARG R —Le k. e, aiRiE
WXL R AT %, — R AR AR R R R L

DXTC [ — 0] T-He i g e T RGB 23 [l L F . filan, DXTC AetE—1
Herp[R] FeRerfh,, LReaFnig (o,

T D LR RS0 R 45 25 4(S3/DXTC/BC LU ETC)TESRAS 1 4 5 7] 5, 20 T A

5.6.1 DXT1

DXT1 ( DirectX 9.0 ) 5% BC1 ( DirectX 10.0 M hRAS ) — FAHEA P 16 (5% RGB
B (574, 6%k, 515) MEE, MEBANSEREA 2 (ifEHE T, LMEN—DSEE A
HEMEZ [ E . DXT1 VB R A R b s T B iRAS , i R 8 A1y, BVgANac S A
447, HREAER) 24 1 RGB LML, A% 6: 1 SRS R,

5.6.2 DXT3

DXT3 ( DirectX 9.0 ) B¢ BC2 ( DirectX 10.0 XA ) — EPHABEA S5 DXT1 B[R AY
RGB 4t 7k, ﬁA&$HEﬁ$ﬂﬁ%4ﬁﬂwmﬁ(iE% SONEREYEZ P A€ i)
B, MARAMEER) o DXT3 H 5/ 16 2~F7, sl NaHocE 8 i, 5RELEN
32 i RGBA (¥ ItHLL, A 4: 1 ISFRERAEH,

5.6.3 DXT5

DXT5 ( DirectX 9.0 ) 5% BC3 ( DirectX 10.0 M H @ ARA ) - EPHEREA S5 DXT1 Bt R AY
RGB Badmtt . A, alpha BRI 8 S H(EM—ARSR 3 L R E R 7217 5%
o BRI UBEESE alpha (2 —BoS M EMEZ —E R H(E. DXT5 HtHA 5 DXT3
HARE B R, a2 DXT3 5 1 16 N, HIEADSE TR 8 i, SRR 32
£ RGBA 8(HAHLL, 1% 4: 1 SRS,
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5.6.4 ATI1

ATI1T (ATI A A ED B4 ) 5 BC4 ( DirectX 10.0 L H A ) — FAHAEAE A0 Y
s, LS DXTS Y alpha BRI 7 X 7 4mi% . BCA B 8 M7, BG4
QRS AN, SRR 8 M IEIESHMIL, BH 4: 1 WBEESR, (FERHHY ATI
R AT A BT Y DirectX 10.0 i A S Hp A% =X

5.6.5 ATI2

ATI2 (ATI A AIEEY B4, WHN 3De ) B BC5 ( DirectX10.0 M EMA ) - P HAF
BP0 R, LS BC4 Beal DXTS HY alpha BdiAHE 09 7 g4t . BCS e
A 16 T, BIEEASEICE 8 . SARESN 16 M AGHEIBSHEM L, HH 4. 1 L
JR4E% . WALERH T ATI AR S E B AN B 1Y DirectX 10.0 S {4 I A SRR S K

5.6.6 ETC

Xt OpenGL ES, VBT 5 —FFr -~ ETC ( Ericsson texture compression, ETC ) B E4E B
Y S3TC HA MM RS, RIPGsE s, BEVLUIR, Jolldeddk, #SREE ., ETC Hik
B A4 x 4 BLRWPGRIS R o4 A, BIRASOEITER 4 0. AR ME 12 Fis.

color luminance final image

K 12 ETC AR R R IIBIE ATt , SRS B ERRE E DL A i i A SO B 6

B 2x 4 (B4 x2, BORTHABEEE) fFEEASIE ., B0 B0t N—A/ M HS A
PR — AR, HBP R SOR ] DU PR E i A R R A In—AME, I
I IXAME R AT LSRR R S

WAl DX E# . ETC R4 B EE Y chromatic Fl luminance 73 FFAEAGRY 7=, AR
At A luminance X chromatic #E47 8 il 1 1 55 B 4R EHGAE B

PN L
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ETC WE /4609 B A1 DXTC A2,
ETC L EZEA WA . ETC1 AR ETC2,

5.7 FIEEZH Procedural Texturing

PGS ( Procedural Texturing, WA RS ) J2FITHREMNLIR AR, BEQIE:
FFSHs ) AR (B, K¥EA, fEkA, &8, A3k5%) MESCRm o =4
PR R SO . #EH, SHHIEEES (fractal noise ) Al i3I BREL (turbulence
functions ) X2 “BHHLYE" 1 pREOR A BURE P I E S8

WA AR, T AR WA —F ik, 55— FOr i R R AT R
B, MR — MR E L (procedural texture ) o

RS F 55 AR B 2R LAY Marble,Stone, Wood,Cloud S840 . K ZEH ) FE S
AR RS T H MRS bR %L ( Noise Function ) , UMW perlin noise, 7Eid 25, W T REaFITH
wARK, FELATZ R AR MER . B2 GPU RO ER, (et T R 83 e SEifiE Ye v i 132 i
Ho

13 B PG S s 1)

Py s PR SO P T e e ARy, T MRS AR S e P B O o WL X i T
B GPU H i R SCHRE A E = e, HoaT LIE— AR N ST R A SO i) . 48
1M, GPU B IEAE &I A AT RE A (X ) BE B StROAFRRas VTR T A o Rl
FraCAESEm AR S L, R BN IA A REsE 2B RS,
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F IR BRGSO A S AR A, RRRECH I T T e 05 1 S B — T Sl A W 51 T B3 i
Mo XAFRYSCEER]T DB 2 ORI, i WA (T — el W R ok 7= A= S
HIME.

133

5.8 Y™k &S5 H kst

M ( Bump Mapping ) AR B H EDE 2 m KA R Jim Blinn #2441, J52R0Y
Normal Mapping, Parallax Mapping, Parallax Occulision Mapping, Relief Mapping %%, &t
TRFREA, HE2FEABokBAeH, SCRIWBCRBIER

AR S LA M s P 5 A 5 0 R B A R HE

MEE 50 BIEHA BRHFN
THE vertex HUY6EAT , AEEREERZ vertex BIFIAIEMAE |,
Bump mapping mEAEGEEEE N E— M ESEIERGEIRE |, SR 1978
MmIEE B, BB MOAFEREZER. No self-occlusion, No
self-shadow, No silhouette,
Displacement Mapping | EIZ{EFT vertex , #R18 displacement map FHEXIM vertex
AUNEE MRERE | & vertex iGiEAES] , FFEEIENMOZRE, 1984
normal map FEZAENEE , MiEAZEFEETH height
Normal Mapping  |map 152/, B texture fJ RGB AJIUFEEREN XYZ , FIAELL| 1996
EERNLE SEITEEE , FAEMOERRIREE. No self-occlusion, No
self-shadow, No silhouette,
Parallax Mapping IRBER vertex IINE |, LAIZEAD height map 1HERBEIERY
(Virtual Displacement | {45 vertex BN , BEEENALE vertex BDAIAL 2001

Mapping) ¥, BIERESEEI0 R , BIFIF HeightMap {7 7K
MENLE {L1AY Texture Offset, No self-occlusion, No self-shadow,
ST RSN S B ENI R |, XA texture A4R
Relief Mapping N EATFEAIEEESS |, FrLARESE (EHBE TR, Relief 2005
(Steep Parallax Mapping SCHL 7 #&18AJ Texture Offset, Relief Mapping a1
Mapping) 74 self-occlusion, self-shadowing, view-motion parallax,
RG] and silhouettes,

% T Displacement Mapping /7 ik ASk, HA ) JLAP o E— MR 2l B IR R 3 B 5 Fok 52
B, SRR DI SORB MR EL, ARG R b B st PIARRTER
JUMEL R RS, FA e Ho BBA 5 R vh A A2 o AT e St i S B BE A1) =
ARIRE , A2 RARIESE U T SEBRAg = 4E LA,
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PATR B ATk o3 5 4 B AP

5.8.1 M4 5E Bump Mapping

7Yy 0 PR A8 T R ML 2 R e = 5 v i SR ok e A R U AN AR
B R RS A MU RO IR R R, AN R R A LR, SO A RRE Y
G FE AT A BRI Z AR E N L — S s B R R R B s, SRABHELIM RS RS A, 4
A, PR,

Blinn T 1978 442 H T MMM vk o MR, S22 T 4EE T, FEAST &S
O TR Ny | B L TS Sy A A ¢ 9] 2B D ST PR LT == O oA AP e o v O ey s A N 1]
FEA MY R, SEFR FIFRA TS (B Geometry ) HYARLE .

PR MM BCER Y I — P 2 i B ERAB R AL T ] o B PR ar I E AU — A
I, FrRESC, HEFN R R XK, RO RE X (RZIMR ) o REink
14,

™
U i e
-;"C-I“..
-
-
~- "..'- -,
e T
:b - d:

.\
r

P 14 TR g R U T U P L B A e Joi L et P

5.8.2 #AINEE Displacement Mapping

Displacement Mapping, BAIGE, WA AT ESIGPE, sFR e B s & ( Heightfield
Texturing ) o SHOTHRMIT AN, BRI SR T PR, A

AR TR BUAMAAS . R, AAMSEIFAR SRR, ST ——Xt
L, P, SOEASCRAECS RIS B TR N ECRARSE Y . 78 VS BrBe, SRR T A X 10 1Y

GEPAREI R, (FE, HH 3.0 AR vs A SR EREHR AR, Z AT HA ps
ABESRI SO ) , MRS R T RYTIE L, SRR T I S S A e AT
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5.8.3 ¥ELRIEE Normal Mapping

PN ( Normal mapping ) 24 M1IGE ( Bump mapping ) FEARB—Fh FH, Bk G KA i,
FRA “Dot3 (fHard) MHIMSCEingE” o ™IV S BRG e 3 5 2 e A AR R s 3t 3
ANFE), RIS R FEEL . 5 MGEZREIE, BRI I Z T i 5 o
TAEIRBCR TP U AN o A M P18 AR — 1~ Bk i K B R B A T3, Tk
LG P s R (R 4508 2 N I ERAS (AR B ) 2 T UG, B2l . §5iEE#D
SEAE R —A B B B

] Hiokiit, Normal Map ELAZHF IE# Y Normal {HIRAF B —skSrBlh 2, AR ATEE F B EL4%
M R AT

K15 FE TR RIS, B EEIE S FIRRAAL AR, L0l IE R x i 2e;
ez, EWABZ., SO0ty Wz, BER . AREMEIRELM AR ER, 1§
E RS 7 AT ) e <P

5.8.4 YAZENEE Parallax Mapping

2N Parallax Mapping, M #%A Offset Mapping, LA virtual displacement mapping), T
2001 4-H Kaneko 5| A, H Welsh #47 T e#EAIHE, 220G EE —Fh ek 2 Bump Mapping
FOR, ARECT - p MG, 2RI RS B ML RCRAT 2 B H IR (A G 8
BAE SR ) o 2R B a2 0P TGS RSO AR AR SR, T
XA T — D TUIZeas [m h ALA (A TRIIEL A B ) A% A B R
RO, TiHSKE, Parallax Mapping F]H] Height Map #£47 T #T{IAY Texture Offset, U1
6.32,
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K 16 PL2ZENGE

5.8.5 FFRENSE Relief Mapping

KT VEMENG & (Relief Mapping ) , A AEZE MG B9 E. FRATHAIE, Parallax
Mapping 41 % Normal Mapping HekcsE, A HeightMap BT T IELAY Texture Offset, 1M
Relief Mapping JEAGH 1Y Texture Offset, FrUAZERIS) I HBSEE .

17 TR AR G PR AR X L o IR AN R AR A S
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K18 BT (F2) , PRRENG AL (A7) nTRASEEEEE TR M TR

Parallax Mapping REASHELE L Bump Mapping 58 22 (VR EE, JCHAH E /ML T (H2 Qi SR AR R A1t
HIRAIR L Parallax Mapping 5LJCHEN 1 T, Relief Mapping W A] IR 4f AT . HIET
Parallax Mapping, TERENGE ( Relief Mapping ) FJLASCIR R AG M YR EE o PRI ] 2 AN
ARG SRAEE BRI 38 T LA B D2 P 28808, R A AN A i B A%, BRI ]
ISR ThSCCHR s Relief mapping: MG, A0 SRZE ] —n) i Relief
Mapping, <. “7E Shader BAHOGLGEEE" .

K19 FRRENG P, AR R B
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https://link.zhihu.com/?target=http%3A//www.ixueshu.com/document/3dc4369a761ca0d6318947a18e7f9386.html
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5.9 Reference

[1]
2]
[3]
[4]
[5]
[6]
[7]

Learn OpenGL, extensive tutorial resource for learning Modern OpenGL

IRZH] ( Volume Rendering ) WEIA

JURP 35 s R 45 B ) S 5 — BugRunner B9EF: — M ME - CSDN.NET
I RS (Procedural Texture) [2005-11-20 update]
https://zh.wikipedia.org/wiki/%E6%B3%95%F.1%BA%BF %E8%BA%B4%¥E5%9B%BE
Relief mapping: "1™ 1% ] 4% 2K

Bump Mapping Zii& — Just a Programer — 8% [l
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https://link.zhihu.com/?target=http%3A//blog.csdn.net/bugrunner/article/details/50538770
https://link.zhihu.com/?target=http%3A//www.cnblogs.com/szlongman/archive/2005/11/17/278955.html
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https://link.zhihu.com/?target=http%3A//www.cnblogs.com/cxrs/archive/2009/11/22/1608086.html
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BANE BE . BRDF RHEXEA

T AENLEIE 2T, BRDF ( Bidirectional Reflectance Distribution Function, ¥ [a] 52 573 4F bR
) RESREIE AP R OIS Z —, BRI IARR RO CRE MTAT— D AL J7 0]
S S BUEAR]— 07 0] O B R, B GR St A2 1m S s Al £ 451 HE 26 77 110)
4341 . BRDF BB 24 K22 I 7 330k T e SO LR AR

XS, B EET R AR (Real-Time Rendering 3rd ) ( SEAJTEYLEIIE 2256 = h ) HE8
L% “Advanced Shading + HZEE MNE, FXTXFEHZ BRDF BN E#HATE 45
MG, M4, BC— % BRDF BH 7P R4 8 S5 00 S .

Kl 1 £F BRDF 1&g 41937518 ©Disney 2014. (HRREFLAREA )
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6.1 Fi&

{5 2, I P ek e B as O, KX BRDF B LA 22507 i 1 i
*  —. BRDF WURTEFIN - ek
- BREALFR Spherical Coordinate
- 3R Solid Angle
- 2 Foreshortened Area
* . BRDFHTERIN - SRSfEemi
- R R ER SRR
- fRAhEESGE A Radiant Flux
- ERGTSREE/ZOCIREE Radiant Intensity
- ERSPEDSLSEE Radiance
- WRIREENEIE Irradiance
* =, BRDF B L5 Hf#
- BRDF By XX
- BRDF BYaERSMER
- BRDF 5E@IE
- BRDF WAl AL
« VY. BRDF AR
- ZIBEEZLOCER T
- REmSPEMER
- MR
« 1. BRDF #REIF /32K
- BRDF Z554A!
- BdEIKZh Y BRDF HiAY
- SETWA) BRDF A
* N, HETWHER BRDF - HiENR
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- WERMEU Subsurface Scattering
- JEIR/REHT Fresnel Reflectance
- WOEEE Microfacet Theory
+ . ETYHE BRDF - LR
- Cook-Torrance BRDF 57!
- Ward BRDF #i%!
J\. BRDF 5H7|Hi
- BSSRDF
- SBRDF(SVBRDF)

- BTDF 5 BSDF

6.2 BRDF BiBHIH - BrEs

TEIES T % BRDF MUBESZ A, A7 W50 1 A5 R A e~ A S 1) i B At A

6.2.1 BRMEj2LHR Spherical Coordinate

M1 Tk EE Rl T R R, 18 BRI AL PR IR AT R R AR R T
Ui, R AR A 1] =AU ERORE E

Z

,(J:B;cv)

x
1
I
1
1
1
|
g 1
1
1
I
1
1
1
I
1
1
1
I
1
1
1
~

Kl 2 BRI AR
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(D=

Hr
r R[]
0 7 [l Z A e A
D R [l B e x—y S _E BB A x A IE T

6.2.2 A& Solid Angle

SERFAFIE T MG ] — BRI XK A RRET R/, n] AR R IR B — 4 e

%
_-fﬂ?-—@;"ﬂ,ﬁ d A | rde
/,,rfd/B- L\ rsinB dd
T '
//‘P, . 3 |
.’/ = i T T
VAR
X
K3 SriRfh

FAVRIE I LS e EAY o, S5 T A EEAECAL I8 b X g , B B A o 2
w, FTLCREA BN AR 2 o SCRANDR R =R AR, RS QF0R, B
RSEARYREE (WY ERTEIEE, Steradian, 5K sr) , SFTALARMATERAIBR FXT R DAY T
R CSEFR AR AR R P AR Y ER A ARER LB T 0 = shi2 ), BAAIERAGR IBUE 4
m , PV ERE RS AR Al 4 o

K&l 4 SrARf

SRR o AT RUMER:
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Hot dA RIERMOT. TR dA BRI AER R T TS A
dA = (rdf)(rsinfdy) = r’sinfdbdyp

S)lie

dw = % = sinfdfdy

r

6.2.3 M Foreshortened Area

PO B IA T — YRR AN XA RN T ) b A ] DL T A
XEFHRBWOC A, WIWE SRR 0 Jrm iy A Ba] WL mBUy .

Area = Acosf
A A 0
& NG CcoSs
A AN
NI
'
48~ Foreshortened
A%'/ 77 area = A cosb
L 3 »>
A,
Area=A=AA,

K5 B m

6.3 BRDF R B A - BB E¥E
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P ok

(D=

6.3.1 I EEFEASE IR

AR T wiki (
SR SRR .

Y 155

HRAT H A5 B (Radiant exitance) M.

R (Radiosity) J. orJin
R % (Radiance) L.

R BE(Radiant energy) 0.
RS 5R F (Radiant intensity) L
RS B (Radiant flux) ®.
R A E (Irradiance) E.

el B A

SURHEF K

SRk

TR
HFIK

EH
FUARRRERR A B

A

ATk

N IO B FEA S AT A

6.3.2 EHEREHLEE Radiant Flux

Rt (Radiant Flux, SOFEGHEE, FRHPIR) I RAE AL 20 #m i EhE,

B EAALIN A O SR A e, T

HA 1y Q F/nFE 4T fE(Radiant energy),

dQ

P =—

dt
AR, EH
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http://link.zhihu.com/?target=https%3A//en.wikipedia.org/wiki/Radiometry

{Real-Time Rendering 3rd) &Mk 2h

6.3.3 FBHRE/ KIEERE Radiant Intensity

XE— A CHABEAOEI ) i, SRR om0 (7 M OSSR, FIRFE 1 208,
g Wesr

I=—
dw

HEFE—TF . iﬁﬁﬂ‘gﬁﬁ(f{adiant intensity , 11%4@7;:;“65&&), FNERRAN TR R S s,
MR LR, i W ST ek,

6.3.4 BEZFHERE Radiance

SR (Radiance, ORI, MRS LFRR ) FonPRRmiHE—J5 m W2,
BT ERRIBAO ST A f FRORSE S, AR Wesr om ™ FURMEER I
Bk e, SLIRBVERSTR, RRAAE SOCTRI DGR A mAR SR Y e, X
SR (e txp syl M DR AR WAVA LS R | T N a1 8 A T AN R DR p i O i PR TR B2 2
NEICRRIE TAER A dA _ERIBUY

— M UL R S AR BRAR VA R S AR IR A R SR T Y AT ST i M ok B T 5 T
DGR B T AR A G B, DR AR e P T2 1) o, AR B AR B T
%O

AR B
d*®
L= ——— M
dAcosOdw
Hrp, ©RESHEE, AR (W) 3 QESTRM, SAfERTEE (sr) .
FAMNE BRI, FEIPRAE Y A E I Hbs oy = DB A, AR A,

WG — T B (Radiance, ORGSR ) , FREEAALSL A A3 LB AR
i, S LR A Wesr !t om T TR R A O K
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6.3.5 S FMERF Iradiance

MR (Trradiance, MPFVEMERE, HEETIEEE, HIFFS EFm) , S ASTRMMWESEE, B
BRI N B R BN TR AR STl i, SRR A AR AR S i, R AR ST s s T
TRBY L,
HAF5 E Fn, BAW/m?, FREEITK.
RN LU RS (Radiance ) TEA ST YEITIE AT BR E AR
i

il =FE= f L(w)cosOdw

dA 0
Hr, QRAGECITIERAEBR, Lio)Ei o J7H R,
MEFE— 1 . FRAREE (Trradiance, MOPRVEWERE, FRIFTRERL ) | Fom SALATE] Py 28 B0 AR AY
WAhE R, WytRRE X T EARRERE, WS E RN, BAW/m?, BURRERE T
ﬂéo

6.4 BRDF W& X 5 P#

6.4.1 BRDF B XX

AL 25— AR A R R, BRI 45 A R BCR Ay ), THE5 R g a1 H 558
Y FE (radiance ) o , FEIAAMLEIE A4, BRDF ( Bidirectional Reflectance Distribution
Function, FAEX R RT3 A BREL V&— > R R H anfn] s ek i i . Jmiag 8,
BRDF giie— MR 25 w5 al CAS 67 ) LA S 7 1) v ) FER AT R
1) PRIL

BRDF AAGHE & H BT SPR A9 4) (differential outgoing radiance ) FIA G4 B iR i

( differential incoming irradiance ) Z -

dL,
i) = S

SRR S S, AT R — SR — ok A FISEE M 1 BRI A S
5, MHEAE RO R T dE RPLE

74



{Real-Time Rendering 3rd) &Mk 2h

K2 R ASHERIRZ AR ITI, e84 EMATREIT v, JeselE dlo SRIRE dE
AN B P 2 ] XA T LA v B LR, B BRDF,

An \Y

19,-9

¢i
t/

&l 6 BRDF &l/x

— R W EERE, BRDF A AZBGX AR E Lo BRDF WA 2806 MR STR
( radiance ) FI#EMBE (irradiance ) Z b, A LE radiance 1 radiance Z b, B{# irradiance I
irradiance Z FLWg?

B, T HERENIRE X

FRIRPE (Trradiance, SUPRARMERE, ARGFHRRE ), SR Bt a] py 2k 0 AR Ao fR Al e, ot/ e
S R TR B, RS E R, AW/m2, R ITK,

FESTR (Radiance, XIFMEIGERRE ), Fom Mo nr s 0 fd 5 i BUN AR m AL, B AR 1L
o Wesr ' om ? | MR A K

M2, KFXA M, AT X FEREAR . PO RGBS SR A F 7 m 8906, AR nl GE TR
ERIR SIS, FrLlSE AR, TFEX AR TR TR R irradiance 1E41-37N
PR B[] P B3k BT TR R P R S i BT BRDF pRER, SEEA GBS A58 B FE Trradiance, Fl
HE RT3 Radiance,  PTLATRTSLEH 1 MR HY S OCER 2ot AN i B 5 I T e 451>
W7 ) B AT . T BRI, BRDF BEZE 1 A7 [ F1H I7 1] RE e AR X 4

HWEfF— T : BRDF ( Bidirectional Reflectance Distribution Function, ¥AE X n] 554370 BREL ),
TE SN AR ST A5 (differential outgoing radiance ) A58 R AOTH 47 ( differential
incoming irradiance ) Z [V, $#fid T ASHEA L4 oA S S5 WMl 7E 45> A 568 1) L4
i, Z55E T AT WA ST M RE R AR &, SAEsr T, REBRIEE

]
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6.4.2 BRDF WJAERATE R,

R ABPHSIUR THEXEOEIE, s EE0r DGR 7EXFMESL T, BRDF & AT LAHAE
WMAERFR
L,(v)

f0) = Biyeose,

Hirr,
EL & CIRAERE 5 OB 7 1A [n) & L SE i & A B (iradiance ),
Lo (v) BAEMERE v B77 ) =45 SRS (radiance ),

6.4.3 BRDF 5 & 6 572

M4 - SCHT TH# T BRDF AYE X, BUTE, BifRZ 515 3) BRDF £ n AN HEXEDCRLE
— B O TR |

=

L,(v) = f(ly,v) ® Ep, cost;,

k=1

Horb k 2 EOLIRRT | oS (B &Rk ) , &8 BRDF FI#EE (irradiance )
#2 RGB [, B BRI AGTR S T5 &R GHA P A U Gl SRR M
XEFRIEL A 6 M TELIIEHMEZ ¢ ) , — BT, BRDF Y04 MU e
Y PR

719, A BRDFs (Isotropic BRDFs ) J&—NEEE RGO, XAERT BRDF 7E5i A FI
i ATT 10 SR AL AR L (AR R AT e f ) BHRREANAE . rLL, £ 1m] [R)% BRDF /&
KT =Arar iR

6.4.4 X BRDF IR Yi4bFER

— P B BRDF )7 2502 T AT 10 R E A 00 T X B T iAo, &l xf
TLETTBIASERUL, B PR T HSOCRIRE T 04 . FEA RN BRIE AR 7 J2 18 S oy
e, I SRR 0] B BORBERARSE . B 2 — D BB (Reflectance
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Lobe ) o BT Hilisrt, WAR, XLEPMAL T ASDCHI ST 1) b, RO IRRE X R S G
AORTHIPE . ARTE B 5 RO, ] LR SR R] 8 rT A BOA D S B AN R AR G 1o %ot B

57 ) B Bk R/

Kl 7 BRDF Ay AR

6.5 BRDF 144 5

6.5.1 Bk

BRDF Ay R] PRI A T2 25O T ( Helmholtz Recoprpeity Rule ) .
BRDF fYRFSPERD, SSHASPOES R, IF A BRDF HI{H .

fl,v) = f(v,1)

6.5.2 REE~TIEMEMR

BRDF 7 SRR (. RERLSP AR . ABDEARERL 'S HADEAER: B RERLIA
HI%. AERSPRRAT
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Qimmniﬂ.g — Qrﬁﬂﬁctfd + Qﬂh.ﬁ:m‘h + Qtran.wmittﬁri

SRS

Qre flected <_: Qinccrm-i-ng

Xt BRDF AZ5ti 2 4~ AR ANSE, gt Rl P E R -

Vi, f fr(l,v) cosvdv < 1
1)

6.5.3 ZRPENRHIE

REBME, MRS L E BRDF 11 LA s et . 32Th o — 5 i 43 I S 4 i
BEA] LA AR 3R R 4% BRDF SUSTERSTEE 2 Fn . filln, B s 5B al @ it £ 8 BRDF i
LSz,

6.6 BRDF BRI 4p3S

MRIE BRDF B%E SOR BRI T, A —2I0 R FRIESE . 0y 75 (8RS e ] BRDF
i, REALANK BRDF HEUSN & P S B YA E AR

A& FER) BRDF B8, 4.
Phong (1975)
Blinn—Phong (1977)
Cook—Torrance (1981)
Ward (1992)
Oren—Nayar (1994)
Schlick (1994)

Modified—Phong (Lafortune 1994)
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Lafortune (1997)

Neumann—Neumann (1999)

Albedo pump—up (Neumann—Neumann 1999)
Ashikhmin-Shirley (2000)

Kelemen (2001)

Halfway Vector Disk (Edwards 2006)

GGX (Walter 2007)

Distribution—based BRDF (Ashikmin 2007)
Kurt (2010)

ete.

X8 BRDF AT A] DL an L2 .

IR ( Empirical Models ): i FHZE T 325042 H 19 A 206 BRDF fHCHedifitiit

BAIRB AR ( Data—driven Models ): SRHE B R AL ARG A BERILES A K BRDF $% J850
MG S AR, ICRAERR AT, DT OO A A AT

ST Y HAYERY (Physical-based Models ): MRAZPIARZ ARG LT LA SOt 2@ MRS SO TR, M
M5 BRDF, SCBUH BRI GCR

6.6.1 BRDF LI HiRI

KT BRDF WA, AU LA A

SRR R a7 it 1 2 S UE T RO P
SRR B TR, AR R ERRLRE T o
LWBA—E i Y HER, N Helmholtz A] i sl B < fHE

LY ARSI R R HLART I A R )z a8 o

# LAY BRDF £ .

Lambert 15 [z S5 A1
Phong #5 7Y

Blinn—Phong & 71
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TRIE Phong 157
T35 Phong 57

Lambert 2%, Phong #% | Blinn—Phong TR LSO AR TR 2 i L ' BEARCARY | by T s S R
A, AR T,

6.6.2 FIEIRSN K BRDF FAY

WA IKEh A BRDF BRI a] ISRy, R — KA BRDF MRS, FRHAT N w4k
B, IR Y 7 ISk S R AR — IR, IXARSE T AR T, AT DL R
FNE YLt R B ERKENSERTE, [RFETAEMW: A Data—Driven Reflectance Model, ACM
SIGGRAPH,2003 http://people.csail.mit.edu/wojciech/DDRM/index.html

FAN, MERL 55256 28 {f 4% AR i T | Z2 A BL S o 8 i 76 AN [R) ' B A UL A i
TR, JHiERAEEPEFEF, 41 MERL BRDF Database.

K8 — 140 “MERL 100" () BRDF $ediifE, Horb, & 50 F “Stistim”  (filins g fis
B, R 50 AP CHRER R (g )
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o SRR, W T S TR RS B, BV TE G R AT SRR LS, (H SR
B AT RRCR I SAL, Ok T X LB B SOSRE ZERRCR , 53 Ml Ao £ € i 1Y
bR, ORI, R RS, SR RARR R, B ANIE 5 ) SRS 4
s, — ] PR L R A BT G s, ] DL HDRASEIE S5, A e A AR R ) LS

JE.

X AR LR RS

MERL BRDF Database:  hiip://www.merl.com/brdf/
MIT CSAIL: http://people.csail.mit.edu/addy/research/brdf/
CAVE Database : http://wwwl.cs.columbia.edu/CAVE/databases/tvbrdf/about.php

6.6.3 T Y# K BRDF t&EA!

FET W HEAYE Y4 (PBR, Physically—based rendering) & i3 AILIEIE 27 Hh A AR Y 7 XA
PR A5 IR BRI ' Y T P ATV G4 FR 7 LS R R R, SR AR S SV e ol iy
K,

ST YY) BRDF AR 40 5 4 5 R 45 i L] B2k ok S nl EAE i a9 3 (0L B St i rp
AR, T— 3T HFEAY BRDF B0 2 =011 4% BRDF f9%it . BEESTE . Z il
BT W

H ILAY I F YRR BRDF BRLA .
Cook—Torrance BRDF #5i7

Ward BRDF #5171

T O SEA A T Y PR BRDF & % FH RN BN FETR IR S 8, U T S A B 45 P
18, S X PR E T HE A BRDF #R7

6.7 FETFYHE BRDF - B EHR

6.7.1 KERMBES Subsurface Scattering

TEESEE R P YRR BT, LIk . £ 8. RELA . 4055 ASEE
e IR T, — B, — i gl i — &g, XL E
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(R RS2 BB TR IR S, IV B k23 BB 0 5 S T B R I sl ke
L AE BB ST U E ARG . T,

RS, Subsurface Scattering, fRjFk SSSCLIFFR 38), HURICHT ALBEYIR FS P H A
B, BT SR AT P IR, R M T U AR et N, 44
TR S 3o VA T P T R P e 5 T

Kl 9 YCERITHUS 261 1

B 10 R EE R 2

NanscE Ik, Whihey CGEBERGEEN ) PORERETIRS, RERHE OISR, HHHLE
FRIERE , LR SR R T R o

RIS 2 RIS, BDCS AL, fEp B R, K5 NS SARANE )5 5 %
T —FHELSR
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e oy

K11 SR E AR EA R 2K, AT LGRS AR AR S BOCMA D S ER T . 20
N B R R R R R B R 0 DXl A, BTl B UCR I BEHOEHR 2
MATT G, 20 73R I0Z T AT

6.7.2 FEIR/R S} Fresnel Reflectance

FEEE IR (Fresnel equations ) J&—2H A FHIRCTEPIFPA [R1HT 5 2R R A i AP AL BB s 1) e S5
AT . R IR 0 SO RRAE CFERE R o

FEVR/RET (Fresnel Reflectance ) B JETR/REE ( Fresnel Effect ) , B4 A SR PTHHRA
W PR B o S, — 3Rt s, MIRATITE B SRR IRA TS A
DI 58 B S S 4R o

FRIRIR ST RERS H S MBI L S S R A B . FE RSB h, BR T & m 24k, HEmdy
A AR AR IR IR AR o

KTARRRIS, — MR-k MoK L ER P L (W 5kE S
FRTTIE ) B9, ROTEEE— BB BN, AR NP7 TR R J7 100 F £ 893, Kt
M FEDESU SRR R DL = TIRAE AZIR.
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B 12 FARIERROR

ki, ERTE BT SRIMN, FONESS, AR aRm sy, Sesih, KBy
ETAS

X RUBER AL, TR 07 [ A= e SR i 25 H AN IR 1] 10091158 B2 D fa] Gt
J2 PR A S M A R RNE A8 S B S A T4 T I 3 ) B AR R A B, AN R0
A A CER A AR . PRI A TP 0= 107 B A S B LR - 1 A8 A 2R 3800,
g — P55

WRAEIEIR RS, HIRE D EEK, IBABRBROR R85, MiEE g0 &
Mo AAMTEIER, XM RWZITH R,

K 13 FTIEEIR ST, FF Unreal Engine 4 FSZELAY31 2% Shader
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6.7.3 #FmEBEE Microfacet Theory

T T BT AR F TH A2 FR AN R ] A B N R T, 2RO AT (microfacets ) ZHA. BE—
AN NI T AR 2 AR B AR T W AR —A 5 Il L RUHRZ

ML D CIRTT 10 R 1] AP B R 1A 23 BOR T IG . SRT, AN A B AL 2R
FIEAIELL (half normal ) AHSFARER AR SUROEER, PN Se gl R 181y
/?\‘ o

microsurface

Kl 14 BeF P R

AT 507 %X ( Normal Distribution Function, &5 A NDF ) , D(h)RH#IAZH pl e i — 15
P IT A R T TR S A AR . AT LKA R . 1) NDF i A —13310] h, NDF 23R [l5[n]
72 h PITIER TR L e S B Le i, LU 8% mslm 2 h, A4S 8% MR

AIREROCL IR v J7 .

K15 e R R . AL OO IR AL AR R R h X5, B2 5 AL
o 1 B i v BDOEZR R
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NDF #7E

a,ﬂ

m((n-h)*(a® — 1)+ 1)

D(h) =

TESIOULIZ T _E AN PR 2 17 2338 O SR o BN, AR iR S A e T Y2k R RIS 3 A
(o MR AL I ALY, IR 2R =D SRR . IR

Bl 16 OB BT ik e S

6.8 T BRDF - % R AR

6.8.1 Cook—Torrance BRDF &%l

Cook—Torrance FIIAE A BIY 2 Hh el ) S T B BRDF #2%, Hy Cook Fil Torrance #21H ,
P Torrance—Sparrow R —A N FRAS . 34>, Cook—Torrance BB B &8 pi M 3 T HE 4
PRI 2 — . Cook-Torrance FEVE Yy B2z (P HETR /R U5 A T BB ., SEE T Hekss
AR

Cook—Torrance 1 F-mi & %! ( Cook—Torrance microfacet specular shading model ), B
Microfacet Specular BRDF, EX N
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.o FUR)GU, v, k) D(h)
M) = = )

Hor

© FOBIARIRIR ST PR AL Fresnel pRAL )

© G AR MREL (Geometry Factor, JUATAT ), R4 shadow ok mask A Al
© D IR R EL(NDF)

R, SIARIHER T, B RFA 2, FTLUZSH 4R SIGGRAPH Course: Physically
Based Shading in Theory and Practice 1|5 HAAH I SCE

41 SIGGRAPH 2013 Course: Physically Based Shading in Theory and Practice:
http://blog.selfshadow.com/publications/s2013—-shading—course/
HAAH PR A (4 P e 477 -

1. Background:Physics and Math of Shading:  hitp://blog.selfshadow.com/publications/s2013—shading—

course/hoffman/s2013_pbs_physics_math_slides.pdf

2. Physically Based Lighting in Call of Duty: Black Ops : hiip://blog.sellshadow.com/publications/s2013-

shading—course/lazarov/s2013_pbs_black_ops_2_slides_v2.pdf

6.8.2 Ward BRDF £i%l

—fAFLLT, FRATAT LK BRDF 43 A

&5 [EHE (Isotropic ) 1) BRDF

o I 58 E R THNE I AR

© BEVLERmEME

&1 5+ (Anisotropic ) ) BRDF

o UBTHUREE SRS YRR T ] 22 A) R A T AR AL
© BIRMERmEMETY

s a2z, Wk, BRF

Phong F1 Cook-Torrance BRDF 1 AUARAN e AL HR A4 I Sk B RACR , Ward FABIHIAT L,
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Ward BBV Ward T 1992 E%ﬁeﬂj[Measuringand Modeling Anissropic Reflection,ACM
SIGGRAPH,1992], Ward HIIANE T B — R ik m A =0, i fiEA Cellipsoids ) X
P R4S ) S RO I AR FR A

SR, HTEAZEIEEEIAT (Fresnel factor ) AL EIEIA T ( geometric attenuation
factor ) , ZIERIE U —Fh IR IAY, (HiA 28 TR T3 BRDF &AL,

A1) [RIPE Y Ward AL E oA .

] exp[-tan’ &/ &’
phd f.\'o(&&ﬁﬂ&.q;’q.):&-{—p&- . p[ : ]
4 JE@GEE 4

6.9 BRDF 5 H5|H

A AR5 BRDF JABU A eRAL
BSSRDF: Bidirectional Surface Scattering Reflectance Distribution, XN [v] & [ S 51434 PR %X
SBRDF(SVBRDF): spatially varying BRDF(spatial BRDF) %5 [iH] BRDF
BTDF: Bidirectional Transmittance Distribution Function XY [i1] 335 514340 BR %X

BSDF : Bidirectional Scattering Distribution Function, XX [m] U470 R %L

NI

6.9.1 BSSRDF

BRDF HUEH— 7 i — P BLix > B2l 2 BSSRDF ( Bidirectional scattering—surface
reflectance distribution function, X[ % MHUS S04 FREL ) o BSSRDF ik T 5 AR SR 5 A
SHil it Z A C R, BSSRDF eREHE B AS FH O B s B R A, DT DRl 55 X £
ML, EER T AR YRR — 3 5 A5, BJECE 7 R R
X, TR, XA REGEE & T YRR — S B 5 A, SRS T 2RO
AN, TR, X PR & T YIRRTIA BN, BENBEE GV E L, U R
B s kAR, FESER il WIARSRTE BRI E AT LRI (s . R, D
[T, 2 P T A R
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& 17 BRDF & 4L

& 18 BSSRDF J&5 4L [&]
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6.9.2 SBRDF(SVBRDF)

—MMAAREE TS (B B BRDF 2241 REC PR 25 (8] 22 {19 BRDF ( Spatially Varying
BRDF ,SVBRDF ) @#x=5[1] BRDF, =5 [A]AU[A] 52 53347 %L ( Spatial BRDF , SBRDF) .

6.9.3 BTDF 5 BSDF

BB BSSRDF AL, T A8, (bR N T LS A Pl A — LA bk
HCANBEE I R, BESh, B RIS R RO HE ,  FUR A BT T A
Bl O T AEEDCHAAR R, X RRIEE LT P4 BRDF AP BTDF (T ZoRfedk
“Transmittance” ) , BT, EFERAUR T BSDF (S JOREUT “Scattering” )

K119 AT B R BRDF AU TSI & 4y BTDF (AR /R A GEAT IR, 153
B T ANE SRS E RGO S AE S R M B8k, 2B H ( Physically Based Rendering, Third
Edition ) Figure 8.10

MESC B, XL 5T 21 R AR d ], BRDF 1 SVBRDF J& LUEAT— eI L T R i ve 4
AIRCR
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6.10 Reference

[1] http://graphics.stanford.edu/~henrik/images/subsurf.html

[2] http://www.scratchapixel.com/lessons/3d—basic—rendering/introduction—to—shading/reflection—

refraction—fresnel

[3] http://wiki.nuaj.net/index.php?title=BRDF

[4] https://www.allegorithmic.com/pbr—guide

[5] http://www.icourses.cn/coursestatic/course_2987 html

[6] https://docs.unrealengine.com/latest/INT/Engine/Rendering/Materials/HowTo/Fresnel/index.html
[7] https://en.wikipedia.org/wiki/Fresnel _equations

[8] https://zhuanlan.zhihu.com/p/21376124

[9] https://en.wikipedia.org/wiki/Radiometry

[10] Real Shading in Unreal Engine 4::
https://cdn2.unrealengine.com/Resources/files/2013SiggraphPresentationsNotes—26915738.pdf

[11] SIGGRAPH 2013 Course: Physically BasedShading in Theory and Practice :
http://blog.selfshadow.com/publications/s2013—-shading—course/

[12] Physically Based Rendering, Third Edition
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FLE AEREFVEI 4S5

T AN FET Deferred Rendering FARBTE YRR A

EIAEMLIEIE 2, SRR TE Y4 ( Deferred Rendering) , HIFERZEH (4 ( Deferred Shading ) , J&kf
A O EIE R PR BN 5 A TR B —FhE G . IEIRAE AR Y B R LSl 24
JCIRAE H gy s AR R B AR 2 B R B 5E 4o T, BEMBTEIE YA E TR
Gy st [ AR RAFAR B e, 2 R0 e Qe A RaEIRIN 7 w4 i TR Z al gtk
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Kl 1 {#iF Deferred Rendering J5 {215 Y41 2 0GR ¢

7£ (Real-Time Rendering 3rd ) ( SZRHEYLEIE2=5 =k ) B955-EFE “Advanced Shading - &
YEE” h, BT LR PRATMEM BRDF, 4 Deferred Shading ( #ERFH ) X~
TSN TR R, SEEMRE —EW— Deferred Shading FI'E Y “HifE4S
7, PANSORfpE—HEE /3 X FPAEEYER Area and Environmental Lighting” H7AY
Environment Mapping ( MREBLST ) AHOCHINES . e 3CE, it B H2 R (Global
Mlumination ) FJHN%

(I 5 =2, 38 5 Bel sk e SO, MR AT 2 50 I T i -
o GERFOIEREYMHES Deferred Shading / Deferred Rendering
* JUTZEMIX G-buffer

o FERYE YA Y R

o JERTEYY vs IERTEYE

o FERYE AR A

«  ZERYEAE Light Pre—Pass / Deferred Lighting

«  SMHUERIEYE Tile-Based Deferred Rendering

o JERTEYE vs TERYEIR

. SEAHYE Y W) Rendering Path 2145
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WL} Environment Mapping

7.1 FERIEY: Deferred Rendering

JEIRVE YL ( Deferred Rendering), BIIEIRFEH (4 ( Deferred Shading ) , i8S, W& O TH T
JE AT PR —FE LT VL AR 2004 4ERY GDC _EIEER

http://www.tenacioussoftware.com/gdc_2004_deferred_shading.ppt o

FATHE, 1Em & 4% (Forward Rendering), R IE M & @(Forward Shading), SErE Yy IR —Fh
Ew EENIT, A ETPIRAMREI A GRS — R, ZJEEERE T — Mk, Dt
BT (i

fRGERIE mE QLRI , e e A, M TR, ) SO R R R Y
RAREFDCIRNBOAE RIS R . A o MK, m AR, HAENMEDRZ IrG G
S, IR AZ 22 O(m*n).

IERJEG R E R, WARES S, (EREIR TR BRI, FOXHE—
BHEQLAIR, PRI IR N A EE YA R Ba A s, SRR R Be e
PSR B B, AT o ik, IRAHE QIR AL D A R gl o8 4R 9845 1o

MSEIRTE GRS, WU T ok bR I i A (JCH AR S A L IR R 1 B
) o FERFOABAMMINA KE GRS SR Mt TRZ T Ret:, FOvEREEIEE I INA
W TR S A RI A BERS PRI RELE AR Z MR . R Tk gk [ /R T — P THEIR
HOEENAY R, MY aE T 1000 S F0GE, WT AT s, HESR
TR E RS L 2 AN T RERY o

K 2 H:T Deferred Rendering THYLAYE 1000 S GTR 5 [J. Andersson, SIGGRAPH 2009

Beyond Programmable shading course talk] @ Frostbite 2 5| %
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A DLBF SEIR TE Y4 ( Deferred Rendering) B f# Ry Sk Bt Y IRER e B b 2s g ok (B G-
buffer, Geometric Buffer, JU{A[ZZ WX ) H, B NIERXIZZ Mt TE (R R, MimkEse T
PRI R I 2 S R oe i G = A TR o 0B Ul A AR i e B SR
&, SEPITIREENNA, FETE OISR, FASREY =S 8] ( =4E2s)) #EAEIRi R 1
fGasin] ( Z4k=sia) ) #EATAbSL,

XERETIETE S O(m*n)f) S2R1E, ZILRYFERTEGLE Z4E D O(n+m),

& 3 Unreal Engine 3 FSEER Y Deferred Shading @GDC 2011

Jimmikaelkael 7£ 2016 4F 12 A 24 H & T —2H# X
( https://twitter.com/jimmikaelkael/status/812631802242273280 ), E T —HAIE Unity3D LT
Deferred Shading 7 %4f¥) SpeedTree 3755, EH 18 .

S, L e
Vgl T

e

€] 4 SpeedTree deferred shading with translucency @Unity3D 5|2& by jimmikaelkael

95


http://link.zhihu.com/?target=https%3A//twitter.com/jimmikaelkael/status/812631802242273280

{Real-Time Rendering 3rd) &Mk 2h

¥l 7 SpeedTree deferred shading with translucency @Unity3D 5% by jimmikaelkael
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FEIR 25 {0 Fp— R B AL St & G-Buffer, T HEJCHI— T G-Buffer,

7.2 JUMZE X G-buffer

G-Buffer, 4#% Geometric Buffer , PFEAEJUMZEMPIX, B FEHTAAERE MG R XN A &
(Position ) , ¥4k (Normal ) , & HEI{ ( Diffuse Color ) DI HAMA FM S E, HRIEX
BE R, ST DI as ] ( —4i2sh)) RXHEME R TEIRAL B

G8 B8 A8
Depth 24bpp Stencil
Lighting Accumulation RGB Intensity

Normal X (FP16) Normal Y (FP16)
Motion Vectors XY Spec-Power Spec-Intensity
Diffuse Albedo RGB Sun-Occlusion

Kl 8 — A~ G-buffer layout, Source: W. Engel, “Light-Prepass Renderer Mark I11”
@SIGGRAPH 2009Talks

T B & —miiH G-buffer G IS -

POSITION

SPECULAR

&l 9 G-buffer FEEHE B
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7.3 FEREGHTE N

A DO AE R 5 Y B D9 P Pass IYGL 7% -

1. JUTAEPERY BE (Geometry Pass)o X /NBrBeH, FATIRBOT SRS MILMER, /L 2
R &R EER A (WELETEY) FIZ G-buffer H;

2. JGIRALPEFTEL (Lighting Pass), 7EIXA pass W7, FRATTHFE G — b R/ 4500
{di 25— 20 AE G-buffer HAAAGIEER X A R R — 1 7 BO TSRO0 GRS
R EFNE [ E Qe AR —4F, FORIAEFRATRE ZE XN ) G-buffer AN TH AUE (A (F1— L8
uniform 2% ) AR AR A AR &= T,

I T B R ARG R T AR R R

K 10 SERE g 2

FERTE YL g h—MBR B IFAL g2 BRI UETE G-buffer T BORIFE R % L IR R P &
o BUR B —HER, ORGSR E S 208X BN i BUfE B i U= A BL. I REAR
UE 7 X TFAEE AL BB B AR PR B — B R AR R AR —k, Fr AFRATTRERE 4 P ARZ Y
EPA . Bribzoh, FERTEYud AAFERA MSCEZ 00, INE B 2 DI

TEJUAAL PER BER I FE G-buffer A5 w5, ONIRNTEALEAOE, B0, EAEXNRER
Flwigenprp, XA EILF A THABLL P ]

MAEIL LR 8 FH 278 4% H R (Multiple Render Targets, MRT) A, FRATTAT LAFE—> Pass Z N
SERUIT A TE G T AR,

BgkE TN MRV Deferred Rendering HVE G e A M .
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1. JUfAbBERY B . EGPTA B LA /8 (5353 G-buffer
2. GHRALEERNEL. i G-buffer T1E 73 AR,

7.4 FEREGHIDIFCHS

N AT R, K HUNG H— 2R AR AR (4 3R T Qe SR R D 1
1, 38 FHRRA A IE R 2 Sk D AU .

For each object:

Render to multiple targets

For each light:

Apply light as a 2D postprocess

2. — B RAEY deferred shading 33 Feifiik :

“Standard”  deferred shading is a 2—stage process:

(1) draw (opaque) geometry storing its attributes (i.e. position as depth,
normals, albedo color, specular color and other material properties) in a number

of full screen buffers (typically 3 or 4)

(2) for each light source, draw its volume and accumulate lit surface color

into final render target
3. P Pass IR 3 (BB E D AAS

Two—pass deferred shading algorithm

Pass 1: geometry pass

— Write visible geometry information to G—buffer
Pass 2: shading pass

For each G—buffer sample, compute shading

— Read G-buffer data for current sample

— Accumulate contribution of all lights

— Output final surface color
4. ZCIRRYIEIRTE G D AAS .

Many-light deferred shading algorithm
For each light:
— Generate/bind shadow/environment maps

— Compute light” s contribution for each G-buffer sample:
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For each G—buffer sample
— Load G-buffer data
— Evaluate light contribution (may be zero)

— Accumulate contribution into frame—buffer

Al DK B 220G TR R BB AR R, TR RIRANEE— A s M RATE , SRS DGR
shader J& 44X MEIE

7.5 FERIEH vs IEMIEYL

X 1% T[] i S AIHE IS i G R — o A7 2%

7.5.1 IEmiEYL

* IE[ES (Forward Rendering ), ST (A5, HHATIREEMA,

o IEETEGEEGE 0 DNPETE m AR RE G, 2R O m)iK.

*  Forward Rendering, YCIRERXITAEABELME K, FFLALEBGE G FAMXFOCIRE D 15
*  Forward Rendering A% .CoONARAS ] LAIZRIR N «

For each light:
For each object affected by the light:
framebuffer += object * light

Forward Rendering A ZRIRFEANT -
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Rasterization
(Fragment Generation)

. .
ve Processing

Frame-Buffer Ops

- Frame Buffer

K11 1E[EEYE ( Forward Rendering ) &£k AE

7.5.2 FERIEYL

. FEIRTE Ye( Deferred Rendering), JCHATIREMNER, FHITEOITHE,
© IERVEYLEYE 0 DMERE m DNEETRE G, ZEEH On+m)iK,

. Deferred Rendering HH R AR F R CIR M B s iRk B4 2 22 2 1 L5820 7T .
Wk R R AE E— =Mk —a MY, BaEREANSH LA E A=A
EPNG

. Deferred Rendering BRI TT IR UNR, ECE Mo, Xty , JrExs .
For each object: Render to multiple targets For each light: Apply light as a 2D postprocess

Deferred Rendering FIE AR UNT

101



{Real-Time Rendering 3rd) &Mk 2h

| VenexProceing ||

Primitive Generation

I_

Rasterization

(Fragment Generation)

Geometry pass-through
— Shading J—
Frame-Buffer Ops v
—p| “G-buffer” Frame buffer

K 12 ZERTE Y4 Deferred Rendering) 5 £k i f2

7.6 FERIEGHITER R 4T

X HLA 2 — N 2 UG (R SE IR T e (DR

7.6.1 FERTEZIE S

Deferred Rendering 15 R AL R CIR AR A A7 57 h AR RO R FE R 20 BE = 1 158 4
oI WSS AT R =MIBikE— AT = A, RIS EA SRR
HASAR ™ A2 B R

—LBH
SAREAL O(n4m)o
PRI AR R, TR,
FIEE/DHY shader
XHE AL BE SR RAT
TER BRI G SR
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7.6.2 FERIEGLAIBR S

— BB
WATFES R
S G-buffer B NAFHT 9 FH i R MEREIRS
XoF 2 WA BT AP AE IR . E3K i 7245 T ) V5 Yetb A 7 i

X Z2 HRFEPTHE A ( MultiSampling Anti-Aliasing, MSAA ) WX R A GF, EEHF NT IS MRT,

7.7 FEIRTEFLHI

EEXFAEIR Ve Y FIRR B RGBS, T R FAS 28— LE AKX Deferred Rendering A HGH 58 R B
T%. ElR PSR A RBI PSR AFI G-Buffer Bdughtai/ Mb, XA AES T
Light Pre—Pass ( B[l Deferred Lighting) Fi%. 7—M e 21 tRAR—H, K5k
M, XMITIEAGA T Tile-Based Deferred Rendering o
WL RV, H WHIPAFP Deferred Rendering A% 22 »

FEIRYEIE Light Pre—Pass ( Bl Deferred Lighting )

IrHGEIRTEYY Tile-BasedDeferred Rendering

BT o

7.8 FEIRIEM LightPre—Pass / Deferred Lighting

Light Pre—Pass Bl Deferred Lighting ( #EIRJGHR ) ST1EI/MESE Defferred Rendering HH G-
buffer B 5 AP E 244 (reduce G=buffer overhead ) , fF-H Wolfgang Engel T~ 2008 AEAEA,
T ( )
#,

JE R ' R A ELAAC R S

1. ERGRPAEY (opaque ) BYJLMTIA, FEZ n & n FIBETY EHEF (specular spread
factor ) m 5 AZEMIX, X n/m-buffer ZZifIXJ2— DAL G-Buffer 220X, (HASIE
BEAD, HigeE, @5 TR B agMmX, FRIATE MRT 3.
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2. HOLI, PR ARG COr R, IR AR IR SR AT R R
X o XATEFEAT AFE—A BT pass 52 (EF] MRT) , sl P BT pass, FAEEE
BB AT DIFEIX A B Befli FH—1> full-screen pass #4711

3. X PR E I U AT —UOE S WSO I8 SO FIBE T S S, %) i 25
PR PP 18 SR BT TR S SRR P IX A EAEA T, PR R EIRE ARZ B Z I %
15 b —Br Bei A AL BRSO, AR B BRI

4, EHARIEIR 7k TE R B LT

HARR AR T LR IR

Geometry Stage Shading Stage

Normal Buffer
Depth, Normals,
Specular Spread

Figure 2: The stages used in deferred lighting. The surface properties required to calculate the lighting are rendered to the normal buffer.
The lighting is calculated using data from the normal buffer and stored in the light accumulation buffer. In the shading stage, all geometry is
rendered again and shaded using information from only the light accumulation buffer.

Shading

Light
Accumulation
Buffer

Seco

nd Geomnr

netry
Pass

¥l 13 Deferred Lighting Vi F2 &

AN TAEG ) Deferred Render, {#H] Light Pre—Pass AJ LIXEEANASIE] ) JLAARAE FHASIE] )
shader #ATIEYY, FrLAE YA material properties K45 B L2284k,

XHEEANTTUIE BT TAEG R Deferred Render, ‘B RISE A B T AEAOGIR, XA N T
JCIRBEE W RGN, 1 Light Pre—Pass 2 =0 HSIE forward rendering, T LA LIX 4
mesh B HM BT, XPHESAHHARL, A HAE,

55—~ Light Pre—Pass F{LSURTEMH MSAA ARG F], BARIEAZE 100%fH 1] 1T MSAA
(BRAEMEA DX10/11 (%) , (B2M T T 2 {HF Normal {H, SUATLMRZSZ 314
%, IR

7.9 3 HEIRIEY: Tile-Based Deferred Rendering

YE NALSE Defferred Rendering M5 —Fh FE e, AR aERTE Y ( Tile—Based Deferred
Rendering, TBDR ) BTESHMEITEYS (amortize overhead ) , H SIGGRAPH 2010 F#EH DIk
BT R AT T

SRR TBDR 76K HOGIAEAE R BL T W1 G0 T L SCHESIAY Light Pre—Pass.,
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BATENE, MEREYAIHIE TS G-buffer, 7EREICIRT, HAAHRBURA T 6 IR
G-buffer B SEIEZ I (color buffer) IR G . XBEMMEUE, BN, BMEEEIR
S IR B as () A EAE, AR OB RAEARM R by, BrilasE S G-
buffer "PAHFI AL E RIEAE , TS DAHINE G I XS ABIOS . SCIZ , A 50 H] i
PN

TR FE R T Y ) T 2 AR R0 R 5 A DR A/ NS, Biltndg 32 x 32 REEA—A
Gyl Ciile) o SR05, THEANHEZRMESGIEE N, IR IR RS 1A 7E Bt
BHNRE, 5, BT E S, MEMERIEI G-buffer FIYGIRFIFR KA KHIEIRF
B ik, G-buffer F%HE B8 0 1 IRHAY 1K, 5 A color buffer 42 1 YR HAY 1 ¥X,
KIEFRACAEH S R . Aad, R ks 2O CIR S b b, XA R AL
PEAIEE (light culling) , ATLIFE CPU m% GPU (i#% LA compute shader SZER ) Hiff7. H
GPU IHEMIFAL R, GPU X TAE CPU B, Widi/l CPU / GPU Bdiifi ., i
H, ATPERN R VER (depth range ) , EEAAIAE

A 14 Tile-Based Deferred Rendering K7x @GDC2011, SPU-based deferred shading for Battlefield
3 onPlaystation 3.

WL 2V, TBDR FEEARUER BRI — /DR tile, SRIGARPEIXEE Depth >RIGHEA™
tile #4 bounding box, XJEF4™ tile B bounding box F1 light #F173RK3E, XHEERLIGE] T X% tile
HYEA 1 light BF8), SR IESRIFIITETIE tile BGIRRUER

Xf k. Deferred Rendering, 2 Bl & X AR BOHAE FH IX 3 light volume, 2R 5 g HAERTAY
1 pixel, WA MECIRESR—UC T TBDR, HZE#EAS pixel, iEHATE tile
FIELORES, AT L light, JFAIH G-Buffer 17 Shading. —J7 i A mi/b
T Z BCEANE, B—HH5SESH Deferred Rendering AL, W/ T BRI HY 56 .
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Deferred lighting slightly faster, but trends similarly : Slope ~ 20 ps / light

Slope ~ 4 ps / light

Deferred Shading (NVIDIA 480)
Deferred Shading (ATl 5870)
——Deferred Lighting (ATI 5870)
—+—Deferred Lighting (NVIDIA 480)
—=—Tiled (NVIDIA 480)
*—Tiled (ATI 5870)

Few lights overlap

o
E
Q
E
-
Q
=
£

64 128 256 512 1024
Number of Point Lights

K 15 £F 1920x1080 73 H% 1, Tile—Based vs. 145t deferred shading

i Toggle Wireframe

| Use Texture
| Use Blending

Lighting | i S T
+ Amibi Show AlbedosOnly :

% L || Show world Position Only -

v

“Dir Light Count ‘ Show Nermal Only -

Point Light Count 6 show Depth Only

i e | b o | ER M 7 PRI Show Specular Only

Draw Light Sphéres v Per Sample Shading
Draw Sun Sphere - View Light Count
Animate Point Lights - r‘_Use Face Normals.

K 16 {ifiF Tile—-Based Deferred Rendering EEE I e, WS 4096 P EOGTR

7.10 FERIEL vs HERIEHR

KTHERE OHIERCIR, &% SRR, XARAXr—T,

FERTEYE ( Deferred Rendering ) MHRIERE 4 ( Deferred Shading ), 7 2004 4£/ GDC gk H .
s FERJEME ( Deferred Lighting) XFR Light Pre—Pass, JEIEIR %@ —FhekiE, 78 2008 &2 .
Deferred Rendering 5 Deferred Lighting 7 T8 [/ 3= 2 57 [A] .
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. DeferredShading 75 % 5 K F) G—Buffer K 5¢ X} Deferred BBt A RTIIMESR:, 1 H— 5 Z 444 MRT
SRR, AT LADE R B EOR T R

. DeferredLighting 5 %2 P4~ JLARATC A 22 il i B A 58 B ME Yo 4 : G—Pass 5 Shading pass. X/
WESE A B # . T Deferred Shading F1 ) Deffered BB AE5E 3T G-Buffer (Y5523 [A] F
11, SWFECT Y S BRI, XREEAL B AR BT Y KRS I S 75 B A BAE 5 T Deferred
Lighting 17T LA7E Shading B BeA5 EIWA R A4 BT A5 B 07 (553X — (]8T A b B AR 15 A fRT 2L

© PIRORIER RIR BRI BRSSO A E I IR AT G, T I SRS B B AU BN LT Pass
HFER

PR AR XL -

Geometry Stage Shading

G-buffer

Depth, Normals,
Albedo, etc.

Figure 1: The stages used in deferred shading. The first stage ren-
ders several properties of the opaque geometry to the G-buffer. The
G-buffer is used to calculate the lighting and shading, which can be
done in a single stage or two separate stages.

&l 17 Deferred Shading JiF &l

Geometry Stage Shading Stage

Normal Buffer Light
Depth, Normals, Accumulation
Specular Spread Buffer

Figure 2: The stages used in deferred lighting. The surface properties required to calculate the lighting are rendered to the normal buffer.
The lighting is calculated using data from the normal buffer and stored in the light accumulation buffer. In the shading stage, all geometry is
rendered again and shaded using information from only the light accumulation buffer.

Shading

Second Geometry
Pass

] 18 Deferred Lighting A

7.11 SEFRHEZHE JWAY Rendering Path 5%

X —T %) 5 WAL AE e i WA JLFT Rendering Path #4757 — M ij B/NTT .

ASCHATE £42 211 Rendering Path 7 :
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EMEY  (Forward Rendering )
FERTEYL  ( Deferred Rendering )
FERYEIE  (Light Pre—Pass / Deferred Lighting )
HUEIRTEYY ( Tile-Based Deferred Rendering )
FRUbZ AN, A 4T —28)5 k3 H Y Rendering Path FLEA 5 -
Forward+ ( HJJ Tiled Forward Rendering, 4}iE[RiE YL )
B IEYY Clustered Rendering

FfRBEA , XSARTT T, A 2GR ITACA T A A SCTURNEAT T

7.12 HEEWLES) Environment Mapping

)5 T B —0 { Real-Time Rendering 3rd) B/\E “XIFNEFEEYEHE Area and Environmental
Lighting” "'/ EnvironmentMapping MG, T —R 3G, BUEBERIESSE JLE “Global
HMlumination 2 JRIYEHR” FINE

Environment mapping ( FRBEBLES ) , XFR Reflection Mapping ( J §FBit ) JEITEHLEIE 2240
Sl bl FH 3 T IS G R ( Image—Based Lighting, IBL) HAR, A S G EE
ZBE T A — AP EO s o 1 Blinn A1 Newell 7£ 1976 B IRR T

M TR r R, ARSI AR SR R FA AR I, (R 2R
ST ISR SR B — R, A IR RARTORIBE AT Bl o I B A B — > ML 2R ik
MR FIEA BN, RIJCEE BIYAR U BIIAR B B 55—

€l 19 Image Based Lighting Environment Mapping ¥ B 550 5 [&]
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RBE ST ) H WAL

«  BRMUFREEMLSS Sphere Environment Mapping

© SETRFREEMLSS Cubic Environment Mapping

o LIREEML Parabolic Environment Mapping

IS LS 1 — 2L [ 1

o GRS (Glossy Reflections from Environment Maps)
o LTRSS (View—Dependent Reflection Maps)

o FEIREEIREEMLS) (Irradiance Environment Mapping)

FE, HEF—A T 2 CubeMap W35 Ak 55 .

http://www.humus.name/index.php?page=Textures
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FNE £RCHE: HREBR. BIZIBERES
ARG S

‘
-
9.

Q

£JaEMf ( Global Tumination, fi#% GI) , VEAEIEAH HAEIMEZ —, IG5 &S5
HR FOLIRI BRI, B B2 Y5 h A AR SO s i TRHE G IR A — R bR

REHEWBNRDELBE, HARIEERSF IR AL S, AR 2 at IR N R R i
/e

I SCERF I SE 4 R L IR B, S4B A
ARG IR FEAME
2SR EIRAHIE 2R IR
G MR RG4S

5

HZIBER Ray Tracing

5

128 Path Tracing
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JCEGBER . BRARIBER . LA B

Y Ambient Occlusion

8.1 F13C/E &V

Be 1230 ( Real-Time Rendering 3rd ) 55 JLEE M EEE IS LM, 1EA—RX T2 R E
W, AEHYET AT 8 X E 2 ROEIRER LSO, 1 Reflections . Refractions.
Shadow Z£77, TMXLENATE { Real-Time Rendering 2nd ) 1, HAZRIAE Chapter 6 Advanced
Lighting and Shading — 7%,

BE#X (Real-Time Rendering 3rd ) 4% JLEARIHIIM 425 6IR, BoLNAdR 2 RpEIR, ASCRD
P RS AT 2R 100 RTT Z RN A, ARDEIRI ELRNAE BT, Ml—RaEeR
JEREEAME S, FEIARIR, LR eIREOREEgRAE L, MRtk b N
RELGEES | MR ER S AA I ZRR O

8.2 &FytiR

L JEGHE (Global Hlumination, faj FR GI), PR Indirect Hlumination, [A]4GHR, S35 RE%
ey HAEK AYETIRIYIEIR ( Direct Light ) X % JE 281 st v HABMIAR U5 I 156 IR
(Indirect Light ) A)—FEgede R i 4 Rt IR BRI AT RIS 58 7 55 1) L SRk

RIRT AR Ry . RDERR = EHHEOERE(Direct Light) + [A]42E 18 (Indirect Light)
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K 2 Global illumination = Direct illumination +Indirect illumination
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EAMIEE R K H CMU 15-462/15-662, Fall 2015 Slider, Lecture 14: Global [llumination, 44X,
MR AW AT LA B, B (Physically Based Rendering,Second Edition From Theory To
Implementation ) BEVEEH .

FIRERTAE R, AT Indirect illumination FYE 2, fEEEDEIR (FHYE) MESEARIAH T, 15
B 7RG SE RE AT B, DA R i v YR o HL A SR

LSRN I A 18 S R R B OB S iy R BRI 8k, (HHESe e i

gt Pt BIREE TRRDCIATENE, PUOMBHLEA 1B A IR AR 8 B
A e 228 e A SR Z A EAE A . Wiy, By it Bl — A &
PEATSEZRADC IO RRR IR, AR EHATIRARITR, ik, X ELEatom

2, ELEATDSEN S, o ANFE T HEm SR, e8RS R B 5 2 Bl CRERL”
PN RE o] SR AR BRERAF B S A AES R, TR EA N ZRIONE T 2008, BEEDE
REJT AT IR ] — P HEA AT RS

8.3 &Rt EERILTIK

2L HFER AR, RRPUIRIAS ARSI, F LR RDC IR EERIRSIZE T .

Ray tracing FGEE I

Path tracing J§A5IB B

Photon mapping Jt:F-WLET

Point Based Global Illumination J& T 5 (456
Radiosity &5

Metropolis light transport FE45I AT IR £ 4
Spherical harmonic lighting BRI AR

Ambient occlusion ¥REE G
Voxel-based Global Illumination & T1AZ 4 RGHIR
Light Propagation Volumes Global Illumination
Deferred Radiance Transfer Global Illumination

Deep G-Buffer based Global Illumination

o
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TP A AR AR . SCRT LA 0o N Rk AT AR Bk

WHEZEEE (Ray Tracing ) JRFR, HATELRE—MESR, FFEFMFRETRR oD RZa RS, HX
o1 i IH RO ELRIB R ( Whitted—style Ray Tracing ), AR EOEZRIEEE ( DistributionRay
Tracing ), FERFRIBOLZRIEREE ( Monte Carlo Ray Tracing ) A5

Mg ASEEE (Path tracing ) IREFR, N NEEFRIGISIRIER: ( Monte Carlo Path Tracing ), W
m] B4R IEEE ( Bidirectional Path Tracing ), BEEFBECEEASIBEE ( Energy Redistribution Path
Tracing) A

Hrp A BeR 2 A EOCHR, Inpgitiass, sURAETOLLIBER, 458 1 54 RISITikmim —
FHTHIIR AR o

8.4 2FRPLBEARIGF L

X RIDELIE BRI ARIBERIR R OO LA, (AT B A — T 2RI EOR R R (1968-1997)
2 LR

8.4.1 kST Ray Casting [1968]

LA (Ray Casting) , fEACZGBEF LIS 2, HILEEIE T 1968 4F, M Arthur
Appel TE—k4 8 { Some techniques for shading machine rendering of solids ) M XCEHFHEH . H
HARE PR N MR R — R, ARG IR BEHER P A  E S 2 n A, T F- i
FREAME R BB AT AT WSR-S

]

IS

K 3 LB AR IRIS B S 5t
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8.4.2 Jt2RkiE¥EE Ray Tracing [1979]

1979 4, Turner Whitted 7ECE IS FERE L, INASCSWIAR RN E., ICEREDRE R
W RS, Prat R = b4k feik, BRI SR, X— kAR AR o & 8o
IR . BIHEZGEEE (Recursive Ray Tracing) s, 5 Whitted—style LR IR EE T
“EE‘O

At 357 vk AR ML I BT T YRR S, 80 5 kS 1 BT
PRAE A, AR BT T, TSR I P R €5 A SR A
S LGS, ARG M ST B 5 — S0, UGB R %, HEDR
3 H 0 SR8 KR

K 4 8L ediBiy . MR RMRERGT LR, HBERBOEZ (shadow, reflection,

refraction ) , JF4EE1H

8.4.3 SR IELRIBEE Distributed Ray Tracing [1984]

Cook T 1984 5| AGéFR %7772 ( Monte Carlo method ) 2|2 BRIEESTUIR, K20 S LR IR IR
T RN A L IR ERA TS (Distributed Ray Tracing ) , MFRMBEHLGLE B B

( stochasticray tracing ) , A MEFIEEZRIRCR, tnaf@otie. B2 . IR (Depth of
Field ) | iagifa54%
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844 [EHHFE The Rendering Equation [1986]

TERT A BIREGT 3Rt I, Kajiya T 1986 4Fi#E—20 ST TiE YRR BLS, I &R BOGhE
TR FEHE SRR S . X — R T 3 POt REE A B RS UG, PR A
SAERA T FRYERST R (Radiance ) 5 AT S22 B S E 2

A LR G 7 R A R b IR O JERY . Kajiya 7 1986 AR5 — UK E Y i g | A
J5, BEE M BRRZ 2R EIRR R, e DUE R R At , X A e kAR, LUk
FCACTERER H Yo ER ARG 2, DURRERSPHEER, SE3eiiid 1OthE
TEY s BIE g . RZ FLRE QRO E X B — Bl 1 Ry AR an
L

L) =L, W) £ [ e A R
1

\
<

K 5 TG RE I TN x TR —7 07 BOCTUR Y S

8.4.5 42 BER Path Tracing [1986]

Kajiya t1F 1986 4F-4 H T BARE AL EES, TR0 T 3 FRAFR K B 2R b Il — 4 .
RAEEY RS, Kajiya &SRB 28— TJo0W (Unbiased ) MTEYL L, BEARIE
BRI FEA AR MR th— 502k, DR 5 W3 I AH 28 I AR U8 2% 1T A M 02 I PR b S R
—ANJi, RS —FO, WER, EHEDELITEDEE L (kiR ), RE S
FERIGIITE, HHEHTUR, 1EABRRBIEAE,
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8.4.6 X |u]pf42iEE: Bidirectional Path Tracing [1993, 1994]

K] - ARB B ( Bidirectional Path Tracing ) B AR R B MRS . SETRAT H ek, &
TG, IS FE81E (eye path ) FIDGIRFE{4E (light path ) BRYTRERER (154
AT ZE AT DL ), DA P A AR 2 B8 A . XA VA RE RS 7 A — AL G2 AR B R ME LR A
FIOCEE, FrLLREBARA RO IRUME S . 28,  [Veach 1997415 Y 07 FE2US BN BEAR AR
SHIESL, SRV 2RSSR I T R SK 2 AT o

8.4.7 MHF AR YEIBfE% Metropolis Light Transport [1997]

Eric Veach 28 AT 1997 442 Y T MR AT G e AL 5 ( Metropolis Light Transport, R TRIFR N
MLT) J5¥k. B§i2iBE: (Path Tracing ) H—"MZO )8 LE EFE LS ] REZ Y RAE—LETTHR
KIWBEAS, TZJ7iE AT LA B S AR S oTBRoOR A, AT ERR U & 23T Dl N B AR, 1T
FETTHR R I BAR B OE 2 SR BRI IR R, B RRIRI R 0Tk, Al —SEr Bt A, X LL)R
PR EE AR DT R AR = . HXUA BB B A L, MLT SEAN&E#E, RELPiS i 2
S HAnTERE N Hoad T4 A R B R EOIRSE IS G 0 AR B B 5 I R A M D R
FEBIE 1 S XA B R AAR AR T 7 AR R RIS

8.5 JtZ&iBEF Ray Tracing

JELIEER (Ray tracing ) J& =BT AHLEIE 2 BORRRTE QL RE ,  BRES ARG & Hh AL4miA
JECIRA DL, i KA — IR A R A s AR B ok . ARG 2 Y
LERFMATOCARBI SRR RN REE R, (HRRXFITEA EARDLRCR, BT
BRSSO, I HACRART &, BT a6 K e T AR I 8 3 i T
RS

B 248 EL, Whitted T 1979 4EEH T HDCLREEAETT ML A RER I 2, X
— A R LR R ik . IR EOCEE R, B Whitted—style YCZR BRER 7
Beo HAEZRAUE NS BUGO I LR R ZSEE, KB S520CEAHZE i SR YA R 52
S IRz AL B R TR T, T EOCIR BRI AL SR T
BRI, ARSI RO AT T R S — A4k, Wi Ia TR X, EEDGRL kiR
Y st mR BB B i R A TR

PR 33X 5K Pl T LAAR S ) T A G288 5 07 125 A SE e
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@ Sphere equation: (y—¢)-(j—¢)=r"  Intersection:
Ray equation: () — & td ("'* td - '?) ' ("'* td - ':) =

:=(é'-dj+2(5-a:&'+(5-a-(a-a-r2=u

LK

t
1
llluminiation Equation (Blinn—Phong) with recursive Transmitted and Reflected Intensity:

I=kalo+ 1 (ka (L N) 4, (V- R’)”) i g T AR

recursion

sind U n . . i i :
@ Snell’s law: 1 _ ¥ _ " Naiy SI00; = Nglasy SO} refraction coefficients

sinfy vy g Sl T =15

sisible shadow ravs
@ Area Light Simulation: I;.“,,;,,g# isible:shadow rays)
' # (all shadow rays)

Il 6 Ray Tracing Illustration First Bounce
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K 7 LGB ERE G RRCR 1

K 8 FETOLLGBERE G RIRCR ] 2

120



{Real-Time Rendering 3rd) &Mk 2h

© Caustic Graphics, Inc.

Kl o FFHLLiBELE RRUR Kl @Caustic—Graphics, Inc

10 B )R B TE R RCR K]

JCERBRER A — R RS HUETERE , R RRARE R, UUZRT H TR RE R 2
ERPELIB BRI R . RS RDEMEIE = a3, R T8 9 —ZCrE i AR R 2 )3k
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IR, MDCAR R H R B AOLL A N DL, BYCHREE T B, XAk
Sz A — S B, BIAnRT DL 2 R APTR B IS, I H AR 2R
ARG . RSB ISR A A SO R DL AT S SRR, (R SR
JCERIRER A —E R EILRCR R, A AR el 58 s Bl Yo7 R Ay I oA AESE A
HIERESCRES ., th TE g ffiid TR ECR , Bl Btia gy 2 ] LIAT
FIEIEMESRCR, (R, BEIFHENTHRRR, Ll kL. T2, ran
PASC B E YA T BR AR R T R A O, T DCERBRER A — e e e M AT I Tk . A
T W E N —2T53k, AR AR ER T — i 3k, (HURm DI 2 A IRCR

M—BtdaBimny s, 25X —T5 N g

for each pixel of the screen
{
Final color = 0;
Ray = { starting point, direction };
Repeat
{

for each object in the scene

{

determine closest ray object/intersection;

}

if intersection exists

{

for each light inthe scene

{

if the light is not in shadow of anotherobject

{

addthis light contribution to computed color;

}
}

Final color = Final color + computed color * previous reflectionfactor;
reflection factor = reflection factor * surface reflectionproperty;
increment depth;

} until reflection factor is 0 or maximumdepth is reached

8.6 F{1LIEEE Path Tracing
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FEARIEER (Path Tracing ) 7775 Kajiya 7F 1986 4F4 11, %05 A HEABAUE MUK 1 —5%
LR, L YIRS AN S I AR IR T BB S MG SR — AN DT 18], et o — 202k,
B, EHEDLLATEDER L (sukiiihyst) , SRIRHERREIL, HHROCLR ok,
VERGRRIBIEAE . M SR R8T AR BSR AR ey, HER R RS, &
BRENEE— N IERRIZER

IR, BRARIEER = SCEIBER+ SR RIBTTIL.

XA —AH] 99 AT AU SEBLARIB B RA I — R Sy 2 R L IRTE e, A R A AT DLk
177 1%

http://www.kevinbeason.com/smallpt/
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B 12 FET AR B B S P A VR 3 T E ek ] ©Photorealizer
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Kl 13 BETEEARIB B E Y IRCRIEL ©htip://www.pathtracing.com

o 3

IR T
tﬂr‘a.‘a::c;::’:

K 14 FET AR B BRE Y RYSCR 5] ONVIDIA

8.7 Ray Casting , Ray Tracing, Path Tracing X3

WIZEE AT FDCZEAR ST (Ray Casting ), JGZKGBER (Ray Tracing) , BEFRIBER
( Path Tracing ) =EWRX A, R @il AE https://www.zhihu.com/question/29863225
BRI A LRRERE, A SO EES | Tk
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. Ray Tracing: XHIJEMELR, MAR N Tk FFEXMHELRAERIY raytracing, X MHEZL S ML
RS ray, SRS ARIE RN I . IO, B BEDGIRECE GRS . — ok ulia A
Z:/J\O

*  Ray Casting: HSHX A volumetric 7 LUBEE . BRI ray tracing BUER—2, KBHDEL, S5WIEMZ
AT DSAAR TR, 7F Doom 1 B &R GHEFY

*  PathTracing: /& ray tracing + SERFRIE. TEAHSS G 53— BEDL T M 4RE2RER , JFARYE BRDF 1145
i, isHEWA/N, A —E/N 32, AN Bidirectional path tracing

SO, TR — TR FREE G, AO,

8.8 B GEWK Ambient Occlusion

IR ( Ambient Occlusion, &FR AO ) &4 m G RBI—Fp U, TR = A E 2
AR SE I G ROCR, R 2R Z 8] b TR R (RIS, BB TH A M i 42 )37 S rh i 4
T, LRI, PIRERSERE, BeRg b A BRIA . REESEAN/ NIRRT AN T
SEIN)E, MR B TR R AN S AR

LI, PRGSO FOW E 23 Bu A i 32 SR (R IR I A IR RS b, R TR PR
AR R I TR DG PR 5 — 285 T 3 BRBOGIERCRF RLZ Jm R dB ik 40 7y i ir e H 2w B 5
%Ej}n %@_“lk:.bo

Ambient Occlusion FJZ /P24 .

. SSAO-Screen space ambient occlusion

. SSDO-Screen space directional occlusion

. HDAO-High Definition Ambient Occlusion

. HBAO+-Horizon Based Ambient Occlusion+
. AAO-Alchemy Ambient Occlusion

. ABAO-Angle Based Ambient Occlusion

. PBAO

. VXAO-Voxel Accelerated Ambient Occlusion

— %M, Ambient Occlusion B¢ & FH 7242 SSAO, U Unreal Engine 4 TRy AO, B2 SSAO
S,

B, Whi—20H A0 FHOCHY, B SRR QO IA, S AR IR S
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& 17 Scene with Ambient Occlusion ©Unreal
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CoLor ID Masks AmsIENT OCCLUSION CasT SHADOWS GLoss HIGHLIGHTS Rim LigHT MAIN SPOTLIGHT PanTovER MAGIC

19 — sk SR PRI i A T e ]

K 20 A JCH BTG e AR HE R
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PNE WA RPET

RAy:

T
A
<\ 1

AR

AREE RIS, RTIERIF LR TEIRATE Y (Image-Based Rendering,
&R IBR ) HORM T I, ¥ a45 (RTR3) e Ha42 2009 16 Fhvd IR IBR JE 444

7ko

{IXNEIREE

TE Y% The Rendering Spectrum

[ E A YIS Fixed—View Rendering
K758 Skyboxes

JeAiE Y Light Field Rendering

¥R 5JZ Sprites and Layers

Nyt Billboarding
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{Real-Time Rendering 3rd) &Mk 2h

i FR5E Particle System

W Impostors

N5 Billboard Clouds
K54 Tmage Processing

B IE Color Correction

ML Tone Mapping

853 Z6CFIZ G Lens Flare and Bloom
FI% Depth of Field

BB Motion Blur

RIEYY Volume Rendering

EFEREZHER, HTEREHTEY (Image—Based Rendering , fj#% IBR) , B4 HB—IK,
BRI T —&) 2 fiE RIS, BRI, RGO TE G ) 2B R

Ui B RS — R B S KA AR e TE JIHAE S T s il R R B UE T, AL
BB TV e . PRI, o P T MR BT e — oA A5 TE e i i . BRILZ AL,
IBR He AR HA— LT 2 IS, thinage, BEBESFRZRMEHZ L EFIRNY)

T, Ana] Dbz 43 R 2 B UK B m X Se 58 R ) 3R T .

OK, FHIFRIESC, XX 16 R WAIEE T ERITE ISR, 23l T 4.

9.1 JE¥%% The Rendering Spectrum

AT, ER B A RURAE S DR IA, BT UGARISER, 3SR T By ik
B, BEN, RBEE RSN T 2R =R Wonte i L, ORI T =
AErE Yy fE—I59k, WA R EIER L. S BA MERTUA LLE B 7 SRR3R
RIDLRL, SRS SIARDLAmI R, PIRRIZR ol IR A . (B, S S In MR iy e,

N T R s, EEA S R A R UORF AR . SR, HYIARGLT A
RTINS LR AR SRR XA 1 SR IREOAR (Level Of Detail LOD), ]
LOD HAR T2 HIIEA 1IN s T Jdi i

AR ZEAN] LR R ZET I B EEE L, e, nT RUHIE B A R 2 ek
ok, T IRE, IPUE SR . oAb, HakE R ] ARTUbgaE Qe B 5 L,
IR TFHAR N
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{Real-Time Rendering 3rd) &Mk 2h

an (k. BT) mAb AR, RIER A SRR (Billboard ) it 3D B AR A TIE
oo (CRTRAERBARR—SEHT HARRREE, PEIASCHAT) .

Ro

B 1 (L. 2280 ) J R T Billboard #5471 T FA)E Y

Lengyel T~ 1998 1E {The Convergence of Graphics and Vision ) — 3R T —FhFR1E v R
HLVER /s, #4478 The Rendering Spectrum {E 444, 4T BN

Geometric
Images models
Appearance ) Physically
based < > based
Lumigraph )
and Sprites Layers Billboards Triangles . Glf)bdl.
s illumination
light field

K 2 JEYLE The Rendering Spectrum ( RTR3 Fo A )

Appearance Physically
based based
Geometric
e models
Lumair?crjaph Image Sprites Triangle Global
light field morphing scan conversion illumination
Sprites Layered View- Geometric Monte Carlo
SPlar::Z; with depth dependent rlimjif level Radiosity ray
P depth image  textures PPING  of detail tracing
Graphics
Texture Range data Silhouettes llluminance
o ) Plane- recovery — merging tovolume estimation
Multiview Optical flow o Layered Depth map
stereo  estimation stereg stereo recovery
Image Curvesto Geometry Reflectance
mosaics 3D mesh fitting  estimation
Vision

K 3 JEYYE The Rendering Spectrum ( Lengyel 1998 1SS )
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{Real-Time Rendering 3rd) &Mk 2h

A LURHE Yl TR e T . WZEBI, hifRRE e, h T4 RGBT, A
SN2 4y PR G

9.2 EEMARIIBYL Fixed—View Rendering

[ % LA TE S ( Fixed—View Rendering ) £, 38106 &2 2% LB R 460 R o] LLAE 22 i B2
A — 4118 B Y buffer 2758 R TE YLl ) 5468

XTI LS R, ik FE QBN AR AT RE R B SRR . AT LA BRI
B IR BB SR NE PTG F ™A% B UL E e, BT AL, BIARA AT S
MAERXAPIFOL R, RZTE YT LA F—Ik.

W, G A A A, LS. B RIS AL, b
SLE (T 2 SERIK AU IERE buffer 5B AT BRI 2 ZBulb. T AL
R, DA SR T . SRR, AERA ALY 2 VRRE (DI Th £
VYR, FERCRIMAULT , SARMERTHIR . ORI, T LI — 5 048,
1, RIS TR T DR, AR AT SRR T 55 0 P IR € T 5
TR L, ARG . BRI (Fixed—View Effects) , AT BLMLIPIA 24
JUI SR T BE 00 TS0 TG — LG 3069 buffor 154K BT

TEH SN (CAD) WP rh, BT @O QAR RSH), JIf BAEH P T4 Rl
YEmE, MEASSE ., — B P Bsh B Fra s, el DIAEGEBIE A Z Z2oh X, LUz R
FOHTE, SRS RIS S A R ICER . X AR VF R PR MR, I e
77 S B2 SRS ., Sl A E G Zemp X AR IR B, I T HIEIR 2 (A B,
AR AT HARERA . Biln, =ZE2mie et il Ul A2 E LR XS 8 ID, R4
SO, IR P B S e O SO B (AL

— MRS AH T%ﬁ%ﬁé‘z\?ﬁﬁ%((}olden Thread)ﬁ ERGI ARG Adaptive Refinement ) IE

oo HEABRUE, MOSSTRAZIN, MENBERERE, THEHLA] LA SGBOR ST Y
K5, Mg RGOk SRS, X R m B A2l 45 R il LI T Pl sl &
F—RINEE T, XFERXTT CAD sHA AT AR AR A . MRtz b, e rl L
IRZANFAEATTIE . —FATRER T 2 R i as (accumulation buffer ) BT
(anti- aliasing ) , [l ER&MRZRENR . Fioh—Mralieny s ig B aR R shra o (a
JCEGEER, MEDGIEH, FRITEE ) WA, RIS sGEZ S R EIR

7E RTR3 159 7.1 W/ — D EEZ AN, wEx TaEmmamirm, SEASDL, Jtigx
ANESE B UM SR SRR A SUX AL B RBE B O G . RIS B R s, (U, 7EB
S S AR PR R 7 1] BYOG AR EE T LAE o f] ST — sk B AR SR
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{Real-Time Rendering 3rd) &Mk 2h

QuickTime VR J&f1 3N FITE 1995 4R A& AR 1K) VR STk A0 00K 7= 5, JEAS JEL B2 A5 1
LR 360 JE4 R El, QuickTime VR HRCRIEGGE # /& —HEE G e — R, 50H Hi%
SR, BEE P IAE, BURAE Yk R . I ALE R . BRIk
BT —E, HSEEMEMEL, XFPEARRA SIS RCR, REUE# B SH5nT
VAR B2 5% sl AR

Kim, Hahn F Nielsen $&H T —FA SR GPU Bk &5 &, Wi H@%, XFh4e b
PIAEAE RS R IR B N S o E, DISCEsh SRS SR RI3E H.,

WTHR=0EE, HEEETMATEAR 25K (panorama ) , f# A QuickTime VR i 44 H Y
ST, Hrp, SRR s EEE, 5P AR A A B S el AR RO
ZENT A BB T AL A SR, oA LA 4 .

K4 axi A R

K 5 a2 ER R R LA 1
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{Real-Time Rendering 3rd) &Mk 2h

Kl 6 it s RIS 2 R P 2

9.3 K=& Skyboxes

X —SE g AR IR, WARFE S L P BRI RO . 52, MRS —K,
BE—-TAK, —EEmiIASEERE T ASAVERAR. SR, EnlEgi i
AP AL, (ERAIRSE ARSI, INAR BB EARMKIH—FE . KA Goatm T X 2l
HUE7Z/[L S

K 7 BEFREFEE LAY @mad max
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{Real-Time Rendering 3rd) &Mk 2h

MG (environment map ) DR A ZS ] A S EAEBE . B AR P I 138 5 FH AR
5t ABENTRA] LUEIE R RIS RS G A A A . AT Anf b 37 T8 ] ) P53 b T 3R S T
VIR T I H s SEO7 IR (cubic maps ) gtk i DU —FhERSEIG 1] . PRI 00 IRT ik 7 Rl 4%
HWMEEFE P E, JF R RS TR A RS, B RIEIRIE AR, [Hid
AL TR WL, TERE B 9 % NI SRR QuickTime VR 25 TCZY AR
Ao WARFT ATEATAT J7 [MPREGX AN RS &, A5 BRGF I ELSRS:  (BIRIRE, (T sh#ER 2tk
XA E 7 A R LSRG, AR SR, JEAFEL 2

K8 — LR Y 7 5 PR ER S ]

PRI P30 AT UL S5 A SR BRI X R AR R o PR A 13 30 2R 2 AP S
AIRCR, BT LK RERCR MR W B2, Tl TR 2EAE EOUUR ISl d, PRI R =5
WHASTHEWRM, K25, mab# b AS = MLk 2B ITR

Kl 9 BEESBIAT S ISR BOR B — AL IT RN AT, 53X A map AR B IR R 2 &
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{Real-Time Rendering 3rd) &Mk 2h

R T ERZ GRS, 7 R SR BRI g, RIS FrRR R 84
Ko WEIPFERILMEAK:

: screen resolution
texture resolution = ;

tan(fov/2)

Forp, fov FoR I, 1A AT LUMUUEE R S7 5 A P ) 26 1T SO 08 i 90 JEEAGAILIER (K
SRR ) BMABEEHES T o O ENHZR )RR AL JT IR AR AL, Bl R REACRI O 4 i
&, MHRGEAT I, — PRSI A2, RN I RBOR— RIETTE , SRIE Il —
ASEITIR, RECETTIE R NGB B S, BRI . ke, n] DRRRRBIT e i fO R
AR B ETTE R RSO, I A B

¥
3 Sk
.
>
e
‘ *c?f\;.
-

¢ .) Steel AR Rounbsa
BO

Bl 10 HETREEERNY S @rage

9.4 JeHIEY Light Field Rendering

FriE Y (Light Field ) , W LARRAE A2 BT R SR B AR E T S

MYElE e (Light Field Rendering ) , AT LB g 7 AN T 2 PR TR BE AR S sl OGP G 26 F
T, AL B — AR RO TR AR 8, RS SR RO B R . X T

137



{Real-Time Rendering 3rd) &Mk 2h

EEAERHL, R BT A LA SRAE AT ] B BRI, SRR 3
PRI

magic leap 2 7] HRETAYIRAL™ 5, Nvidia 23 ][ near—eye light field display, Lytro 23 H] & Afi )
JCHAANL, #EFET Light Field $0R

LYTRO

Picture Revolution

[ 11 Lytro 23 /] B ES AR

/|Angle-expanding

K 12 SIGGRAPH 2014 =1 |-, MIT’ s Camera CultureGroup BT —Fp LTI eE i
BEEHADCEFOR P ICIRSE 3D 9B k. MiTHRIRA R854 ( Compressive Light
Field Projection ) " 7 iE M LM HM, FHEA VML,
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{Real-Time Rendering 3rd) &Mk 2h

9.5 ¥R 5)Z Sprites and Layers

FIEAR AL TR ATE QT — 2GR (sprite) o KR (sprite ) ZAEFFARE B DI ]
B, BlnEbOthr . KRALEAHIEIR, i H—RZ T ILGEVIE A LB, X T
MR R, Bk b2 BoR— D —X—HUR R B . AEAETERS R TP A MR RO s 11
BE . AT R — AR Bk SRR A sl

Kl 13 3T Sprite ZHHIER (2 RKER ) @UBISOFT

B — B RS R 2ERL HLE Ye O T T SR 1 ) B & R 2 RS, A E) Alpha
I AT LI sprite B4 FHR RSt iR ulaB /@B B . XA SRR R AT LI — R,
DTEG AL, AT R N AR . — 40K R ] LRI Rk B AN R %)
Lo RTRIEER, XTI RO HARIBOR A5, Py —hE RO 5 —4
i, SAREL T WHE, PRI AT 1 AL A A A2k, W2 ML X 4
GRS AT LI 2 WA R MRS Qe LR g/, FEAfELIEl, B2 ghimixt
ZABIE AT

F IR ) — MO B A E—RIIBJZ (layers) , XA EAEdLIE & T —4Efpocs)
W, AR R R A S Z AR BOTRE o IR NATEI S BOTE G0, FRATAT RITE Gt A
NG EEMTETs Z ZemplX, DI 48  []AI BT
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{Real-Time Rendering 3rd ) #&:4% m4k

Sl et L T T Y Y yT L\

>, ! 1) _'!-

K 14 J&F Sprite ZHHIER (2 KEK ) @UBISOFT

9.6 AR Billboarding

A PRARE WL T 0] K 1€ 223008 107 [a] BRI A 5 ( Billboarding, 0 B/ EAT 4
M) o TBEE WS R, AN EREZIEH T SRR K2 M2 . 5 alpha 034
M AME G, AT ERBEARFRIREZF ZAEAG P RRE IS, L,
ke, Z, BYESUR, BEE)E (Energy Shields ) , /KZRSIEL, VUM =45, WH SCPILE
1y, FETAEREGR N S

140



{Real-Time Rendering 3rd) &Mk 2h

K15 —HRi A SRR TE G IR AR

1[1\ N\ n
r r
Bl 16 250 AR A4k ) & n AGE AL ) 07 A fa 5w, 38R —2H =M T B )
i, SUAT DA AR . Hirh, 2B BAHTE LAY u Al o, HPELDE v M u A B9

MR, HUgRIn T u Mln, WAEA R, XFREE R 0 A e $EAT ORI DA S5 4
AR ELRY A9 1] bl o

A = FRRIZEELEY Billboard , 732 -
. Screen—Aligned Billboard X} 5% F B4 A9 54
*  World-Oriented Billboard [ [ {5 12345 4R

*  Axial Billboard #li[i] 23454t
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{Real-Time Rendering 3rd) &Mk 2h

>
=

Screen—Aligned Billboard B n J2& 55 A THNE LR B350 7 10) ,u S 85k B9 up.

Axial Billboard Y u 232 FR Y Axial, r = u* n,(n JEHE S PP TR LR 093807 1), 85, AR 7 [) 8386 7 ) ), B3¢
JE R n' = w B 0 AR ERSEAATIRA M B9 n, K38 T 32 FRABEE:

World—oriented billboard BEASRE B4 FH 5K 1 up 8 up, K MBSk g% 1,31 H T billboard JEAS 2
ISZARR L5 37 (9 4% Screen—Aligned FMSGEE 2 B BE K EdE T IR N IZ 1 = v * n(u 2 HAETER B
1 up,n SE 55 LTy 0] 3577 1), 55 S5 PRI — IR u =1 n, B w' A 2555 19 up, BRAEPI AR Sy AH X THA
i up JRERE LAY up.

It LS AR AR S —Fh A TR S S BON S ARROR B RSB R A % I HARAAE T
View Oriented / View plane oriented fJAS[A]
Sphere/ Axial FJAN[H]

Cameraup / World up FJAN[A]

4 View Oriented F1 View plane oriented FJANA], 152 1A E MR L 5E 2 AN A -

view plane-aligned viewpoint-oriented

view plane

viewpoint

B 17 PR EHOS A AR TR, ZEKI A view plane—aligned (#LEPEmEXA S ) . HEHN
viewpoint—oriented ( M XF5F ), FTA W] 177 Tl AR s B L AN [R] i A e A T]
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{Real-Time Rendering 3rd) &Mk 2h

Kl 18 {#i ] world—oriented Billboard £l [ = )2
1E Unreal 4 Engine F1 . filiFH Axial Billboard YE-A#AK LOD H ) —K1)—LE R .
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{Real-Time Rendering 3rd) &Mk 2h

LODO= 1338 tris
LOD1= &189 tris
LOD2= Billboard

S Al
by Lluis garcia LNREAL

& 19 f#iF Axialbillboard YE_AH A LOD H11)—2% @Unreal 4 Engine

Beech Type 1

_t - -
-~
Sl

LODO= 4418 tris
LOD1= 2408 tris
LOD2= 1155 tris
LOD3= 657 tris
LOD4= Billboard

by Liuis garcia

K 20 f§iH Axialbillboard YE-AHF A LOD H)—%% @Unreal 4 Engine
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{Real-Time Rendering 3rd) &Mk 2h

9.7 RiFZ % Particle System

KiFZRGE (Particle System ) J2—ZH MR RUINIIASE G, X Se iy N AR AR 1z
3o KT RGSEPRs FEFEREUK A, M, HE, Tk, MR, 80, IR, TR
HABR—LE HIRIG . KT RGO AR—FEIIE, MR —Mshim sk, XAk 8
SEfER T B A ai RN AT = Az, a5 8, ARAEAE K

LA — R BN — A6, 35h, n] DUE R A S AR SR RS, RRBOH AL
B TERNE, A, IR MBI LISN, sl LUEHIR T RGeitAriE g, filan, w] LUdH]

KL RGO B AR, WHtEFAMARRIUTIZAR, SRR s A i, ™A
SRR R AR G ELA AL RESOR o

AR 22— 1@ PR T R G TE e AR A7 1)
.

B 21 FTRT RGEERRA

0.8 &Y Impostors

TER— R AEAEAR, B (Impostors ) e it M HTHLSH— N2 22 21— IR R
SO FRBIEERY, B ER ST TR B At L, ERE R S B AT bR L R
BERABUIE L, AR S TS E YRR R 2B RE U b o B AR R LU T i i) — 28
e b G AR 2, TR RE AR S T

145



{Real-Time Rendering 3rd) &Mk 2h

22 — MR AL FT—> Impostors ( Impostors F SR 5 2B B IE , 7ETE Yemtn] LIk
)

K 23 —ME AR TR A AT Impostors A ZRHEAL K]

AN, Impostors 1 Billboard ISR ] IS SR (G B (s FR FE SO AN i FE s i ) AT
Ha5R . WNZRXT Impostors 1 Billboard 34—/ MR &, AR E—DFRMRERS R (depth
sprite ) 57 nailboard (HHPEVEETM ) AIAHCZL K DT, WA] LIX} Impostors I Billboard SRS
PRASE ESCH ST (relief texture mapping ) o
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{Real-Time Rendering 3rd) &Mk 2h

*F Impostors, — PRI SCEE SR William Damon [ <<Impost0rs Made Easy>> , BiE— T %
LRI A A AT DA T S ) 352 -

https://software.intel.com/en—us/articles/impostors—made—easy

9.9 N4z Billboard Clouds

fs FH] Imposters 14— Al TE YL () KR LR S i T [n] WEEE . AR i) A el s Ty
], DDA 43 Imposters (8], T4 1AL BAAA TP AR B = A% 11 AL 4)

&, D’ecoret ZE NFEH T A 45 Mz ( Billboard Clouds ) AYAEE:, BI—ANE A AR 8 4 0] L
RN ANERESHE LN ESHTFR, RATAE, — DA LU — 405
BTN, A B ARz ] DL AR AR R, e AR = w] LIS in— 26855 8

WELNGEL AR R R A B, 34h, RERam Eryssdnl L2 St
ATREFR, 1T D'ecoret S AABAR ] T —FIHEL 2 1R 25 25 RN 45 e B T A sh A R AL 51
T TT

U1 J2ALE UNIGINE Engine ({ERXAEELIGE, LW SWAEH ) F3ET Billboard Clouds
ABE = JZFER I — 7]

ding1 7
I

K] 24 Billboard Clouds #{ R A H = )2/~ 4|8l @UNIGINE Engine
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{Real-Time Rendering 3rd) &Mk 2h

&l 25 Billboard Clouds $ ARG 2 )2 R 28R K] @UNIGINE Engine

9.10 FR#ALBE Image Processing

PR, —BAEIR R E Cae bttty POATERERE dd, ol AR s Yead 72
FSCES ARk, MHAE GPU LR EE (s, SR AEREAR AT LA 2 — B .

— I, B o 2R RE Yl 2D SCM el HAERAIE S, AT EIR AL HE, X LAY
BIMGALEL, TR 2R EEE (post effects ) o T F SCEAZA RN AR IE ( Color

Correction ) . TAIBRGS ( Tone Mapping ) . BE3KAZJEANIZ G (Lens Flare and Bloom ) | 5K
( Depth of Field ) . iZ W54 ( Motion Blur ) , — il 7 #J& 5 AL BIRR .
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K 26 HEREE QTG 72 EoWRUGRIEE LM sz e s, 72
ARG RIS, AT RGNS IR ER RS

9.11 B IE Color Correction

AL IE (Color correction) 25 FH— LRI 4% A 25 % B B0 AT MG R A5 28 01 0 2 LAt 362 1)
— R, BOAEARTRZ By, BIantdie SR 2 IR el , 7EocR Z [ Ht—
AP, B — MR E TR BORS . — RIS, i B EOAE, YRR T 2R B A
Y RINACR
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{Real-Time Rendering 3rd) &Mk 2h

K 27 PRSI TEI R IER IR . A Rl R B, BT (Volume
Texture ) , 2R EIZEE, @Valve

B I T8 B AL S MR R B9 RGB EAE M A, JF 1 R HSRE R A i — 8 i) RGB. Bt
ERGER T3 — IR RS, a1 YUV (4583 RGB (AR5 [H] (e . BT hrat
(B BAHSME R A R A DIRE W al 4y, (R R SRR i R R B A o ME—RY
A

XA A B, IS BEATRRE , AT LU RAER R O e PR T — 20
AT, BT HIFERR I

VAl L 2 BB 3 7 B SR A TIZEHe % (Look—Up Table, LUT) o M P AF ORI
GBS IR S, PTG A e T R R, SRR AR B
1.

Kl 28 JR ANt (A IR S W LIRAICR K] @Unreal 4 Engine
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{Real-Time Rendering 3rd) &Mk 2h

i“’ RAR : T
Crusis - Ulfimate Qraphu:r:

K20 JRIEZ R B EA ERRCR . @Crysis

9.12 fAALE} Tone Mapping

THEHLF A e s FEE A SC MG A B RG], R
( Tonemapping ) , WFHETIEH (tone reproduction ) , 52N FE i FEl (1) B BH 4005 21 B
AT RSN R R, AR SRR SAEE Y HDR FI HDRI %5 UIAHC :

HDR, /& High-Dynamic Range ( SziZEM ) M85, LB —A> CG MMES, & I7ETHREAL
Kb =S . it .

HDRI /& High-Dynamic Range Image (W45, B HDR Ef&, s EIE.

MRt #EH, HDR Al HDRI PIE 22w S oA, #2050 sh 2870 B UGt S, X2 gk
AR IZHEZI

AL, TR BRSSP AU AT O JEE A4 X5k G B SR R 17 75 AR 3] ] LA /R
MY, Rl EOR R PR AN S SF R B R S 25 B

MR HRAR], AR R B bR ol I AFRZRE . 7255, A “BE" EGE
FEHEHM, MTEHE L8 ] fE R i AL MU rTREZ AN B e R IR R LU EE . FESK
PrRAyTE G h ol e B e S 5 R Gk BIILiE, R4S R i s nl REJT AN RERS I
TNEEA ) SE VO
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{Real-Time Rendering 3rd) &Mk 2h

Kl 30 Zeid GRS 2 AR sh SV E R @B = BRI R D i

0.13 &3LBZ Mzt Lens Flare and Bloom

BERZO0 (Lens flare ) J2& TR S B A IR ARSI AL 325 5 L4 T X s G BT 7 A ) — 81
%, H—Bt%E (halo) FILFEIRIPIFEIR (ciliary corona ) . Y2 ) LR oA B EEY) i
(In=hE ) XA CL I 8 A T e, & L RAR GRS ER B —A R 3R,
SR RLL(, WRERRL A, FERMDERFETEENE RS, BRGNS
HEREZ o Lens flare JEIT KRB R IATH —FEMRRCE, A MNIRATAR BT & —Fp el se

BRI BARSS , THEHEF R ACR .

B s 7 -
'ir,-p."‘.d ' &u:
g N .

.-

K 31 BkiZ R @Watch Dogs
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{Real-Time Rendering 3rd) &Mk 2h

25t (Bloom ) &R, & TR SR A FIHABER 2> B0 BOL T ™A, A CIRRRTE H LA — R
Moo RIS, B SE SR EIEZOCHCR I s BARS Bt A UGt i
TR I 7= A — o2 S S HLBE R YEHE

H ILB— RS2 HDR A Bloom R A—1R . Bloom 1] IARHLH HDR AURICE, {H)&
JPE A1 HDR AH2EE00E . HDR SEFs R il Bt HioR , Skl B AR 2R 2w,
PR, SREAHRAT LIVEATIR%E, 1 Bloom {XAXJE: REMSERE IR FEIH i 18 25
M, WIS T 5 . it Bloom SR SCEALR BT HL, PEREVEAEW N, Etnl LUK E]
ANEE IR

K33 (Battlefield 3) FFATEZAICR, WML S Bk IZE (Lens flare) , 7251 ( Bloom ) Al
Dirty Lens
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{Real-Time Rendering 3rd) &Mk 2h

9.14 EI Depth of Field

oL, R RHEGE LR, SR (Depth of field, DOF) , WA SER (focus
range ) A REIEIUF (effective focus ) , J&483 5t H il i B MR Z 18] BRAY AT 4552
PG EMRIIE RS . T 2, SRR LN B s i 5 AR BT 9 RS . AEARPLER 25
RS, TS TS N ABRETE B M IR, X — R — 5 PREESYE R, AR

&l 34 $esg LRI ) s R AR

IR B A SRR B — [ AR, g e W il (A2 — BRp g Y
BN, AR R IR JCIEEEE ), XBUHE R iR, MR e AR AL
SRS ORI A — P IR R TCRRI , X —A[E 2 ROCRIER DL, IR R R=IR,

SURHEE B Bk AR, DAL ROCREIERTE (AHXT T REERDEE RN ) o BR THE
UTEEESI , —BOR UL RS th IR RO DL SGE BRI (TR g o 5 GREIEIR, 34k
RF, MRS R AR, S SRR I8 ORI,
W23 EINFR . AR IEE ORI, S heRE (4i/00) WISt w ek (E
(IEIOERE ) W2 b 5

WRBCRAETTENLEIE S ) iz, s, e BT 28 2 M P e DR A AR i )] 1t T
'5 FHILHY EQXﬁTﬁ%ﬁE?ﬁEﬁ%%TTHE’J{& Judrik, MDEHME T DR s S B A
/'?\(H%:{gio
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{Real-Time Rendering 3rd) &Mk 2h

K 35 S=IEEUR @Battlefield 4

Kl 36 SRR @ Witcher 2

9.15 =3HER] Motion Blur

PSR, 23 (Motion Blur, P NZhZSEA), 2P AINLEE AL PR T E]
NIRRT Z Sl AR o FEPRTIITIFRIC Epid Rerh, BOUH R A 52 2R 2 iR s 5ot
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{Real-Time Rendering 3rd) &Mk 2h

FPEEH IR S . RITEBRDCRYIX MU RI B, X GARIRTEm T PR 3l BOEARME 2L
TN B [ N AE S B, 7 A IS SR

AN WA TR B AE], JFUONERIER R, BRI IR A a] DI i 5 is kb A
e, LIRS 2 0 B,

HIBEB, — O T, PRER SRR RS, FETZ e 2 AR BRER . XAl
VARG o —Fh A, (E ] LUBRAR N TRl P A, AR T2 MRS A o AR NI
L, BT AT LB S R — A )RS BT A

TEQE g A R B ] LA HANREIHBRAE A, 32 T AR I A BETH BRIz shABO A7 2L
TR R i R LR AR EZ Bl BT Lz SIASRIT ] AR R e i 1 89 5228
Heo MERSERM, i SRR 30 FPS WA, 8 H A K LB I S Y 60 FPS I
i,

& 37 Motion Blur 2 @GTA5

TEFH ML =t s hB kAR 2R . — ] BB BR A D7 352 A RIE Yot A
o

SHLE SR 7 IR 3

1. HBEYRIAR S Wi e S8 s Z a2 S5 i Uk 5E i, il R P e iy i5
B, ke Alpha IR S

2. BT EREWIX (accumulationbuffer ) , i i F-1— Z250 G AR BN HEARR]

3. FETHEZ LS (velocity buffer ) o HETX NN Fi. SIS WX, FFiH AR
IR TI S A B A as [ S, 38 R A B AR B o) AR R B, — N T
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wJE— i, — AT YRR, TS SRR TR BN ER, IR s AT
WSS [E) AR b . 18] 10.34 SR T R 45 s I HiAh

K] 38 Motion Blur % @Battlefield4

1B SR XS T R ARARHLIZ Sl T AR AR A0 SRR UL LA T o, R AR X A 0 R AN
TP, WRFEN RGBS s SR, v LME FE AR M A (radial blur )
ZRMFEESRE, WA,

€l 39 AR B AT LI iRz 30 @ (HI%E{F45) Ubisoft
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0.16 &JEY Volume Rendering

{RE S (Volume Rendering ) , MFRIAKRIEYY, (RZH], B—FHT BRBE B4R EE
) ARG AR o IRTE Qe BOR i TE G s — AR (Volumeric Pixel, IX Voxel ) 3%
N, BAERRFOR DR A, B, SRR BE A2 R (4 CT 3%

MRI) , [RIRFA % 256 x256 MEREIEES , BN ERA —DECE 2 ME, WATLOKH
B EUR . B, PRTE Jet 2 T BRI TE GeBoR i —

Volume Rendering Pipeline

Acquired values

Data preparation

Prepared values

shdding classification
Voxel colors Voxel opacities
Ray-tracing / resampling Ray-tracing / resampling
|
Sample colors Sample opacities

I comFiosiTing —

Image Pixels

40 —A~ LR FGIRTE Y2 Pipeline
R PR IRARZ , B UL IR A
PR Volume ray casting
TR RIKEAR Splatting
BIYIASIEAE AR Shear warp
FTF LAY IARZ ] Texture—based volume rendering

%
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K 41 3&F Splatting Fl voxel 7E Unreal 4 HE47 A9 TE Y2

&l 42 Volume Cloud (A= ) R @Unity 5
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&l 43 Volume Fog (1A% ) R @CRY ENGINE 3

9.17 Reference

[1]1 https://udk—legacy.unrealengine.com/udk/Three/ColorGrading.html

[2] http://citeseerx.ist.psu.edu/viewdoc/download;jsessionid=DD633186A6579497B8B1434252979C807doi=10.1.1.
164.7222&rep=repl &type=pdf

[3] http://blendermama.com/precise—distribution—of—trees—using—particles.html

[4] https://software.intel.com/en—us/articles/impostors—made—easy

[5] http:/Nightfield—forum.com/2014/05/mit—compressive—light—field—projection—system—for-new—glasses—free—3d—
displays/

[6] https://bartwronski.com/2014/04/07/bokeh—depth—of—field—going—insane—part—1/

[7] http://blog.csdn.net/silangquan/article/details/17148757

[8] hittps://en.wikipedia.org/wiki/Skybox_(video_games)

[9] SASLI, TN, sKZIL. BT e JeBORBEGE ). GO AL H, 2008, 29(2): 22-27.

[10] https://forums.unrealengine.com/community/community—content—tools—and—tutorials/82804—free—trees—library
[11] http://unigine.com/cn/articles/procedural—content—generation2

[12] https://en.wikipedia.org/wiki/Tone_mapping

[13] https://en.wikipedia.org/wiki/Volume_rendering

160


https://udk-legacy.unrealengine.com/udk/Three/ColorGrading.html
http://citeseerx.ist.psu.edu/viewdoc/download;jsessionid=DD633186A6579497B8B1434252979C80?doi=10.1.1.164.7222&rep=rep1&type=pdf
http://citeseerx.ist.psu.edu/viewdoc/download;jsessionid=DD633186A6579497B8B1434252979C80?doi=10.1.1.164.7222&rep=rep1&type=pdf
http://blendermama.com/precise-distribution-of-trees-using-particles.html
https://software.intel.com/en-us/articles/impostors-made-easy
http://lightfield-forum.com/2014/05/mit-compressive-light-field-projection-system-for-new-glasses-free-3d-displays/
http://lightfield-forum.com/2014/05/mit-compressive-light-field-projection-system-for-new-glasses-free-3d-displays/
https://bartwronski.com/2014/04/07/bokeh-depth-of-field-going-insane-part-1/
http://blog.csdn.net/silangquan/article/details/17148757
https://en.wikipedia.org/wiki/Skybox_(video_games)
https://forums.unrealengine.com/community/community-content-tools-and-tutorials/82804-free-trees-library
http://unigine.com/cn/articles/procedural-content-generation2
https://en.wikipedia.org/wiki/Tone_mapping
https://en.wikipedia.org/wiki/Volume_rendering

{Real-Time Rendering 3rd) &Mk 2h

Jull

$+E ERESLRY

J %(NP R)*E 9&5 i*l\b%

ARERATF RTR3 B+ —EHNE “Chapter 11 Non—Photorealistic Rendering” Mgl . MEhE 54t
o

GG K B BUSR A PR YRR, AR FLSEE S ( Non—Photorealistic Rendering,
NPR ) BFERALZAR AL, 5 FHAR X221 XS Al E SRR (ANE2E . B . 380K,
A, KRS ) PEATHL, MR E Y (Toon Rendering ) 1E —Fh ok e X aY Ak 82 mie
Yk, IEARAE R R

T 3 PR P SO, AR RTE ELSBE YR R B DR A T T

o ARFESHRE YL i R SE AR FIAR S e

(3

C Rl
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A T 0 TURR S B IR

1) FETHL 5 T At 3

2) FEF R U 5 A

3) HeT ERMGAE IR AR B 4

4) FEFFEHGA I A2

5) JRFEE L

HAt XA 1 NPR o el AR

1) SR (Palette of Textures )
2) @2 ARE (Tonal Art Maps, TAM )
3) 4% (Graftals )
TKFEIRHE 1) NPR

10.1 JEESCRRE YL

IEAVEAL R PR 2 AA—RRIERSE , ARIRE QXS 28 AR O, B2 558
Bio

JEESZRTE Y ( Non—Photorealistic Rendering, NPR ), INERR R XS A TE e ( Stylistic
Rendering) , 2T NEF ZARBHREZ R RSB T —FERIRIR. SESNEER R E
SR BRI Y ( Photorealistic Rendering ) THEALEITE2AA], JEESCBIE Y BAEAIIE
AR, T2 i 2 XU
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Bl 1 ESBE Y vs. IFESZEE Y @ruben3d

NPR A9 H 92 — B BIEIAUBA R R BORIEIARARICR ISR, 111 55— FH U e X
L XTI AR CINEYEE . % . S0k Aok, KRS ) AR, X E— RN
FARR Z Z RN AU, TS AR ESCR, ATTE &R T8RRI AL

Kl 2 FT NPR JE 9 /K 8510 @suiboku
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K3 H:T NPR JE e H 4T £ 5@ Real-Time Hatching . SIGGRAPH 2001

FFESRE R SN DEA L, B “REE G (Toon Shading) 7 KL AL 5018
M,

B 4 BTREE R 2016 4Em 0 shiE Y (R4 T)
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TR REHIVETT T, AR KB HE B SRE Qe E B R, (Okami(KXHf) ), (The
Legend of Zelda ( ZE/RIAEUL) ) R, EEFIEAEM (Dota2) . (FEHERE ) . (SFEE%E
B, #2200 NE| T NPR.

Kl 5 AR B RE e WU s 2R (FERIB L. TP 2 8 )

Ko dFH PORNEHE IR ST (ol RN R = s W

165



{Real-Time Rendering 3rd) &Mk 2h

10.2 REES

FOCRE], —H LK, A—MERRE RN NPR 552560, HAFRMA AR S EASE, A
RIETEGE (Toon Rendering, 3 FK Cel Rendering ) o JXAhEZe XA REMS 25 N LMKy B 1 5
R

AP RS AR AZ 0 ) i R 2 —J& MeCloud B2 82E4E ( Understanding Comics ) HET A E] 1
“SE R THE 5% ( Amplification Through Simplification ) ” o i1 faj AL I Bk Fr i & TR 44
B4y, TS T B HIME L, T A AR 2 DA R 2 FH ] e XU 16 22 R Y 3l
B4

FEFSTRLEIRAE U, K 27E 20 126 00 AEMRBIFRAHE toon e WU KL = AERERIAT —
U cel SN IAOL5 4o T FURECHL NPR MU H . SoRhA i BERT A, T LUARZ 55 4o
FUHHSEHLHEAT 1 30k A

QIPYES S STESRER Z N & ¥ EApoR
BIFIAYEARE (Sharp shadows )
DEBIA E 5L AL (Little or no highlight )
ST EREA T2 ( Outline around objects )
KT toon JE s, HIRZAFHYSLITT

XF TS A SORE A G IR BRI, T DL e S AT R AR T A FL A SO R 1Y R XL
g8

X T UL, AR AT, — AR SO B OIS I D (R S A
Ko H—FIEMEH 2-tone T IERFAOCIRBCR IR X Ik, WARCHREE (4771 (Hard Shading ), AL
RGO IR T R R BTN BN R AT (i LR S A, —BHIREORZ I I 1 4E
A LUAFISE R A SOR B9 H B

K 7 ELSHEOE IR AR a4 (o Rl
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BRrE G, T LAE#ATE Fragment shader PR A MR R I diffuse H1HY NdotL
i, P8 RSTER— R R, AR NdotL XIS ARSI @, K& SR T A ErE
SR EEAE A (R ks da o T A RIR R B,

NdotL = 0.85+
Ndotl. == 0.5¢
NdotL< 0.5+
+

Kl 8 AR SR SR BE AR R3S (R BB e AN R IR R B

Diffuse: Lambert
Diffuse: Lambert Spec:?aer; gomok'?'orr Diffuse: Cel Shading Diffuse: Special
Specular: CookTorr Smoath Specular Emphasis Specular: Cel Shading Specular: Special

Diffuse: Lambert e Ditfuse: Gel Shading Diffuse: Special
S lar: CookT Specular: CookTorr 4 P > :

pecular: orr Smocth Specular Emphasis Specular: Cel Shading Specular: Special
+ Edge Outiine + Edoe Outine L + Edge Outline + Edge Outline

RN Tl iU S R ERak  REEVE

10.3 BEMAKESR T E/NE

ReEEAN A BT ST i T LA g LR TR
1) FET AT [0 B4

2) R L5 vk B i

3) FETEBAL B AT
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4) BT REERI SN B
5) IRAFE R

NI T A

10.3.1 ET S BN

FETAR S T R s, BIERME A1 (Surface Angle Silhouetting ) , AR FEAH 2 AL
JJ71E (view point ) FIFETHITEZ (surface normal ) Z [0 %) 5 3 45 SRAS BN FE B4 R B AnsRit
MG T, M4 LI X R A2 M) (Edge—on) MR m), MFA]
P A B 2, EATHIL .

DR AR 2 T H— N 2o BRI IAE G ( Environment Map ) , SRR EH T E
A, GnE TR

K10 BRI ER T GAe B, R E BROIE R R 0 RS TN se ,  BVRT = Ak iy
eI

TESEPRRL T, Gl — sk —4ES (— A IPRHN ramp ) KAV, g2l
FHARA 7 16] 5 Tk 1] B4 i S 2 SO TR

e B, P EORSGE H] T — L84 BB,k SERR R R UE TR 2R 5 R JEE i 4% 2 (W] A7 A
—ERFR o WEUSLITHK IR, T A KIE N, POVEEICIA S Bl B . (H3K
ITe] Rl g A 2 h Prag i 2, IR R B X A 2 A RFAIE

10.3.2 E TR kN

FeT B U kA A, BRI L4535 ( Procedural Geometry Silhouetting ) , &4
RERSEIE QLI [0 R (frontfaces ) , FHEZLE AR (backfaces ) , MEFFEEL LA
W, KRR .

A ZMITERRER T R, HAAIUBS HENEReE R R, RISITIFIER
RINFEY (culling) JF5&, RIS SCHIE MBI, ARXA pass HAYTE AR H 2 R
T 20

— A T A LA D7 05 A U T B 5 SR AR G 9 1) SR I i SR (Il IR ),
JWE (Biasing ) s HAUB AN PRiX LELL AR U0 T IE [0 SRR Z A, SRRl LIRS BRAE
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NG Z SN AT A LA B RRUE R . XA IIRAR RIS A R R SRSk, (HAPRASS
8 90 BE R IXAMEL, AR A8 2 Hh BRI R S S B TR O MWL&%E%%%

% Pl YR SEAM I 2 SR T 1 B T TR R T AR B YR (HSA A B4R AT
T A R 2 RAFAN T UL, T ARG SR it e o i B X S () R i i B Z T () [ A%
gy, Xk, R R R = ARG UL

AN R, R LTS 16 A B AR X 2 I AT I B L, (ER AR ST BEAR IR T 1E 15
IR

backface

}/\ visible \___,

eye < front back

\
<« -—
translate

B AR 2 BT, TGS T [ R AT [ AT R S . USRI ) e Y A
ANFE], AR 1 R i A] I A ]

10.3.3 ETHEBUEE KR

T EMGACPEAE e B4 2 ( Silhouetting by Image Processing ) , BIiE I FEA AP G2 ph X 34T
B HEA , RSCIMAE ELSLE YL 7 W LR HCRR AR R — s A PR . 38T T 4RAHSR
7 ZWEE NS, AT DI E KEEER LI E . [, (i BhAREe kL n &)
AL, ATDAE o R4 (FEAE R RAE LR ) I mIhiE . tehh, RGBTt

freshil, nT DRI F PR Fh 7 v T Be s T i ih 2%

rmﬁmﬁiﬂ

K12 T EGA PR
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13 G R IR R R 2 TREE (R T AL PR A T A, A T Bl Dy 25 TR 9 45
AR TER, FERXMRGOL T, FIELR R 3 SRR I H BT 93 25

10.3.4 FET BN SR KN

ESCR B R ZHGE G R DT AR AR, ISR A T S 2 S A R SE )
R TR RTE Ot

TR R, R B Z (Silhouette EdgeDetection ) ) , I HAEXTE
MaErs2eml, XMERgad, o] DR ARt it e .l T gy T, A
WX RIS AR, R REE A i — SRR IRINASCR o 1N, FE RIS 25 4L 1 b J7 v]
DSV IE Y SuE 38

AT DR B i S B A ] [l AH S R ARAR = AIE I sc iz e il, Hrhiy—A=MIL 2Wim
WA, =R e . BRI T

(ng-v>0)#£(n;-v>0),
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Horp n0 F1 nl 235 IS =M R ENAL 0 &, v o MR B S0 % (Wi
A — 3 ) BIRRETT ] i iy 1 i PRI A TR P, 2B PR UE R T A H ] —
£

10.3.5 IRFIGE BN

IRANFC B4 ( Hybrid Silhouetting ) , BIZ5G T EUGAL PRI LA LA B Tk, RIE Y4 EL
7 o

XA RARRARE . B, BRIV FOR, ERLL AR =
JEME RIS, RIS A 192 — AR ID A (WalEvl, WP ARNEE) o HE1ER
21D G g I a] DR RR I S, BEZ N X L R] LR BT S AN, IR B A ]I
FGEAIE B R BRI AR . S5m il il LI X Se 8 R A AR EA T KU AL 2B R T e, O
e, XLEERIA G Al AR Z 07 okt T AR AL AL B, QA am . ok 13530 IRILEF3K
R, FEAREMESFEE. WHE.

& 14 ARG BRI T AR IS, Hrf il LU RS 1 4 B i R A 2 dal itk
ﬁ?:{ﬁ;& o

10.4 FoAth XKL B NPR 18 Judi R /NG

/
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BT toon JE Gk Ff L AZ X AL XU 2 A1, A AR A A A FE B XU . NPR 23R 35
FVEEEHER T2, WEBEA B ESCR A Sc B, 2048 Bk — I Mgt s AT 1) J LA &4 o RTR3
hEER T 3 MO R A IA XS 1Y NPR 75 Q4 HR

. SUHPE AR ( Palette of Textures )

. A2 ARE (Tonal Art Maps, TAM )

. %32 ( Graftals )

AT

10.4.1 ZCEEEM ( Palette of Textures )

U AR (palette of textures ) Hi Lake S Aiig4eh, AR M o & @I ( diffuse
shading term ) HIAN[A], SRBEREN H TR FRORRSHE, A S IR A s, Tl
TEFHAHLY B S I SCBE, TR T R 2k T m9RCR, nl DAl FH Bt 2 [ AR Rk R AR S0 . [A]
BF, b TSR TIROER, TR oS o] LA K iz HARscH . BEEIARNZ 3, fib
AT IAE SR Z [RIHA T2 . R T TiX SO R TE SRRt as [ rh SRy o teéh, Wl LIFE
Az B s XA S, XA 8 — 1 S5 a s 1 e AN R RIER .

K15 oA (paletteof textures ) . RS, DLAHE BRI 222 1) A LA — TR RS
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10.4.2 A2 ARE (Tonal Art Maps, TAM )

T RSO Z [ AT VI T B B (AR toon 5 (ARICR Z B —FME A, Praun %A

( https://www.dimap.ufrn.br/~motta/dim102/Projetos/p581—praun.pdf ) 2 T —Fh Al DLSER AR R
RIS A 7, AT DL i Xz B IR ER T Lo 55— 20 2R i Hp i
S, FREOTHZARE (Tonal Art Maps, TAM ) |, 3 2 AR SRR SE R 2] Ry 43 2 41 43 ]
B, Kl

o~
II
,Trﬁ
i
S
ﬂﬂ'

I\
|

I
"

|
|

|

’ ‘

|
.
.”l“ |

| ll' l
W ’
i
i

|
Il

|
I

‘|
|
|

Kl 16 TAM R 22l 2400 R, B AR & B R 22 L SO g
PR, ke, TEAIRIEZ U Z A HIFR B SCH 2 18] e (A LU -

Tonal Art Map

Example stroke

Result

K17 fdi ] TAM fi e— R 3 K A R
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&l 18 6 FIASIF] ) TAM Y54t H ) 6 HAS[R)AE Y

10.4.3 B$E (Graftals )

B (Grafials ) (AR, JEHE LTS8 W SO PSR, AT SR
S TR BT S AR, WA B 07 (o SR % RSO
. BT LA B R MR R, .

B 19 fH IR FE G ( Graftals ) K22 H >k Y Standord /)M
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10.5 RTFKENHE NPR

755 X SCEE AL NPR HSCTORMAE R, B3 T AR B — KR XA AL TE L RIRESE

Maya Non—photorealistic Rendering Framework , TR PR
MNPR_.hitp://artineering.io/docs/mnprDocs WC/ o

MNPR 7 SIGGRAPH 2017 4254, A LISEIIAE# BEMIK R ( Watercolor ) & SSICR . 4524
BIIAAE T LT fE— T o DATF AR —SeR R I ER

Application Data

Vertices, Normals, Tangents
Camera, Lights

|

Vertex Shader

Transformation to view projection
Color bleed deformation
Hand tremors deformation

|

MRT Pixel Shader
Basic shading calculations
Interpolated Painterly shading calculations
vertex colors Pigment turbulence
Pigment absence

| !

m|
[Color ImageJ ( Z-Buffer ]

v
MRT Blur
|:C01'lt]’0]. Image:| '_) separable kernels
| Guustangur | 4BJnt Blters
Surface Textures
Paper textte Blurred Image | | Bleeded Image
Normal map texture
l v l vlv
—>» Stylization Shaders
Blending - Color Bleed
I: Surface Image j| — D;g}ggge Sarkemng
Paper Distortion

Paper Granulation

I:Watercolor ImageJ

K 20—~ LRI IKOR2 XU i G i A ]
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Kl 23 ESRIEYE vs. AR KHE NPR JE YL
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&l 24 K% NPR f{E Yead fe

10.6 NPR fH%&Z4/E

A0 PIAS - BRI NPR 22 M EL AN T7 T, M ARESURIE QA T — 1R RikE, Al
NPR FHYZE 2 AR, AR A A it — R B 52

. Gooch, Bruce or Amy, and Amy or Bruce Gooch, Non—Photorealistic Rendering,A K Peters Lid., 2001.

. Strothotte, Thomas, and Stefan Schlechtweg ,Non—Photorealistic Computer Graphics: Modeling, Rendering, and
Animation, Morgan Kaufmann, 2002.

10.7 NPR #HC T PRl
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e (hitp:/kesen.realtimerendering.com/ ) H1HYJ Non—Photorealistic Animation and Rendering Proceedings

— AT LI E] NPR O A AT —2e & @il , Bl NPAR 2 U3UF AT,

SIGGRAPH 2010 _I* Stylized Rendering in Games AR (Stylized Rendering in Games ) AN DMERS T i
i) NPR [N 25 o

NPR resources page ( http://www.red3d.com/cwr/npr/ ) B R ES—F .
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https://link.zhihu.com/?target=http%3A//libregraphicsworld.org/blog/entry/freestyle-jot-and-the-future-of-non-photorealistic-rendering
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[16] http://www.cartoonbrew.com/tag/non—photorealistic-rendering
[17] Art—directed watercolor stylization of3D animations in real-time
http://artineering.io/articles/Art—directed—watercolor—stylization—of—3D—animations—in—real —time/

[18] hitps://expressivesymposium.com/
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{Real-Time Rendering 3rd ) HEH E.45

FH—F IERARPNERNERELS

AREPE RTR3 55 HPUBE N “Chapter 14 Acceleration Algorithms” ] Mgk WERE S

KRR 1T 3 TARTIESASCE, M, REXHIIT A S S e foin e 5
LRI LLT 2R P 1 fif

. A TR E s S ( Spatial Data Structures )

JZ2X A& ( BVH ,Bounding Volume Hierarchies )

BSP # ( BSP Trees )

AN ((Octrees )

Y5c K (Scene Graphs )
© HBFEBIHEAR (Culling Techniques )
- M EY (Backface Culling )
- PHEREY (View Frustum Culling )

- EPEIEE (Occlusion Culling )

180



{Real-Time Rendering 3rd) &Mk 2h

- ERHERDT (Hierarchical View Frustum Culling )

- AHZE] (Portal Culling )

- 49587 (Detail Culling )
BFPZRANT (LOD, Level of Detail ) A

- JUAp LOD Y43 A ( Discrete Geometry LODs. Blend LODs., Alpha LODs, CLODs and Geomorph
LODs )

- JL# LOD HyEEEHE AR ( Range-Based, Projected Area—Based ., Hysteresis )
KAGEAIAYTE S ( Large Model Rendering )

MEYY (Point Rendering )

11.0 B|&

{Real-Time Rendering 3rd ) {523, SEMPE JLAUSA VIR A bR, RIS IiFXRIT & F A TA B
L, el

SRS Uit

BRI R

E e Z AR S R R
SCEL i SR

T EAWHIB B X DU B bR, T RS ABRI I EE , AT EOR SO MBE A T2,
e, T QAN S B — EURIB I X VYK AP Y B 2 — 36

X SR T (Real-Time Rendering 3rd ) 251 PUEE “Acceleration Algorithms” FJINZS, I
AL T A rhes TR GHE Je e sk 58, JUHDE R R & J LT A e 4
AR 223X A i DR B3 T 25 R B e 454 ( Spatial Data Structures ) . Lk, ARICKSEA
e T & b R 2 BAESS A , FEEAT 2 M Bas:, AR ZRE I, LoD
FHIR B4 o

11.1 ZEIBIESM | Spatial Data Structures
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ZE[APEAIEA5HY (Spatial Data Structures ) SEREJLATIALZUE N 425 6] iP ) — R 5VER S5, i
HFATRT IR D) ks e R =2 —SE RS R B At 2 v o k2 [ Bdla 2+ T LU T
IR Z I RAN SRR I A b, Wt B, Bosldak . s, Jedaars. DK
AR A I 45

23 [ BAEASH R HAUHR H 2 2R . Sz, METUZEEEZ TRRER, FE XA
BHNRAJRI, DIEHE. i, XRS5 BA BB IA AR . R RET IS 8s
A2 D7) B R TR A TR, AT LN Om)4& 73] O(log n) (H[EIS, ] T 245
IR B0 (R ZS A RO A S T B AR LU O, AR T AR S AR R e A it 00, (2
e A — T ) i R e A

— L WL 2 (B ER S A A -
JZALREE (Bounding Volume Hierachy, BVH )
ZJeaS[a)43EIR ( Binary Space Partitioning, BSP),
DU (QuadTree )
kd # ( k—dimensional tree )
I\ (Octree )
Y (Scene Graphs )

Hrfr, BSP R\ X HR 5L T 23 (8] 4043 ( Space Subdivision ) HIAIRZEH), XU 124t
A GRS [ T A 43 T gmS B BHE L5 R i) . AN, Brd i1 s A (e 4R A S TR T A
Yseasa), mEM N EAEES,

BSP B i) R Z B MIE AR SE ARG, WA O R 3 2 8] ol AT 400

NSRRI 23 R LA — R S e AT 0 5, ORIl SIPERR A LR
EX AR SR BORRCRBYIEUR oS3 AMEAF IR, /\ ORI PUSR ) =42 [l

H—Jri, JRREE AR RIAN A5, ECR LTS [ 2 e R, BT LA
JERAN T B I AT (925 1]

POCRER A ERRBES . Cona R R AR TR0, IR R R R
57 [&](SceneGraph), X J&—F0 LR R R, FHECTE LR B OCHEAR R OC AR RO BR 454 o

LK, IRTRRIEA, X R EERES AN G ICE A, [HeEaMEEas N
BN R A T — SO R A RE, D7 B A B — 20 1A B A T AT SE AP ) 2
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11.1.1 BRSEEE | Bounding Volume Hierarchies , BVH

JZIRERIE ( Bounding Volume Hierarchies, BVH ) 5 AAZ O JEARE R AR R R J LA R AE ]
B L SO A M AR 52 20 LR 4, DT U X0 Bl 8 S B R A T i — 2D B A SE
Wl A, AR Z R A, AT DLBOR B I R U R, HRLT 58 25k
X R IUTRAE

X T =4i3 5 Y SERHE YLk U, J2 IR B A ( Bounding Volume Hierarchy, BVH ) & i H
() —Fp BRI . i, EREEERSE HT 2R . 5 D)2 R g5 T4
21, AEH—MRATAL (root ) | —LEPERTT AL (internal nodes ) , DAS—2Em—F-77 6

(leaves ) o THHEBAYTY SURAR, HICACH & M55 (leaf node ) A5 7 1E Y1y SEBR LA

R, HIHEA TR

MHZT, WET R SRR E T AR i, REART A X B —i— A~
M RAEHR—DNERT A WD, AR, B — R AT L
Hor o BT U ARG RTES SR, 3 AR Z e 44 ok IR, RIS, il 7 ARy
— MUY R,

root

interpal nodes

ENL 410 JEIK

B ZEED— A 6 MR R AR, BN — A R BRIRE AR, T L

PR G RERAR T — D R EL IR, Qnse N, ERITA YRR R ERIA G, A

FIF ZCERER (B, aTRURBPRFORZE BB IA RO AR S B0 a ARG 5 b
IRER7/IL

183



{Real-Time Rendering 3rd) &Mk 2h

model
model; VENUS. 0B
triangles: 43303

BVH
nodes; 50359
leafes; 25180
max depth: 19

selection
depth: 6
nodes; 64

model
model; SHIP.OBL. -
triangles 35992

BVH
nodes: 35347
leafes; 19674
max depth: 19

selection
depth: 6
nodes: 64

K 3 EREREERSEEL @htip://thomasdiewald.com/blog/7p=1488
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11.1.1.1 BVH B SEf B4 81

[1] https://hal.inria.fr/inria—00537446/file/bounding_volume_hierarchies.pdf
[2] https://www.codeproject.com/Articles/832957/Dynamic—Bounding—Volume—Hiearchy—in—Csharp

[3] Wald I, Boulos S, Shirley P. Raytracing deformable scenes using dynamic bounding volume
hierarchies[J]. ACM Transactions on Graphics (TOG), 2007, 26(1): 6.

11.1.2 BSP #f | BSP Trees

BSP #(— X 23 [8) 53 EIM , 2FK Binary Space Partitioning Tree)&— 1 # FH T2 5% 4] WA
2[R BEREER . LT M A, BSP BT L5 Bl 6 i i o A Bt e e 5 B iE e ke,
Rl H T s o e A2, USRS sh s il .

Hrp, BSP & Binary SpacePartitioning ( TR ) MRS . X U R 2S [a)

FHAEF I 7 A AR SR o XD X020 51 T R B TFRZ 9 BSP A A E R4 H (1
RN

X p X

@**
® © & ©
D> &

Kl 4 —> BSP W AFIE

BSP AR — AR W, AT RN — A S, HeRE S AT S [R5 A ETE (front ) Al
I (back ) PIAST2S 0], Sl 0 7S BT s (9 2e TR T3, H BSP B E 2 AEliF Xk Tl
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N TIFZ24E ( Doom 255 — M BSP BHEUT IR ) o RASTEIL A BSP & & 8%t
FIRAZXGR T, BfH KRz,

BSP B —AN A R, IR H—F R 07 SO DT, A LA P 28 0T LT Aa] £ B 37847
AIEHER . XAHEE AT LTSS 55, KXt 5200 BSP, 1 BVH 52 AN[F, Kk BVH
1 H A AR A HEY

11.1.2.1 BSP W a1

MZ IR, BRI TR i Am AR
FRUARA— B L, MR BRSO R D
- WSSV AT S AT SR TRANES, R T R P TR
- BT RS A AT S ], AR AZE T
- OB RS ET A S, SRAL T
- CHETTRUONE, BAEERARTIA
ELEIPIA TR HR B AR

TIARYL, A5 ZAE BSP W, b — AP s | —2 =, IRR LT AIE 2RI 42
[B] A SE o

11.1.2.2 BSP #9387

MARTT TR, FIRT AGCE S SRR /7 . YJRT KRR,
U511 T i I S U3 = P S i 0 IR 1 2L R 2 S | o

P77 #E Ax + By + Cz + D = 0 FIWRE &, AIH] D(x0, y0, z0 ) = AxO + By0 +Cz0 +D #47
%EIJ%]J, :/H\:EP:

D> 0: fEF-[iFrii
D=0: 71 1
D <0: fE-f)m i
X BN S MR 1] i3k 7 BSP 7R 4914 Ch

traverse_tree(bsp_tree* tree,point eye)

{
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location = tree—>find_location(eye);

if(tree—>empty())

return;

if(location > 0) /I if eyeinfront of location
{
traverse_tree(tree—>back,eye);
display(tree—>polygon_list);
traverse_tree(tree—>front,eye);

}

else if(location < 0) // eye behind location

{

traverse_tree(tree—>front,eye);
display(tree—>polygon_list);

travers_tree(tree—>back,eye);

else /Il eyecoincidental with partition hyperplane

traverse_tree(tree—>front,eye);

traverse_tree(tree—>back,eye);

11.1.2.3 BSP W ifhk

TEVHAHLEIE S, BSP RG], 7B wihds 55 (Axis-Aligned ) BSP B HIZ 1%

5% (Polygon—Aligned ) BSP #f, i/ #7041

11.1.2.4 BX}5F BSP # | Axis—aligned BSP tree

XTS5 BSP W AT DI an F 2Ok . BE, BN EREIE—1 AABB (X ST
&, Axis—Aligned Bounding Box ) H7, #RJ5 LAidk IH A9 7 20BN B 6 4 s A /N el &

WA, HIE—TMEMBIERE T BIRET— 4, RS Z R,
T "o A—BIRE AT LI A P A, R A 8520 o 58 AR 5 P
gy, A HAl R —2e 755k, VR e A B DA — e 5 EPF ARSI YIE,
BAFEEX N RR L, BRI — 51, ZEAPGXAF o5 8 A AR R P
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ZudixAadte, BOTEML TN EMYE T, EEXFEFEAE R, wn] R
BA> AABB #EATERIHAN, ERI RS R EA AR B AR . WX A RE, 8 e ]
JUE I B RTREE , sl 21 L P & i LA R e, el 5 SO
o EIPF I AR AN B R R RCR B CH 2, — MG F & r 7 Ik s A AR . RIE
WA, s x Bk & T T E, RIS EITE y BT R T T, BRI
NG T AT R XA, WUSE T — A AR B 1 BSP B H BN k—d
o M3 — R USRI R B & T IR, I XA T [ X & 1 AT

NEER TR 5F BSP A Ed R

D E

7 auerd

1

plane 1a c Dplane 1b \/

0 auerd

K 5 Hlixf5T BSP A fEX DBl sevFas Bl #EI0 T BRI E, A—EMrE

sOLE, IR ZS AR BT A~E RARE . A B FR BIRE S RTH) BSP RS, A

T RN, XN ERRTE N7, R, Se=MEamRiErSa CMmE M
X, OYE RN X A X

(EAS—4En02, MATEERHHEERT ( Rough Front—to—Back Sorting ) 24X} 55 BSP # it —F1
R, XA R TR IR A AR WA o AR SR 5 — AT b, ] LIS 25
mIRETAAHHEF ( Rough Fack—to—Gront Sorting ) ST B HER AR R A . Haign] DLk
SN s U AR SS IRl , RS s EA R S A s s RI AT, 53 AN AT LU T2

HY
ZJ o

11.1.2.5 ZiHFEXFF BSP H | Polygon—aligned BSP tree
Z B X557 BSP W (Polygon-aligned BSP tree ) J& BSP #1155 —RIEHY, Hofs ZIIEAE N5y

b, MBI T Walkeid, R R, ER—12le, M2 e
Beosth IR 28 7 A . X T 508 ARSS R 28U, 1 o s e ix 4
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ZINI I Iy . SR, AR EPEIE RS R, B S — AR iR,
XA B e ) 2 e AT 4k S, BEIITA I 23 AE BSP B Ik

T, ZEXTT BSP WRYBIHE R — AR RN A e, X e B ARk, )
PIAFEA AT o

T A TR BSP R,
[F / c (A)

\G
=)
=
A=

‘&

\
e

\
(S
NS
A\

Kl 6 ZIEXFF BSP W, AFEY, 2840 A~G R, B, HEZHE A X285 mdE T
SE RIS A4 I Z230TE B il C 433, BB IR A EI T S5 42 N £
MAZ, BB ZHIE D M E. &GN BSP it KR,

R SE A IR RAEE AR, T LA XT 55 BSP W45 E i e -2 Oy, BR4sEs

-7 5 AR FE AR [R) 8 A 22— AN 2R

ZNIEXTFF BSP B i — A B Bt Je i T — A48 R SR UG, AT DX S A 44 BR N 5
AT (ECE MRIFESS ) RO R 7 ™Mk T, TR 55 1K) BSP 38 % H BB 2 HHL I A HE 0
FrLL, JETZhIEXT5E BSP BRI, By T BRGS0, A DU A T R A ke 2
WA, MO Z 2,

ZINIEXE5F BSP B B H A -t A A5 AR SRR B G 25

”

11.1.2.6 BSP ##%} 4 SEH [ SEAT BHEEE

[1] http://web.cs.wpi.edu/~matt/courses/cs563/talks/bsp/bsp.html
[2] https://pdfs.semanticscholar.org/90e4/c4a65b4b04d9e2374e5753659¢102dedcOeb.pdf
[3] https://en.wikipedia.org/wiki/Binary_space_partitioning

[4] http://archive.gamedev.net/archive/reference/programming/features/bsptree/bsp.pdf
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11.1.3 /\XHM | Octrees

NI Coctree ), BEFR/ATOCRY, Re—RlH THik =4ES 18] RPR B S o /\SUR Y4415
RATR—DIETREBOTER, B SA /D TFI5 8, X\ F1 SUrom iR BT R
TE— LA T AT AT —erb O iAo A5 23 UG

AT, SRS a1k o 07 sARMT B, RIS U A T LR 3 1 2008 8 AOERAE. TR 1T,
AL TR EI A NSRRI /NSE TR, SR a8 U 0 8 SR/ NS A, sk A2
NI B A4 AR XA rE 7 20T ARSI A Y25, DT A A TR 85

B 7 )\ BRI A @wiki

AR, PSR —A 4R IE D7 23 (] 0S4 NETTTE o i\ SURHE DU SORS ) =4k
[
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model 2
model; VENUS. OB [~
triangles: 43303

Octree
nodes: 69165
leafes: 55411
max depth: 10
selection
depth: 6
nodes: 3824

K8 J\ U SR @http://thomasdiewald.com/blog/?p=148

Q
O

model >
model;SHIP.OBJ N
triangles: 35992 ; .

leafes; 84714 | P
max depth: 10~

selection

[0]
O

Ko NXMISEEL @htip:/thomasdiewald.com/blog/?7p=148
[ g

191


https://link.zhihu.com/?target=http%3A//thomasdiewald.com/blog/%3Fp%3D1488
https://link.zhihu.com/?target=http%3A//thomasdiewald.com/blog/%3Fp%3D1488

{Real-Time Rendering 3rd) &Mk 2h

E 10 J\SURYSEEE @htip://thomasdiewald.com/blog/?p=1488

R =iEEE K H (Space Partitioning: Octree vs. BVH ) hitp://thomasdiewald.com/blog/?p=1488
30, BT\ SURRI BVH B4R SR, A7 4R T LI

11.1.3.1 MU\ M Loose Octrees

FA%/\RWE’JﬁZIKE'J‘E Tl \ S —HE, (2R RITIRBI /N FUBCTERS o TSR —
Tl KRR 1, IR AR DU kLSRR, Horb k1, W EIFR .

192


https://link.zhihu.com/?target=http%3A//thomasdiewald.com/blog/%3Fp%3D1488
https://link.zhihu.com/?target=http%3A//thomasdiewald.com/blog/%3Fp%3D1488
https://link.zhihu.com/?target=http%3A//thomasdiewald.com/blog/%3Fp%3D1488

{Real-Time Rendering 3rd) &Mk 2h

|

) ® e |1 ] e i
B 11—\ SR AN O\ SR Y e P R i L Fos KOTIE Al s (B —IR

Mor) o eEE, BRIEYIARRE T — % SO i) — D E ., XA, — R

SR A BRI AR R TTIE R (IR BRI o A B s —A k=1.5 B

AL\SURE, R K IT IR T 50%,  ANSRSREE e R ITIRTS M 3l , il n] DLBRIE X 70t e
file &XHE, XPRMEMIMEeN T2 EMRRITIEZH.

11.1.3.2 J\SUR SEfd a2 A1)

[1] http://web.cs.wpi.edu/~matt/courses/cs563/talks/color_quant/CQoctree.html
[2] https://en.wikipedia.org/wiki/Octree

[3] Losasso F, Gibou F, Fedkiw R.Simulating water and smoke with an octree data structure[C]//ACM
Transactionson Graphics (TOG). ACM, 2004, 23(3): 457-462.

11.1.4 375K | Scene Graphs

BVH . BSP S FI/\ SRR AL AR N AR BAR S5, ETa BRI I7E T
# HIR At AT 23 )y BURU LR B0, LA T2 UZ BB ORI LI A . SR
A 2 AU LA

SR, TEGe = Ao AU RE G Ll EDE, Xrahim, mrLp:, DA T ZR i,
AT 2@t 5t 8l (Scene Graphs ) 2R 58 il

Yyt EgoE U5 RILFE His oy il IR ET Z — . 7 Wiki H XS 75t 18] 1 SO
“Yy5tl&El (Scene Graph ) JEZHIFE ML =4 B S — R4, =— A 0K
( Directed Acyclic Graph, DAG) . ”
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Gyt —AN P R, Al LGE G ac | AR e 4R, ERSRAES (Bt Us
) | IR SIS RN A AT E . B B —ERATREE DL o D KT e 5
RN

Star

Flanet 1 Flanet 2

Moon A Moon B Moon Moon D

12 s Bl R KRR R R

FIME—A], IR SIEA Open Scene Graph 1 OpenSG %5, A5 248k AH A A T0] L4 73—
5‘Tﬁz—l§o

11.1.4.1 375 i SE{eh B 241 )
i)

2]
[3]

11.2 FJREIFA | Culling Techniques
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BB (Culling) WFHEEVE “MREFYHHITMER” o EHENLEDEd, AR A5t
JER BT HAR (Culling Techniques ) FFEAMM) TAE—— “MKEHERF Y H AR o Prign
“KEHEY” FETHELH AT, BRI RARUREA STk, REH
FIRGFIOGRBNEYAE L . I, TEiE gy i@ F T ] ST (Visibility Culling ) 7
XA, BHSE, #aydr] DA TR R HAER 53, s (XA AT WA A+
SPRERRRTTRL ) | MR, DR TR (AD) G,

HEJAHREBTEOR, W ILAA T I#ESY ( Backface Culling) , MAEEEY ( View Frustum
Culling) , PAJIERIELTY (Occlusion Culling, W4 HARVEELLHIER )

T ITRCGT BT L AR, R — R B R, R — K — X — 2R HE AT
Bt

MHER ST R R HE Z SN Z MR, AR, XA s IR RO 2%

WPRET, RO AR AR T INER , IXAHRAEE = PR oA s, IO EERE
sEZ A, RIS AR A0 B A5 B

e b, EREERAE AT DU A AR P AT AT — BB, T EL T SE i PR B A R

FEETDIBSETHR R . X TAERE A SE B R R BT AR UL, AT R A B/ ke e —
SEERBY R LB AT . Mok T T s, AT LAZERN AR PR BCAE (CPU L) SE3i—2E3k
BEL . RIIU B ATE CPU L, ety 2 iR AT R B EDE s a8 & L2
WY, FETE T LME R U AR SEEE, B RR T, Flan, HEEgdnT DS FH s
NS . T ERAR A RR B SRk TR R AR BT B oGl e S R ARG B AT AR (Exact Visible
Set, EVS).,

B = R RIRS DR

view frus

-
....
.....

eye W\ -—‘=

view frustum 4 %
2

K13 =MEBTHORIRT L, HAp gy i n LA T R R

IO AR BINART MRS . SR UCIHERY . A TR AHTTREY | B AIER S T LR
BIEIAR
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11.3 IFHEZEBY | Backface Culling

RBR IEAE 3 5 EPT%@?E’JEMZF RAE—LIERAEAT W, T4, _ILJMEP
XA AR AR R A e, IR, XA AT WL N AT S T T e EAT
X E 2 TE G BRI DUk . AN ﬁﬁ%ﬁﬂ?ﬁiﬁ’] TP TAR I, ROPETT Y H’JﬁZlKEE',*Eo
XTSRS, ] DL — A T AR, XAy R ET Y ( Clustered
Backface Culling )

screen space €ye space

1
D il
0 6
2 eye a

K 14 #5E Z RS 1 PSRN, 7 7R e s RIS 1, =g mi
W RIE], MEHIERE N, ME L, IwHEe.

A B RS [E] s TS e, 2300 A 23w, 1B C Z2IEmE ., Z21MKZiAE
A, TR AL

11.4 BIREEEBY | Hierarchical View Frustum
Culling

N b3, R S8 amiE W e Y R TiE g . — Rl bR Y B A ik e
RO A B A SOUHEREA T LU, ARG A, TRHEZ A1, IR AEANTS 2478 G [l 1A
U, i Tk R CPU Ly, PRI E FAR R A LA AT 2L A 2 i i L]
FOCHEBTBL . AHEC, AnRALE AT E AL N ol S HERRSS, IRt FBLAR P i) A it vl L
Y, B AR A BE Y L 2.

FIHIZS RS, AT LAy 2 MR I X AR BT . Flan, X5 T2 EA BVH ik, MRS
HiE T Se i ( Preorder Transversal ) E'jE_J‘UJDijﬁ*1f%o
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intersect

intersect l inside
‘.\I \\ >

intersect outside inside inside inside

K15 Ze BB g — 4 LR FIAR R A G AR (BRI ), IR B TSR BT R T e )

o AEFTRONERGE A, R E BRSNS, ST e s, 2T

WAL AR SRR S, T A — AT i SRS, 34— TR SN, o

o KIBRVEL . MR PRI A SE e 00 TAUHE NS, AT LASZ B iE e, A+
A R R Rt 52 52 TRREE TR, BT LA B R — 20 gl T LAY e 54

MHER B BT NP BE (CPU) |, MR LA B BERD G Bk aT LA 32 2
X RS E —E RAYURZOR UL, Y A —/ N2 al WY, HUG SRR o0 Ak 5]
EYEL . R —E B IEACR , HERSTEOARF T s p s el A oG, RO AT
PLORAB AR 1 9 Wy IR B — S Bl A, i WP e B RS2 LUR OB AR A —
it

B TR IR, HoAth 23 T KR S5 A8 [ Rt al DU TSRS, Al b SCR IR\ SR
BSP #f o (HUE MLt XS T7 Ik o ARG R AR FA

11.5 AOFREY | Portal Culling

XYL, AR 2238 5 77 585 v LLHZE M AT #88Y ( Protal Culling ) o FEX T
M), xR REEH Airey P, BEJS Teller A1 Sequin, LA J Teller A1 Hanrahan F1&% H T 8 /5
B, HEEARIEL,

AR EA TR, SN, S5 & 7S Y R AGER Y, s A
O (Ul 1scE & P ) S TR ey o M D A D RO RHE, sl NMIVEE

5 AL ATRE R BN o Utk AT LUK A D B E B e R IR 3 i —
HAA AL T Z SN A Z 5
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A B FEET 7k KA L S miab s, mTRUR AZE, WaTLUEFaE=, mTL
sty fIh— 25V HI0 (Cells ), il XTS5 P b T s B g s BEFEERY b TE] Y
[IFIET IR (Protals ) o FATCH RN SATC R A5 T AT LIAEA 7 — >S5 BT RHR
RRZER R, 3 R DURE & DRI X 2 BT A TR SR AFAE— IR

eye

K16 AT, B A B H, AHEEEAIThEs, Hxrgrd AL RER 28 L
R TIE G

K7 AR, Db RITIE, HEFRE— DA D REHR A 175 4 0E e
Boy BRI Gk AR . SRR R A I B A R

11.6 475 | Detail Culling
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A HTY (Detail Culling ) J&:— i i ik B BB BE AR . HIEA LR, AL T
BB, s rP A N X G A R TR E . H RS PRI A, R AR
1EAHATRGEY

g — A BRI, XA B RS S B Tl , ARG MR N BRARAG S5
R, GG R BN TP E EIE, IBAARXT XA PR Tt —Eab B, BT
JRIH, 05 # BT A AR RS R BT (Screen—Size Culling ) o A4k, 45 #3Td AT L
G B L DZIE SRS, U B BRI G B BEER vT A AN A2 4

U5 F BT A v DIAVE N —FR T 4bag LOD S AR SCE, Hirp—/> LOD 234, 55 4h—1>
LOD 245 Wik,

11.7 EP4FIEE | Occlusion Culling

BERYERTT (Occlusion Culling ) , W H BEFRVEBERLE G

W — RS S SR 2P . AMERER, AT LRI A] DU Z e depRE A ke se s, BIE
ATLAGE T 7 G vh e IE g ok i) WA IR) R, (HHErR 7 G2 nb IR ASRAE B T A — MR I
W7 BRI B, (RBELEETRE — SR HAEE, Hr, 7R EZ A 10 DERIK, R
X 10 DERAHAT TR, RS Z Zeabdi it T IS A TG 7 Znb s,
(B3 M AR Gt R R 2 s — ki, BUMERTA 10 BRI B LI 5
7 Zrh X HEATILARL, SRS TRES ABIBI A i X 5 Z Z2hIX,

TR SR TR E A R RS RO, RS R R R MR R GHY
WA T 10 DERARTIE , SPRAACE, BEEREN 10, FOATEXHITTTEYRE 1
10 kiR (RS TR ZCHI ) |, T HXEWRE PG 9 WERRB ARTEETABE
108

10 spheres

e

viewer

depth complexity rendered image

K 18 AR R o 2L B R
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B XTI A 5, BUSEAE TG AP AR 2, (EH AR A9 1 b 2 A AR g O RSETRY F) o
B, TSR AR I, PR, KL, kil DIREERKHERINES. IR
=2 UG- e AR N

P19 Sl SIE, ZeEOMEERST R DR, A ECAIHERT R R, A T 7R DA
SR APLHER T J5 1 1B s

B TRTZ5 R BT LA SR R R e (IR B SRk vT DU ke R [ Mz, HARTT LA
P X LT R AR AR (Occlusion Culling Algorithms ), PRI T #7531 8k 5 4w i
PR, R s h HA Y A P iR, B AGEE RS AR B Ak R v B b ] LAY
Eii%

AW B AP ROT R, B R AT R AR Y A T AT R R ST . IR
F7R o

view cell

view point .

-
-
-

PSR- S et DTN & S S DTS - S e £ ] BTN O X SE e o i I
B, WHRTLIE 1, WS 2, AURBIgaEs T, EEMNABE X, XEEE
FTOLAY, TR AT LM BT A7 B Bk 0[] i — BB L 2k, X SRR A AR AT A

o
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N R O — Rl R R i D RS

K OcclusionCullingAlgorithm(G)
2 Opr =empty

& P =empty

4: for each object g€ G
5: if (isOccluded(g,0OR))
6: Skip(g)

' else

8: Render(g)

0: Add(g, P)

10: if(LargeEnough(P))
113 Update(Og, P)
12: P =empty

13: end

14: end

15: end

REAFEBE PSSR 7 1 C 8 T K TAE, A ZFA RS0 R 5 bR .
Hardware Occlusion Queries T {435 24 7% i)
Hierarchical Z—-Buffering J2IK Z Z&h
Occlusion Horizons JEF5HbF-2E
Occluder Shrinking P4 4E
Frustum Growing #4EY 5K
Virtual occluder HEfLIERY4) 5512
Shaft Occlusion Culling HHHE+4E; 5
The HOM algorithm JZ2UCHEFY LG 3%
Ray Space Occlusion Culling 512823 [a)38H4 545

PR A Y IR
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11.7.1 TEAEPYEriH | Hardware Occlusion Queries

WA GPU A] LLA—MAF IR 8 T YeAb R SCRpl R R o il A A 3 A5 1) ( Hardware
Occlusion Queries ) , FRATRENS BTG Ir 2 28 I R S 2 il B 5ot

AT ERR UL, RECRER AR RS, 2R Z Srh s NS T He ARy, P AT LG i A
HREER R B —HZ L RR Al WA, HiXSeZ e w2 W IRmamR (I iREk
# k-DOP) o WRHABA LIV I, ABAMEADRX R o, S BERS A A 2
PO AT, I HAF IR Z S vt AT A o

EZAT, AUSERXFEIRL:

Bittner J, Wimmer M, Piringer H, et al. Coherent hierarchical culling: Hardware occlusion queries made

useful[C]//Computer Graphics Forum. Blackwell Publishing, Inc, 2004, 23(3): 615-624.

11.7.2 ER Z 2™ | Hierarchical Z-Buffering

JZIR 7-22 8y ( Hierarchical Z—Buffering , HZB ) 72 Greene 25 AFEH I —FpELE, Xk
PUSR ST A & LB s, RS HAE CPU HAR/AMET ], HiZE k2 GPU LAl Z-Culling
(GREEFRRTY ) LA

JER Z-GenP Bk T\ SRR GE P I e, IR A 7 Zenpiet o e v (WA
72— 7Y (Z—pyramid ) ) , ZEENMAERGAS Wb AT, Hod, /\SURRERS XS 5501
P XA TR, T Z—4 3 AT LT ERAS B TC A ARG TR Z enh. IR
24 5B v DA N AR BB R
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K 21 (i HZB BB RG], Bn T— MR35 (A ), M z2-
pyramid(ZE), PLE\SUMANS (4 L) o 385 NATENG 8 7 /\ SURS 3859 18 21 5\ SR
A, BB AT A ) AT LA\ SR 35 R 7 T AT a5, s U al g
Rl B Z 0 TE g . TEX M FH, SRS\ SO A5 AR B T LUK B 2= 84,

AR T 2.5,

2T, AUSERXEIRI:

Greene N, Kass M, Miller G. Hierarchical Z—buffer visibility[C]//Proceedings of the 20th annual
conference on Computer graphics and interactive techniques. ACM, 1993: 231-238.

11.7.3 HABEPRIHIERFIAR | Other Occlusion Culling Techniques

AAAEBERS S BR D7 1 E 2 7 R i AR, i T GPU AtERE R Bt 1 CPU, FrllxX Lt
LRI P E A2 IR, X HO— 205 W75 S —2efaf B 4, =/ b Tik
SefHAHE S F LR —LeRR, PO SR IR AN A

A 2R GRIEE, CPU Sy T ASMNAIBHI, [EXELL IR TE A B e T, ER
i A s AR A T3 T BRSO Al DL PR A AT O 58, e AT RUER
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11.7.3.1 BRERSMSTEEE | Hierarchical Occlusion Map

JZUEFS LSS ( Hierarchical Occlusion Map , HOM) ) 5.7, Z_MRUZR 2 by, B—Mg
Mo Z RS RIS A . BRI TR 2 Zenh, OB 5t 1l i s a5 5 r)
REJ1.  HOM SREREASIAIE, MM — D ZHE g X, TR, Jf Hres
AN AN I B 8 I (R 5 2 5 A SR B Y SR Y XS Gl DL o AR HoA —/ N Y
XREFTILE, ABAZN RS R EEA— DT CPU FIBIA RS, XANFILEAAZI
U

XSRS A, ATRL DS X

Zhang H, Manocha D, Hudson T, et al. Visibility culling using hierarchical occlusion
maps|C]//Proceedings of the 24th annual conference on Computer graphics and interactive techniques.

ACM Press/Addison—-Wesley Publishing Co., 1997: 77-88.

11.7.3.2 EPYH LB | Occlusion Horizons

HEPIHIAEZE (Occlusion Horizons ) B3 & —FPAE R T B0 . JET S A0 mT Wk, ml DAXS i
AT G, FEFET R A ] LR R AR A . 1 Wonka 1 Schmalstieg 55 A\ 56
P, It ARG AT T SEER, BEJS Downs Z8 A H L[ 75 Bl Hopl 7 I &
SCER, BT 1995 SRR HL Rk AR A o

JBii45 B SE, SHERY S 2R A 1 AR SR AR SRR BT P T SE L 2 R S MR, X Rl
B 8 H W SR e R 2 T A 3k T A I — R R T B

Wit NETERTE G — 35, AT LLUE A B -2 e Wl B e A iE gy, AT 7E 2 Ry P 2%
ZIEAZ T B AARER T DAL R BT i

X BOGERRIA, AT — DS H X IR

Downs L, Moller T, Séquin CH. Occlusion horizons for driving through urban scenery[ C]/Proceedings
of the2001 symposium on Interactive 3D graphics. ACM, 2001: 121-124.

11.7.3.3 EHRYE SHED KA | Occluder Shrinking and Frustum

Growing

SCZE R P RS T R T LR o AT LB AR HI A T BT Ry ] DTS
LRI, AT E I T R AT W R B 2 H m13 2 . Wonka S8 A$2HH T —7Fb
PRI ( Occluder Shrinking ) H759%, AT LA FHEE T R AR SR0E R AR iU T o0 )
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ATULE, ARYE LG RGN S b T I RS R R B A A 5T UL B Y T
T eEd 9% ( Frustum Growing ) FiAR, HHE S Occluder Shrinking B EES .

XFCFREOGRITAC, ATLAE— B ZF N =R

[1] Wonka P, Wimmer M, Schmalstieg D. Visibility preprocessing with occluder fusion for urban walk
throughs|M]//Rendering Techniques 2000. Springer, Vienna, 2000: 71-82.

[2] Wonka P, Wimmer M, Sillion F X. Instantvisibility[ C]//Computer Graphics Forum. Blackwell
Publishers Ltd, 2001, 20(3):411-421.

[3] Wonka, Peter, Occlusion Culling for Real-Time Rendering of Urban Environments,Ph.D. Thesis,
The Institute of Computer Graphics and Algorithms, Vienna University of Technology, June, 2001.
Cited on p. 679

11.8 EIR4HF | LOD, Level of Detail

415 2K (Level of Detail, LOD ) F¥FEAS AR S WA G Y Y PG ok /D, i ARy R g
AR R R ZIR, X IE— TR MR T2 R SEAR AR AR

i, FE—1 1 A ZABERRE, K e sy E B EE . Y SEiEy
PR, AT DMdE AR R Ay R, TSNS SRR, i FRE I 200 MEER, W54
ToRE g 1 A=A, M, FRATRUE A 5 AT 1000 > =MAIE R EAEAL, Tk T
PRI, @ R S 40 5 & RTRLE T R HSR T, DI M, nfRiE
M T Y A PERE TR

LODO LOD1 LOD2 LOD3
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Kl 22 1LOD El/~

LOD 200 LOD 300 LOD 350 LOD 400

[ 23 LOD 7R
NVIDIA &4 7 — AR HAA M, rTUAEM T E A Citish/r Rt scm, &% (hEm
SRS ) AR AN RSO Y LOD B RtFL, mTLIX LOD A — MR EWATIAIR, 8%
IR R Dt
http://images.nvidia.com/geforce—com/international/comparisons/rise—of—the—tomb—raider/alt/rise—of—

the—tomb—-raider—level—of—detail—interactive—comparison—001-very—high—vs—low—alt.html

S - 0 A
S <A
Level of Detail: Low Level of Detail: Very High

Bl 24 (LRSS URAR ) ANFE LOD IFEL ST LM EE @NVIDIA

BHAEOLT, a5 LOD —&MH XHFATT LSS b W — Wiy, BaMA
BYIRSREA TR . 38k, SRR AT LASEEL T SCH /43 2R a1l 5 LOD yi 4
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( Time—Critical LOD Rendering ) o EIPBOT AT ESE, AT LI I EEXT S, JEH AT
DS B PR AT G DA DR F IR

—BENLE, SEEEH) LOD B 3 A EEH
H: il Generation
£ Selection

Y Switching

Horfr, LOD B4R U2 AR AN R0 AR TSR 7R . RTR3 A5+ 12.5 5 e i fag A 7534 vl
FHMITHEER R LOD, 75 —Flrnk 2P TR ERA AR ER ) =MIEAE . el g
T R I — N2 AR AT, Le bR PG A RS, BA AT EN— 4
TR T — DRI, XA ARy LoD Dk,

N HXE LOD YA O S i SRE E— A i

11.8.1 LOD HjJ#t | LOD Switching
4 —A> LOD Y3 55—~ LOD By, ZSRBIRIE AL 25 RS 19T, X
RPFRAZEW (Poping ) o X HAJUMOARIEIRY LOD Y1451, A& AR BYRHE: -
BHULAT LOD | Discrete Geometry LODs
R4 LOD | Blend LODs
W LOD | Alpha LODs

4L LOD FULMIEAE LOD | CLODs and Geomorph LODs

11.8.1.1 E#HUJU LOD | Discrete Geometry LODs

ESHULT LOD S & 5 LOD 83k, AR R 7s A R ookl a9 [al— Ay, (R 3%
RIR

11.8.1.2 JE4 LOD | Blend LODs

et L, SE e BEAFAE—R EDAYT 0L, IN—> LOD T3] 55—~ LOD, R B/eian)
IR A FEPI DS LOD Z AT — DN EIEIR G, XAk JoRE il LIS 2 —F LB g Ui, B
SEX AR SRR A AR . TEGEMAS LOD ZE—4> LOD Ty Z BT, HikhstidE®s 1
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LOD MWL o {H LOD Yl i A AEAE S I [B] N 2, AE TR — AR X 5 e W kst
Frode, B IRER AT LI PR A o

Giegl % A7 { Unpopping: Solvingthe Image—Space Blend Problem for Smooth Discrete LOD
Transition ) X f SCE PR 7 —Mor:, SCBRRHIRCREC 6, U Z/EM S LOD Z
[A —> alpha fEAYSIE, A GERAIYIA AT LIFE— T i

11.8.1.3 i#EBH LOD | Alpha LODs
52 A 07 S R 2 1) — T A7 205 2 P alpha LOD . H 93845 i FH ) — 9y AR 2 R ) 4
S, T LA AR U — A S

BfigE LOD BERU & (ANS5P AR EIMIEE ) MR, PREREIRE Rz R (it
alphaﬁyﬁd\) , MEeBE, YRR ZESTE R,

XAIFERIPLRIE, HEEULM LOD J5 ik BRGE L —L8, rTRUERBRIG: . 1A,
TYR AL 2R AT B TE Y, Al LIS SR A IR o

Pl 25 /] Alpha LOD XJ A GBI HEAHEA I Y, 00 g B HEABGE R, wii e e nEl
B, HEEREHA. HEADREGRMNF—BE TR0, HZ ARGl
KA R T BIEIE
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11.8.1.4 #%%E LOD MJL{AFEAE LOD | CLODs and Geomorph LODs

ST 2R ( Continuous Level of Detail , CLOD ) FY3EAS AR 2 LT LOD 1 HUE G B 8
Al L2 G . 7F 100m kb, LGS 1000 N2TE, SR ShAYE] 101m A9 5,
TR /D3] 998 P Z2ihiE .

JUTIERJZIR AT ( Geomorph LODs ) Jedk T A A2 i) — B O ,  HHL AR BRI T 553 22 [
AUBER G R IR ANE o T AR T AL A R 1] DL —AN B 2 i A b B 4 AN [R] Y LOD A

A, ERMEETT A2 0L ( Real-Time Rendering 3rd ) 12.5.1 —77, —Mrik i 208 —4 &#

) LOD, SRJ5 M FSCrRR BRI TR . X LA ERFE (Edge Collapse Methods ) 759547
— AEEERT, BRI VFZEANIRIR LOD 22 )R FHHAt I P07 %

Kl 20 JLIEAZ LOD BRI R o 2ot AT 1 PG 7800 DA AR AR 1Y J2 ORI 205 )=
DAY, Fpa] ) B R A Ze A SRS v R A (e AR A L A TR . TR P Ial A4
RUFIA T AR LA AR R 8 i T A = .

11.8.2 LOD HJ#EHEX | LOD Selection

G — DR FAT R, AUk, PoEiE REcE IR A H P imE— 20, Xt
& LOD ¥E#E (LOD selection ) LSS5, A IJLFAIER) LOD #E£E 7 %E, X Loy 2 tn] LI T
PRERITR
H LAY =Rl LOD 1A S :

FTF P LOD ZEHY( Range—Based )

FETFRGZ I LOD ZEH( Projected Area—Based )

T E B LOD $EH (Hysteresis)

WRERIE 0 A 7 fT 2R o
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11.8.2.1 FETFHEE A LOD B |IRange—Based

BEEL LOD () —FhE O 2 R AN R LOD PRI B Rk . A iFEEM LoD 1Y
FEES AN 0 B — P& SUE 11 Z 0], FRIZRAY LOD MIREES AL T r1~r2 Z[0], DI,
INLE

LOD
Q | | | - node
£ T Fs
Lopo ~ LODI ° LOD2 ~ LOD3
) O o @ o A o Q| @ (A

K 27 AENAETIEER LOD fyJEHURFIKE . Hrp, LOD3 B— Wik, Wil 2Rm 4y
RT3 B, siARE LA, RIS EIR B TTRk A . 45 K 5 i —4 LOD
S, BERA—NFIAEET

11.8.2.2 ETFHRZHEFRA LOD B | Projected Area—Based

FTHOZ AR LOD BEHL, B4 R85, EIBCZ MBI, b B E = /Y LOD,

11.8.2.3 TS HY LOD #EHBL | Hysteresis

#HTH0E LOD B AR R SERANME vi 7810 1 2 [0 225, IR A4 BN S BR R
%, Wt SAEARRN LOD Z[Epk mIPud b, Xhitk, RIRISIA—ANFIZE v {51095 R A px
AN, RE, X EETIEE R LoD, Al LI HFATAMZEA, 24 sk, A E—
171 LOD BEES; 4 r BN, iR T—1 78 LOD BEES,

increasing r

LODO  LOD1  LOD2 _ LOD3

< f
= i

- o

<3 | | -

r }’2 ¥

o Bl B il [
* > - -

decreasing r

K 28 KA IX IS B2 3 T 5 B9 LOD BE O I A 5 XK
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11.8.2.4 HAth LOD B

ST AL TR AR LOD Meltm s . B THO2 A, Funk houser 25 A ( Adaptive

Display Algorithm for Interactive Frame Rates During Visualization of Complex Virtual

Environments ) —3CHIAEE I T WA ELRE, 23, DAESSETERIEN LOD 1
PR S

WEEE E R — D EREN R, i, E—Elekeh, EHeRe G R
AT, IR ILARYFR 75 n] AAHR AR ULR A Z R A8, BT LIS ILESC (Never Let

Em See You Pop — Issues in Geometric Level of Detail Selection,” )

T35k, AT LA AR Rl L, i S A Y - BIAY BRI R AT LAY LOD &
W IR PR AR 200 LOD FICE: LA il Ve S i) — AE SR04 . bRy —28 LOD ik
WA DI teoh, dnl DU TR R R 4% LOD.

11.8.3 KA LOD % | Time—Critical LOD Rendering

AT T A BIE R R G A A EE AR, SEhR_FnCt R 5 I n) “BSEE (Hard Real
Time ) 7 SEEBTENGE S ( Time—Critical ) o W 45 X KRG — e A B (41 30ms ) |,
WAL 3 BN ] P S8 AR N AT 55 CAnEHEIE S ) 5 YRl AR, S2iifss kA BE , ansf
Yseh A LOD A3k, TIAT LASE RS S sy Ye vk

Funk houser ¢ A7E { Adaptive display algorithm for interactive frame rates during visualization of
complex virtual environments ) — CHFEH T —FpE &8 (heuristic algorithm ), XTE
T R IR, AT LA A TS RO TR U, AT 2 [ E MR ESR . XN E Y
EA TN, D] DU LOD e BOGEE T Bt Ml WA X hE e IR0 5 X hE
IR (reactive algorithm ) JE R T EEBAXTEL, J535 B9 LOD 328 HC3E iy — o i) 1A (1475 G
R[]

11.9 KEIERIFELL | Large Model Rendering

MAT— EABN A I iE Y R 8 E S AE R B E AR, HE H s S IR U
o — AR B 7 R e e — S HB BRI . OR— B B ARTES,  (Real-Time
Rendering 3rd ) HHAE T —F, RIGH] T —SEAHe sk, X HE WA R B E—T

T R EE L, RIS el 2l 2 M E RS, il — A DSR2 %L
PEAS PR B R ER SR AT o AR ARSI R AR AT RS BAR A A A [ O Edle 2t . e
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Sb, 9 TR EE AR, RIS AR A RO DX, AR S AR 2 5T, TP
AL AT AR I LAY

(AR —HEE, 16 RTR3 F5 6.2.5 TR WA RIS TR Y 5.4 ) 0HE 7RI (clip-
mapping ) HEM, R ERIILIRA —FH A

AR BN BRI T G RAB L FAE . Aliaga S NK LRSS SRR, HTIER K
s, BARA LSBT 3 530

[1] Akeley, K., and T. Jermoluk, “High—Performance Polygon Rendering,” Computer Graphics
(SIGGRAPH ’ 88 Proceedings), pp. 239 - 246, August 1988. Cited on p.22

[2] Akeley, K., P. Haeberli, and D. Burns, tomesh.c, a C—program on the SGI Developer’ s Toolbox CD,
1990. Cited on p. 543, 553, 554

[3] Akeley, Kurt, “RealityEngine Graphics,” Computer Graphics (SSIGGRAPH 93 Proceedings), pp.
109 - 116, August 1993. Cited on p. 126

T RABRIAGTEGe, A IA AT LI — 2% X SIGGRAPH 1L

Manocha D, Aliaga D. Interactive walkthroughs of large geometric datasets[J]. SIGGRAPH 00 Course
notes, 2000.

11.10 5763 | Point Rendering

7E 1985 4, Levoy Fl Whitted 5 T —fm HA FFAIM:AIH AR A ( The use of points asa display

primitive ) o FERCGEAAH, MR S — Mo R DOk B TR g, AR — K
ARSI T LATE e o ERE)S R IE T, Al i R B e e G i Z A 1]
B i T R A A AR R T A 1A L B RN B LB o A R AT LA
— T, PDF bhik7rix HL .

https://www.cs.princeton.edu/courses/archive/spring01/cs598b/papers/levoy85.pdf

212


https://link.zhihu.com/?target=https%3A//www.cs.princeton.edu/courses/archive/spring01/cs598b/papers/levoy85.pdf

{Real-Time Rendering 3rd) &Mk 2h

. P

d

29 MG sE Qe nY T Y R AOBRL, (ARSI (circular splats ) o ZEEIPH44°4 Lucy

MRS, A 10 DT BAEEGH RAE T 300 50, EL Ff B A

BIROR . FElE g, By EUREH 4 T, S Ib sy, gl A, ff

AT 60 T mE (EH Szymon Rusinkiewicz H QSPlat program FeAs Lucy PR Sk [ HirH
fREIE ek = )
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12.0 5

B SCRELA 1 JT 8 T, MM EZ D ER (EIVELMIUE KNG ) , TR (ERELL
feskmg ), LARCE HIRPERE 0 TR AYS2E =885, TR H T .

— . TG LA
T TP LA AR NS
=L bR ERERRBUE L
- 3.0 MR B R EUE A
3.1.1 e R EUE [
3.1.2 ST FE AREE (i
3.1.3 i Iod (O RRESE (i
- 3.2 JUMH B SUE (i
3.2.1 TR 5RT U RIRBUE AL
3.2.2 THS AR R A0 o
- 3.3 MR B BURREUE (7
O, R EGEL AR
4.1 Xt CPU Mtk g

4.1.1 WL BIRBUE
4.1.2 fRAY RS R AL

- 4.2 R Hr B A SR
4.2.1 WAFZHRIDLAE
4.2.2 fCRSZ HEAYLAL

- 4.3 APLIEFHIILAL RS

- 44 U B LA SR
4.4.1 D T A O T8
4.4.2 TG AL BRAGOLAL

- 45 eI MR
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- 4.6 JEHIMERT B S
4.6.1 R ITE B
4.6.2 JE/LUIHAT L
4.6.3 PLALmIZE miy e
To. EWRPERE T THS 2
7N EZPEREILIAHCHORE

B TIEYVE LA B B BN LR F AP Ae g . Hor, AN NETZR L AESRZI
AT A LS (Instance ) 456 )2 URAH T HI impostors T K% 22 N [F] 547 5 ()38 YL il A 7
Ak, VIR ST (Texture Pages ) KA THEIR AR ~F okt .

X e (Real-Time Rendering 3rd) “Pipeline Optimization” Hl {GPU Gem 1)
5% 28 #& “Graphics Pipeline Performance” [A—"1454G, MAEZHT— R ) (Real-Time
Rendering 3rd ) [R50 F 4k

LRI, AR IR (GPU Gem 1) (K3 SCRIRIF MR, 2 KB PR
P — A S I SESCSOCRE MY , (5 ER AP S0 — ML .

OK, 1E3CHIR.

12.1 EYE LA B

WE, AT LLE YRR CPU Ml GPU PRy, NIRRT EIBE Y LT,
WRUEEE, 1R GPU "PAEEFZ I Tis AR IIRE e, AR e TtBa s i@ A Mgy,

Transform & Lighting, B T&L) . FouE @*ﬂﬁ'ﬁﬂﬂﬁéﬂ?( Raster Operations , ROP),
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Video Memory . On-Chip Cache Memory

p——— I r L
—= Geometry —= Pre-TEL Vertex Shading
| . . Cache (T&L)
—= Commands | : Y
—l  Post-T&L Cache

System Memory | |

i

Triangle Setu

U —

!

[ Rasterization

[ Ll | 4

— |
—s  Textures _:|Texhlre HEgmant |

. Cache Shading

R and Raster

I?rame BufFerLr | &=  Dperations

K1 EIEE G LR

i { Real-Time Rendering 3rd Y AT, KIERE GO FRE T = AN BedH R 2 A
4

N FHFRFBBE (The Application Stage )
JUATrE: ( The Geometry Stage )

Yt EET Bt ( The Rasterizer Stage )

BT XA LA, WP E— B, AT I8 B A5 i e 8 A7 o3, AT BRI
HPERE LA T B BRI T Jed e rh A Ak i, T i B A T Qe p PR RE , BT
VAASMERRSRE , SR R T IR EZ A

Application H Geometry H Rasterizer
/ \
/ /
K 2 TE YL

XX RARPEIA L, BARTT IR RIBE XN RINAIEE —SCE [ (Real-
TimeRendering 3rd) 5 EEE ] (=) ow . KIEEYYEZ The Graphics Rendering
Pipeline )

L] Ny 5 3 g
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12.2 {EYVE LT

HERSE VR TE P AR S — 20 . A AR ISt T B Bk, R ok
IR TAER TG TR 2

WRISLITERIL S, wf HEIAL B R0 0 LU B R s AL AL ROTEEA -

Step 1. TENS, W TELMENIE, SUEEMAEEGTERES (RIRMEEEE ), WRIEREAA: T
B, EIFOR KB T — S

Step 2. HEATILAL. 48RS BL, J/NX BB gk, ERIMEREA PGS, s kB i
BHIPEREKF-

Step 3. HA . BES 1 LA 2 4, HIIAR I 2 PEREKF-

TERERIRE, (R U IRIR . R BT AR AR L AT RO B, TR
HBRIFR R, T AR AT B TOLAL, IENATE B AR SR B 3 50— ML, e
BB PRI, AT LA BT AAL S, SR {4 et — B Bt
LT S A

() — iyt i, RO B A ATRERRE . i TR IR RARZ AN = A, XA

fog, JUTT Bl T RE AT, FEmii o], i T 2 S5 B R i R — I OC#E T TE G,
PRI T Bl T RESO AT, PR, ML Be G nl e, RIS i i rf A8 2 s 8] £
Z BB .

TEAE A R AS A R B2 RS, ISR RERS Bt i B Bt A Tt — 2Dk, st A By
B BB TAR R il fE—HE 2 (st BRIRARZ A BL, AW H AR B i
WAL RUERA RN, RIERES) o i TRASEEE B, XSO
B BUL AR REAYERE . A, B0 N RSP B BOSON A, 75 2 4E9% 50ms, T HAB B
AT EAE DY 25ms, XEIRE , TR AIE YL (50ms, BIEERD 20 WORIEEL T, JLAIEY
B LB Ben] LIFE 50ms P SEAS HAESS o X, AT LU FH—N S e 0 G HR AR Y mli 5 f
FHEFSE F0 S S d img L2 (AN I, PR PP B BE AR ST ER ) o

BRMACH) —Fh REUR I, JeRE Y B AL, AR AR AR o O S 4 T #E ]
FEZ B (an bscprd, X EAEE, BRORELSE, REAATE, AU 45 3 IR ER o
e L TAERE, SRABIEFETSCE ) o (HXFEECSAE FADHEN, a1 XBOX
360, KH N A shhnz F i e,
RN AR ST TSR R 2GR R AOANE],, HAE S Bt i b . U0t 1520
T=hEE

“KNOW YOUR ARCHITECTURE ( T f#RET B LIIZE )

“Measure ( EWE, FALIEIIE )
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“We should forget about small efficiencies, say about 97% of the time: Premature optimization is the root of all

evil.” (FRATNVIZIC—E/ NURCR, AU 97% et E] . BRI R TT E2Z I8, ) — Donald Knuth
OK, THEHUE, AW Fi, EIELARIEN .

123 & ERELKNOHETEN R

IERENE] TR, AL TARME SEm 7 —F, BOAR RIS RHME L e R 2T A
RITR

BEPRIEN, REZ AAREAEF] Profiler T H., Profiler T.ELR] DIFRME APT I8 FHFERT TR (S
B, B nl DIE MR APL 8 2 5 SOt Y, (HR— 2 RE MR M 2 45 1 R R RL Y B IR AE
WS AT . ( PSARSCSCRERE T — R 5% FH I profiler T_ELAY15E )

BE AT I BR T Profiler A5 7 P8 HIFEIN A TFRAR{E B MR A MBI 7ESN, WrT IR
AT TR ER L. RE—RIIK, HPES8 MR b BT i TR
B, MREP—MIRKSEGPDECEN, NELRBmIHB .

17 L3R 778 I HEBR IR W R AR Al AT, RIFE AR IR Be i T AR p AT sl b HeAt B Be iy 1
PRt WSRPEREBCA UL, ISR TAR U B U iy e B Be
TR T DU R E, A TR R PR E ARSI 2 — R

L/ 38

\ Wary Frame FPS Yies Frame Buffer
Run ‘lllll Buffer — . Varies? Bandwidth
@ Bandwidth e g _ Limited
e i i
Texture
Vary Texture FFS Yes
i tepbirh — Bandwidth
= Size/Filtering . Varies? " Limited
No "
Vary FFS Yes Fragenent
™ Resolution . Varles? o h‘mtid)
— No .
Vertex
Vary Vertex FPS Yes
™ Imstructions | e Varies? Tﬁ:ﬁﬂ;:“)
MNa - :
AGP \
Wary Vertex FPS Yes Transter |
™ SizefAGPRate |~ T o Varles? |_1:T':1ﬁ

No Py

e Lirmited

K 3 BNE YIS LSRR @ (GPUGEMSI)
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BAFIS RN AT LA R, SeMEBTBO R, 2k nh X A3 (dpReHl
BfE) , AT CPU (W HREFBIrBL) o BARMRIEE X, FAEoL GEFE—1T=ME) HfA
— S, B PETA FT BRI . I, BEURK LR 2T S T
SHUMAPERE . BN, DRI RS Fl @ 2w 2 B oo (i v DA BR f] . R
WIS A e JLAME R A5 B 4 B A2 3] CPU s TR s ARG 23R, IRIIE, 3B A b i AR
T, OB T A A R A R B

AN, BB BEMKES T GPU J5i2% (43 GPU Core Clock , GPU .04, DK
GPU Memory Lock, GPU AR ) , XMERRLIEA T A PowerStrip ( EnTech Taiwan
2003 ) , J/INHIC YRR R, IR P ERE 9 AR AL

I SCRs R B E AR — B (BT LR PR i ), HOBlMEl B LR B, B
FHAR P [ B BRI SRAR YA GO TE 3 T 1 S 2

12.3.1 JEMAL B B RS E fir

AR, MR Boh = N Sr BB . AIBIE, REE R, ADUHHE
(=8

Hrp =i apBUL AL, oy e ORISR =M . i #AE
R R B 18 BT D R B iy tH AR ORBE A 32 (ER 24) A E] 16 iz, A Rius =R
RIEEESEIN, AR BB BT e .

— EOUHMEERAE B , BRE GHEFRE RIS LUEE SR R Bkl
o WERBURMI G R S EMGERI B ET, (BRGNS, =/TEREsem e ss
SR, AR, WAUEEGLAYE LOD RE, Wi B — M RSRS IR R O T,

S —MITE ST A AR P R IR T IEAHE], AT AGS I 22 148 R & B W T Y
S, HR, WX SRR R A S AR AL o

I SCREREAIME B BE =5 AT RE RIS 7 2 Tt — g A

12.3.1.1 YEHHMERAIERR I E AL

SEHMEERAE B0 32 5 i 2% vhliF 5% ( Frame—Buffer Bandwidth ) #0356, ABFRIS, 7 TASLR
Ao ERAE (Raster

Operations, HW#FEHN ROP) , HTIREZ AR P LS | TRIE S rh AR ZE i e
B, EEEM, LIRHET alpha IRAFINR . WOGHMERRIE s 2 Gl E T migg vhais o
ﬁﬁo
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A 52 iy LR BRI, BT HINER BB AIREE, BIREZR AL
B (WA LAFNSERE ) o WRILERAE (HOAmRe 2 (22 bl DR B S YR BE RN 32 157 0
R 16 A7) DR TYERE, AR AMWIZE i SE IR R .

AN, migE s et S GPU AR (GPU memory clock ) A, Wi, BraziiRwer L
i BRI

12.3.1.2 83 FERIRBENL

TENAFH T BRSO BE USRI, g2 I AESCHAY 5 (Texture Bandwidth), RUEELL GPU LS
AT BRI Z R NAFIER, (BLE R A IUR IR 2 FE R B N 9 o

TERUOCHMEARAE BT BUR AR BT RN, Bk SR B o g2 vh X AR L RR L. e
LA, HCBHERE KRB IESF S mipamap 4077 ZR(LOD) MW ZE , LSRRI Ak HRURE Y
mipmap & TFIERA, KARHB/NEER T, [FIRE, WERMEN D EMAGEERE, WEKRE
ST e R

LU TS GPU BAE A,

12.3.1.3 FuEamNBiIiE

ool ERRBE AR USSR IR, SEOMRERA R, L&t “BRE 04k
( Pixel Shader ) 7 8% “HIcE My ( Fragment Shader )" IR, RocE e ( Fragment
shading ) FIWIZZ i Fi ( Frame—Buffer Bandwidth ) H FIEH AR (Fill Rate ) BYR R, LW HE—
EHEIE, KA TS AR PG, R ENTEE L PO TR FE BT, X
P 22 MDA B OGS,

TEA] g i UL B A 2 GPU I BLZ T, FronE LT BEA 2 RMRIE, IR MWige mhaly 58
FIEE I A o B MIVERE Z T8 A Al SR AR LR I A3 M T B0 SR 75 1 i s 1 — e
wHERER, Aok GRTERERIE WA T,

B BERIENE R OUE GRS SR — . ROvfE LIOCHHME BP0, B2
AR R TREE G P, HERR T Mg DO SR A T fEE . FTLL, AR PR
HEBEAE, FooE @A SERIMTPTE . MBS rnl DR BR R T KE, ik
MEENAPERE . (HREER, AZUS] LIg—L2 “BEN]” A s s a4 2

FICE BRI S GPU B OIRA L,
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12.3.2 JUAAT BB B M S or

JUAAT B B S MEREA T AL R B B 330 PR AR A AN B BEAY TAR Tk A 77281k, TR
2 HARBT B — A s A B AR H W A B2 O T iX M, Cebenoyan [1]
feth T — RS TAE MOLHMERT BRI 4L

TE LB BB A T B X ] B BUME . 105 5 R 5 £ %i( Vertex and

Index Transfer)*ﬂ:fﬁ}ﬁ B ( Vertex Transformation Stage ) o BEMIESEE N TS S
AR IR, Al IS AN T SAS RN e 33 AT DL 3o R T ik LA A Y SO B AR Aot 512
B, B, ASRMERETRE, XAERIMRIRS

T4 1 TS (e B3 T DO RE A A S e A IR S RESE I o R T TV RS AT,
ML FE G Aa T B . O TR G BRI SE R 452, AR I — 2L i
T, T EIREE L, AT LLUE TR T EE (IR St ) SRR GRS A AP
2 CHIINERIEAT ) SR = A B fr

B ICEEXF LT B B A~ ] SR AT B BEAY 8 L 5 A T E— 8k

12.3.2.1 TS 5R5IMERFRSUE N

GPU E Y2y —2, ik GPU SRITUS AR |, 1 GPU RIS AR | A RE

YT TS MRS B SEPR LS . A Bl SRR A NAF (G AGP 2§ PCI Express J=t5% i3
EKH GPU) , BfERF WG N, E, 7EPCFH b, XTI ISR A 2
ARy, MICEE APL i/ R PSR A I3RS, LATS BaK S A% 7 1 £ R 1 N A28

A,
A DUE B DR R, SR AR TR R G SR 7 2 N R 7 BT

WRBIAE R FE WA, 92T R T HERES AGP 5 PCI Express B2 A% 5 R4
Koy WEREAEAL TR g2 b NAE, WS NAERIRA

AR E IR REAR A B RS, IR AT 5 &R S S P B S d nl 8867 T CPU I,
FArTar LUl X CPU FERURTHIAIX —F52, WRMEREFZ LU B #EA 284k, B4 CPU Hl 2 s
JITTE

12.3.2.2 Ti S A MBS E AL

TE YL 28 HP Y TS A8 2B B. ( Vertex Transformation Stage ) 1 oe iy A—2H T & @M ( Qi zs
[EIO7E . TREL . SORAARAESE ) |, DIRAE P —2HiE G 3y MM R (CAnseoakay
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ZRINCE, BROEIEUR, QOB ) o 48R, XABrBIRITERES BTG S8 ) T
T, DIROEAEAE B R TH oA K

X FAGRM TS, AEMAHSETRERNKE, RERET RS RS,
U A PR, BT RIS TS T BURMSIPTAE . 0 1 SCHEBIIhY , A
SR A, AER I B LI S I B R

LI 1P 25 RS DR, (0, DR BBl RR A AATAEUBR 2R 3t 0

I, WA B R ZSHAERE S (no-ops) RREREDLAL (HIIIA— 1S5 A (I 1Y
WA ) -

X F B SRR TR AR, FIEMRBINA AR XEE SRR TN TAE, slaEssim
o R B S A AR A RS R B B

TN EER, DU EE S GPU BLODHIRA K.

12.3.3 N FHBR I BB TE AL

PATR S W IR PP B B AL 3 ) — USRS FY)GL 2 -

A LA Profiler TEAE CPU M 5 AR, EERE YHTMAT RGN THAE 100%01 CPU di 1],
Hean AMD H: i Y Code

Analyst f0ES50 87 T H., wJRIXHEFT#E CPU _EMARISHEIT /BT At At Intel W& T — R0 Viune
T E, ATLAS e AR T s ak sl (JUATALBEBYEE ) i (AL 2% (4 67 B L

— ISR A — AR B B TAR RN EMRAR TARREE, X THLE APLIT S, ATl
i f B A ] — 2 3Kl A b2 Ais il A2 M A PATAEATERAE ) ORI LS ER S8 R 58 il
DA R BR TR P T L, UM BATBA fEDE RS, it CPU dRZ e, i
AR, FATAT LT e R Bt AT 14T M Befy 2 RIEiotE s o] . Wil iR, =
YRBYFR i B 1l T ORI A B R B 1] )38 £ P i A PR

FH—NEEENTERX CPU #17REM( Underclock )o ANARMERE S CPU B BUELL, IR HIRFHY
B CPU A, (Hf EER, PRI 2] AR IR, WA Al e E— > Z A2 Rt
B

AN, WPEHERRTE, R GPU BB &E Mis, FR4 CPU Bi—ERMBIPITE,

114 T ERFELBILRR

— HAE VRSN, BT LHRST A Gr Bear il DISGEFRAT R PERE . iR 4
fp R AN R B B, X — LB RS AT T 0 BB, 50 AN A o R b A T S B
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XF CPU YL AL
IO R B B it A S s
APT A IR A A e
JUAT A B I f SR
SERET R e A SR
YEAEB B AL e ms

12.4.1 %} CPU BIEAL %

VFZ N HRATEAL T CPU, A RRIESBH (R ZRpY el ALz ) 22, A2
AR BB TR B R WERE 2RI P22 CPU R, al LUAAT F AL,
DIXHE YL CPU R HEREIEA T

12.4.1.1 B/DBIRSE

BYPAT A58 GPU W [REZEHAE, wirTRe/ B %E GPU 4k, XI$IHFE CPU FI GPU
PIE R, CPU MR FFE—MEFRA T, GRF GPU L TAE, HEIT W T RIFR EIrER
TR, XMEERFSHE AL CPU JEIHMIR %% . SR)5 GPU SSX & FHE S, PP ERE
B GPU JE I AR 9% o

FRRIBUE ZRATELL T EOUT
X AT T AR e (Y 3R 1T A T B el I
Xt GPU IEAEBERI R I HEAT A, NS el T 2 o X
TSR BE T, W] A e vy FIE I E] GPU IEAE B F B BEIR o

12.4.1.2 #LRBIR TR

XSRS AT AFROA IR RO N

LUK (batch ) Z P FEAAS APL Vi SR ) —2H AT B o DRl LAY B3> APT pRACH]
. ARAXTNIAY CPU THAE. PRI KBRS N 43 R HI T S 52 i = B %o, CPU Je
25 BB = SIE RIS FERR T DA SR/ o A IR i RS S AR B A5 2 T AR S —
E, MIHBOR,
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LR B AR TS FI2E R

HEHT =AEH (Trangle Strips ), N FHBL=F/ (Degenerate Triangles ) ¥ AMZE HIF&H BHEE
R, XFERLRENE — IR Rk 25 =M, DMERELE SN Draw Call PR,

RS (Texture Pages ). AN [FIWIAME FHA RSO, SIS E AT, APl 28024k
PEFANEY 2D SO NI FE HBOE SRR, FEREAE S Draw Call FRAEM T 28GRI, 1Y
FOR A REAFAE mipmapping FISCERERYRIEE, 10 [R]#EACHR 73k e MBI B S , HLHNAY 2D ST ()
B2 T MG 2T

{87 Shader 43 37 RGN AANHR AN EHE . B GPU HAT R IE AT S MR Jehb BRAS Lk . iy
Shader B 4232, BN, FPIAS IR, AP — T B A B 2 e TS E s, 1o —4
TEWNNEERE L TUSE R, RIS — AT & G aom DT B s scs, REURAAGE,
SR AERCRE AN A — BB AEER . AR OR AT AA I —1 o FEAR SRR shader 43 3 HOZEHY
b, ATRASEEUA I TIEE, iR LR AR SOER A 4 BB TS E e, TSGR AR 2 4 B
BT, BB R E R 0,

BT E O BINTE (vertex shader constant memory ) YENFEREA 2 (Lookup Table of matrices )
SR, R, I/ G A R, (EOGERRIRSAER (B, SRR, 55—
MRLFRGE ), MU RMIA, X, ATLEE n AR ERFE MBS TS ds i N, Jf
BRI DX R TS AR F RN . RS RGBT shader AUH RN, IFE
FHIERR RS HRAE R , T —RIE Y n XS

RATREE A B LR TR R R A7 RO AL SR, W%l HISCBE R alpha IEVE RO, AT
WAL, SHGEOE — ME R shader Hit . [FIREHL, 25 (BB SO AT DLE B A4
SHER,

12.4.2 NP B BIRIEAL R RS

XN R FF B BRI UL, T L 3R e AU R PRATIEE DA R R B R PP A U IR ()
BV DAARTIRI R UCR ) SRS, PR 45— 283l IR BOR , 3@ T RZ 9 CPU,

AL R G M g dn d T I bn . B H AR AR E, —MTHE ek
MRS AR 2R AT LA, TR ARG i B e felt FH B A 2 20— A S A fBeise . ot T LA
P gmiias R E R B/ MRS RN (minimize code size ) 7 TAZE “BUEMAL (optimizing
for speed ) 7, XAEA]LIREACISPA TR 3R, ORGP REE S 1o AN, IR ATRERY
W, AR R g itds , ORAS [R gidedn— Mo 42 RO ] 0 XA T Ae i .

XA, TE NIRRT I ] AEAE IR /A U AR SCHE Y . — PRI profiler J24%
BRI A7 [ ARAE B A CASIR LA S . SRR X L8 AT R AR . i i 247 Bl
WORNERERS, sSUREWI T 2RI R Bl (PSASCORIRAE T— RS HIAY profiler
TR
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AL EEA RS2 R, IR ERTia A Ak, i, DIRAURSTRESE, Wt/ ST

CI-EZ

2R AL O o

B ICE N AT T AR 2 T — 2L BB

12.4.2.1 NFEHEMLHE

XEFAERIZREERIE . WA BRI CPU PR S5 145 P B 1 i
BT, (EASRITH, IR TN

PSP L Ui IR AEAE A A TE I P DRI SR AP B . (7, e e — D = MIE RIR pambe, 4n
RUTTRIRMTE . SCHAAR#0 . ihEka0 . BLE#0, THR#0, SOAbR#1  EZ# 45, IRALENAEH
WRLZHEE NP S LAt . RERRIEEH RS . BkEE, DIREREOAR, FABMNRES BEREK
CPU PR MR HERR, LAY — R EHE I 7 —EEE, MK MNMEH UG RISy, DI, 2
LR A BERFIRI SR, TR R BOBHE ZAF R At (cache misses for data ), iy T BEGRIXFIEAL, N
IS AT R A

PS: _FIRSHEN A9 AR 225l ( Game Programming Patterns ) 5 H 21 i Bl Jey i A5 =X
( Data Locality pattern ), BHARAPIE% { Game Programming Patterns>> XA web e TEK

Y=y

PRPERE A A

FERGH, RANNESEAMERTIETE LN, Hik, 78)5 S Bdr MR/ M R
— RN, ARER B O BEEEs RER R LM N N

REZXERGIEERE PO BESRE AR . 1, w] LA BCE 7725 8 (scratch space), - H#
Atk B S AU B A (o n] DU HIRR R 2R AR PR LE ST 2R RO o E R Do

MER/EHZRAAFMALIER . B, Hecked2H5H, X T —MRRAFEFRIEMR TS, EiTA
[F] AR PR AL T AT A KR TSP A . B, — 2SR n T

struct Vertex {float x,y,z;}

Vertex myvertices[1000];

o

N

struct VertexChunk {float x[1000],y[1000],2[ 1000];}

VertexChunk myvertices;

XF T
H
iR

HERIR RGN, FIRESH RS HXT SIMD fir R UL B 4F 28 (HEREE T
M2, R R AR DR R Z I 2 . R MBS —E R RS, T X
BT ST RE R B ) — P % -

struct Vertex4 {float x[4],y[4],2[4];}
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Vertex4 myvertices[250];

12.4.2.2 BRI

TSI RE STTENLIETEA R SIS A — s R . X85 LB SR AN &
JER CPU A AR, HREZHELRATF TIRZAE ( FEZEXT C/IC++TF ) -

F#H SIMD, 454 2% ( Single Instruction Multiple Data, SIMD ), 40 Intel () MMX 2§ SSE, LA
S AMD 1 3D Now!d5 4248, TEARZIHIL T REFAFIRGFRITERE, W LU T2 HoT, HILBGE S
FHT T

fEFH float #% long 35 AR 7S RYACEERS FREERE, A0 n] DU R Sk

TR RE . AN THABR ZHAR M, PATERIEIR & s A R 29 S A T HAlL 5 4
JIr s ) Y 2.5 frsE £

WEBF RSB, Wsin, cos. tan. exp. arcsin %, THHEIFEEE, FAMBMELOFU/NG ., WNRFT LI
ZENEE, B2 RFEFRHERIGM (MacLaurin ) 538y (Taylor) ZEAIRTJLIEIW, | FHUL
CPU X A B TR BN R SRAR &, DR R B i J L0 E i A 4% 3% ( Lookup Tables ) 58152,

FOUN XA —EMITE, Shader PRSI SOTTHIE . A RZEAEBEHA /> LB IR, H
SRR A R HLAE AT 20 SER0, A AT REFEMRIT ST A o BEERAY 2 SCIUIXT — SfA R E5H | 45
SRS T HATRE R AR R AL, THR TP W S5 .

Xof T2 H PR A B/ R B TR (Tnline )o

ESHENER FBAZEEE, LA float fUEF double, 11243 float BRATER double BIBHEHT,
T ETEFEHAREM L —A o B0, A FRRRSHRE 44 double Y5 PHitk, 1574 float x
=2.42f; B float x = 2.42; PATAHEEHL,

RATEEE SRR, bR B R ELREERE D

BRRECH . ShAF., (8k&) Wi, DUIRIBEABEMIR (passing structs by value ) HRESXTRRE
BB, T, — W h K 0% B 1A] 46 2 FH TR0 4% 30 ) e 4D 4k 7R 2 IR 454 1
Blinn 2} T —FhHAR[3], 7T LG5 Cat 1) 32 1T A —3R 0 F4Y o

12.4.3 API & AL SR %

e 4R, K (batch ) SEVEIRAAS AP {E YTl — A TE Y . HIRG LAY
A APLREOR, ARA X CPU THAE. St/ MRl ik AR 2 M, HENT#A
LRl Y BAr—— /D) APT R . DAT 2 —2 8.
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— s> API i )5 ¥R R S s SE 4 (Instance ). KZET AP AR SHFAE— WA I 40 A —
IXFZIFHAT WM P, 5O RRAR A ) fk— R SR T APL, AN A0 SO AT ey
BBV ZRIAS . T &L
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Kl 4 FEBESEH] ( Vegetation instancing ) o JTA [FAEEE I YIATE— Draw Call HiEF7iE 52,

PS: I EAEA S R B e ( flyweight pattern ) EARTT LIS (Game
Programming Patterns ) XA 5] web JROC T 2B AE R I «

http://gameprogrammingpatterns.com/flyweight.html

BEATHALIR (batching ), HLALBEAYIEAE ALK Z W QB IF— ARG, T ZE—4> APTIH]
AT LI RN o B IS I AT L — M 5E i,  HZEnh KRR as xR A G HP e R it AT
Mo XFERER, Al LI Z AP EE A e X (X FhEEATER /IR, S E A
X GAHR Bl A R E aR By, BIARTR A

ALAARFRBERGINR, B0, B ARFA S NRTAHTIRG, & O T LR
PR IRAE, AR 2B CoRIER YA, AR AL T DAY e B R i m vk . 2, T8
THT A SO T] LR T AR iRl PR AR R 5T, i St AR R G BRI 75 6 ORISR (texture atlases )
A (texture array ),

Z ARG RE S ERALARTESR, RhEMAaifiasn—8sR. mit—Srenr
PABSINBENLB R GG AE o X RhE TS0l B 5 vkt n] LAZE S LOD SoR#EAT. WF 1A
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K 5 Z A\Jal#E (crowd scene ) o {8 ] ( instancing) F)idi/> Draw Call, Hin]PAZES
LOD FEARMA, HAnxd Faeab iR, (] impostors #E4T7E G4 .

R S — T BB A ROERREHX R (BRAERECSR. S0E, M. it
B BRESE) PR ETHRUPESR, s/ MERSER .

BUIRARASI, AR E S B I R L. th TIRXNRER, R OARR T UM RS AT Re R R
Eh . XHEFILEA R (shared material ) HI15 RA] LAAT /4, DISRISESFEOHERE, TR AISLZELL
3 (shared texture ) 2 HI NI IS/ NSCEREFELSN, 740, EM ESCEEEIN, —Fhsi ook
AR AR ) 7 R — SRR B — D K SO R S B S A

BEXZZEM (object buffer ) FEIEFLI B M BLFIAFARE T B EE , X T— & CPU Il GPU YR
4t, GPUAICPU A AMMNAT, MR MKETE i W H X R E AL B, el Ly Mg e
AR EARRY AL . — A BRI R A S Eh S G X MR —IYIRIE A, s AL R LL5E
emEOHREY (W) 5, IBATE GPU WAF PAFEXT R BN Gl 1. Mz G A
A A AT DU HA R S g X rp s Sl XA 5, AR P A B SR AR X AN
AR ORI, DT S A 2 X — B Bt UL

12.4.4 JUMTRBe LA SR i

JUmBT B E e e LI BT B, LIRGERBG . Hrh, AREADE IR R LR
St FHAILASE I AR S R LU — 2B 3

ARt JCRR . BT B, LIS AT DL B RAR B AR, DA/
A B T VRIT 2 oh DX ] LAHS Bl LT B Bl Nt 3
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] A AR DRI N R TR M2 R BT BRI TUS SR A A T SR A . 1M
AL R Y FLBER R 2 B AR G 1A iR R T AR B 2

Al LMl FHZRAF I ( cache—oblivious ) i JeyBEide, Hp TS IFEFIERHES , DU KPR Hi$i = e A7
AP, MR E] . (BARRT I RTR3 JFE3C 12.4.4 77)

[FEL, ATHENFERERE, RATBATAR. BE. BeflMEaSi L, BFEEREER
B, AMFRANTSTE half | single. double, float ¥ 2 [AMEHE, T BER, BT HAPE AR E
FAH R R B AR TS, A LA 2t 2 DR A R 8 4 PR AR A JE A A% 28 (native format ) TR,

T P P B9 73— 05 B R TR R SBR AR PE R i NP o WU, Deering [4JTR AR TIXFFHEAR.

WAGEAFL . 1T Purnomo 5 N[ 7145 G I EE TR A AL BOR , IR A IR B &, $2i0 T2k
— N E R FAR RIS ROT AL RS 9 77 58

12.4.4.1 WD TS AL T4

T s ainy al GetEAR/D, (B A A o IRINTUREER G| (55 DRI Al GErE
/N AR R DA, Al AR i R 5125 I

BT R P R AT RE AL, VRS RITT, T2 BT A B AR FE sk =X (il anxd it
é)@

ARG EFPETESHT SR, TAREMIFREERATERRX T, filn, EDL
(tangent) . J%ZE (normal) FRITEZL (binormal )il H ANTH A . 45 AT E P, BEM Vertex—program fi]
FASCRPRE R A =0 XA, B P T s A 3 32 5 BT A i 3

A 16 ALRYRT IR 32 (RS 16 URTIEAS &fk. Bl ish:, miH &N E

b

DAAE LR T TG R TR AR o 24 U5 7] T B i B GPU T LAHEAT 247 . ROATEAE R NAFIZ I
e, SUHI S TR EAT B T B RAEZAF 1 T, il DA X7 S R 2K

12.4.4.2 TS ACFEADEL

DA BUEBAC GPU RIS REEAR/D, (R BABA A, R T B AR R H AR
Fo QR BT G AL ORISR, TR AN T 51128 () 25 T A0 -

X AE A B B (T&L)J5 I TS BT . BT GPU A3 —A N SE AJEH (FIFO) IR AT, T 174k
O TG TR A AT A e 2 oh 85 T LARAE T A BRI BRI, LU K 2R 5 8 i
T BT RGNS, ARG MK, T HLHX UG T, Dickik
RIS G Rt AT DARE B 58 BGX ME 55 19 T B D3DX il NVTriStrip 5
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Jok /D BT AR BB TR AR, S REAL B AR EEA RO R TT 58 o (R IR SRR SRR 7 58, il n— 2 e
B LOD, HHSEA B T O AL B 7 4H

{5 IO R AR BE LOD o 75 f HIJZ AR 5 sl B A R A T B0y, AT A 2 O 41 FH T T T 3AR
Bro fltn, Xt ds Beab Bt e 4 BUEakrISaRs, slfal LU AT SR A IR, i n SRy
HAA IR Y shader JEZHIE R, AR AW TAEAME LOD ZUi e YeiiE Bt , W oxsi/ b T Ak B
A

EENMERRTTE RS CPU EM, MRS MR SR AR W R TR s hilEtT . filn,

K77 ] 6 5% S e A B A0 A 25 (D38 5 AE O shader HfEAT, BUARTHESS R FURREWIE —IK

EFAIER AR ZS (| o A RS (W) A EFE IR R SR P (EL T 7 A K. i, HIRE TR
I, QEPRTSEL AR S [ rh W7 DCR AR 25 8], 2R T shader HH
hZ—, BMEHGREIG 20T . MURBCHTE CPU LX) E— Ui DGR e e By 14

FERTUR SOk “RATER” . O, S ETE R H IR 2R, SRIRHTIEL. [0, 1]
MRS SRR, IR I AR 1, sRF I B CIRAI T, oK break f5, G E—2LJCHIRY
W X TREBA— MR URMIAL, SAEZFRR] 1 wF, (SR8 (T A JE R I (2
0)o M BER, XATNEREAR, HBIT GPU MBI/ 3, JORAE AT A 480 L OREVERER)
CIG

12.4.5 R AR

FIEOCIRAREI ] IR TR, AHE R T, SEIRIHR T Lid i 207 Lt e

B, MO EMEAKOLIRRE, RS BRES A NS ERFTRE R, AR 52 i
B, sE DS, AR E DG, IRARZ e Tt e,

RO RESH, BRBAXREILAMER, IRAERSHERAFEEAT BT I AR TR
B A0 F R BT IR (baking lighting )o —PHDEIR (prelighting ) B2 iU i H]
FROTEE (Radiosity ) JrikTideit s s rh 0918 SR 4 R IR TS RE (8 ) RERT LAAAA R IO 3 65 50
MEIGE (lightmaps ) 9

FEHDCRRBE . SRR U B PERE . SE 2 IO G E IR AR . A, B DL
MR A HG DR O 5t IR 11 DO RERE B Sy, ARGE 15 DRy B B A S P /A T
TCIREAENA N, HILPASHEESE. MR LRI, n] DO DER

— P AR AR LR MBE B R ST BIRR, RIERZAHOCRE MR £
F—Fg TAER T BB IR, BUMARZ B2 PR RIEE (environment map )
WRGRPAKRELE, WU FRAEREARARMRH AR FERSNEL,
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12.4.6 JEH4LRT BRI AL SR I

JEHHE R BT AL Z Fpr st Al . B i i DL Ae sRms s 25 n ks

EREERY . *EH (SL0) BYRRTCIEE SIS (B, BRINERITE ) RKid, Mi%
TP HHEGTT G XX TEP R YIAREE, AT LU UM AL BE R = R si 50% . B
BEERE, BIRT TG LIS A D E R TR, (R EAE S TR R T T A
A BN, QPR R Z BRI IR R, ARATS 1 3BT TR s B LT B B AL P3O

—FOEHHMLB B AL B AR AR E SO Z B (Z-buffering ), #l0, 7EVEREWIGMZ IS, ¥
OB TR B A T DA 2 G AT T SRR . R bR A MR R PR e g 5 (1
FENGS, BOEEMHIE SRR, WATEEESEZ X, [, o DA 7ET A AR
A5 (blend modes ),

ER—RNE, WMREMEHZE, E—RRS EHEAEREWMATEFSMNIN BT, 2N 8
DL AASAR G2 WP I (R AEA R 2417 2 TREE(E TR —A> word T,

PLSEE FIRA SR AR AR RO R RO A A A% 2, DR S T RE AT Y I — i 2
I3 — R Y & DA

A—FE R TOMMEBT B AR BT B E SRS . WA R IR BT 2 B 2 20K SO
A5kt IBAKGE AL BN SO N AT P A EERE A g, TRARSOHA I3 — LR T AR i A7
K, PRz AR SO 2l S DR A

A—FE R EAREE TR MNEE Z HNERE, FRAARNERECS. Ui, 1tyR
HAT = RS, A B AR LAY R AY W] BE PR A (M H N R EA T 5, T 55 A )6
GINATE EE QAT . MO, X Rim iy el DU I (s s, o EEBGE R, Rk
TR LSRR

BURCHHEI BEBIAT N o A T AR I s A BE RO G, P AR BE & A kAT T fAk, BTl i
S AR PE R AR — MR E WA AR . AR B EE 52 2% B UG ) — B T B vk, R — R ST
OpenGL 1Y glBlendFunc(GL ONE,GL ONE)JEH, HICH Z &b, H5E, KBEEGIERBES; K5, X
Ysoh e A, ¥ B 0,0, DI FTE s . R G REL (blend function ) 15 B YRR RIE X 4F
ANE YR EITCHEBE, LUK S AR R N0,0,1), IBA, WEEZE N 0 MG E R BE, MiRE
BIBER 255 MG R M4iie (0,0,255),

LA TR ENEN Z Zrh 5ERERPERNORE, NisERit—P sy, fhxtE

B A TT A AR LE i i o B it 7 ZE P IR BE MR SR A TR FEs— iR, 0E 7 ek, I
AR i IR R F A TR TORIRLE A i TR B R K A T8, mT LA i B A
ey H—MIRER KM Z G b AT QR ARAFIRBE SR E , SRIG NI 25—l T Y 45

£

I EARTTERRIAR)E, AT LAIA .
(1) Y PR AR EIE | SR/ MEFIERRH
(2) BAEUTHEERE A (BREC AR P EDCHEH ) ;
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(3) Jdid sl A T R BN AR R

117 3R A R A o B S R SRR P AT W o Bt — A A A B A 7 5 R A
WA

S R R 2 ] DURIE B MR R E s R R ce, R QR R 5P R
R IR . BRI 2B T — MR, IRAREZ AL 20 WERIT IR 2l

WAL ZIIE , I8 2EAL M 2 i R R M A 20, B ue ity

Lo AERIFIRHI R 20, IR AL I 220 A 2l TREE I, it e
R, B —AAENNZ RS T —MER, IBAF 2 BT 2 A T8

t 1 1 1
H(-n)=1+§+§+...+;. (15.2)

EHEEI SRR S22 R —RE . 5 2 M2 AE 20
ZHIZ AR 1/2: BB 2L AT RIRERE 1730 HREME,
HROR AR PRI -

lim H(n) =In(n) + 7, {(15.3)
Hr, v=0.57721J& Euler-Mascheroni % &, SR E 2 ERMKR, E2ESmBEm, M
SRV 0 S, ISR 0, I 2.08 Y, WIEAEAIE N 11, A2
3.02 K, (HHEEE RN 12367, FE12:H] 10 K.

W A THEERE . TR )5 5 B TE QR RESR T A AR Bl o IR TR DA I T 22 il ) e 4
PIATCH S ABOL X 7 ZZnpIX b 1Ak, 7ERAGERE ORI AT, R A ouhn]
VARG BRAE 1 25 5745

F—MERA “early z pass” BRI HE LA TLE CAANREMRA M, IE et - Zob, SR Fxt
A TE Y . W TR R D EGRE ORI EAER A H, Fo A AR A 2
PR RS @R, T BSP i Pl B HE PRt T — SR AR S R, o] DR R %
e, TARTEEA MY Passo

12.4.6.1 N TE M

WERRIEAE M 22 i) oo (s, IR AR Sgiat T F ook tdsrh . A R 2,
IS AT LU AN T X SEE i
MATEY R . (EE Y FEE CIHIE (Pass) A, SCHHATAUEIREE R ( depth—only (no—color)
pass ) HTE YL, AR EHIEEMERE, NHETERERER IV Rrh . ROy n] Lis b 20T
hooE G, DIMZE e 0 E i, IS tERe . oA 1 A48 & R BE (9 30 18 Y 4 e,
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{UEE B S AW MR N, [RIB U N %2 F A ) oo (225 P i 2 TR B L
KB EE (il alpha test ).

B early—z fifk (BN Z ZpiLAfL ), R@RLRATTAE o B GPU A BT RIFRIE R, LIk
BRGER T (G, (H X SO MO 5 i i ORI AT ) 5 DR B A 5T e, w] DA
RARETERE. LI, JEAE A pass TAGTEILIREE (DURT—4% tip ), @ RE CUIRIE R 2 B8/ 3]
1, ATRIAROR I Z 5 ) pass ( FEAYE 5LHY shader THERYOLE ) FEATINE

TESCE A EAE S 24T Bl . SOAE A2 4% 32 (lookup tables) L SZARH 4 AT, 17 ELAT LA TG IS RE M U8 & 411 6%
gEIR . — AR ] R BN ST ORISR, BA AR — A B — SRR A R A SR rE T R )
AR AL .

KEZEH T TR TUUE M. W TR IS, EMBUTE @& YIRRTTE
it TAEROZR A REMIAS B CPU rh—HE, TR TR NOZ S R B TS G s & FFERRR S
[P EAMEARE AR Do B DL B~ 045 T3 1] B A AR AR 2R 2 )48 4 ] £

DR RIBARAEE . 15U DirectX ZZEHY APL ARVFEAEAL (gn U PR e, AU RE B i Py
KAYESMTR R . RZ GPU HRAT LUH] AR 265 7 ks b ARG B LA K AR P e

W5 B IH—4k (Normalization ) 7E5 shader I, XFAENEERAGAEN R m A T IH—1L 2180, H%
#IGA “LUH—fb MR ( Normalization—Happy )" 31X > 1538 F A UL SR KA B9 S0, AT
RIS B e (GIAARIE TE A AL A4 ) RIS e S BE Ry 35 (B an ey (AR /&1
A ) S 5E B E AT — b5 T .

ZIRM R JoE AR LOD BRI, AR ICE (g )2 AT AR TIUEE (s B2 U 19 52
AR CHTES, FEmAE YA B R AR SRR A ), (HRB/D A E a2 %
PERIZR AL, TR oAb B 748

EARLER B =R . I GPU 4519 oo E ik = 2 Mid Il (Trilinear
filtering), BISNTHFERISMYSIH T, WEIHAEBIMOTERS . 7€ mip ZONFEHALE S P oL
b, e =g, AR R B R,

fd R BRI BA Y Shader 258, 7E Direct3D Fil OpenGL H, X} R I8 ARG M7k, 2561k
Ui, 7E Direct3D 9 H, AILIFEE ool G, BEEE VR, A8 E. BR
shader JIiAS 1.x, 183 shader A4S 2.x, DIKARE shader 3.0 55, —MIMF, NOIZH & EHAE (Ads
AR BT AR . TR AR A (A PR it T 2 ) — e e w0, @ E T UL AT
P GPU SX S8 1y i AL BIG 2R 1 S A A R

12.4.6.2 />8R T8
B BT FE SR, (PR At S S S, TS 4T L B DL F 7 T A 11
k.

BWALIRA . % i QbR PR MO AR . AR A R F Bl S0 mip 20, WER
AR, BUNZTE ARSI N o T A B R Mg mh it as MAE A HZE g (I R SEA7hkas ,
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i AGP 5 PCI Express 4k ) il A T8 b A &AE %A . —> NVIDIA £ 2003 4 H 5 44 1Y
NVPerfHUD ) T E o] A B2 WX A~ a8, HEIR T4 (heaps ) HH SRS BT /3B A7 o

PRSI L. REIRA (WAL 15100 — D108, BRSO alpha (07, 31
DXTI. DXT3 5k DXTS JEFIRAR. 5o 9045 2080 WAPHIT, Wb SO sgik , L Aon s
K.

BB NER B RSEER, 64 (7ol 128 (7S8R, WAREARFNEZ 5%, WEAEERA
ATLMEREANT.

A GEHZESE /N T b8 mipmapping. mipmapping % T AT DL i jd b SUHEGE REGE AL, 1B

Al LU I RSO N AF D 0] S 74 /N SO E SR MGG SRS AEA M o AR A HEAS mipmapping i %

A ERAREBR], AZEEH] mipmapping, BIEGMIKAY LOD SO0 R BEEMEMmFS , 20 FH 25 ) ki i
( anisotropic filtering ), IS SRR BRI A ) S B ]

12.4.6.3 fRALIMIEE WiHT 58

EANEJRHBL, JCHHMEERAE, S lds EIRfEE, SEHAWIZ P TS 2 G B
PSR SE T IR, 2R 2B ER BRI LA R UF R A Ot itz nhty

Go

:

S

BAREPEE, X BIRAMER R oeE CRITE L E30), e iz whald SERTHAE

Wb alpha BB . > alpha IR G A BFRIE A FAE 0 B, DIEESRGTMIZE vh X HEF TR S A#RE, A
BERTRETHFERUS A 5E . BT LU TR ZEIS A4 54T alpha {45, I HLEB5 1L R IREESUNA) alpha {5

SR

RATGERAREB A WIS ASMREBOMYHIE, NIXTE2lEME e i ( L2 miEEgeh
AR ECATEREEZR X T ), HANTETE Y alpha IR GRCR (BIATKLT ) B, AL LG Qe i Te g
PESTRZ BRI, HRRZOCHITRE S A . 738b, TEGEIERE T B B2 WLt m] L SC AR B BE

BETRPBEZMXER . RS MERTEZE DX ERES, AR EZ X, H
TEERE O P X AR E 2T AE B SRV o (HUR, HUEUE ] RERUNZIE BRI AR ZZ vh X, 1A
NVFZ R 2 AL EHR B 2= TR b IX 2

BIANKECE BTG ATIESR . bR TSGR B A oo (i 2 RS L T 5 A T X A7
Lz aabl, WX TR SR RN A AL . P 2 (AR OU AL RE 4w D05 Mg nh X 13 tH AN
Ao b b, BEATAIIRER ERE B NI A2 5. OB AR EE IR ool 2, HEE
MG X B FI TR BE 0B

AR GRER, K2 G4 WG i SEnmast, P anfax Rkt iit, LU A PR
M«

(1) JaEfeRa &, SRR, BASARE, M HARVF—M R 22 rh— i 47 5L
early—z L1k, DATA T
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(2) HoomRR= &, mHEH A RESRRE A

VAL PR, SETeMib—Ah T E W2 I o, BT HARE B D RE I E R & b 22 KR
OIRRZS AT ARG R 2 @Ry, IR AKmg (1) H4f, &, g (2) alLd
THEEZW T,
R E O PR R X, WAR, R LR B N EOR 2Ok UG, STHFEE 2 9E,
L, BEAHEIAH . XFZ£iE Y% HFR( Multiple Render Targets, MRT)WL[FEFEANIE

RATREREF 16 ARIBRBEZRMIX . REEAL PO THFE R A 98, DI 16 ARV 32 (/2 tief b
9, H 16 Soxt /IR, AT ERARRIER E N R A2 T X TR BRI I BOACR, 16
(R EEGEmp UL R ABTE g, S Rss T ARG

RETEERER 16 MBI . X DEEBUUHGE T SO pE QROR,, BONIXSE TARRI R 24, 16 17
A ERE TARRHRYEF, BINahZS S I7 ARG B AU (B BRI 14

Zi b, BN GPU BT FI AT S PE Ay G i, (A BB HLA P ERE R R A 0 JEI 2T SR IE N,
MRRFPEITERE, bR A IO Bl PR BiE, AR S 20 E YL 4R A A A TR %)
B, 1 GPU BRI HEA R B, 8 O B B A8 ey sl R RE SRR, AR
Jeis AR T TAR IR BAR ,  RGEHAR DRI LEN 3

12.5 EHEeEStr THESZ

AARZAEE AT KL A8 CPU I TR, LURHEREDUALARICHY Profiling TR, 7E
XL, R A TR T8

Adreno Profiler

GPA

Tegra Graphics Debuger

Xcode Profiler

Xcode Instruments

PIX for Windows (for DirectX)
gDEBugger (for OpenGL)

NVIDIA’ s NVPerfKit suite of tools
ATI’ s GPU PerfStudio

Apple’ s OpenGL Profiler
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. Linux [AY Valgrind  hitp://valgrind.org/

*  NVIDIA i #h ) Nsight RIIPEREIL (L 1F

*  hitps://developer.nvidia.com/gameworks—tools—overview

«  CPUIRBNTEFMEAL T E Viune hitps:/software.intel.com/en—us/intel—viune—amplifier—xe
*  AQTime — fXFY profilers T.H.  https://smarthear.com/product/agtime—pro/overview/
A AR T | LAY Profiler A

. Unreal Engine H—%1 &4 Profiler T H4E https://docs—

origin.unrealengine.com/latest/INT/Engine/Performance/
. Unity [ Profiler FI/SG 25T AR Frame Debugger
—  Unity - Profiler htips://docs.unity3d.com/Manual/ProfilerWindow.html

- Unity — Frame Debugger hiips://docs.unity3d.com/Manual/FrameDebugger. himl

SkyLight:1

K 6 Unreal Engine i GPU Visualizer
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