WICEH T SRR R T AT

Ve it 4 = L

TBFEN _ERHAE BIR BA B

FERCEW)_ v B AW A iR

PreE# R i B N B

AT HH 2005 4E 3 B




Dissertation Submitted to Zhejiang University
For Master Degree of Science

Relevant Technology Study on Programmable

Graphics Hardware

Written by
Zhao Dong

Majoring in
Computer Science

Supervised by
Professor Qunsheng Peng
Associate Professor Wei Chen

College of Computer Science
Zhejiang University
March 2005



ERANE ST e VAT H ok

BT AREEREAEARLR

1.1 ATRFR B TEAEAEII AR oo 1
1.2 WGRFRBE TR IR GE T HE TN ZH oo 3
1.2, TH TG B2 oo 4
12,2 R B A LR oo 6
1.2.2.1 BUHEZREE oo 7

1.2.2.2 BBDIBI oo 7

1.3 WGRFRE TR TR G I ERATTE IEEE AR (oo 8
1.3.1 MR HITE T B I 2 T T3 s 9
1.3.2 FRAFEHLARFEIIEE I T E o 9
1.4 A TAER EE T TAE A LT LA oo 10
ZEZE TR oo 1

BT KRR LI A

2.1 AT AR B TAE AT A e 15
2.2 SR BT IR o 16
2.2.1 FERLO AR e 16
2.2.2 ARBGRIHITHE oo 19
2.2.3 TR IRZEA e 20
2.3 BT ST T oo 20
231 B T ZR T AT oot 21
2.3.2 FEHRIRELUIE .o 21
2.3.3 A FAAE I B AELTIRIRTIR oo 22
234 BT oo 23
2.4 BIETTTEE NI oo 24
2.4.1 ARSI A TE BT HFIPEZZA oo 24
242 TBEMZET oo s 25
243 TAEFHRTII ..o 26
2.5 SIS AL UM HEELIR oo 27
2.5 1 PR e 27
25,2 TR et R bbbttt 29
2.5.3 BB e 29



ERANE ST e VAT H ok

2.6 ZEIRTFIIRI TAE oo 29
ZEZTURR ot 30

=8 RRERR IR SR 5

B IR TAE TN ZH oo e 33
3.2 HIE Nl BTE I A1 T e 34
321 HIE N REIEERAEZL oo 34
3.2.2 KB TIAL I T3 T oo 35
3.2.3 TN SERE ELZZTITIE oo 36
3.2.3.1 WHBIMIBLIETE <o 36

3.2.3.2 FIE MBI IIALTETL v 37

3.3 HIE N Z I BEIEITEARTZI oo e 40
3.3.1 VST T oottt 40
3311 MHIHELIBFNTT T BR oo e 40

3.3.1.2 ZHTTEURIPIIEEL oo 40

3.3.1.3 ZIBEEUIIIERE (oo 40

3.3.2 RIS BB JUATEE TR ZR oo 40
3321 FIALLBETMIEZ oo 41

3.3.2.2 BEMIEITIT AR ooovieeeeeee e 41

3.3.2.3 VI RAE ooveeieeeeeecctee et 42

3.3.2.4 H T BB MIBIIEABFR AT ..o 42
3.3.2.5 AR JLATEEFRIR oo e 42

B SEIG AL B LTI oo 43
BUAL ZETIAIITR oo 43
BuA.2 LI TR vttt bbbttt 44
35 ZHTEIIRIR TAE oo 47
ZEZTURR oot 47

BIUE SCh AR BAT

A1 FHFZIIE JEEE Lo 49
4.2 SEIFEHSZIIIS TR SE I oo 51

B.2.0 SEIUITIR oottt 51

4.2.2 SEIEFE A AFLEITTNB ..o 52
4.3 AEAEII RIS SEI oo 55
A4 SEIGZETERITTTE oo 58
ZEZ IR oot 60

BLhE BESRRIME

B AR A IR ZS o 61
5.2 R IR A ottt 62



BRIy N 2 e VAT S H
B T, oottt e et r et e et st er e s r et n e r et n e 64
B T e VA 1 21 7oV I v OO 65



ERANE ST e VAT e

1 =

H 1 AR A (1) B TR AL P28 (GPU) THELRE ) B KO B Ll i 1 e b PR
(CPU) TR RE D) IS 8, = I TR A e 7 5 R, IRAERERR 12 A~ H GPU [tk
RERL 3K —fr o BB REHEAR — AN T B St 2 AE TR R E R 5 TN T T gm T
A, LIhEE FLVER ) gh il B s S (B 8 2 7 (Shader program) i i Ji ke [ 5 it 7K 26
H e T REA e, 43 GPU 7EDhRE LR — ANl A A BESY. BLAR GPU HATdEH =
(T ETEE, (HIEASAE ELEEK LARTAE CPU Hh SEBL I AL IR 2 GPU AhoskieT, X2
K4 GPU 3R 44T 77 20 CPU AS—KF, GPU 44 2 45 My & — b i B 9147 1) B g &
ZHAG(SIMDYFE A HATAR R o Fr LLELIE T 0] i FE B A E S DL 284E CPU R ek ik
RIS, BB A ZUEE S I B g M RUD B, LRI GPU JRAT 4b i
KRG R T REOL A e ASCrP ) J LR VR AR L T T g P TR S B, A 315K
S 23502 14D ] AR T 48 SR ) i o

AR SCH I A = EALHE LR LA 7

1. SERME M RN

P T P 1Ry S 2% T LART RS TR 1 s R B A T i o S e S LA AR TR AR B 45 THI
F IS AR e AT 00 AR 4 B = AN B RS TR, AR e R RN s () AR IR R 5 DL
Y LUK T RAFAEAE = 7k TAE Rk (worksheet)dr, =5k TAE RIS B A S IFR ) — 5K
B AR R () TAE RN o SR IEAN IS AT R R b 5 ) 4 J LA AR — UK
HFHEA BT AR A AEGPU R SEBL, ST E 7 TR A B0 J LA B L vk B A 8 38 5
I o ZSILSEILR L IE B 2 T R B, B I R R I S5V 2 LR A

2. RRST R S & R E 4

St TP R RS RUB ) B N 2 il 550 o AR SVEAE AL BRI B STk R
SRR Z SR, AR AN U I E IR G R I At — SO I 7 U0 A AEd ok
(P 255 1) ok R PO AR AR oy o EAT AR, 3 e s (1 v LA IR S0 e bt AN e LIRS 55 1
A DL F 50 DU 2 e 20 A S RS I SR A T (M 2 IR GPU sz i) . 5092
AMUF RAFET GPU I REI H A %341 7 GPU Fl CPU Z Ml 44, ffdk
RSB e R ), BATTEEE T — PP bR (K R 4R IR AR B, ] LUK 2 A7
H 2 s i 8 f5 LA Lo JEFLLEAE, wLAAESIE PC V& LSl i i )



ERANE ST e VAT e

SRR AR () SN v o 22

3. SERT PR

WL & — e T UG R AL B e ) s o 2SRRI T IR TR A e it (i 20
(texture) MIVR & 22 47 (depth buffer) 5 HEEAR LI, AKEE GPU it n] LUIA B4R w5 1) 22 il 2k
o U TR 2P RS I B R SR (R ST AL T GPU SEIRLIT B 5% st
FRVE A 9] 52 WL S5

FEARSCN A, A8 B4 T B R Al e BRI FEOR 1 — e ig A &, J
P T LR BT o

RKEEE: GPU; nlgwfe BRI Ratl; Sl szl Bl



WL R 2E A 247 8 3 Abstract

Abstract

The computation power of the Graphics Processing Unit (GPU) in current commodity
graphics hardware is increasing at a much faster rate than that of the Central Processing
Unit (CPU) in computer systems. The projected time to double in efficiency for the GPU is
quoted to be roughly 12 months by the leading graphics card manufacturers. A recent major
breakthrough in graphics hardware technology has been the introduction of
programmability; this allows the user to replace portions of the fixed graphics pipeline with
customized shader programs exposing the ability of GPU to function more like a general
processing unit. In spite of all the rendering power, it is not possible or meaningful to use
algorithms designed with CPU in mind on graphics hardware. The essential difference is
that GPU provides a highly parallel Single Instruction Multiple Data Set (SIMD)
architecture. The key to harnessing this resource is reengineering the computationally
expensive algorithms to take advantage of this architecture as well as making use of
rendering optimizations built into the programmable graphics pipeline. This thesis presents
several novel graphics approaches which utilize programmable graphics hardware to obtain
both real-time frame rate performance and high quality result.

Our research works in this thesis mainly focus on the following aspects:

1. Real-time Voxelization for Complex Models

We present an efficient voxelization algorithm for complex polygonal models by
exploiting newest programmable graphics hardware. We first convert the model into three
discrete voxel spaces according to its surface orientation. The resultant voxels are encoded
as 2D textures and stored in three intermediate sheet buffers called directional sheet buffers.
These buffers are finally synthesized into one worksheet, which records the volumetric
representation of the target. The whole algorithm traverses the geometric model only once
and is accomplished entirely in GPU, achieving real-time frame rate for models with up to
2 million triangles. The algorithm is simple to implement and can be integrated easily into
diverse applications such as volume based modeling, transparent rendering and collision
detection.
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2. High Quality Real-time Rendering of Large Scale Point Model

Here we introduce an adaptive rendering algorithm for large scale point models. The
algorithm first subdivide the target model into multiple patches in preprocess. A
hierarchical structure is built for each patch and then converted into a linear binary tree.
During rendering, the model is processed patch by patch. Fast visibility decision is made to
cull invisible patches. Visible patches are displayed in GPU by choosing appropriate
rendering mode, i.e, a distance-dependent strategy. Our algorithm takes full advantage of
GPU and effectively balances the workload between CPU and GPU. We also propose a fast
compression/decompression technique which achieves 8 times compression ratio. The
results demonstrate high performance and image quality rendering for large scale point
models in consumer PC.

3. Real-time shadow mapping

Shadow mapping is an image-based shadowing technique. It is particularly amenable to
hardware implementation because it makes use of hardware functionality— texturing and
depth buffering existed. Here we present the implementation process of two real-time
shadow mapping methods in detail: common GPU-based shadow mapping and hardware
shadow mapping.

Finally, I summarize my own research experience of programmable graphics pipeline
and propose some potential research topics in the future.

Key words: GPU; Programmable Graphics Hardware; Voxelization; Real-time rendering;
Point-based rendering; Shadow mapping
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1.1 AR EEAR KRR

LA E LK AL 2% (Graphics Processor Unit, GPU) LA Kl I BE R & HE )
TS R HUR R, MR s T U AL R A R R SR, IR ERE T ALK
TEAH R FH AT ) K e o

HATHLF- & B B AR S C 2008 2 7 ARH =k BE, 2004 4F, Nvidia GeForce
6800 Ultra [&1JEAb B 25 [ AL B E ) .48 n] LUk 2] 40 Gigaflops, 1fi Intel 3GHz Pentium 4
KFHHOH ) SSE 544t H AEik 3] 6 Gigaflops. E M 1993 £ELIK, GPU [HIPERELLIAE
2.8 f I REIEAC, Al T XRE (RIS IE W] DLLE SR § AE e AT IR R, BAE R Y
LA, B4R GPU AL (S e — 1% 1.

LTI Ak 3L g8 5 AR PR AT A ety R 1) AN U A B B (R4 v, 38 7 AR TR 2408
W EDEAEA AR, Hord 51 N H A & A0 B AR A F A 8 1R T AR BN 5 25 b R
B GIN T af w045 7 nr Dok #2 5 r 2 il BB K 4R AT, oK
R T R AL BEZS I BE ) AN YE Bl o B 1.1 Dk — AN e A 1) A G R IR T A4 (R AE 2,
Horp PRI R nT g R

NI IRTES / it

7 o
—) ezx%—* T | obimeses | T %%% —)

B 1.1 nl g e A A HESE

MR CUE H, ZETS R ERE b, 51N T 05 (5 8% (vertex shader) &b 345N T
s AR R F O AU SEELE T TG R . i fs, fER R
BB, DIAMR A (s (pixel shader)n] LASEHU SRR R I A g diedf . TR (1
PN 5 (0 25 S BUR )R AL BRA L (stream  processor), X Ff iz A FEALAIAL S 1) 1) &
SEFEHLI) T EEX AT, EARARERN AT ULy, A&EEebR L
FIFH s I 25 A7 2 i B 13/ E . XHF GPU s, BT 4 a2 T e L&
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JeMME G % 2 IR R AR B i, GPU i L InE N 4 Moo m i, nl Lk
M ERF R =T A DR, =B IR S5 k) 5, BROOASEEOR, I IX M AL BEALI
TSR, SEELT 4R IIHAT AR B, HETA R4 GPU #4245 T LLIFAT I
Shader 4k, XFh AR5 MEAFHA T U T w2 BB 2, 1 Hoa] LU 1 H I
TG

F A 1998 FELIK, GPU (B feud BET, V5wl A ¥ —A GPU i,
TEFAC GPU & BB LLRT, S Silicon Graphics(SGI)Z5 K T AEuh - 4 ik () i
A FAT L TR () T AR B RN SRS Dy RE o 58— AR TE AL BEES tHBILAE 1998 4 )= 3,
T EARZE 4 Nvidia TNT2, ATI Rage F1 3DFX Voodoo3, X443 2% 3= AL B MIFL 4
g5, WA SR 2 AU, v DL CHME I RE b S8 i 2 IR S B R RS A s AL 1999
RIS, 55 4% GPU(Nvidia GeForce 256,GeForce 2 #1 ATl Radeon 7500) ] LA4h
PRI (P AR AR e A AT T 5, (HUE a3 A ML IE W nT dmfE DhRg; 26 — AR
GPU(Nvidia GeForce 3, GeForce 4, ATI Radeon 8500, K% 2001 £ %2 2002 FH. A T
FE R, IS BT AR K 8 n] DAE i AL g R AR, TH g thal 17 v
GiRetE, ZEGWHIL TA R g, (HERERE T, Ui SR 7 %
AR —e B, HA ST H, P94 GPU(Nvidia GeForce FX series, ATl Radeon
9700/9800) %) Tl st PG 2% R G M1 BE 03 FH AL, MBS B 0 5308, wT AR 5107 )5
[ %, GPU H4% 1V siZhfig, S ORAF B A PR T-[0, 155 i, mTRAT s —
(VT S8 OB S 1AL GPU LA Nvidia GeForce 6800 40 1012, ThfgAHXS LART 5
HFEE, RiE, DGR U8, SCRARRIPINEIAS &M, KR
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SR 64 AT SREE, RN SRR ARG H A 20,

H 17 5B I ] g i BB DL 22 T R A D fg:

(1) FET R HAME R A T RG] g R

(2) FETN R RAE R F s EHSCFFIEEE 32077F fUs S, nJ T Sk I 4l

(3) FERFrTTIn B GRAAR, EmSE) , J7{8 T BB Rt
5k

(4) HA & %I WAEAE RE ) O27. 1GB/s) , HA& 55 K Eds At i

(5) STHFZ:HIBI S F T RE (Render to texture), M I B F0oKs o R) 22 5 45 S 4% D1 3]
GRS R I )l B 5

(6) SCREOBIVESCHE S 0 Dhfe, LA B &R 5| Vi), w] DRSO AR G N AE ok
i H] .
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AR R K 2 1 B ARAE SR I 1.2 B, ACi A SR ER RoR It Rt 2 AL 4 1)
BT K 2 IR s 761X FhIE FH K e, 1 58 20 0 AR 40 1 6 BT H SR AR B AR 4,
K AREANTI AR SE TR, 7] 5 TH AR R ) Ak A b 22 % 4 3038 BY 2% [ (Clllip
Space). R, WA= A TEHEAT YOI AL ER R0 6 = £ T T A PR B 6 HEA T X2k M4
H, #R87T =MAhE—ANSENHOE. BEITEE, RS A% EN
SURRLAA AR SO B B 0 FL B A% &R b I AT B IR A 7H5 (Blending) 1 5546
RORTEEL, 1930 1) 45 Yok 25 T80 i 2% £ (Frame buffer) Jf BoR 21 i .

H AT m g R A TR, B T M I 3020 MR PR R [ A (1 R A S AN AR
LAAE, ARG I Tl gifett. that2 i 1.2 gL a M.

T0i 5 0 4% (Vertex Shader) [P DI REIE & 8 T SEILTI A (G RETT SRR bR AR e, ZE 3t
AR, AT RS — LU ] o 1D RS R AR bR R 5, (R AR IR () ]
TR EEAE R, F P o] OB R g0 SRS B B 5 G T G BT R AL bR
R E AR, RERBHEEERIIRE . 78 1.2.0 3, LTI TS s
VEE— A4

TR F2AE M (Pixel Shader), IhEEAIXLERE Y, FNREEZ . &)L AR
T T ML LUG I REEGCE, e iR A 11 H (Blending) AL S T 45, 1%
235 VR TR P AE A O 55 01 0B A AR A1 55 0N 3 s s AR 2 () A ke V50, T
GEEOID, VPR RGOy AR RIS B, 5.
SO AR BHRAPAE 2 A 8D, B R (ORI 1 58 X B 2 A7 28 2 I (1 i, ek
F S RESEEERAE, ATTTE S Z 0 b SO R AL 154 (per-pixel lighting)®®.
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o H A7 AR
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K 1.3 Tl SE 25 (2.0) RS HELE

XL T A7 A0 AT [ M RA T N AEER N vIn], il A AEER o[n], W
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G ZFAE AR S AE V[10]. 171 HAEAS B A7 a5 48 v) DL xyzw J5 8848 2K U ) 25 A7 2%
1) RGBA &M, Linyi:RIw EKoRMHUE S 1 58S FAAENE A E—A

=
ﬁj\io
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L. AFIRAIIA B T K BERIBREIEA R, IR (g KSR
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FRA T R A5 i SCREAR TP 2 K LA IR 3 256 4%

T (LA IR S P a5 il IS 545 4. INVA(ADD). ik (MUL). 560
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I DHBEIHR M0 TS AL BRI B T S T i S B 1000,

BTWAEGODS, SE T AT SE RS BRIE TR, B2, i1
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B, XAEICIEARSRIL AT R HZEA F G240 230 AT PLR X
WA, HEENREEANRE, W LEREION BATEH], s 20 =M%
f P s A T 2022,

122 ZEREEG
WK 1.2 FiR, SEL GRS EEAIUN ANy SRS £408 5

220, JLRARGE I
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T, SR
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F S AR BRHEAT SRAE |
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GG RSB IR HUERE
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FHRREA OB EE L, TR 2 LA DI B 2 AN\ 75 47 s 1 Bl 204 T
IR LM I, R ORIIES AT f—FR M 738 M52
e, SRALMEANEZEE, W 2 WA A SO B 1.5 DU — 40 SR 2 oA Bl
fi] B B 7R L2 A o

B RAE E 1, 2.0 N REAN iR ie —FEIN, LUEE 1 00, Ho0IEsE 4 M
NFFAF A, HEH o P 2 i g N R BEA TSRV s R BUs S, SR agER,
() 45 SR vl DAL e i RS AR08 B HE R A b, BT DU N — Ok el sfeikia
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GPU [N 4% 3= 22 Tl 1L [ T API(OpenGL 5% Direct3D)§ 788 GPU [fiZhfg, Jh
Frehfesih GPU | x4, s AP IR E R AE 30 R S 908 5 AT
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18 5 (shading language) 1 SE IS 25 )38 5 J7 1 T AR A 9E— BLAE T 2 . 12 ] GPU i
AT 30 FH VI B 2 T B PR IO B T I /K 2 S Ll O A, AAUREAR BRIV A1 B FH 5
SYNFE, X5 IBTIE T AEAE 2004 SETFAAAT TR IR .

GPU JITH ¥y ] 4 A2 Th R LA THL i A BE 2R FIE 22 AL FE AR (W E TE 2058 B, iR
AL TR AT F 5 IR G2 161225 B REE (shader program)™®, s i B (T 115 22) 4
ITL IR I EAE o R TARvEEDE S ki, X488 GPU (i hRk— il it GPU
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OpenGL & A FSE E 1) TNVFRHE C o 2 AR SN TNV St e 252, DRI 48 K35 73
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NIEN: GPU NI 75K, Direct3D #R#5 GPU Hi7= i h AL 785 3k A i b
SCHTHIRAS LAY 78 Vertex Shader #11 Pixel Shader (135 DA, Direct3D #cff:45: 1 pridfit
MThEEJL TS5 GPU $EAtZhfe 2D . Xf T #42& OpenGL X Direct3D [ J 8k fF %
MV F P Rut, A P 70 (0422 AR I A B I R, DR X B nT DL
S R R4 RN GPU 4ifs

131 BELHES KENLHES

ST C gl 50 GPU H¥kgm s — H 2t KB A S E R HAR, 12
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SRS [ T B4 Pixar #1119 RenderMan® ™ 2k 11 o WA 22485k 72 N T4
SRR R ORI . K TR AR UMEL VG S T 9T LA, Ik AR R
Wi [¥) 42 : OpenGL shading language**°, i3 #8 Kk 2% (¥) RTSL (real-time shading
language)*®*’, Microsoft ] HLSL (high-level shading language)*® LA & Nvidia ¥ Cg*.
REEBRIE NG WL HIE T, XLTE S ORI A o P 3t T 85T API
(OpenGL 5% Direct3D) 4 #2155 A 77 A iy J2 ) T o

1.3.2 FHALFENHgAEFRE R T A

SR, A 2 5 G AR T ARAFAE R AN BREE, RHAE FH 2 R i AR 2 — 170 R
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A% & (pixe) N B PERE AR . B2 = A TAT TOUMME R 7 i, Hobtib e
FEIG ZE SHIE— RERMA TR R =M, X TEUARRG RN ER, FoA4
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2.3.2 BikFLH
LEET SRR, KR Shader T2k (T4 Ay o — S T3 Ak B L 1 480 2 g

He, LD Shader T LG4 HH TR, TSRAKEA ) Bk . BLT
SRR T B4R

21



ERANE ST e VAT B SEI AR LN

(1) SRR R
BN —A bit &R, 0 T4531— 8bits BLEE P28 k A bit 1A, FA1E!

BTk 256 %8 KM ALK, KHSULHTE 0 8 1, A& (s, 0) AL EMLULE

INHEAREH] A byte ORI s HIEE t 72 0 ik )2 1o 72 BARSCHLIN AT LU g 5L
ARAERAE SE U — A —EA R R

() frfE—A L%
BI7— A bit (%R, LI G381 i A He e, BaReh 4 s MEUEIRAEA I 2°

XA IS alpha IR G MEAE BRI, B A ARSI 808 U1, P 210
AL W] LA I E A7 A o

() HILAERM:

FEARZ AR5 I B BL(synthesis), =N AN RSB TT 1] 1) AR N & I F RO —5K
WA I AR R (1 LAERAS o XA IR RS A AR AR S A, WlE] 2.3 Pors,
Forp— AN IR A [A) 4 AR AR 2 ) A e 1) H AR AR5 8], 53—l RE 2 A
=2 HARARZS (] PR A B B A G F AR N AR s n], 58 AU 2 B A7 i o
IXLEARFRAHAE Shader FPHRFE R KR I SHAR2, JATEIE T 2 kA kR LLfifbis
So BT Z J5 1 B8 0 TARRAS A e &5 5 10 Hbs e e], G 17 sk R ok
I3 9RE X7 ) AR A A TR AN Y 5 ) AR 2 18] o () AN B RS 3 Z ) L
VEZA® YE23 (W) P IR R N B 2B b, TTARRKS SO P A — AN GOTAE AT Y
M H N 2 AR 2R A7 B AT SRIELEN AR 5%, (A AE Shader Hhn] DLIE I i #s CAZ #43
B AR ZAL ER S IS 2 AR Z0AL B I DRI RS AR 4, IXA 23 K LI Pixel Shader
o, BB R AR IR

2.3.3 G REER ) —FoERR

LR AR S AR R A R DL T AR SRR (B A TR WA R 1, BT AR
(A F A ADoK e SCBR M RAE o B ARRE R (R 2Rl AR s (it 2.2.2 22
I RAF GO e WER RN A S AL AN LT, T LR A7 2 sk B i 4k
R (R SCHAE A, IR n] DU b S DA /R Ie S8 . AR IX e Bl m)
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Tree™ & — Pl h )\ SR B4k T A 2k ik 26, Tt I8 1) 2 S A0 o J2 Uk 48 W PO AR 485 1
TFUG Ty, TRl 23 b BRAR Z AN AL, Al R IR IR o A SR H A FH 2Rk
TR SEI T SUR IR R A4k, KR e B R RS B A I B — AN ek
Barp, IRl N 2R IEE R 515 FZJE R P R A DG B, Wz )2k ss
MR RCEAR . B/ NS (RSl IR B — 1 TG il s 145 PRt 16 1% 1 (1)
Pk XA S i — R T ], XA TE Wl A B IS AL RE T A b
RKEAGMA R B 3.2 TR GBI T JA T 7 Fr (0 SRR S R IR
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PN ST R
b = X P — |
$1 = LB HTTH PR s
I B e ————> \d hlﬁ:D
I PR T
SoE0 D EODE TSSO SHEVVEL .

AL O TR [ \

K 3.2 AL FrIK) R AL A

3.2.3 HIEMN R ERE R4 HI RS

N T AR R 2 R, BATIRHIRAT A BOEFERCR I EWA SR Y
BEATER. (HIE, THA EWA JEBOTAHEL R, MR HIRCR . Snl " i I B HE T,
BRI, EWA P I ER IS B 20, AR AL S A 20 (1 P 2 iz 3 AN A
FRN, ATLICR A EWA AR 38, KK TR EWA IITHEE, FEAUR B R AR
DR TR T, RIRSE SR . IR AR S I N 2 i) 50025 1) EE LB A A
XA SC R E R N EWA SRR, SRS HES ) EWA LI 5 FRIE .

3.2.3.1 WHIE AL DE B

EWA (Elliptical Weighted Average:fffi [& A &3 * 33t 51\ 4k 5 F22% 7] A
PEWAR YT B TN BT R A ERE G, I Ol B 21 s A2 42,

e OB g ot g i, ) i B ) 1 EWA. SR i 8 9 %) o
Tk 9™ 5 =g prsnom st s O B (| 3.3):
9:(x) = 9. () ®h(x) = | , 9. (©)h(x—&)de

D
EVVA 3 19— 4k 7 5 s o 2 O (9
1 7%XTV71X
G, (x) = Te
eV (2)

Foeh, VORI R SR Iy
ezt P st 7 2 e o Vi L RO a0 = ek Ve L Sl
WA R A e . % P EWA s pe g 2 (8 o

pk(x):GJkaler+Vh(X_Xk) (3)
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st %t P 2 A m e R, Y R ALK m (1) Jacobi I (2
gy, = IOV s A TSR RE B O [ S

S H5E ) . EREEW
_________ Mﬂﬁﬁ%@
) . &) » — ”~
HR
A i TR (3

K4 3.3 EWA JEJ R R R 1K

3.2.3.2 B @& MR A g8

EWARESE S B T 148 5, (ER I B (3) s PR, S IR 1T
FEWATE ST REIE Y 1 78 e D6 55 {0 I8 D BT A, T3 43 S X EWA TR RUAEL 7= 2 5%
SO A R BT BN, TR S LI B B AR ST I, T
W TR, AT JEE S T LU AR Y. o, Y B I, A
WIS BT FO R, EWATE SRR JE 0 52 4 1l DLy gt f R 2
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A @)
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v, JT‘_{ 0080 [] [y] +1} ={L U m +1}
OZ 0Z oZ T OZ 0Z

(12)
o . 2.
4 S =7 0CC08O o e B g g iR, A
S _
proj rqT Dl’OJ 2 ( fov
- < IV, <P 2-tan [for] 1 1)

Hrp, fov AR, EAEMPLZEREN T, X TE 2w

C = [2-tan?[ )41 |
o an’[7)+1. S0 =T e e AT SRR, 54 Sl 15 Sh gy
Mt vt T TR 5 IR E EWA TSRS P IR 454 (13)5% Bl T RI L F R
3 W 22 1 SR .

ChooseRenderMode

if S,;/S,>Cny  then FEEIEMZE], H, =3V I ;

proj

elseif C S /S, <c,, then MGHEIEIZH], H, =V,;

17 proj

else [ EWA JER 24,

Horp Cmin | Crax L3R % 5 RN B 8. — R ATTEL Cmin = 0.3, Cmex T3.0, [HiE
V7 2 311306 386 S5 % 1) 71 7 TR DL P34 o TRA 16 S [ 1000 S0 S5 S PO Ak T B - e gt
TE VY B AR JE Tz LEEWA T R RE SR U TR B

fif FH B 2 YR fd FHEWAYE T fi FOAIRIE &

o

# 7 AR

- @ EABE:

W~ W (T e

R
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3.3 HENEHIFER ARSI

3.3.1 HiESEHg T

3.3.1.1 PUREBTAE mAFk

FEPAE T B BA DR AR R O & Bk Rk, e
BRI, SR R R B g A T s B, BRI e A R Sb
SRJE M IZ s B R0 A o, PRAEEA BT 1T A AL A SEERUEN], TR
SR B AT T 531 B ) AR Kl D SEE B2 1B 1) s (R B, AT 3 2 e e il 34T
FI R A AU B R T ) B3k 1) 7 3R AN s 3 g 2 IR s DRI ASE 3 P =4 i 1 1) 97 14
] G R P TR A 52 T o

3.3.1.2 4 ERAIER

b e RTIIN IO D S0 S = B v i & o = TR = O oo [ s M S DR NS 1 VAN
TR B AL R ) B, XA R B SR GRSy Al v s B SR R B . SRS
LAz s i o T e s R s KBRS A RO BOE 2 DR A . AR — mORy
(R~ 28) AR, B E A T AR BRE ML, B B IRVR RHEROR, X E R 4L
RHAN R AT e WS R mBCE R b LRIRBUE /s A5 W BA DR e i FE
VRIS IR JZ I, ALAFREA R BGE 2 bt EIBIK

3.3.1.3 LHIERFERE

— HOERE T RO IR SRR T ], ] DU 2 4 ST R R R R
A SO, AR5 AT TS R P SR E P A M IR — IS
TOLE, XA T BRI 0 s Fr s BAT R e A it A & (1) EWA 3EAT
221l

3.3.2 KRF RUERL L 35048 i) F 4

FAPRA Ren (73 ®, FIA s SC A PUIATE R B —A . (R, R AE
REEWA JEB AR T BAFIA BRSP4 TSR R . b T3
BEWA BES, AT EICLE . VR BT A U R AR A
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o FRALE L MR VIR 3 R B R R, SUHARBRAT AR R
AT 3 A, it EWA BB A EE B 60 N A Y
WE LTI R, SRR 2 G B AL 2 600M 775, 53— s, GPU
REAE TG E GPU A CPU Z [RIB S AT el MR 2, MR A B4 1 1) s X Bl
HRAFABAEREPEA S K A H A DR B AR, 0 A A D (R AR & KT 256M 7
o R TR GPU SEBLT )7 G B I v bz i, AR s KA s AT T IR
Je 4 LI 8:1, I8 (M s 4 s DL 3 3.1 P

3.1 R RS
BORAR IRARRTEORN  TRAUREE A AR KN

/N (bit) (bit) (bit)
(A=Y 96 32 32
%I 96 16 16
Pl1n] 96x 2 2x2 8
TSR AR BR 64 2
gz 32 8 8
St 480 = 60 Bytes 60 64=8 Bytes
3.3.2.1 RafrE B RS

S RIAE R, W R () 2 ) 35 4y 256X 256 %256 [y g i, AL A
PP AL RIS (AL, 3 A5 RS 20 ol DR A7 RS A R A T AR b, AR IR BAT DR T
AN PIREE— D (R 40 53 8xBX A [RRE MUK, e L REAN s, Y L AN 1 R
ORAF, Lt 3N LURF R IR MRS AL B 1) X AL, 3 AR RoR I Y AL, Flf 24
PR R IL Z A7 B 2R TR 12 )] 5, 0, BB 6 2 T S Bl 49 i 77 2048 % 20481024

AN WA, A 1R AR (A AR P L5 4 n] AR R R B AR A

3.3.2.2 ZHNIER LS

Xk m, FATME A — AN B AR B BRI AR PR R ST, V2 10) B = A7 ] LU R
HEFR R [ O R0 P AN BE I = A R OB R R, IR BRAT TR AT O 0 P 04T B Ak I
D7 AT 45, A WA A A e SO 43 B 256 S50y, AR AUk ) T BT
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XM OFIP SR IS A7AH EC BT A BE R4 0-255 FRINRBIE, SXHErS LU 2 ANF240

RN o SRR I 4 7 S B ] AR (K7 1) 28 L D 65536 Fh, AU |
DUXFR 2R TR RS BRI, (EAESEBRe ld RE o JA TR B AR 2 58 42 n] LA
BBZM o

3.3.2.3 V)i 4G
FIEVNA AL R AR, HIRGIE LB EA, XL (n,n,,n,) . HU)E ]

M(©,=n,n,)+ (n,,0,-n) B (=n,,n,,0) =RkehfrH—, DR B 2 A o
T AR SN

3.3.2.4 T ERRI LGB LIRSS

BT E s AR kR, KA (0,0). (0,1). (1,1). (0,1) PUFEAL, KAl LR
2 N R R . AR RTI I 4 AR RSO AR R 2 A LR AR A L [F]— N
RIEILE(E/TL e

3.3.25 ¥ L ERE

SRR A AR, BA TR T R TR Mk $e 5 k. B ILgeih
R PTA RUEAR R AT DL, A2k 256 Fi-PARME A ik, WP ik, R
JERS TR A I R A B R AR e B (AR, AP E IR S5 .
REFERTLU 1A 7 Rom s A2

2o Bl 0 I A ik R A ) P IS T8 D 8 AT, A4 0K 60
AT U8, KK TR B, AR EERE P A GPU
IR T TR R & 35 45 T Lucy HIZ IS R
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K 3.5 KHIBL AR se 22145 8. a: buddha, 1.06M /5, 13.06FPS;
c: Lucy, 10.07M )5, 10.25FPS; b: dragon, 1.28M A4, 11.77FPS.

3.4 SERER K

FATFIH Visual C++ FiI DIRECTX 9.0b SDK 7F—& it % Intel P4 2.4GHz. ATI
9800Pro &1+ 1IGHAFIINL L SEB0 T AR ST Sk o DU SR FRATTIF) S2 56 45 B Fi 1141
.

3.4.1 LHIER

* 3.2 HIENZHIEE LIRS (I L5 8%k 512x512)

e 217 =0 MR Bl MiZE(FPS)
Lucy (/& 3.5) Point Sprite  10.073M 3.071M 10.25
Dragon (P 3.5) Hi&EN EWA 1.28M 0.42M 10.75
Buddha (& 35) HIi&EW EWA 1.06M 0.31M 15.12
Hip (& 3.9 H &N, EWA 0.53M 0.15M 38.12
Hand (&13.8)  HI&MN EWA 0.33M 0.11M 55.23

Lion (¥ 3.100 Hi&EN EWA 0.18M 0.07M 80.5

43



RN 2 I a5 O = TR RST RUBR S 2R SE

3.2 i LUE H, BN EWA LR L4 4.5M A jiAP CSEBRZs i sl < it
), JE Ren®IRG MBI E ) 3 1% . 25 R B N 2 RG0SR T R i v B 32T,
AV FIL S PR R L RE2a 1) 18M AN . B 2 P Lucy BRI\ GTH 8 vT LLE Hi
AR PointSprite MEATZ:H,  WIFRATT B I1&E N 2: 2T RER 2] 1 A2 milFb.

3.4.2 ZHRE

TR IS N SOERE SRS, AN SCEE H A a2 ) SR AR B i 2 TR CR 1 [
I, ARIE T2 Hl . B 3.6 45 T buddha AR FHACCI FIE N 22l QSplat
LRI | 3.7 Mgt TAUT B hl, IR IR il B iGN 2
A R A

HiEmZE  QSplat’dl

K 3.6 AT HIENZ B 5LE QSplat 221 1 FLAL
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(c) B iG]

€ 3.7 FEIER EWA SUEREBUR LR

3.6 FT LA, JRATIIZR HIZE HE L QSplat (128 tHI4: S U DR . A SCR
FI 1 R EWA SEBEIET S E REAL IO 5 . 19 3.8, 3.9, [ 3.10 £t T Hand, Hip,
Lion /e Kbl i 1 MRS 1 R b Bk b S0 2 s ) 301 S 7 5
4 AR Dragon ML HRIR R RIBOCIEL, 7T A MEAG S E 8 BEALVE RS o 3,12
BT 7R Lucy [INTZ2 B, 1 3.13 A0 3.14 JELRE(H 1 (138 R 222 BIRS 41 1
Sk R, T LUARAT S W ) W A 2
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K]3. 8 Hand
0.33M Points, b5b.23 FPS K|3.9 Hip &]3. 10 Lion
0. 53M Points, 38.12 0. 18M Points, 80.5 FPS
FPS

ISEON

K|3.11 Dragon
1. 28M Points, 10.75 FPS

K|3. 14 Male
0.3M Points, b56.36 FPS

K]3. 13 Female KJ3.12 Lucy
0. 3M Points, 57.12FPS 10. 073M Points,
10. 25 FPS
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3.5 S MARIAE

AFEYRE Y T Tl 1) R B R ) [ 3 N e o R S I 2 SR . SR R
BERIF 73 AT RS AL AR IREH, IR ARz
REFI PN — DN 3R, (T BB K gl fELflidfet, 5T
ARTEPEH I EWA JEBAL LT M HAE, 456 O =R, K Mm%
P, g Rl W B G NI FEAN R (0 405 2 RAE B 22 A Ak, SRl
P A 1) RS AR il I LA i, A ml DIOR) P DR B S 5 R s s B R 2
NIAT, FESERHE I, 8% T CPU Il GPU 2 [1] (14 47 S A8 e R T A4 J2 U Sk R R e
HPEARK o

AR TARR P =A D51l H50, G RIREMREAT e 5k, Sl 1)
24 (Rt A s LR, R B IR R OB, B B (10 45 5 0 € 2 R A L]
ZETAIIR SRR GG, LLRORT I 25 e B A LA RS AL 1K) B T N 2 S o diefim s BRAT TR
FER R T i a s (IR =il . IR BEER AR T R 40 K= 41
Yy 5 K 9 N AR 2t S
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FIUEE SEHY BRI

B 52 80 SRR 388 i i T (1 S B A AR LR, e nT DUR R T ) 2
LEINE R RS R VA S DI E2t I s e S I AV N S 1 B77E =g Pl O s = I 3 B e A S S
WIS H T REMIIT AR, Sl i Y152 00 f 2 ) U 0 T e b s it &
— NG ] A A W LR O S s th R AN R T L . T g AR AR
RO 2T s EELHI T, 2w (shadow mapping) & —FF 3L T
KGR, v R AR B, SR R o mT DUIE I 78 20 R A A 1 4
FRE TR 5K T BE, R e S B2 (0 2. AT TE A 2RI 52 LS 1) e 21
DA Qo] 5 ] g 2 P T 9t 7K 2 S TS N B S i

4.1 AWt R

BH 5% i 3 e L 2 i Lance Williams - 1978 £E 47 HH 1, HEHREAS JEAR-23 0 -
— AR Z BT LA A TERIT R 2, S AR E RGBT i
W YR PR PR B LU AR LT, IR S AR 20 I B R A T H 3 SR AR R YR 2 1)
(1328 0T 5% ZR B R SRAF SEIS (R B 3% o '8 BBV RE 43 S W 420 B8 (Pass):

IR L OGP, B Ui GIRAR bR R R TIAHEAN g se il T 0], HIW
e BB —ak I 5 b BT A WARADN TOGRYR IR BE 3R (depth map,  BUIEH P i ¥ shadow
map), RBER PR R R AR T HZI IR SN J7 n) b 5% o B D U e (1) S )oK
FE RURER BE AR (z-buffer [RI7ER) o fEIXAN PR BATTBOGEI HRA R R Bl R I
FEAE, BT DA TR BT e v &, BT R B R (z-test) IS SR 5 (E (z-write) 1) 22
HPRASEP AT

IR 2 A R B JFCR R IE 3 A B, el BN 5%, XRS5 3R AE pixel shader
M SR WL SRR TR EE 25, AR 5K PR B FNR B R b B (R b, DA
XANA] L R B AAE I 2, B AR LR I 45 3, SR X S Z AR R X % 3%
I3 AT ANE GRS, SE U R ORI 23l
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depth map 4T

>0< depth mapH RFH(EHZ=A
// ~

RS S|

EES
PR B IR Z=B

Kl 4.1% 24 A<B I}, METHEA TP X T

depth map B4 F i

2~ depth map™RFHE Z=A

RSk S|

FHELIEZ=B

Kl 4.2% 24 A=B I 4RTS BEALER X
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MUL SR BT LI Y, P8R 1 OGO AL 22 BN 7 5L S 0 ek
PUARRHEREAT T UOGUR T WA TS, P AR s MR BE A D 20 R 2 (R0 5 W i 1
Fro MR PEER IO A ARG A B A s h AR I B 5%, BB 4ls
gy, NAEDCPTRYR AN AL B R RAAL, IRl I AR A . 200 2 h %
OMESS LSS W, 52 = AL A I B AR R X, iR =i s b
(R L s B S U ) B B GRS rh KA BRI, i W) i 5 m] W i A
JCUAR R AR AT T ) SR BT, AR R, W Rt &l 4.1 P
7Ny AR TR R I ROCIE B BN T8 TR BER RS BRI, I 1%
FEARBIRE X, PIWTEREUI P 4.2 PR .

4.2 SERY BB B SEDL

4.2.1 LR

H T A E 32 T S0P (texture) FITVA 5 22 17 (depth buffer) 251K 2 3L 1 &
1573 0] AR G AR AT DA SR S SE I 15 s, S iy HAR SR D B AT 4324

(1) eI — ke 2l HARI SO IR AR

MHT GPU KERSZHr 16 A% 32 {77 sk AR AL, i HLAE BUERE T B3
AT RSOV SRS FE U5, DRI nT DL HE 32 (737 s NAN IR BER GU 8 44
SRR BER I, X TR F 58 TR A — NI AR B, P DU 75 2
D3DFMT_32F iXFANAT — A B i 1 SO R R AL 25K

(2) LLGYEAL B A A g s AR R R

W (L) A BEVRFE 2 B hTE S H bR (render target), #0255 T Shader /CHSscl, 7

vertex shader 77, 15 S5 4 A RIRE IR TR AR AR AR 4 21 LG 4 A0 R 4% 56
MERZR T, KRG vertex shader H4 285 $5% A8 4 1K TR ARBR IV 2 A1 w B DALSLCRE AR bR 1) 7
A fE1%2 pixel shader, IXFECRIES I YCHMME A MEARE )G, BANS R A REA AN
z Fw1H .

7t pixel shader /1, TFHEVRE z/w H s, 2 HE S [0,1], I 0 RasLL
DU B LS BT T, 1 s - i AR R KR T SO S
R A= BT B s IR P 3

(3) W IEHMLRAE, FIHRERLZ I 5L s R 80k

WA AR ERIAPVE S H AR, K5 (2) T AR BRI B 36 0 SRR S HE
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7t vertex shader ', iy I SEHLER AN, 200K 24 15 007 B 20l AR b A 45 1] L
T RIIBOEARR RN, AR M Qi E

M =M M M

world * LightView. LightProj

EH M, AT ARBR R FIASARILFE, M v A EACUE AL R AU A

PRAEHHEE s M g 9 EAIGUE N VLRI BERE AR RS A H A B

AR 40 5 [P AR b DA SCER AR R (1) TE 2 H 45 pixel shader, T THIE 7 22 SEHLE T
%3 M E T (per-pixel lighting), FEANTIS A, SORALKRSE(E BB T Z LG
ARFRI T W, AECHME S AR R SR A B SR

7t pixel shader ', fBEANGE LA L SAEGIRARER R T AR FRE T x Fily A8
e 22 LU AR KR 2% 8] A SGR B R SUBR IR AR B tex:

texx=0.5-x/w+0.5
tex.y=0.5-0.5-y/w

A w R ARBR S5 I, BRI DU [-1,1] JE BB ARPR A e 3] [0,1] IS0 AL
PR o A tex SREFIRFEERGCE, AT G a8 Lol W AU AR bR 2 1 g A4
PRI z [ w IR AR EAC S R BEAEHEA T FEAE, i 2/ w HMECR T 3R Bl sk VR AL
W ZAT R R A TR, 2 2 s n] W AT . 5 LA A L A
R, R TR N 1 NG5 b BT

4.2.2 SEBLERE P AAAE R )

(1) B B2
LIRS I — % (Rl EEBE A a0 per-pixel lighting ()5 306 BB RCR 205, —ffil
IR JRf el n] 2 X

Final Effect = (Ambient +Diffuse) * texture + Specular

' Ambient, Diffuse, Specular 73 HIARKINE G, 18 S FES 10 s RO G SR, T
texture K RAFEI O SHE 45 3

e CAiE Ml R =2 M AL T U H, € Shadow Term AR BT 2R (1) A
1, fEPIFT Shadow Term = 0, A{ERBIFZH U Shadow Term = 1. #iZRA{iH Final Effect
= Final Effect * Shadow Term ZE4T il & F 8L T T S 32 4 2R 10, (H RSG5t
W PRI IR e AR, AL T IR R G 35 n WL SO nT DAIE S R R R 1) S
BN A5 B VE R E IR, DRI 715 2 LU LS I RO, AR il gt s s FH an
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WL 22 18 S SEIUEE SEI 2

JRiB e A 22 2

Final Effect = (Ambient +Diffuse * Shadow Term) * texture + Specular * Shadow Term

(2) 7 RAEIE

DRI A YR P 2 R A ik TR PEE AR 17 R B ELRG B A BRI, RIS YR 8 (14 EL R BRI P A7
SLEU PUROAS S A AERG S D, 5 Sl P P 2 A A SIS s 243 5t B s+
AR BCE BB AR ARG DL N IR ISERIRIH S A0 v BE JC 2 IE A 4 e 9 o )R P AL 14
ZE5E, A PEERR M BLEACR, W B

¥ Shadowiap

76.80 fps (640x480), XERJ

HAL (pure hw vp): ALL

Press F1 for help

Pl 4.3 DIURSEEAN L 17 AR 1) B R R

fifp g EIR UK — AN oA IR 2 AT IR BELLACIN, A O e I 25 AR
N EEGE R MR

(3) B INIAGILERE

BH 52 BRSNS A7 AE 55 BT AT SCHAT BRI 93 () 1)l — A o AR ERAEE 2, K
TGP HER AN T B8 55 TR SR 73 HERIN A AN R B, 12— AR K K S 4
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MR RSE e /MR B, BBl Boa (pixel) 52 2 NS0 (texel) 5 DL, X
I S I FFILX AN R R PO S, SR LG B BT #Ce E i 800 LN 3
Wi, 32 25 P SR g 2t AN 1) S B o

(S PR EER P AR — B3R sk IR A T AR 7 1) Jay B X S~ S8 R P A
FIT AN GEAR — M BRI FEIE A mip-map JZ2 IR FRTE T S AF IO Ar v, i
SEIACER I AERE . AT BTk R A pixel shader HHEATIR BT, A FH 53 A% 1
BB TR R 240 5 3% (MR BEA AR BER X R K 4 A SR ST IR BEAE AR HEAT LG
B SRR UE B, HACR W R B s

K 4.4 BIRWURACR: ROGADREIERE B (ZEBE)IER T W g i i R
(A ). TRELEIE I, 22 B 0 F R AR AR IR

XA Shader TFEEIRK, 4 KIEFRARLHIRIRE . &R0 i B7E SR 53
HERANT BERE I PRI HEATRATAE , XN 2SR S 2R Aot b, B
SR MRS 1) £ B R B EAEAE R B, (R T 2ASFE IR N80, Ef
) LR S AFAE

2 H AT A AR B — P SCREPE BB AR T UMNAR AR F A o i (0 28 1 il i, Rk
MEE EYF, ASAT eI 3G s oD AR B L R G R OR E 2 fE R . Ak, A TR
PP G (R ERE ), LT KRR AL W AR, ROR L LF 2 adaptive
shadow map(ASM)* Fi perspective shadow map(PSM)™ . 13 [t Jik A J5 2 45 2 75 )
REP= A0 A (b N BR AR, fRE— AR ER BN — 80,  PIFvER
X ITET ASM J&7E shadow IZkALIE IERAEZR, 1 PSM I 7E FEE A0 AT 1 1 7
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4.3 BB SEEL

FATTAT LAFE 73 vl g R BB SR LR B Bt K Dh e SEBL A s 53, S8 ik 32
(RIS et o 4.2 715 oh B 20 10 B 52 s S B Rt b J2 Al Shader ARRSSEIRT, Horp
A TIR AN BT AL A R A GRS G

if (z/w > KAfdepthmap? 21 /1R )
ShadowTerm =0.0;

else

ShadowTerm=1.0

SINTIZ I ARIS T LA Bk Shader ARISTESAT I 75 ZEREAT 4 AFHIWT . 7E 2.0
S FLCU R RUA 1) Shader H 4% 143 S F 4 IR 8 0 AR A IL S & s B AT 11, U AT
SE S W L — AN B A AR AW R IR IU E 7r SCA I S R, BRI 4 A 20 S (R 8
R4 LR vl Shader HAEAE K47 SO, 235209 Shader AAASHAT IIRCE,
47E Shader HEAT XU A PEP I, FFEEHAT 4 YOXFE ST Ik 8 il SRR 4
ANAHEBSOCIR BEAE A LA, 25 B Sl B 2 il B

N T FRPOXAN ), EEAELE 75 0 5 B AT R e 1 LG a2 1 A A2 AR 1
757 ROKAEATIR B HIWT, Nvidia 2> 7 M GeForce3 541 GPU JTUAH S FF—FiFr Ay i 4B
SEILR R 5, 9k OpenGL 1 Direct3D 34 TSI J7 1% . HrP OpenGL 152
Bl EE SGIX _shadow Fi1 SGIX_depth_texture PIANHT I &Sk 5¢ /%, 1M Direct3D [#]
SO 5 L o )l — PR i SIS SOR B IR R . N1 7 1AL T Direct3D
[ AR ELEAT A4

Nvidia 22 7] REKBNFR 7 M 21.81 MUAS 2 )5 TT4f SCRF IR I AR A U 8o, &
i1/ 24-bit 1) D3DFMT_D24S8 FI 16-bit [) D3IDFMT_D16, I FH X i Fiak x ] LLsE
DA R SE SR 7. PR -

(1) &5 nT LA A DU AR A 2 BT A5 FH 1 P TR A A 2 15 SCRF A i D3DFMIT_
D24S8 1% LG, HU)RE 2 AE A IR BEAR R 2% 17 (depth-stencil surface).

HRESULT hr = pD3D->CheckDeviceFormat(

D3DADAPTER_DEFAULT, //¥AMEF

D3DDEVTYPE_HAL, /AR S R bR
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D3DFMT_X8R8G8BS, /7 BIREE
D3DUSAGE_DEPTHSTENCIL, //IZhfeseftE iR SRR A7
D3DRTYPE_TEXTURE, VZ4OE90E S gl

D3DFMT_D24S8 7/ TR SRR A X
)

— H hr iR [0{E 4 S_OK, NI Frizshae, nl LMEH L AL Gt —ik 4t
PRAE IR BERR

pD3DDev->CreateTexture(texWidth, texHeight, 1,
D3DUSAGE_DEPTHSTENCIL, D3DFMT_D24S8,
D3DPOOL_DEFAULT, &pTex);

VT AL BT B SRR R G D e /& D3DUSAGE_DEPTHSTENCIL, 1A 2
D3DUSAGE_RenderTarget, JfANGE EL#AE ATE 44 H bx(render target), PKlthis 20—
sk FH A G H AR B SCEE,  [R) INE 228 Hl) Fsf F G00) Z28 14D 92 88 2% 5 A 2% 0 €0 S0 B ) 3R S A
RGEAT

(2) LLGYEAL B A A HIg 5 A R R

X—DRUFTD R 1A —FER, EPR A R R S0 I A 2 VR B 28 A7
1A /& render target, Jfr LAGAL v DUAN T 2250 H B 1 21 B S 4 (Frame buffer), 17 2
TEEREY AR T LT, n B f 2 Ik & D3DRS_
COLORWRITEENABLE [#{f 14 false S SZHIL, I A¥ I S B AT LUK K Hb BRI 5 26 1) %
BN Shader AR 440, Nvidia B 5 £l SR e HUE G iRk B AE B O E SO,
GPU 2T B 23 i — 1% . vertex shader H 75 B2 B4t oPos, pixel shader m] 4
WE null, BEARE S B Sh{ERE R Pl il gh B NS R R

(3) IR IEH AL R E, IR R 2 5 A i B R R

AT D2 5 BITE L I SERCR IS Shader FRIVARRE Al ] 2 A1 3 SC etk 1 RE IR
MBS BEAERA S W R R G AT S AR, (HAS T EEAAT R4 Shader $5-4 1M 2
FLAEA RIS HE I T RER SE 1, T LA Shader 45 tex2DProj(HLSL)>K S L i% 2)
e, ZIELW T
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ret = tex2DProj(s, t)

s HEHERITE AT 748, t ASCHAARRZF 4748, %) T tex2DProj K i3t t N4 4 T
TIATAY, AR YR SRR, TR S tx / tw F Ly [ tw PR SUERAA R 2R A
19 2R [HIMH reto Nvidia SCHEIIRELE B SE UM XXFR A DI REML T3 e, RFE I 2 Al
5% W A% X () D3DFMT _D24S8) 23K MR R, tex2DProj 4K H t.x / tw Fl ty /
tw VE R GOHARBR 2 RAFIR LR, [FIINPRERAEAS SR A tz / tw AT A, Wi
KA RN IREE N T tz [ tw, WERPME retxyz = MlIERE N 0.0, 0 ret.xyz
SAEE YN 1.0, Kk LUCE R — AN QUK FE 1 F5 4 ShadowTerm=
tex2DProj(s, t).r U] 58 i LA TCA I 45 23 SR, Tt 2 B [T Wit vl DASR i
TTACRE ) e E LSRR . DU Ry ARSI

7t vertex shader v, FF B0 T AU BEAT AR bR AR e o 1 50K T ACAA B ) FH R B

M =M world M LightVieW.M Light Proj ﬁ?ﬁ?”%%ﬁﬁﬁ%)ﬁ%&?ﬁﬁéﬁ?%—Fo é\ﬁjﬁ%}a

HIARFR A T (X, y,2) s ARG A T A4k

T.X=T.x0.5+T.we0.5+T.weTexBias _ x
T.y=T.we0.5-T.y«0.5+T.weTexBias _y
T.z=T.z-T.weshadow _epsilon

X A TexBias _ x # TexBias _y & SCFRABFRIGLE X, y 7 o] W2, I b mfs &
() Jit DR E Direct3D FP 555 22 AL bR AN SUH B BR A IS — XN ), P 2 AR 2
NG EKJE FRmFEe 3. shadow _epsilon J2 k1 3 Gy 1o 0 Wik Bt o (KRS P 45 22 111 5 |

AN —MRNPTF A it DL AR 5 1 AR AR R A pixel shader H tex2DProj $54- K
fEFH 4 TSR AARR .

7t pixel shader #', 1T E | H ShadowTerm= tex2DProj(s, t).r R AJ i & 24 i % &
SR AL T B, AR5 ShadowTerm i A BH VIR 20 S RITRT 453 21 IE A IR B 5 R0
N RS G A DE R, BEAFI S WU e g2 4t T — NI Thfg, e A RARIR B R AL
BRI RE KA 25 A7 % (N SCE g Y 77 0 %9 D3DFILTER_LINEAR, HAXA# F— 44U HER:
FETE 2, BB 25 B80T A 1568 O ZMEBg e )44, IR IPEROE ME, fE4
BH 3 5t 1A R IR AE T A R 0%
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4.4 LB EERAITE

AR Visual C++ F1 DIRECTX 9.0b SDK fF—&TH 4% Intel P4 2.8GHz.
Nvidia GeForce 5950 1. 1G PAZ ML b SZBR 1 8 38 (1) BH 52 s S vk A A 44 RH 52
WL ) HRCR AT LR A W -

%41%ﬁm YT AR R
S5 | KA B BALFPS) BELHG L3 (FPS)
W5t 1 160 220
It 1 125 176

1 A AT LU AR AT R ROGUR A AE R AT B S R S92 L [ e
S SR R K23 iy 3096-4006 o FRATIE XA W Ze M g B IR 60 W9 2 RO R Al T
WK, SRR R PR

K42 BB %%ﬁ&ﬂm%ﬂ%ﬁﬁ&ﬁ%ﬂiﬂw
S5 | KA BB FPS) BEPH WL (FPS)
Wl 1 110 217
i ! 85 173

R A ol LU AR R SO IR A 1 A8 HI XA IR (RO A 1 B S kA 5

AR EIAMELTT—FE, 1

SRR 3 WA, R L
TEREATA B K XU R UE B L RE NG Ak, AT B 3%
LVEIEE R, 2o — A SR AR A nT LS I PEDE B o

NG PP B TR A T B AR L -

7 [ 53 %%ﬁ&%ﬂi%%g?%
I B TR 2 5
SIS ik I R AR B AR IR s

DI RH 52
X E B R T K
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R A3 PIRT AR SEELUT IR B

2l R

W B S

R B S A

B®1 | fg—5k D3DFMT_32F %X
GUHE IR ERR, ¥ H hiE
e H bR LOGUAL B A A2
A5, 76 Shader
TN FZ AR T OCUR I IR
DA A JE 1) 77 3 55 219K
e,

B —5k D3DFMT_D24S8 #% K4l
PR RFER, ¥ B 3 HARIIR
JE R 2247 (depth-stencil surface). LA
UL BN Sz A g =,
2R %A COLORWRITEENABLE [
N false, AEHIHBIAGELR, &
IR 5 B2 il R BRE R

PRAZ IE 5 A 37 5t 34T 48
i, KD 1 P A IR T R
WG, {f Shader Wikt
VRS 2 IT AT IR I T S5
5 B R X3k, AR 5k B R A
NGB

VST IE RN g s AT 23, # b
BB A R AR v s, A
Shader 54 tex2DProj SKEHRE X, ¥
15 2 HE LR R B 5 1 A D' I ]
LRI,

SRR, AEPERTE IR B A2 — Rl s R B R IBOR . AERRIUILSE L i kS5
RZ I 2N, BAR H AT A Nvidia 1) B SCRRZ I RE, B A H %1
fEF- 5 R8T, (HK5>Kk OpenGL F1 Direct3D 1R ] G4 X THE R N Fohrutrfr, oK
PR R SRy, XA AR I, eIt A R et s R ek
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BHhE BEHARRITAE

51 TAEREMiEe

FERTEWT A AR, A — R T SR KA A BRI AR, [
I3 1 KRS AR SRR BERL, EIE B 45— 28 H SRS & .

(1) XTSI T 24 AUk AR 9 2 22 1 AT 5, T e B TR A v A 0 AN ]
MRS H s HATA R o 0 8 RAE R 45k h AN T [ e ik e, 1 AT
SR KL, FLI e Tk £ I 2 L 92 FH AT gn BRI K SR BERl tSke 1y, DRI AE kAT 42
S A FH AT 4 AR P T I 7K 261 7 2 s R B A IR PR BB AR I (AR B 1 &5k = Nvidia
GeForce 6800 /iR f77EE —Lerhfe ERIBREI, Wi GPU EIHA 8 HIHERR L1, Jr
LA Shader ARA5 A bR B I 102 O RERBRL 8 )28, ARl FRA 138 I FR P I3 A T, 48l
(127 N H — SR ERER AR LT AR GPU SEBI, AR T 366 U1 J R PR A T 1 S
TS8O T S A R, S g R R BIRE B R SERR | GPU
PATARPAR I A & K 2k P fj o H B IRATHE, AME CPU AR 4%, K
IR LG WIRE 1, TCTF IR B m RS R

(2) g A ERAEPE HAT IRATIAT AR R 454, BT AR 2238 vH S At i) Sk Al Ay
SRER BN GPU [ Kia HPERERIAT, HArCAT 7RI RRE RN . R
PUAE R P 9 A2 AR HBEBR Bt IEEE HURS L ITF RUSCRE, — S0 8 SR B i
FIVHHAEAE G 22 IEEE XURG LRIV i SR, 302 2 iy PR mT 2 A B JEAE AR A vy PERETT
ST A 2 S N 1K) B SR BN s AR EILAE (1 m 2 R PR T ARE AP ) e A 2 o B
KA 512M, X0 AR Z v SN IR AN, 1y HLAR 22 R 40 i EEAE AL A7 A
WA Z RPN E A G, HATIY AGP8X i 2 i ARTE ML B AR R A . &
MNIREL I, BEFE AT g R BB AREAT K WOt e, BEPE) R PR At x4 01t 1EEE XURS
FEMPF SR, AR R M AR, RN CL I T PCI-Express X HE %4
HEARAR ) S B T DA R [P T AN R L, A A BEAT A (V0 9l A 2l 2
JAL Brook, Sh XL AL BN FEPA BRI, MG AN RE BB UKL I N FIFER]
TS M GPU SRty si KT RE T, IXFE W 5| 50 2 ANl U AT 5 3 ST E AT
M GPU. aJ LARR S, H AL T n] g A BTG 1) e PR RE VS0 AR G0 U I e R 1 )
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(3) WL EJE API Ji1fi, OpenGL A Direct3D fFAH 4K — BN A Y 2 & GPU i fi /)
F275, OpenGL 1N gs BB Tk, 24 ROET 2 % AR FF T Sz
%, 2000 4EJ5, PEBEE T R R AECE ) %, Direct3D JF 4RI EUEAS, 2 H §T M1k
BN AR PRI SRR I 5 L4418 T OpenGL. Xt T3 & A ST & , Direct3D
HEIRGFE 7 UL OpenGL E 2%, (R I SCRE TERF MBI IR R 5542, Rl 2% GPU 1)
HAEEIEE T COM MR I B YE, (A RARH T, X6 TR 2 Nl GPU 1) F
SE o KUFIT; 2488 OpenGL 1.5 Jaskh Tl g F il (1) S e AT TR B W28, 4
AN 245 5 OpenGL shading language )52 £5, 1H H FiAHEL T Direct3D i 51/
AATEEMHTT, WA EE Shader F54 (R 045, 753 0 LBk tH 1) OpenGL
2.0 FRUERES MR LT

(4) ] G FE A AT AE S P T2 Aok 2 Bl ol — Bl (1 Se L CH, Rl H Ay
Ry n] g R O HAE D e OIOM A By PRAFANAL T, AR 2 5 U B 2 s e = 1)
CITFBE T AHSCURAR, RPN SAA IR TR R n g A B AEHEOR 2 e 3t P Atk
FARFEM TN FZ AR ARG, ARSI L2 A8 L m] 2 R A0 el R mp AV b x
GPU [MZhRESE HUBI I EER, A MUHESDREI ) R AT T AW th DO RE SE N5 KK GPU; 1
RESE 9 KM GPU S dd ok S et 58 22 UM SR, SXHEARARIA eI AR 3R — 5
SAES AT PR A BN 225

5.2 RRITAE

PEB AR LAEVSIR S L) SR BB 11 B N S5, K n] B 24k R AE LU T L
R

(1) E T gmFEEEAEEY High dynamic range(HDR) 4 ok WA R 46 . H AT
GPU i RAL PERE ) L8] DU AARHEAT SEIN AL BE, 77 miis sU40RE Dy HDR idlade fit
THAE, R GPU S 103 1 — 40 A v] LUR 25 5 sk i 20T 45 Bl WL A
(AL, G ] DUSEBLSE X, HDR MR ECE USRI T 00 45, 45210 = s

(2) SEWEEI (soft shadow). IS PYFEHPRAN 41 1 6T n] i REAE 1 () BT 52 e
WL, A R AR I 52 (hard shadow),  (HRATTZL S thE S e 0L 21 (¥ B 52— FRCAT
FERRBASE DA S N 22 TR B 58 IR AT S i XK, HT ey 122k X0
T FIRIFIE A A 2 TR o LABH S Wi 1) S 3 L A 2% 1 — b 4 (K 55 T P w12 1R TR R A
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[ES
by

o 45 5 R T AR

(¥ SE IR R B S 2l vk o

(3) HET-m g5 B A 1) 4 Jr 6 BB SRR (A T o 4 Jm DY JRUBH ] DL S b P 30 i
st AR 4 R G TR SEBIEOARAE H AT 2 ] SE B P AT SR AN ek 21 SE I, 2
6Lk R B (ray tracing), % T #ET (photon mapping) s, A HL PR HI T B AT 3G L
B H 25 50K 1) GPU DIfE, A5 B2 n] LUK 2SIl S 42 Ja) ol f B S 10 30 A2
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ASSORAE IR L AR B B (2048 3 1 58 o AR 22 07 ]
), A7 ITAE S )Mo T7 TR 45 T FRE O iI4a A SCR I B o O™ 1 06 2 A
& IR W NI I s« BB RIBERORS A B R B e, LKA
FAESCRR BT AE i 55, XS FR I b B PR RA S 2 ai. [FI,
P ST AR N A0S S SRS AR B2y 7 1 AR S0 LA B, Ak NiARAR X,
NS, AHIETRSCSE R b, T4 11 322 22 DRI 2 T 250 LS4 J AT AR !

FERR L RHIE LAERE R, 3043 2 1 6 2 42 BRI His T ARS8, e et e
75 Tt ARG O R R DA IS, A 0 1) 00 S T 71 o R R ORI (R AR !
FERAH PN S E e S ST 000, T BT SE BR300 RS SRAE RHIEAN 2 > S8R 22 U5 1
N AR T, A2 AR, RIS R I A DI TR RS SO T A
AR T R R, MOCERI AR, WIBCEI, IR R A, AR
SRR | AL BT, IR, 7055 22 A I e Sl ) 25 3 (1 R 3
Bh Al !

IRUNTRE S0 R, SER. 8205, BB ZUKMH. 28, 58
T HAER. BB XEEB RO XITDE 5KE. B9 KiE. Slnd. X[,
MR, DT R REE. ER. ORE UERR. R TR AR
[l 226 A N W18 SC CAR SRS 7R3 B e Hpml ity B B <z« 9K R I 3 AT — kS 1K
GPU MR MIALF o I = A . S, YoM Bl T PRI, AR i
LR N E 2 R

R EPSIVE E AN TIPSV iY g

S SCRE— L LIRS I SR Z 7, b Al 2s 7 BRI S il RERBR ) S35 - fe
Jrv IR ) 2 A SRR A 3 5E S Y S 8] e 45 7 PRI TG FA T B R4 S5 !

$e e LIS B I REUTATD £ A SR B 00 e 5 e = P T S UL 65 TR AT 12 b A ol !

TS
“FFTFEN
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